
 

   

 

 

 

 

 





 

 

THE DIVIDE 
 

five dimensions of digital inequality --- in equipment, 

autonomy of use, skill, social support, and the purposes for 

which the technology is employed -- that we believe deserve 
1 

 

Simply placing a computer in a classroom isn’t enough. 

Research has shown that a child’s environment and 

interaction with technology affect their outcomes. We know 

the formula for success and it includes fun!  

 

Our support, mentoring and technology is the key to 

improve the chances these deserving youth will leave 

poverty. 

 

 
 

                                                           
1 Source: DiMaggio, P. and Hargittai, E., 2001. From the ‘digital divide’ to ‘digital inequality’: Studying Internet use as 

penetration increases. Princeton: Center for Arts and Cultural Policy Studies, Woodrow Wilson School, Princeton 

University, 4(1), pp.4-2. 

 

Digital literacy is the ability to use 

digital technology, communication 

tools or networks to locate, 

evaluate, use and create 

information. The ability to 

understand and use information in 

multiple formats from a wide 

range of sources when it is 

presented via computers… 

Literacy includes the ability to read 

and interpret media, to reproduce 

data and images through digital 

manipulation, and to evaluate and 

apply new knowledge gained from 

digital environments.  



 

   

SMILING FACES OF 

DISTANCE TEACHING AND 

MOBILE LEARNING 

WE TOUCHED LIVES OF 

STUDENTS ACROSS THE 

GLOBE 





 

 

USAGE 

 

 

 

 



 

 

 

TRANSFORMATION 
 

This year our team created a set of e-Learning games to 

tackle English as a second language learning barriers for 

children, many of whom would remain computer illiterate 

and without English Speaking skills. Learning to utilize 

technology and speak English will give youth competitive 

skills in their job market when they mature.  

For now, they get to have fun with Professor Ed their digital 

ESL teacher! Ed uses advanced technology such as HTML5, 

Construct and Speech-to-Text as well as Text-to-Speech 

Protocols allowing amazing interactions and engaging 

immersive learning the kids can’t get enough of! In its first 

month’s usage, Ed was used by more than 500 students 

and had a game completion rate of 87%!  

These are results to be proud of considering the platform 

forces recognition of English terms. Even better the users 

gave Ed an average rating of 4.32 out of 5 stars.  

Relationships +Access = Equity 
 

Our programs are being defined by our ability to engage 

with communities in remote and extremely underserved 

regions of the world. Access in DTML’s case is directly 

related to trust. We know trust is earned. The relationships 

we build through smiles, handshakes and donations of 

internet service, school supplies, computers and EduBot will 

maintain the foundation for later endeavors.  

 

 

 

 

 

We are committed to 

transforming lives through 

equitable access to technology 

and language skills to become 

competitive in the job market 



 

 

 
 



 

 

Financials 

 

 

 



 

 

Financials 

 

 

 



 

 

GLOBAL IMPACT 
Where we’re Needed- Internet Penetration 

 

 

Where we’ve been  

 




