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A Note to the Adventurer
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Welcome, coder! You do not need a laptop, a tablet, or special software to begin learning how coding works. Coding starts with ideas: noticing patterns, giving clear instructions, making choices, and fixing mistakes.

This book is designed for teen learners, approximately ages 10–16. You can work alone, team up with a friend, or ask a grown-up to join. Use a pencil, paper, and your imagination.
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How to use this book
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	Try each puzzle before checking the answer key.

	Write instructions in small, clear steps.

	If something fails, debug it. A mistake is information, not a verdict.

	For partner activities, take turns being the “coder” and the “robot.”
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What you will practice
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Logical thinking, sequencing, pattern recognition, conditional choices, loops, algorithms, testing, debugging, teamwork, and explaining your ideas.
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Tip: You can complete the chapters in order or jump to any mission that catches your eye.
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1. Think Like a Coder
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A coder solves a problem by breaking it into clear steps. Imagine teaching a robot to make a sandwich. “Make a sandwich” is too vague. The robot needs exact instructions.
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The four coder habits
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Observe: Look closely at the problem and collect clues.

Break it down: Turn a big task into smaller steps.

Test: Try your instructions and see what happens.

Improve: Fix confusing steps and try again.
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Mission 1: Robot Instructions
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Mission: Write clear instructions for tying a shoe or packing a school bag.

	List each step in the order it must happen.

	Ask a partner to follow your steps exactly.

	Circle any step that was confusing or missing.


Level up: Can you rewrite one step so that nobody could misunderstand it?

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________
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2. Patterns Are Clues

[image: ]


Computers are good at spotting patterns. A pattern is something that repeats or changes according to a rule. Find the rule, then predict what comes next.
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Mission 2: Shape Sequence
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Mission: Find the missing shape in each sequence.

	A) circle, square, circle, square, circle, ____

	B) triangle, triangle, star, triangle, triangle, star, ____

	C) 2, 4, 6, 8, ____, ____

	D) red, blue, blue, red, blue, blue, ____


Level up: Create a sequence that would trick a friend—but still has a fair rule.

________________________________________________________________________________

________________________________________________________________________________

________________________________________________________________________________
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