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STE (A) M has been held
since 2018 Summer
camp, with themes
including artificial
intelligence, machinery
and programming, smart
cities, etc



Introduction and Practice of Artificial Intelligence and

Internet of Things

The Application of Virtual Reality and Metaverse in

Emerging Technologies

Constructing Metaverse Games through Programming and

Generative Artificial Intelligence Assistants(Roblox)

Course Theme



Introduction and Practice of Artificial
Intelligence and Internet of Things

Course hours: 15 hours

 Student grade: Form 1 to Form 3



Course Introduction
The course will introduce the concepts of artificial intelligence, machine learning,
and the Internet of Things (IoT), and train AI models through practical experience
for image, audio, and human pose classification, using online network service
tools. Each participant will also receive an IoT experimental kit for practical use.
This kit includes a microcomputer motherboard, circuit board, and a mini LCD
display screen. Students will learn how to set up a development environment using
their own laptop and program a microcomputer motherboard for mobile control
through WiFi and network to achieve various IoT applications.



Learning outcomes
1. Understand the principles and applications of artificial

intelligence

2. Understand the principles and applications of the Internet

of Things

3. Learn programming language C++

4. Practice applying the Internet of Things through

programming to operate microcomputer motherboards



The Application of Virtual Reality
and Metaverse in Emerging
Technologies

Course hours: 15 hours

 Student grade: Form 1 to Form 3



Students will learn how to use online virtual reality
tools such as Cospaces, The Sandbox, and
BuildboxDevelop virtual reality and metaverse
scenes. Students will learn about the concepts of
virtual reality, augmented reality, metaverse,
blockchain, and their applications in education,
science, and urban planning. Students will learn
through practice how to set up development
environments, create NFTs, 3D objects,
programming logic, game design, and develop
virtual 3D scenes.

Course Introduction



Learning outcomes

1. Understand the basic principles of virtual reality and augmented reality
2. Understand the principles of metaverse, blockchain, and NFT
3. Understand programming concepts. 
4. Learn to create 3D scenes using CoSpaces, The Sandbox, and Buildbox
5. Learn to make NFTs with VoxEdit



Constructing Metaverse Games
through Programming and Generative
Artificial Intelligence Assistants
(Roblox)

Course hours: 15 hours

 Student grade: Form 1

to Form 3



Students will learn how to use new technologies
to create metaverse games, including
programming, generative AI, and AI assistants.
Students will also learn about the mechanisms
of balance in games through studying game
theory and learn how to operate online games,
as well as analyse the characteristics of some
famous games. The course will use the game
engine "Roblox Developer" to create one's own
metaverse game.

Course Introduction



1. Understand the new technologies used in electronic games

2. Understanding game design from game theory

3. Understanding the psychological needs of players from a

psychological perspective

4. Learn to use AI assistants and generative AI

5. Learn the programming language Lua6. Use the game engine

"Roblox Developer"

Learning outcomes


