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Before retiring from McKinsey & Co I became convinced that a key cause of the critical 

condition of public education a pervasive phenomenon worldwide, but particularly acute in 

Mexico- is the low performance of public school systems.   A few Mexican statistics will put the 

problem in perspective: 

 92 percent of Mexican children cover their elementary (K-9) education in public schools 

 Only 3 percent of public schools perform better than the average of private schools in 

standardized math tests 

 There is an unwritten rule against failing students in K-9.  Therefore, when youngsters 

first encounter true fail/pass examinations in mid-school (10-12), more than half cannot 

meet the standards and drop-out rates go to 60 percent of each class, and only 10 

percent graduate from college 

 The public school system, captured by a nation-wide union, spends more than 5 percent 

of GDP and is extremely resistant to change and experimentation 

 Mexico underperforms in PISA tests.  Only 12 percent of private school students (and 

less than 3 percent of public school students) meet Korea´s and Finland´s standards 

As a consequence, since 2008 I have embarked in an educational project to attack this problem, 

and have founded a not-for-profit NGO, Inoma A.C. whose mission is to improve the level of 

basic education of the global base of the pyramid by providing ICT and game-based elementary 

education alternatives that allow students and parents to support, complement and reinforce 

formal public education. (www.inoma.mx) 

We aim to do this through access to an internet portal (www.taktaktak.com) that supports, 

complements and reinforces face-to-face education, through a method that is: 

 Fun, fun, fun so that children “learn while playing”, even outside of the classroom and 

school.  First fun, then learning as a consequence.  We have created the TAKTAKTAK 

brand as the vehicle to convey this fun experience. 

 Covering the full elementary school (K-6 and eventually 9) 21st Century skills and 

knowledge curriculum and allowing individualized learning modes and paces (expected 

total game population of 200-300 games).  Our current offering of over 60 games 

started with math, reading comprehension, and a few other topics. 

 With free access to the player in order to reach the base of the pyramid anytime, 

anywhere, 24/7.  

 Independent from public education authorities, to avoid bureaucratic and accreditation 

processes and systems, and to make it deployable worldwide. 

http://www.taktaktak.com/


 By free subscription of every student/gamer allowing tracking of individual progress and 

modes of learning; and to implement “mass customization” of the learning process 

through implementation of sophisticated data-mining and predictive algorithms.  

 Based on most fixed/mobile technologies, as well as functional in different connectivity 

situations (on-line, asynchronous communications and even off-line). 

Over five years of activity and as of september 2014 we have: 

1. Around 130,000 unique users (according to Google Analytics) 

2. Statistically tested the effectiveness of the approach in the state of Puebla with very 

promising results (improvement of 0.18 standard deviations in performance in 

standardized tests), similar to the estimated differential impact of good vs average 

teachers in the US (according to Eric Hanushek of Hoover Institution). 

3. Invested over $30 million pesos (around US$ 2.5 million) from different “angel 

investors” and donors 

4. Entered into joint agreements with several reputable Mexican and international 

institutions: Museo Papalote, Fundación Chespirito, Televisa Niños, Aflatoun, UNETE, 

CIDAC, Universia Santander, among others. 

5. The overall yearly delivery cost at a scale of 1 million users would be US$ 2-3 /player. 

We aspire to enroll at least 1 million users in the future, which we estimate as a reasonable 

target based on 25.8 million Mexican student population in K-9 (5 in K, 15 in 1-6 and 6 in 7-9), 

and in the international availability of TAKTAKTAK through the internet.  We are betting on 

continued reduction of the digital divide through increased affordability of connectivity and 

computing power to the base of the pyramid.  To achieve this enrollment we are following a 

push-pull strategy: 

1. Push.  We are entering negotiations at state, not federal, level ministries of education to 

incorporate TAKTAKTAK as part of the teaching tool-kit available to teachers in the 

public school system and easily accessible in computer labs and tablets distributed to 

students. This student/player site is complemented through a teacher´s portal 

(www.labtak.mx) explaining learning progressions in the curriculum, the learning 

context of each game, teaching suggestions and supplying teachers with statistical 

analysis and suggestions for each individual student.  We have also secured access to 

several private school systems (albeit much smaller).  Expansion to school systems 

outside Mexico would be highly attractive,  but we currently don´t have the personnel 

capacity to carry it out. 

2. Pull.  We also attract traffic to TAKTAKTAK through media advertising, membership 

distribution in high traffic generators (such as Walmart and Papalote), and sponsorships 

(e.g. Chespirito cartoon character).  The pull strategy is based on brand creation and 



advertising to different audiences (children/players and parents) with segmented value 

propositions and messages 

Our business model is based on the following: 

1. Overall TAKTAKTAK and Inoma are a not-for-profit venture 

2. Game development is funded through tax-exempt contributions od institutions and 

individuals concerned with the state of the quality of global (and Mexican) base-of-the-

pyramid education 

3. Operational expenses and institutional development costs will be funded through 

commercialization of data-bases deliverable through the LABTAK teacher/parent site.  

We estimate a $ 50 peso ($4 dollar) yearly membership per player to be paid by the 

school system, or by the parent. 

4. Additionally, we are in the process of experimenting with other potential revenue 

streams like crowdfunding, Social Impact Bonds and early talent detection services. 

5. We would like to postpone as much as possible the possibility of using targeted 

advertising as a revenue stream to avoid perceived or potential conflicts with the 

players´ target segment 


