
 

UMBRA BEHAVIOURAL & INNOVATION LAB  ·  CURRICULUM OVERVIEW  

Forming 

Noble 

Geniuses. 

A framework for developing children with deep intellectual capability, moral character,and the creative power to build Africa's future 
— and the world's. 

FOR PARENTS FOR EDUCATORS FOR LEARNERS FOR INVESTORS 

 

 

AGES 6–15  ·  THREE TIERS  ·  TWO LABS  ·  FOUR PATHS 
 



THE FRAMEWORK 

Two Labs. One Purpose. 

Umbra BiLab is structured around a single governing idea: you cannot build something great until you know who you are. Every learner 
begins in the Inner Lab — the Village — before choosing their frontier in the Outer Lab. 

 

THE INNER LAB 

The Village 

The foundation class every learner takes. Before building 
anything for the world, learners build the most important thing 
— themselves. The Village provides the language of inner life, 
the architecture of the self, and the moral ground from which 
genius grows. 

• Emotional intelligence & self-knowledge 
• How the brain and habits work 
• Character & moral imagination 
• Writing as thinking 
• The examined life — philosophy & purpose 

THE OUTER LAB 

The Laboratory 

Four paths. Endless frontiers. Children choose one lab and go 
deep — building, experimenting, and creating for the common 
good. Each path is grounded in first-principles thinking, 
mentorship, case studies, and making things that last. 

• Futures Lab — Speculative & Civilisational Design 
• Cultures Lab — Civic Sandbox 
• Media Lab — Storytelling to Rebuild Society 
• Design & Engineering Lab — Building for Africa 

 

THE TRIVIUM — OUR LEARNING ARC 

Every unit moves through three stages of the classical trivium. Learners do not skip stages. 

 

STAGE 01 

Grammar 

Receive. Observe. Name. Build the raw 
vocabulary of the domain — through the 
body before the concept. 

STAGE 02 

Logic 

Analyse. Question. Examine. Apply the 
vocabulary to real experience and begin to 
see structure and cause. 

STAGE 03 

Rhetoric 

Express. Create. Persuade. Turn insight into 
argument, art, and action for the world 
beyond the room. 

 



INNER LAB · THE VILLAGE 

Foundation Curriculum 

Five units. Sixteen modules of formation before the frontier. Every learner, every age, every path. 

 

UNIT 01  The Landscape of Self    Modules 1–4  ·  Grammar Stage 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 1 The Feeling Vocabulary 
Dramatically expanding emotional vocabulary — anchored in the 
body before the word. Somatic mapping, body-sensation 
exercises, emotion pairs and distinctions. 

Learners move from a 5–6 word vocabulary to 
30+ precise words. Spontaneous use of nuanced 
emotional language begins. 

Module 2 The Brain & How It Works 
The three-brain model (survival, feeling, thinking). The amygdala, 
the alarm response, neuroplasticity. Clay brain building; scenario 
analysis. 

Learners understand emotional responses as 
biological mechanisms. They gain agency over 
their inner state — observer of a system, not 
passenger in it. 

Module 3 What Is a Habit? 
The habit loop (cue → routine → reward). Identity-based habits. 
How habits form around outcomes, not values. Habit log — one 
module of pure observation. 

Learners can name the structure of their habits 
and identify three patterns in their own lives. Key 
insight: the brain records what worked, not what 
was right. 

Module 4 Portfolio Review & Mastery Gate 
Learners present their body map, clay brain, and habit log. 
Facilitator observes for spontaneous use — not tests. Honest, 
beautiful, wondering work advances. 

Portfolio demonstrates beauty (made with care), 
goodness (honest self-observation), and wonder 
(a genuine discovery). Mastery is observed, not 
scored. 

 

UNIT 02  How I Work    Modules 5–7  ·  Grammar → Logic 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 5 How I Learn 
How memory works — encoding, storage, retrieval. Spaced 
repetition and retrieval practice. Identifying one's own learning 
style through experimentation, not labels. 

Learners move from passive consumers of 
information to active architects of their own 
learning. They design and test a personal study 
method. 

Module 6 Attention & Distraction 
What attention is and how it is stolen. Deep work vs shallow work. 
The cost of fragmented focus. Designing an environment for 
concentration and wonder. 

Learners understand attention as a finite resource 
and design an intentional environment. They 
complete one period of extended, uninterrupted 
deep work. 

Module 7 First Principles Thinking 
What is a first principle? Breaking problems to their foundations. 
Case studies from Aristotle, Euclid, Faraday. Applying 
first-principles to a personal challenge. 

Learners can distinguish reasoning from analogy 
vs from first principles. They solve one real 
problem from the ground up and present their 
reasoning. 

 



INNER LAB · THE VILLAGE (CONT.) 

Character, Relation & the Examined Life 

 

UNIT 03  How I Relate    Modules 8–10  ·  Logic Stage 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 8 Empathy & Perspective 
What empathy actually is (and is not). The difference between 
sympathy and empathy. Listening as a moral act. Ubuntu — 'I am 
because we are' — examined philosophically. 

Learners demonstrate attentive, non-reactive 
listening in structured exercises. They articulate 
the perspective of someone whose experience 
differs sharply from their own. 

Module 9 Communication & Conflict 
How misunderstanding is generated. The anatomy of a 
disagreement. Socratic dialogue — how to argue well. Conflict as a 
site of potential understanding, not war. 

Learners practice one full Socratic dialogue and 
identify the difference between a position and a 
reason. They write a reflection on a real 
disagreement in their life. 

Module 
10 Community & Responsibility 

What makes a community? The individual's debt to and agency 
within their world. Civic imagination — designing a better system 
for a real local problem. 

Learners produce a community diagnosis — 
identifying a real problem in their neighbourhood 
and proposing a principled, realistic response. 
Presented to peers. 

 

UNIT 04  Character & Virtue    Modules 11–13  ·  Logic → Rhetoric 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
11 What Is Goodness? 

Aristotle's eudaimonia — flourishing vs pleasure. Case studies in 
moral imagination: people who chose the harder, better thing. 
Defining goodness for oneself. 

Learners write a personal case study of a moment 
when they acted from genuine goodness — and 
one when they didn't. The analysis is 
philosophical, not confessional. 

Module 
12 Designing Your Habits Intentionally 

Applying the habit loop to virtue — building character through 
repeated, intentional action (Aristotle). Identifying habits to build 
and habits to break. A 21-day experiment. 

Learners design and commit to a 21-day habit 
experiment grounded in a virtue they want to 
cultivate. The experiment is evaluated for 
honesty, not success. 

Module 
13 Moral Imagination & Beauty 

How can we craft wonder into the things we make? Beauty as a 
moral category. The examined object — why some things last and 
others don't. Taste and the courage to say why. 

Learners produce a written 'critique of taste' — 
analysing one thing they love and one they don't, 
with full philosophical and aesthetic reasoning. 
No vague preferences allowed. 

 

UNIT 05  The Examined Life    Modules 14–16  ·  Rhetoric Stage 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
14 Writing as Thinking 

Writing is not a record of thought — it is thought itself. The essay 
as inquiry. How great writers think on the page. Learning to 
remove every sentence that does not earn its place. 

Learners publish one original short essay — 
online or within the cohort — and receive 
structured feedback. The standard is clarity, 
honesty, and a single idea pursued without 
flinching. 

Module 
15 Rhetoric & Persuasion 

The three pillars of rhetoric: logos, ethos, pathos. The art of the 
argument. Case studies in speeches and writing that changed 
history. The persuader's moral responsibility. 

Learners prepare and deliver a five-minute oral 
argument on a topic they genuinely care about, 
using the full rhetorical framework. Peers assess 
for persuasiveness and integrity. 

Module 
16 The Personal Manifesto 

A clear, argued statement of what the learner believes, how they 
want to live, and why. This is the synthesis of everything the 
Village has built — and the declaration that opens the Laboratory. 

Each learner completes and presents their 
Personal Manifesto. This is the threshold into the 
Outer Lab. They choose their path. 



OUTER LAB · THE LABORATORY 

Choose Your Frontier. 

After completing the Inner Lab, learners choose one of four paths and spend 8 modules going deep. Writing, presentation, art & design, 
rhetoric, and moral imagination thread through every path. 

 

LAB 01 

Futures Lab 

Futuristic & Speculative Design  ·  Civilisation Architecture  ·  Strategic Foresight 

 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
1 How Do Civilisations Rise & Fall? 

Case studies: Rome, the Islamic Golden Age, the Renaissance, 
Silicon Valley. What patterns repeat? History as a systems manual 
for the future. 

Learners identify three recurring patterns in 
civilisational collapse and growth and articulate 
what Africa needs to avoid or cultivate. 

Module 
2 Systems Thinking 

What is a system? Loops, feedback, leverage points. Mapping a 
complex system in their community. Donella Meadows and the 
places to intervene. 

Learners produce a systems map of one real 
community problem — identifying the 
highest-leverage point for change. 

Module 
3 Speculative Design 

What is speculative design? Designing alternative presents and 
futures. Science fiction as a design tool. Prototyping a world that 
doesn't exist yet — in detail. 

Learners produce a speculative design brief for one 
aspect of Africa 50 years from now — 
infrastructure, governance, culture, technology. 

Module 
4 Strategic Foresight 

Scenario planning. Signal detection. How to think in multiple 
futures simultaneously. Case study: how Singapore was designed 
from first principles. 

Learners build three divergent scenarios for one 
aspect of Africa's future and present them with 
supporting evidence. 

Module
s 5–6 Civilisation Design Project 

Learners design a complete micro-civilisation: governance, 
economy, values, aesthetics, relationship with nature. Every 
decision must be philosophically defended. 

A complete written and visual civilisation design 
document — a system built from genuine values, 
not default assumptions. 

Module
s 7–8 Public Presentation & Critique 

Learners present their futures work to a panel — including a 
mentor, peers, and an external voice. Full rhetorical preparation. 
Revision cycle. 

A published futures portfolio — original, argued 
work representing a young person's vision for what 
the world can become. 

 

LAB 01 GRADUATE IS ABLE TO — 

Reason about complex systems with rigour. Design alternative futures with philosophical grounding. Build an argued, 
evidenced case for a civilisational vision — and defend it under pressure. They think in decades and design for humanity. 

 

LAB 02 

Cultures Lab 

A Civic Sandbox  ·  Identity & Belonging  ·  Leadership & Community 

 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
1 What Is Culture? 

Culture as the operating system of a society. African cultural 
philosophy — Ubuntu, Sankofa, Asante traditions. What is being 
lost, recovered, or built anew. 

Learners articulate their own cultural inheritance — 
what they received, what they question, and what 
they want to pass on. 



Module 
2 Identity & Belonging 

How identities are constructed — and weaponised. Colonialism's 
long legacy. Building a secure identity that neither erases history 
nor is imprisoned by it. 

Learners write an identity essay — the most 
personal piece of writing they have done. Honest 
about inheritance, clear about aspiration, unafraid 
of complexity. 

Module
s 3–4 Civic Design 

What makes a just society? Examining constitutions, public policy, 
and civic institutions. Designing one civic intervention from first 
principles. 

Learners produce a civic design brief — a 
fully-argued proposal for one real improvement to 
their community, neighbourhood, or country. 

Module
s 5–6 Leadership 

What is leadership for? The servant-leader tradition. Case studies: 
Mandela, Wangari Maathai, Fela Kuti, Ngozi Okonjo-Iweala. What 
kind of leader do I want to be? 

Learners deliver a leadership address — a vision 
speech for a community they care about. Not 
inspiration alone: a specific, argued direction with a 
call to action. 

Module
s 7–8 Community Project & Exhibition 

Learners identify a real community need and prototype a response 
— an event, a campaign, a designed intervention. They execute a 
version of it and present findings. 

A documented community project — idea, 
execution, reflection, and honest assessment of 
what worked and what didn't. A builder who can 
hold complexity. 

 

LAB 02 GRADUATE IS ABLE TO — 

Think clearly about culture, identity, and justice. Design civic interventions from first principles. Lead by service and articulate a 
vision others want to follow. They are builders of belonging — people who know that culture is not received but made. 

 



OUTER LAB · THE LABORATORY (CONT.) 

LAB 03 

Media Lab 

Storytelling to Rebuild Society  ·  Narrative Architecture  ·  Writing, Film & World-Building 

 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
1 Why Stories Shape the World 

The history of narrative — oral tradition, scripture, literature, film. 
How stories construct reality. Africa's storytelling heritage and its 
fracture. The moral responsibility of the narrator. 

Learners write a short analysis of one story that 
shaped a culture — and one that damaged it. They 
begin to understand the storyteller as architect of 
belief. 

Module
s 2–3 The Craft of Writing 

Writing as a way of thinking. The essay, the narrative, the 
argument. Voice, structure, compression. Learning to remove 
every word that doesn't earn its place. Real feedback, real 
revision. 

Learners publish two pieces of writing — one essay 
and one piece of narrative non-fiction. Each goes 
through at least two revision cycles with peer and 
facilitator feedback. 

Module 
4 Visual Storytelling & Film 

What makes a film memorable? Cinematography, editing, and 
narrative scoring. Case studies from African and world cinema. 
Shooting and editing a short sequence. 

Learners produce a 2–3 minute short film — a 
single, clear story, shot and edited with intention. 
Screened and critiqued in a cohort viewing. 

Module
s 5–6 World-Building 

How do you build a world? Setting, mythology, internal logic, 
cultural texture. AR/VR as an emerging storytelling canvas. One 
world, designed from the ground up. 

Learners produce a world-building document — 
geography, culture, history, values, aesthetics — for 
an original fictional or speculative world. 

Module
s 7–8 Final Story Project & Publication 

Each learner completes one major storytelling project in their 
chosen medium — written, visual, or hybrid. Presented to a live 
audience. Published beyond the cohort. 

A published portfolio of original stories 
demonstrating voice, craft, and the moral 
imagination of a narrator who intends to rebuild 
something. 

 

LAB 03 GRADUATE IS ABLE TO — 

Write with clarity, honesty, and precision. Tell a story in multiple media. Build worlds with internal logic and moral texture. 
They understand the storyteller's power — and carry it with responsibility. They are narrators of truth, beauty, and justice. 

 

LAB 04 

Design & Engineering Lab 

Building for Africa & the World  ·  Hardware, Electronics & First-Principles Making 

 

 TOPIC & FOCUS EXPECTED OUTCOME 

Module 
1 What Is Design? What Is Engineering? 

Design as the art of solving human problems beautifully. 
Engineering as the science of making it work. Case studies in 
timeless design — what made them last? 

Learners articulate a design philosophy in writing — 
what they believe great design is, what it owes the 
person who uses it, and what Africa's tradition 
offers. 

Module
s 2–3 Electronics & How Things Work 

How capacitors, transistors, and circuits work. How a computer is 
assembled. How a television is built from components. Learning by 
disassembly as much as assembly. No black boxes. 

Learners can explain how a minimum of three 
electronic systems work from first principles — not 
from a manual, but from understanding. They build 
one working circuit. 

Module
s 4–5 Sketching, 3D Modelling & Prototyping 

Sketching as the first language of engineering. 3D modelling tools. 
Iteration cycles. Building physical prototypes from sketches. 
Hardware wearables as a design brief. 

Learners complete a full design cycle — from hand 
sketch to physical prototype — for one original 
object. Every design decision is documented and 
defended. 



Module
s 6–7 Building a Functional Project 

Learners identify a real problem and engineer a solution. Full 
engineering brief: problem statement, constraints, design, build, 
test, revise. 

A working prototype that solves a real, named 
problem. Not a demonstration of skill — a solution 
to a genuine human need. Tested by at least five 
real people. 

Module 
8 Demo Day & Engineering Philosophy 

Public presentation of the functional project to mentors, parents, 
and community members. Final writing: what did I build, why does 
it matter, what would I do differently? 

A publicly presented engineering project — 
demonstrated, critiqued, and defended. A builder 
who understands that engineering without 
philosophy produces tools without conscience. 

 

LAB 04 GRADUATE IS ABLE TO — 

Reason from first principles to build things that work and last. Understand the physics and design philosophy behind everyday 
objects. Build functional prototypes for real human problems. They are engineers with taste and conscience — makers who 
understand why beauty and goodness are not optional. 

 



LEARNING METHODS 

How We Teach. 

The method is not secondary to the content — it is content. Every session is designed to model the kind of mind we are trying to form: 
curious, rigorous, honest, creative, and morally awake. 

 

◈ 

Socratic Dialogue 

Questions before answers. Facilitators do 
not deliver conclusions — they draw them 
out through structured conversation. The 
learner's own mind is the primary text. 

◎ 

Case Studies & History 

Every concept is grounded in a real story 
— historical, contemporary, African. 
Learners encounter ideas through people 
who lived them, not through abstractions 
alone. 

◉ 

Making & Building 

Clay brain models. Illustrated habit logs. 
Short films. Working circuits. Physical 
prototypes. Learning is anchored in things 
learners make with their hands and 
minds. 

△ 

Writing as Thinking 

Every path requires writing. Not as 
documentation but as inquiry. Learners 
write to discover what they think — and 
revise until the thinking is honest and 
clear. 

□ 

Contemplation & Wonder 

Before a lesson begins, we sit with awe. 
The history of an idea. The mystery of a 
tool. The beauty in a theorem. Wonder is 
not decoration — it is the engine of all 
great inquiry. 

◇ 

Feedback Cycles 

Every piece of work is reviewed — by 
peers, facilitators, and mentors. Giving 
feedback is as much a discipline as 
receiving it. The standard is truth, not 
comfort. 

⊕ 

Thought Experiments 

Learners are regularly placed in imagined 
situations that test their values and 
reasoning. Philosophy happens through 
hypotheticals — and the discomfort of 
honest answers. 

⊗ 

Mentorship 

Every learner is accompanied by a mentor 
from their chosen field. Mentors are not 
lecturers — they are walking case studies 
in what it looks like to build a life of 
purpose and craft. 

⊞ 

Public Presentation 

Work does not live only inside the cohort. 
Learners present to external audiences — 
parents, mentors, community members 
— because the world is the real test of 
ideas. 

 

AGE TIERS 

Tier 1  ·  Ages 6–8 

Sensation-first. Story, body, and making. 
Short sessions with high sensory 
engagement. The body map before the 
concept. Clay before the diagram. 

Tier 2  ·  Ages 9–11 

Concept-building. Journalling, seminar 
discussion, and structured analysis. 
Learners begin to see patterns and 
examine causes. Independent reading 
introduced. 

Tier 3  ·  Ages 12–15 

Philosophical rigour. Primary texts, 
Socratic seminar, long-form writing, and 
public presentation. Learners are treated 
as junior intellectuals. The standard is 
real. 

 



WHAT LEARNERS WALK AWAY WITH 

The Graduate. 

We are not training test-takers. We are forming the next generation of African thinkers, builders, and leaders — people with the inner life to 
sustain a long career of difficult, meaningful work. 

 

01 — MIND 

A Disciplined Intellect 

The ability to reason from first principles. To distinguish a 
position from a reason. To sit with difficulty and not collapse into 
comfortable answers. To read, think, and argue with precision 
and honesty. 

02 — CHARACTER 

Moral Fibre 

A habituated capacity for goodness — not as an aspiration but as 
a formed disposition. The examined life: a learner who knows 
why they do what they do and has the courage to live 
accordingly. 

03 — CRAFT 

A Portfolio of Real Work 

Published writing. A short film. A working prototype. A civic 
design brief. A civilisation document. Work that exists in the 
world — not hypothetical demonstrations of skill but genuine 
contributions. 

04 — VOICE 

Rhetorical Confidence 

The ability to write clearly, speak persuasively, and argue with 
integrity. A learner who can stand before any audience and make 
a case for what they believe — without aggression and without 
collapse. 

05 — WONDER 

A Cultivated Sense of Awe 

The habit of stopping before things and asking why they are 
beautiful, what makes them true, how they came to be. Wonder 
is not sentimentality — it is the precondition for all genuine 
inquiry and great work. 

06 — COMMUNITY 

Belonging & Responsibility 

A learner who understands that genius is not a solitary 
achievement but a civic one. They know what they owe the 
community that formed them — and carry that debt as 
motivation, not guilt. 

 

"Our heart is restless until it rests in Thee." 
AUGUSTINE OF HIPPO  ·  THE THRESHOLD INSCRIPTION OF UMBRA BILAB 

Umbra BiLab is built on a redemptive anthropological framework: every learner is created with dignity, is capable of disorder, and 
is capable of restoration. The curriculum does not treat children as products to be optimised — it treats them as people to be 
formed. 

 



 

 

"The intent is not to teach children about genius — 

it is to form it in them, heart and mind." 

— UMBRA BILAB FOUNDING VISION 

 

UMBRA BEHAVIOURAL & INNOVATION LAB  ·  LAGOS, NIGERIA  ·  umbralabs.com 


