
Banking Details:

Account No: 62299425689 
Branch No: 255955

Deftech (PTY) Ltd.

Please remember your child’s school and name as a 
reference

FNB

Give your child the 21st Century skills they 
need to be an entrepreneur and inventor, by 

growing their computational thinking with 
technology literacy, critical thinking, problems 

solving and creative confidence.

Ÿ Payments not received by the second week of term will 
be seen as your child is not participating and they will 
not be allowed to attend the workshops.

Ÿ There is no reduction for any non-attendance due to 
illness or any other reason - workshops may be made up 
where the entire workshop has to be cancelled due to 
unforseen circumstances. There is no workshops on 
public holidays.

Ÿ Teachers are NOT responsible for children before or 
after their workshop time.

Ÿ There are 8 workshops per module. And we work 
around half terms and holidays to ensure 8 workshops 
occur.

Ÿ All accounts are payable at the beginning of the 
module. Fees payable in cash or eft into the bank details 
listed below. Please use your child’s school and their 
name as a reference. 

In order for us to get accurate details from our parents or 
guardians we, ask that you use the following link on your 
PC, Laptop, Tablet or phone (which is easier to sign with). 
This way we will be able to communicate, send invoices 
and reach out should we need to give you any additional 
information to the club or during the workshops.

                                              
http://bit.do/kid2020

Technology is becoming a part of 
everyday life. Every company, charitable 
organization, and cause can benefit from 
technology. There are apps to help you 
buy, give, join, play, volunteer, connect, 

share—just about anything you can 
imagine. Have your children wanted to 

build their own level for their favorite video 
game? Coders do that! What about create 
their own phone app? They can bring that 

idea to life by programming it on a 
computer! Every program, game, system, 
or app they’ve ever seen was coded using 

the same programming building blocks 
they’ll learn in these workshops. When 

kids program, they take an active role in 
technology—they’re not just having fun, 
they’re making something fun! then we 
will help them be creators and not just 

consumers of the toys and tech they use 
these days, and finally get them to create 
their own toys, using all they have learnt.

Gordon 
083 2002866

 gordon@defetch.co



Module 1 - Coding

This module is all about coding and bringing coding 
into the real world. Not only do the students learn and 
have fun through coding and building games, but they 
learn to apply this to real world situations and make 
their coding come to life. They will walk away with 
their own micro:bit so as to keep coding.

* Receive your own micro:bit to take home and create 
with.

Module 2 - Robotics

In this module students get hands-on experience of 
learning to design, build and program robots of 
increasing complexity. This greatly boosts students' 
teamwork and problem-solving abilities, while helping 
them to learn how abstract concepts of mathematics, 
engineering and computing actually work in practice. 
Students get to keep their own starter kit, comprising 
of a breadboard, LED’s, motors and servo.

 

This module is an introduction to engineering 
concepts and terminology, you will have the 
opportunity to build inventions and build a wooden 
toys. It will be enhanced by using your micro:bit and 
inventors kits. Thereafter you will be able to create 
your own inventions to help solve some of our worldly 
problems. 

* Receive your own toys to build and use with the 
micro:bit and inventors kit.

* Receive your own starter kit to learn the basics of 
robotics using your micro:bit.

Module 3 - STREAM

We want to make learning about STREAM (Science, 
Technology, Robotics, Engineering, Arts and Mathematics) 
more fun and accessible to spark the worlds next 
generation. We are on a mission to make these future 
needed skills accessible to everyone, by empowering 
everyone to learn, apply and create with our easy-to-use 
educational toys. The time is right to create and invent, 
South African solutions for South African problems.

We have chosen educational toys that allow for expression 
in multiple ways, from learning at the computer to taking the 
device away and playing games they have created. They 
can even communicate with other devices or build and 
operate toys they have assembled and can design. They  
support many different learning aspects including music. 

People spend more than eight hours a day with techno-
logical devices, yet most of us don't know how they work, or 
how to make our own. For all the interactivity of these 
devices, we are limited to passive consumption. 

Our technology choices:
  Grade 8 & 9

 

There are 8 workshops per module. And we work around 
half terms and holidays to ensure 8 workshops occur.

True STREAM experiences involve two or more standards 
from Science, Technology, Robotics, Engineering, Math 
and the Arts to be taught AND assessed in and through 
each other Inquiry, collaboration, and an emphasis on 
process-based learning are at the heart of the STEAM 
approach. We bring in Computational Thinking the entire 
time.

  Grade 5 to 7

   Grade 00 & 0
We have kidiengineer for;

STREAM is an educational approach to learning that uses 
Science, Technology, Robotics, Engineering, the Arts and 
Mathematics as access points for guiding student inquiry, 
dialogue, and critical thinking. The end results are students 
who take thoughtful risks, engage in experiential learning, 
persist in problem-solving, embrace collaboration, and 
work through the creative process. 

  Grade 3 & 4

All students receive a kiddiengineer cap and USB, along 
with a certificate for each of the individual modules they 
complete. What differentiates our club is that each child 
will take home their own micro:bit in the coding module to 
keep, so they can further their learning and play at home. 
In the robotics module they will receive their own starter 
kit to extend their learning further, in the final STREAM 
module they will receive 2 models to build and work on - 
that's R1,450.00 worth of Edu. Toys for them to keep and 
learn with along with their kit. 

The kiddiengineer program starts with little learners as 
young as 5 years of age and goes up to high school.  

  Grade 1 & 2

 Kiddiengineer costs R1,600.00 per module.
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