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EXPLORERS: 25
AN EXPERIENTIAL AT CAMP

I - 4™ September 2026 | 6 to 10 Years Old

Why Join Our Experiential Camp?

* Discover the world of Artificial .

Intelligence through fun,
age-appropriate, hands-on activities
that spark curiosity and imagination.

Learn to use Al safely and responsibly
with guidance from experienced
teachers and facilitators.

Bring stories to life by creating exciting
characters, imaginative settings, and
engaging adventures with the support
of Al tools.

Strengthen  English literacy skills
through  storytelling, = vocabulary
enrichment, sentence building,

speaking, and presentation activities.

Create a digital story project using
Al-assisted visuals and creative ideas,
combining technology with
imagination.

Build confidence in communication
by expressing ideas and presenting
stories in simple, clear English.

Develop teamwork and collaboration
through brainstorming, sharing ideas,
and giving constructive feedback to
friends.

Celebrate achievements by showcasing
completed projects in a fun and
supportive presentation session.




Timetable

Time Tuesday Time Thursday

08:30 —09:00 Registration 08:30 —09:00 Registration
09:00 — 09:30  Session 1: Ice-breaking activity 09:00 — 10:00  Session 1: Final Comic Book
- AT Says & AI Bingo Hunt Building and Animation
09:30 — 10:00  Session 2: AI Rescue Challenge 10:00 —10:30 Break
10:00 —10:30 Break 10:30 — 12:30  Session 2: Project Finalisation
10:30 = 11:30  Session 3: AI Challenge: and Presentation
Train the AI 12:30 = 13:00 Lunch
11:30 — 12:30  Session 4: Build My Smart 13:00 — 14:00 Programme Recap
AI Helper 14:00 — 15:00 Session 3: AI Team Challenge
12:30-13:00 Lunch Game
13:00 — 14:00  Session 5: AI Prompt Challenge: 15:00 Dismiss

Make It Better

14:00 — 15:00  Session 6: Al Safety Game: Safe
or Not Safe?

15:00 Dismiss

Time Friday

09:00 — 09:30  Arrival
09:30 — 10:00 School Tour
10:00 — 11:15  Special Assembly

Time Wednesday 11:15—-11:30 Light Refreshments and Parent

08:30 —09:00 Registration Engagement
09:00 — 10:00 Session 1: Ice-breaking activity 11:30 Dismiss
10:00 —10:30 Break

10:30 — 12:30 Session 2: Introduction to

Graphical Neural Networks & Disclaimer: The contents are subject to change as and when
Creating Comic Book Visuals deemed fit by Adcote Matrix Schools. You should therefore
12:30 — 13:00 Lunch consider the information herein to be guidance rather than

13:00 — 14:00 Programme Recap definitive.

14:00 — 15:00 Session 3: AI Command Maze
Challenge
15:00 Dismiss

RM799 includes learning materials, welcome
bag, morning and afternoon snacks, and lunch.

Visit matrixschools.edu.my or
scan the QR code for information
and registration

RESONANCE | INSPIRATION | SYNERGY | EBULLIENCE



