
Inspire S.T.E.AM. uses techniques in both drone 
operation and programming to teach students from 
ages 8 upwards just how awesome drones are, what they 
can do and the myriad of applications they have in our society - 
igniting their imaginations, expanding STEAM disciplines and opening 
career guidance opportunities previous unexplored.

We are riding the wave of change with 4th Industrial Revolution technologies such as VR, AI, IOT and 
AR and this is directly supporting new careers in multiple industry sectors.  Drone technology has been 
used by tech-savvy consumers and defence organisations for some years, but the benefits of this 
technology extends well beyond just these sectors.  As drones become increasingly accessible many 
of the dangerous and high-paying jobs in commercial sectors are being displaced by drone technology, 
offering safe and cost-effective solutions ranging from data collection to delivery.

DID YOU KNOW?
A drone or a UAV (unmanned aerial vehicle) is 
generally a pilotless aircraft that operates through 
a combination of technologies, such as artificial 
intelligence, computer vision, object avoidance 
tech, and others, but they can also be ground or sea 
vehicles that operate autonomously.

Drones uses, their accessibility and their myriad of 
applications, extend past our lifestyle enjoyments, 
with flying fun and aerial photography, they now 
offer more career opportunities in an emerging 
global market that is valued over $127 billion, and 
growing.

Inspire S.T.E.A.M. is a fun, tangible and beneficial 
introduction to students into this exciting and 
relevant future.

Inspire Africa 
has launched 
the most 
innovative, 
creative 
and exciting 
S.T.E.A.M. 
programme 
into South African 
schools and tertiary 
education institutions.



71% of all new STEM jobs 
are in computing, only 
8% of STEM graduates 
are in Computer Science.

Better career 
opportunities in 
STEM - a highly 
competitive market.

Programmers in high 
demand- coding is 
a vital skill.

Improves creativity, 
empowers students 
or scholars to not only 
consume digital media 
and technology, but 
to create it.

When students or scholars code, 
they take complex problems and 
break them down into smaller 
parts, learning what it’s like to 
approach a problem the way a 
software engineer does, with 
logical, computational thinking. 
This logical thinking is a powerful 
tool in school, work, and life.

The programme 
enhances 
communication and 
collaboration skills 
as all are joined by 
a common interest 
in technology. 

Python Programming used in drone 
operation is an object-oriented, high-level 
programming language with integrated 
dynamic semantics primarily for web and 
app development. But it is relatively simple, 
so it’s easy to learn since it requires a 
unique syntax that focuses on readability. 
Developers can read and translate Python 
code much easier than other languages.
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Sparks imagination - Instead of 
simply playing a video game or 
using an app, they can imagine 
making their own video game, or 
envision what their own website 
or app might look like.

WHY LEARN CODING?They will learn to code and programme in Python.  

Our children’s world is becoming rapidly more  digital 
focused.  The Inspire S.T.E.A.M. Drone Programme is an 
engaging way to introduce applied learning in Science, 
Technology, Engineering, Art and Mathematics.

CURRICULUM OUTLINE:
• Safety Lesson
• 8 Lessons of Drone Blocks
• 8 Lessons of Python
• 8 Advanced Drone Blocks Video Lessons

Along with the online courses, Inspire S.T.E.A.M. fully 
equips you with tablets, smart phones, Tello Drones, 
obstacles and an obstacle course/ drone race track 
and all the other accessories needed to have your 
students take to the air.  

BUILD. CODE. FLY.
What makes the Inspire S.T.E.A.M. Drone Programme 
unique is  how it brings Science, Technology, 
Engineering, Art and Mathematics to life in an 
engaging, fun and easy to understand way.



Science through understanding that force acts on an object and includes 
strength and direction, causing the object to move, and that objects that 
appear to not be moving have multiple forces compiling to create zero force 
on the object. The motion of an object can be observed and measured. 
Through the experience they will investigate and test solutions to solve 
each challenge efficiently; synthesize information from a variety of sources; 
evaluate solutions, taking into consideration safety, reliability and impact; 
and observe, question, collect and evaluate data.

Technology showing how it can be created and improved by the interconnection 
of Science, Mathematics, and Engineering utilizing a variety of technology and 
resources to better understand concepts and solve problems. This develops 
comprehension of the logic and syntax that goes into building or coding a 
programme through engaging in and elaborating upon activities. We simulate 
solutions to real-world problems using models and/or computer simulation, 
delve into programme variables that represent quantities in mathematical 
problems and write conditional expressions to create programme logic using 
if-else statements.
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Engineering in the course teaches how to improve and optimize results by 
identifying errors and using mathematics and technology to redesign and 
solve problems and we teach evaluation using prior knowledge such as 
scientific processes and real-world problems and troubleshoot to develop a 
solution.  We discuss, explain, and collaborate to improve a product through 
iteration.  We explore the world of engineering further in designing a device 
that converts one form of energy into another by building, testing, and refining 
- determining the best solution to accomplish a given challenge.  Children are 
tasked with planning and carrying out investigations and gaining feedback 
through design process with design solutions.  They will too learn to construct 
arguments that provide a convincing explanation of solutions created through 
programming.
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Mathematics is core in measuring distances, width, length and speed to gain 
data for interpretation and refining engineering and design; integrating data 
analysis to collaborate and gain feedback; solving mathematical problems 
with numbers in any form, strategically using applicable tools. They will 
determine the probability of events and compare data from observed models 
and explore and evaluate possible reasoning for discrepancies between 
models. They will observe an object’s motion, providing data and evidence to 
evaluate and predict future motion.  Geometry knowledge is developed and 
expanded through understanding the concepts of measuring angles, and 
geometric constructions.  They learn to understand how variables can be used 
to represent quantities in a real-world, or mathematical problems.
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Art is incorporated through the making, design and creating using a variety of 
material to develop a concept or learning experience as they brainstorm ideas 
through modelling and sketching with reference material drawn from works of 
art that relate the knowledge.

Find out more:

simon.robinson@inspire.africa

www.inspire.africa

Inspire S.T.E.A.M is accessible to all students in South Africa through our supportive financing options 
tailored to needs and budgets. 

INSPIRE S.T.E.A.M. -  CREATING THE FUTURE TODAY. (R)EVOLUTION


