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About 
ATL Lab

The Atal Tinkering Lab (ATL) is an initiative by the Government of India
under the Atal Innovation Mission (AIM). It aims to foster creativity,
innovation, and entrepreneurship among school students by providing
them with the tools and environment to explore science, technology,
engineering, and mathematics (STEM) concepts.

Promotes a culture of innovation and entrepreneurship among
young students.
Bridges the gap between theoretical knowledge and practical
application.
Prepares students for future technological advancements and
career opportunities in STEM fields.



Grade I - Introduction to Scratch

Students explored Scratch, a block-

based coding platform, to develop

creativity and logical thinking. They

learned to animate characters and

customize their appearance using

simple coding blocks.

Activities:

Animate the Cat: Made the

Scratch cat move, jump, and

change expressions using motion

and event blocks.

Dress Up the Sprite: Customized

sprite appearances using the

"Costumes" tab, enhancing

creativity and design skills.



Grade II - Introduction to Scratch

Students explored Scratch, a block-

based coding platform, to develop

creativity and logical thinking. They

learned to animate characters and

customize their appearance using

simple coding blocks.

Activities:

Animate the Cat: Made the

Scratch cat move, jump, and

change expressions using motion

and event blocks.

Dress Up the Sprite: Customized

sprite appearances using the

"Costumes" tab, enhancing

creativity and design skills.



Grade III- Introduction to Scratch

Students explored Scratch, a block-

based coding platform, to develop

creativity and logical thinking. They

learned to animate characters,

customize their appearance, and

interact with simple coding blocks.

Activities:

Animate the Cat: Made the

Scratch cat move, jump, and

change expressions using

motion and event blocks.

Dress Up the Sprite:

Customized sprite appearances

using the "Costumes" tab,

enhancing creativity and design

skills.

Dancing Letters: Used motion

and animation blocks to make

letters move rhythmically,

helping students understand

sequencing and creative

expression.



Grade IV- Introduction to Scratch

Students explored Scratch, a block-

based coding platform, to develop

creativity and logical thinking. They

learned to animate characters,

customize their appearance, and

interact with simple coding blocks.

Activities:

Animate the Cat: Made the

Scratch cat move, jump, and

change expressions using

motion and event blocks.

Dress Up the Sprite: Customized

sprite appearances using the

"Costumes" tab, enhancing

creativity and design skills.

3D Cube: Using a 3D pen,

students created a cube,

learning about basic 3D

structures, hand-eye

coordination, and spatial

awareness.



Grade V - AI Connect & 3D Pen

Exploration

Students developed logical thinking

and creativity using AI Connect for

coding and a 3D pen for hands-on

design.

Activities:

Basic Geometrical Shape

Making: Used Turtle block

coding to draw squares,

triangles, and circles, enhancing

geometry and coding skills.

3D Cube: Built a cube with a 3D

pen, improving spatial

awareness and hand-eye

coordination.

Butterfly Effect: Created a

butterfly using a 3D pen,

exploring symmetry, creativity,

and fine motor skills.

Table Lamp: Created a table

lamp using a 3D pen, exploring

symmetry, creativity, and fine

motor skills.

Python Turtle was inspired by real robotic turtles from the 1960s used
for teaching programming. It makes coding fun by allowing users to
create drawings, animations, and games with simple commands.



Grade VI - AI Connect & STEMBOT

Exploration

Students developed logical

thinking and creativity using AI

Connect for coding and explored

robotics with STEMBOT to

understand real-world

applications.

Activities:

Basic Geometrical Shape

Making: Used Turtle block

coding to draw squares,

triangles, and circles, enhancing

geometry and coding skills.

STEMBOT - Temperature

Detector Robot: Built and

programmed a robot to detect

temperature changes,

introducing students to

sensors, automation, and real-

world problem-solving.

A temperature sensor is a device that measures heat energy and
converts it into an electrical signal. Common types include
thermistors, thermocouples, and digital sensors like the DS18B20,
used in industries, weather monitoring, and smart devices.



Grade VII - AI Connect &

STEMBOT Exploration

Students developed logical

thinking and creativity using AI

Connect for coding and explored

robotics with STEMBOT to

understand real-world

applications.

Activities:

Basic Geometrical Shape

Making: Used Turtle block

coding to draw squares,

triangles, and circles,

enhancing geometry and

coding skills.

STEMBOT - Temperature

Detector Robot: Built and

programmed a robot to

detect temperature changes,

introducing students to

sensors, automation, and real-

world problem-solving.

Computer coding is the process of writing instructions in a
programming language to communicate with a computer. It powers
software, websites, apps, and automation, enabling problem-solving,
creativity, and innovation in technology.



Grade VIII- AI Connect & STEMBOT

Exploration

Students developed logical thinking

and creativity using AI Connect for

coding and explored robotics with

STEMBOT to understand real-world

applications.

Activities:

Basic Geometrical Shape Making:

Used Turtle block coding to draw

squares, triangles, and circles,

enhancing geometry and coding

skills.

STEMBOT - Temperature

Detector Robot: Built and

programmed a robot to detect

temperature changes,

introducing students to sensors,

automation, and real-world

problem-solving.

Cubebot using Bitli Kit: Students

built a cube-shaped robot,

learning structural design, motor

control, and basic robotics.



Project name-Cubebot 

Solution:
The Cubebot, built using the Bitli Kit, is an educational robot
designed to teach students robotics, coding, and problem-solving. It
integrates motors, sensors, and microcontrollers, allowing students
to program movements and interactions, enhancing their hands-on
learning experience.
Impact:
The Cubebot project enhances STEM education by developing
technical skills in robotics and coding while fostering creativity and
teamwork. It makes learning interactive, encourages problem-
solving, and builds a strong foundation for future careers in
technology.



We have successfully completed our robotics curriculum, keeping students

engaged and excited throughout the journey. Alongside the curriculum, we

incorporated hands-on activities that sparked curiosity and deepened

technical understanding, ensuring a strong foundation for future careers in

STEM.

Using kits like Robotics Block Kit, Paper Circuit Kit, Drone, Arduino Uno, and

Micro:bit, students enhanced their creativity, focus, and technical skills in

electronics and programming. These practical tools equipped them with

essential problem-solving abilities, preparing them to become future

innovators in technology.

Additionally, 3D design played a crucial role in developing students'

creativity and spatial thinking, allowing them to visualize and create real-

world objects. It improved their engineering skills through digital modeling

and printing, fostering innovation and technological literacy.

Moreover, Cubebot using Bitli Kit and Stembot provided interactive ways for

students to understand robotics and automation, reinforcing their problem-

solving and engineering skills through hands-on learning. With this strong

foundation, we look forward to introducing advanced concepts like AI and

automation in the coming months, empowering students to stay ahead in the

ever-evolving world of technology.




