Slide 1: Title Slide
Image search name: lesotho primary school children computers or future african innovators
Script:
"Good morning, everyone. Today, I am presenting a strategic initiative for Mohale's Hoek English Medium Primary School.
We propose to equip your learners with essential 21st-century skills in Entrepreneurship, Financial Management, and Technology – with a special focus on coding and artificial intelligence to solve real business challenges right here in Lesotho.
This is not just a program. It is a pathway to self-reliance and economic independence."

Slide 2: Globalization, Colonialism & Tech Revolutions – The Big Picture
Image search name: global digital divide africa vs developed world
Script:
"Let us begin with the world our children are inheriting.
Colonialism structured economies around extraction – our raw materials left, and finished goods returned at higher prices.
Globalization continued this pattern. Global supply chains often benefit large corporations in wealthy nations, while small countries like Lesotho receive small benefits but bear large costs – job losses, closed factories, and dependence on imports.
Technology revolutions have accelerated this gap. The digital economy creates billionaires elsewhere, but many of our people remain consumers – not creators – of technology.
The question is: How do we stop being crushed by these forces and instead leverage them?"

Slide 3: Negative Impact on Small Societies – Small Benefits, Big Costs
Image search name: youth unemployment southern africa or closed textile factory lesotho
Script:
"The negative impact on small societies is real.
In Lesotho, we face rising youth unemployment. Many school leavers lack practical skills to create jobs for themselves.
Young people become dependent on informal work, migration to South Africa, or simply give up.
Meanwhile, global tech platforms turn our children into consumers – watching content, playing games, and spending money they do not have.
We cannot afford to wait until university to teach practical skills. That is often too late."





Slide 4: What Models Can Small Societies Use? Becoming Self-Sustaining
Image search name: singapore primary school financial literacy or kenya techlit africa kids coding
Script:
"But there is hope. Several successful models show the way.
Singapore teaches coding and financial planning in primary school – and became a global innovation hub.
Germany integrates entrepreneurial projects early, building the famous 'Mittelstand' – small and medium enterprises that form the backbone of their economy.
Closer to home, South Africa's Centennial Schools teach marketing, coding, and cryptocurrency from Grade 6.
Kenya's TechLit Africa teaches robotics and coding to rural primary school children – now serving 10,000 students.
The common lesson? Teach children to produce, not just consume. Make them job creators, not just job seekers. "

Slide 5: Why Entrepreneurship, Financial Management & Technology in Early Childhood?
Image search name: child running small market stall africa or kid saving coins in jar
Script:
"Why start in primary school? Because mindsets are formed early.
A child who learns to save and budget becomes a teenager who can run a small business.
A child who learns to spot problems and opportunities becomes an adult who creates solutions – and jobs.
A child who learns to code and use AI becomes someone who can compete in the digital economy, not just watch from the sidelines.
These three pillars together build resilience, independence, and wealth. Waiting until high school is waiting too long."

Slide 6: Our Assistance – Bridging the Gap for Mohale's Hoek English Medium
Image search name: teacher helping student tablet rural school or online learning lesotho
Script:
"Here is how we intend to help Mohale's Hoek English Medium Primary School bridge the gap.
First, we provide structured online lessons – live or recorded, depending on internet availability.
Second, we use project-based learning. Every term ends with a real output: a mini business, a savings chart, a coded game, or an AI-powered solution.
Third, we supply all teaching guides, slide decks, and activity templates.
Fourth, we train your teachers to deliver this content confidently.
The school does not need to invest upfront. We work as equal partners."

Slide 7: How the School Benefits Financially – Profit-Sharing Model
Image search name: handshake partnership business school or school fundraising event
Script:
"The school benefits financially without any initial investment.
We propose a profit-sharing model. Revenue generated from student participation, parent contributions, or grants will be shared between the program facilitators and the school.
This creates an additional revenue stream for the school – money that can be used for computers, internet, maintenance, or teacher incentives.
It also ensures sustainability and shared commitment. We only succeed when the school succeeds."

Slide 8: How Children Benefit Now and in the Near Future
Image search name: kids presenting business project class or proud student with certificate africa
Script:
"Now, let us talk about the children – our main reason for being here.
In the short term, they gain confidence, creativity, and practical skills. They learn to save money, create budgets, run a mock shop, type documents, and design posters.
In the near future – within one to two years – they become teenagers who can start actual small businesses: selling airtime, washing cars, making crafts, or offering tutoring.
As adults, they can work remotely for companies anywhere, sell products online, code small applications, or use AI tools to solve local problems.
They become independent, self-sustaining citizens who do not wait for government jobs. They create their own opportunities."

Slide 9: Course Structure – Three Pillars Overview
Image search name: three pillar infographic education or entrepreneurship finance technology icons
Script:
"Our course structure is built on three pillars, taught across 10-week terms.
Pillar One: Entrepreneurship – problem-solving, business planning, marketing, and real market days.
Pillar Two: Financial Management – saving, budgeting, record-keeping, and avoiding debt.
Pillar Three: Technology – typing, spreadsheets, digital posters, and most importantly, coding and artificial intelligence to solve business challenges specific to Lesotho.
Let me walk you through each pillar in detail."

Slide 10: Pillar One – Entrepreneurship (Sub-Topics)
Image search name: kids business idea brainstorm or market day primary school
Script:
"Entrepreneurship is divided into three levels.
Level 1 (Grades 4-5): What is an entrepreneur? Problems become opportunities. Customer and seller roles. My first business idea.
Level 2 (Grades 5-6): Market research – asking friends what they need. Pricing for profit. Simple one-page business plan. Marketing with posters. Simulated market day.
Level 3 (Grade 7): Customer feedback, profit and loss calculation, reinvesting profit, handling business challenges, and presenting a business pitch to parents.
Every child leaves with a real project – not just theory."

Slide 11: Pillar Two – Financial Management (Sub-Topics)
Image search name: child savings jar chart or kids budget worksheet
Script:
"Financial Management teaches children that money is a tool, not a goal.
Level 1: What is money? Needs versus wants. Where money comes from. Saving for a goal. Simple savings chart.
Level 2: Creating a simple budget. Keeping written records. Delaying gratification games. Comparing prices. Emergency savings.
Level 3: Digital money awareness – mobile money and cards. Avoiding debt traps. Understanding interest simply. Setting monthly financial goals. Presenting a savings report.
These skills prevent future debt and build wealth from a young age."

Slide 12: Pillar Three – Technology (Coding & AI Focus) – Why This Matters for Lesotho
Image search name: ai africa agriculture solution or lesotho business challenges
Script:
"Now, let me spend extra time on Technology – specifically coding and artificial intelligence – because this is where Lesotho can leapfrog.
We are no longer in the age of just typing and spreadsheets. The world is moving toward AI.
In Lesotho, we face specific business challenges:
· Smallholder farmers don't know market prices before they travel to town.
· Street vendors struggle to track inventory and profits.
· Small shops lose customers because they cannot predict what to stock.
· Parents waste time searching for affordable school supplies across multiple vendors.
· Tourism operators cannot easily share real-time information about weather or road conditions.
Our children can learn to solve these problems – not wait for government or NGOs.
Coding and AI allow a primary school leaver to build a simple price comparison tool, a chatbot that answers customer questions, or a basic recommendation system.
We are not teaching university-level computer science. We are teaching practical problem-solving with code."

Slide 13: Technology Pillar – Coding Level 1 (Beginner – Grades 4-5)
Image search name: scratch junior programming kids or block coding children
Script:
"Coding Level 1 (Grades 4-5) uses block-based programming – no complex syntax.
Sub-topics include:
· What is code? Why computers follow instructions.
· Scratch Jr. basics: moving a character, adding sounds, creating a story.
· Events and sequences: making something happen when you click a button.
· Creating a simple digital shop: a character sells one item, buyer clicks to 'buy'.
· Loops and repeats: making a character say 'Welcome' three times.
By the end of Level 1, a child can build a basic interactive game where a customer 'buys' an item and the shopkeeper says the price."

Slide 14: Technology Pillar – Coding Level 2 (Intermediate – Grades 5-6)
Image search name: scratch coding business game or kids programming change calculator
Script:
"Coding Level 2 (Grades 5-6) introduces variables and logic – the building blocks of real problem-solving.
Sub-topics include:
· Variables: storing numbers like price, quantity, and total.
· Making change: coding a shop game where the buyer pays, and the computer calculates change.
· Profit tracker: coding a simple profit/loss calculator.
· Conditionals (if-then-else): 'If stock is zero, then say "Sold out".'
· User input: letting the buyer type how many items they want.
The final project: a fully functional tuck shop game where the computer adds items, calculates total, accepts payment, gives change, and tracks profit.
This directly simulates running a small business in Mohale's Hoek."

Slide 15: Technology Pillar – Coding Level 3 & Introduction to AI (Advanced – Grade 7)
Image search name: ai for kids africa or machine learning simple explanation
Script:
"Coding Level 3 (Grade 7) introduces real artificial intelligence concepts – made simple for children.
Sub-topics include:
· What is AI? Teaching computers to make decisions.
· How AI learns from examples (simple pattern recognition).
· Building a simple price predictor: The computer looks at past prices of tomatoes and guesses tomorrow's price.
· Creating a basic chatbot that answers customer questions (e.g., 'What is your price for bread?').
· Using AI to recommend products: 'Customers who bought milk also bought bread.'
We do not need powerful computers. We use kid-friendly AI platforms like Machine Learning for Kids or Teachable Machine.
The final project: An AI-powered solution to a real Lesotho business problem – presented to parents and local shop owners."

Slide 16: Real Lesotho Business Problems That Children Can Solve with Coding & AI
Image search name: lesotho market vendor or small shop maseru or lesotho farmer with phone
Script:
"Let me give you concrete examples. These are real problems in Lesotho that primary school children can begin to solve:
Problem 1: A farmer in the mountains does not know the market price of spinach before walking two hours to town.
AI Solution: A simple chatbot that answers 'Today's spinach price is M5 per bunch' – updated by a local cooperative.
Problem 2: A street vendor sells oranges but does not track daily profit.
Coding Solution: A profit tracker app (using Scratch or simple Python) where the vendor enters costs and sales.
Problem 3: A small shop runs out of popular items because they do not see sales patterns.
AI Solution: A recommendation tool that says 'Last week, you sold 20 loaves of bread. You should buy 22 this week.'
Problem 4: Parents need affordable school supplies but do not know who sells at the lowest price.
Coding Solution: A simple price comparison list (like a spreadsheet turned into a search tool).
Our children do not need to wait for universities or big budgets. They can build these solutions today with free tools."

Slide 17: Tailoring for Primary vs High School Children
Image search name: primary school group coding and high school robotics lesotho
Script:
"The program is tailored by age.
Primary school (Grades 4-7):
· Block-based coding (Scratch)
· Simple AI concepts (pattern recognition)
· Projects: shop games, change calculators, profit trackers
· Focus: Playful, hands-on, collaborative
High school (Grades 8-12):
· Text-based coding (Python)
· Real AI applications (chatbots, price predictors, image recognition)
· Building actual tools for local businesses
· Internships with local shops or cooperatives
· Focus: Professional skills, portfolio development, real-world deployment
A child who starts in Grade 4 will, by Grade 12, be able to build and sell AI-powered solutions to Lesotho businesses."

Slide 18: Sample Student Projects (Integrating All Three Pillars)
Image search name: market day school africa or kid presenting project class
Script:
"Here are sample projects that integrate entrepreneurship, finance, and coding/AI.
Project 1: AI Market Assistant – Students code a chatbot that tells users the best price for vegetables based on past data.
Project 2: Digital Tuck Shop – A Scratch game where the player runs a shop, sets prices, makes change, and tracks profit.
Project 3: Savings Challenge with Tracker – Students build a digital savings tracker (spreadsheet or coded) and present their financial goals.
Project 4: Local Problem-Solution Pitch – Identify a real problem in Mohale's Hoek – like no nearby shop for school supplies – and propose a business plus a coded solution (e.g., a simple ordering system).
Project 5: Market Day Event – Real selling. Students make or buy products, set prices, sell to parents, record profits, and present a report.
Every project builds confidence, creativity, and real-world value."

Slide 19: Expected Outcomes for the School and Community
Image search name: graduation day lesotho primary or proud students with certificates
Script:
"By implementing this program, the school can expect:
For students: Improved financial awareness, saving habits, entrepreneurial activity, digital literacy including coding and AI, and readiness for future education or employment.
For the school: A progressive reputation that attracts parents seeking modern education, an additional revenue stream through profit-sharing, and alumni who return as successful entrepreneurs or technologists.
For the community: Young people who create jobs instead of begging for them, local businesses supported by student-built tools, and a culture of innovation and self-reliance.
This is not just a classroom program. It is a community transformation initiative."

Slide 20: Conclusion – A Vision for Lesotho
Image search name: future african technology leader or lesotho child looking forward
Script:
"Investing in financial management, entrepreneurship, and technology – especially coding and AI – at the primary level is the most forward-thinking step Lesotho can take.
Large economies have proven that these three pillars create resilient, wealth-building populations.
African examples from South Africa and Kenya show it works here too.
Mohale's Hoek English Medium Primary School can now join this continental movement.
We seek to nurture a generation of learners who are capable, innovative, and empowered to create opportunities for themselves and others.
We look forward to partnering with you to make this vision a reality."

