


THE LAB X
Seize the opportunity to help your child
apply coding to real-world problems
and applications before they enter the
workforce or university.

Young adulthood is the ideal time to
harness their potential and thrive in the
digital world.



MEET THE 
SENIOR TEAM

DR. OKA KURNIAWAN
Dr. Oka is a Senior Lecturer for  Singapore
University of Technology and Design. His research
areas include Computer Science Education.

CURRICULUM SPECIALIST

DR. SCARLETT MATTOLI
Dr. Scarlett is a Psychotherapist/Counsellor,
Coaching Psychologist & Supervisor and
Psychometrist, specialising in  psychological and
therapeutic support. 

CHILD PSYCHOLOGIST
SPECIALIST 

DR. COLLIN ANG 
Dr. Collin is the Managing Director of  Decision
Science and is a thought leader in the industry for
digital transformation and analytics

TECHNOLOGY SPECIALIST



CURRICULUM





EMPOWERING 
STUDENTS THROUGH
COMPUTATIONAL
THINKING



&A B O V E

The program is for
young adults who are
new in programming.

F O R  A G E  1 4

Python is one of the
simplest open-source
programming
languages to learn,
making it a great entry
point for beginners
interested in data
science.

Open lab structure 
Student-centered,
inquiry-based curriculum
Advanced level Python
Programming
Fuses Coding with
multiple disciplines 
Ratio 1:8 

Program Outline

JOIN US FOR A FUN-FILLED LEARNING EXPERIENCE!

A D V A N C E D
P Y T H O N
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&A B O V E
The program is a
training course for
advanced students
to showcase their
programming
prowess through
participation in
international
competitions.

F O R  A G E  1 4

The competitions
include Canadian
Computing
Competition and
CodeQuest.

Classroom structure 
Student-centered,
inquiry-based curriculum
A Full Year preparatory
course
Annual class intake every
April
Ratio 1:6 

Program Outline

JOIN US FOR A FUN-FILLED LEARNING EXPERIENCE!

C O M P E T I T I V E
P R O G R A M M I N G
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&A B O V E
The program is for
students who are
interesting in games
development.

F O R  A G E  1 4

This will be an exciting
continuation of the
students’ interest into
the world of game
development.

Open-lab structure 
Student-centered,
inquiry-based curriculum
Games to be created
include platformer,
arcade, racing, FPS and
many more.
Ratio 1:6 

Program Outline

JOIN US FOR A FUN-FILLED LEARNING EXPERIENCE!

U N I T Y  G A M E
D E V E L O P M E N T

Unity, is a leading
company in the field
of game
development, listed
on the NASDAQ
stock exchange. 
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JOIN US AT

SIGN UP NOW AT
WWW.THELAB.SG/SIGNUP

Python Programming and Unity Game Development:

10 lessons                                         $850 ($85/lesson)

Competitive Programming:

4 lessons per month                       $400 ($100/lesson)

** Registration fee is $80 per student                 



contact@thelab.sg

(+65) 8916 0017

CONTACT US
North East: Buangkok Square
Blk 991 Buangkok Square #03-07
Singapore 530991

East: Kinex Mall
11 Tanjong Katong Road
#03-01/02 Singapore 437157

Central: Taste Orchard
160 Orchard Road #03-07
Singapore 238842

North: Woods Square
12 Woods Square Tower 1 #04-68
Singapore 737715


