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APPLIED ARTIFICIAL INTELLIGENCE

FOR YOUNG EXPLORERS

Course Description

Step into the future with Applied Artificial Intelligence for Young Explorers — a hands-on, beginner-
friendly course designed to introduce young minds to the fascinating world of Al. This course
transforms complex concepts into fun, creative, and real-world learning experiences.

Participants will explore how machines think, see, speak, and learn through interactive projects using
cutting-edge but accessible tools like Google Teachable Machine, Scratch, and App Inventor. From
building chatbots to training image recognition models, students will develop their own Al-powered
creations while understanding the impact of Al in everyday life — including healthcare, robotics,
education, and more.

COURSE DAYS AND COURSE
AGE GROUP COURSE FEE
DURATION TIMINGS FORMAT
. One-Hour Normal Track Minimum 10 Monthly
16 Credit Hours Interactive Class 2 hours per week Years USD 80
2 Months Flexible Tk 4 Fast Track Full Course
(Normal Track) g 4 hours per week USD 150
(Discount For Siblings
& Groups)

** Certificate of completion provided upon finishing the course requirements.
Assessments:

Materials Required
. Assessment will be based on participation in class, quizzes and

. Computer with assignments.
internet access.

Tools & Platforms Used:

. Headphones. . Google Teachable Machine

. Scratch with AI/ML Extensions

« MIT App Inventor

. Canva for presentation
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Learning Objectives

« Build and demonstrate at least one Al-powered project
« Understand the foundational concepts of Al and machine learning
« Be able to explain Al use cases and identify its role in society

« Develop confidence in digital problem-solving and innovation

Prerequisites

No prior coding experience is required. All that’s needed is curiosity and a desire to
create!

Curriculum Structure

1: Welcome to the World of Al:

. “Where do you see AI?”
. Al in daily life
. Homework: Take Al Photo Hunt Challenge (find 3 things powered by Al at home)

2: Machine Learning Made Simple
. Train an image model in Teachable Machine
. Inputs, outputs, training, testing
. Homework: Train your own simple model (object/sound recognition)

3: Al That Sees — Computer Vision
. Demo: Use Teachable Machine for image detection
. Where is computer vision used? (Face ID, robots, cars)
. Homework: Create a mini-project — recognize 3 objects using an image classifier
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https://www.lobe.ai/

Curriculum Structure

4: Talking Al — Natural Language Processing
. Interactive chatbot demo (Dialog flow or Scratch Chatbot)
. Activity: Build a simple Q&A chatbot in Scratch
. Homework: Customize the chatbot with 5 custom responses

5: Al for Good — Real-World Use Cases
. Al in healthcare, climate, education
. Group brainstorm: "How can Al solve a problem in my community?"
. Homework: Submit an Al project idea (2-3 sentences)

6: Build Your Al Project — Part 1
. Guided session: Choose tools (Teachable Machine / Scratch / App Inventor)
. Homework: Work 30 minutes on project and upload a screenshot

7: Build Your Al Project — Part 2
. Polish and practice presenting your project

8: Virtual Showcase & Celebration
. Present Al projects (2-3 minutes per student)
. Reflection activity: “My Al Journey”
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