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Before You Start

Most programming books start with “Hello, World.” You’ll write something slightly more interesting.

Two ways to use it: one session at a time, or stack sessions and sprint through the core path in a week. Either way, the order matters — each day builds on the last.

You only need three things to start: Python, a terminal, and a text editor. Later, the weather project will also need internet access. That’s it. No accounts, no subscriptions, no cloud setup.

Here’s what you’ll build:


	Day

	Project

	What It Proves

	Day 6

	Guessing Game

	I can already build a complete interactive program


	Day 13

	Password Generator

	I can build something useful, not just educational


	Day 26

	Weather CLI

	I can build real software that connects to the world


	Day 29

	File Organizer

	Python can do annoying computer work for me


	Day 30

	Automation Toolkit

	I can build small tools on my own now




Type the code. Change the code. Run it again. Hands on keyboard. Reading about code is not the same as running it.

SPRINT 1

Make Python React

Days 1–7 - Project: Guess the Number

By the end of Day 7 you’ll have built a complete interactive guessing game from scratch. Every day adds exactly one capability to what you already have, and every one of those capabilities stays in use through Day 30.

Sprint 1 Skill Map


	Day

	Capability Added

	Needed for the Project

	1

	Print output to the terminal

	The game needs to print messages to the player


	2

	Store values in variables

	The game needs to remember the secret number


	3

	Accept typed input from the user

	The game needs to read the player’s guesses


	4

	Make decisions with if/else

	The game needs to respond ‘higher’ or ‘lower’


	5

	Repeat actions with loops

	The game needs to keep asking until the player wins


	6

	Build the project

	All five skills working together


	7

	Remix and personalize

	Make the game yours




Every concept from this sprint is still in use on Day 30. Nothing gets thrown away.

Day 1

Make Python Speak


	GOAL

Run a Python file and make text appear in the terminal.

	ENVIRONMENT

Terminal · Python script




Your first Python program does one thing: print something to the screen. If Python runs and you see output, you’ve won Day 1. That’s the whole bar. Everything else is bonus.

Check Your Setup

Open your terminal and verify Python is installed:


	terminal


python—version




You should see something like Python 3.11.4 or any 3.x version. If you do, you’re ready.


	Terminal (also called Command Prompt on Windows) is a window where you type commands directly to your computer instead of clicking.




If you see command not found or nothing at all, download Python from python.org — the installer handles everything. Come back here when python—version gives you a version number.


	Python 2 vs. Python 3

If you see Python 2.x, that’s the old version. The code throughout uses Python 3. Install Python 3 from python.org. You can have both versions on the same machine without conflict.




––––––––
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Your First Program

Create a new file called main.py. Open it in any text editor — Notepad, TextEdit, VS Code, anything. Type this exactly:


	main.py


print("Python is running.")





Save it. Go back to your terminal, navigate to the folder where you saved the file, and run it:


	terminal


python main.py


Output


Python is running.


	

	print() outputs text to the terminal. Whatever you put inside the parentheses — inside the quotes — appears on screen.


	
	



What’s Actually Happening

When you type python main.py, you’re telling Python to read the file and execute it line by line, top to bottom. Right now there’s only one line, so it runs that one line and stops.

The text inside the quotes is called a string — a piece of text data. The quotes tell Python ‘this is text, not a command.’ You’ll see why that distinction matters soon.

Store a Value While You’re Here

Variables store data so you can use it later. Change your file to this:


	main.py


name = "Alex"


print("Hello", name)


Output


Hello Alex


	

	A variable is a name that holds a value. The single = sign stores a value — it doesn’t mean ‘equal to’ the way it does in maths.


	
	



Change "Alex" to your own name, save, and run again. The output changes. That feedback loop — change something, run it, see what happens — is the whole game. Everything else is a variation of that.

Do a Calculation

Python can do arithmetic inline — you don’t need to figure it out first:

	main.py


name = "Alex"


print("Hello", name)

print("2 + 2 =", 2 + 2)

print("10 * 5 =", 10 * 5)

print("100 - 37 =", 100 - 37)


Output


Hello Alex

2 + 2 = 4

10 * 5 = 50

100 - 37 = 63




Python evaluated each expression and printed the result. You didn’t supply the answers — it worked them out. That’s computation, and you just did it in one line each.

What Breaks - and Why

Let’s deliberately break something so you can see what Python’s error messages look like. Delete the name = "Alex" line and run the file:

	main.py


# name = "Alex"  <- commented out


print("Hello", name)


Output


Traceback (most recent call last):

File "main.py", line 3, in <module>

print("Hello", name)

NameError: name 'name' is not defined




Python is telling you: “on line 3, you used the name name, but I don’t know what that is.” Put the variable back and the error disappears. Error messages are information, not failure. Get comfortable reading them early.

How to read one: start at the bottom. The last line names the error type and tells you what went wrong. The line above it shows which file and line number caused it. Everything above that is the call chain leading to the problem — useful later, ignorable for now. Bottom up, every time.


	NameError: name ‘X’ is not defined — you used a variable before creating it, or you made a typo in the name.





	Quotes matter

These work:

print("Hello")

print('Hello')


These don’t:

print(Hello)  # NameError — Python thinks Hello is a variable

print("Hello')  # SyntaxError — mismatched quote types


Open with a quote, close with the same type. Always.





	✎  Modify – Run – See

	Change the name variable to your own name. Run it. Confirm the greeting changes.

	Change "Hello" to "Good morning". Run it.

	Replace 2 + 2 with 17 * 3. Run it. Did Python calculate it correctly?

	Add a fourth print() line with any arithmetic expression you like. Run it.

	Delete the name variable line entirely. Run it. Read the error message carefully — it tells you exactly what went wrong and on which line.






	Exercise

Write a program that prints three lines of your choice — your name, your city, and your favorite language. Run it and make sure all three lines appear.

	Mini Challenge

Print a tiny intro card about yourself: four lines, each a different fact. Use a variable for your name and reuse it in at least two of the lines. Change one fact and run it again.




What Just Happened

You ran a Python file, made it print output, stored a value in a variable, and made it do arithmetic. None of that required a lengthy explanation before it worked — you ran the code and saw what happened. That’s how the rest works.


→  The program can say something — but it says the same thing every time. Tomorrow you’ll give it proper memory: named variables you can change in one place and have the whole program update.



Day 2

Store a Value


	GOAL

Store information in a variable and use it anywhere in your program.

	ENVIRONMENT

Terminal · Python script




Right now your program says the same thing every time it runs. Variables fix that. They let you store a value once and use it wherever you need it — which means changing one line changes everything that depends on it.

You already used one in Day 1. Today you’ll understand exactly what’s happening and why it matters.

Store Something

A variable is a name that holds a value. You create one with a single equals sign:


	main.py


name = "Jordan"

city = "Tokyo"

age = 28


print(name)

print(city)

print(age)


Output


Jordan

Tokyo

28


	

	The = sign stores the value on the right into the name on the left. Text goes in quotes. Numbers don’t. Python treats them differently — one is a string, the other is a number.


	
	



Three variables, three values, three lines of output. Change any variable and the corresponding output changes automatically.

Use It More Than Once

The real power of variables is reuse. Store a value once, use it everywhere:


	main.py


name = "Jordan"


print("Hello,", name)

print("Nice to meet you,", name)

print("See you later,", name)


Output


Hello, Jordan

Nice to meet you, Jordan

See you later, Jordan





Now change "Jordan" to your own name and run it again. All three lines update at once. One change, three results. If you’d typed the name directly into each print() call, you’d need to update three places. In a real program that could be thirty — or three hundred.

Numbers Work Differently

Python draws a hard line between text and numbers. Text goes in quotes. Numbers don’t:


	main.py


price = 12

quantity = 3


print("Unit price:", price)

print("Quantity:", quantity)

print("Total:", price * quantity)


Output


Unit price: 12

Quantity: 3

Total: 36





Change price to 15 and run again. The total recalculates automatically. One variable change, one result change.

What Breaks - and Why


	❌  Two common variable mistakes

Mistake 1 — Putting a number in quotes

# This looks fine but causes problems

price = "12"

quantity = 3


print(price * quantity)


Output


121212


Python treats "12" as text, not a number. Multiplying text by 3 repeats it three times. Keep numbers out of quotes.

Mistake 2 — Mistyping a variable name

name = "Jordan"


print(nane)  # typo


Output


Traceback (most recent call last):

File "main.py", line 3

NameError: name 'nane' is not defined


Python is case-sensitive and typo-sensitive. name, Name, and nane are three completely different things. Read the error, find the typo, fix it.




Build a Profile

Carry these variables forward into something more complete:


	main.py


name = "Jordan"

age = 28

city = "Tokyo"

language = "Python"


print("Name:", name)

print("Age:", age)

print("City:", city)

print("Favorite language:", language)

print("Next year:", name, "will be", age + 1)


Output


Name: Jordan

Age: 28

City: Tokyo

Favorite language: Python

Next year: Jordan will be 29





The last line does two things: uses the name variable for the string and adds 1 to age inline. Python evaluates age + 1 before printing. Change age from 28 to any other number and the last line updates automatically.

Variables Can Be Updated

A variable doesn’t keep its original value forever. You can reassign it at any time:


	main.py


score = 0

print("Starting score:", score)


score = 10

print("After first level:", score)


score = score + 5

print("After bonus:", score)


Output


Starting score: 0

After first level: 10

After bonus: 15


	

	score = score + 5 reads as: take the current value of score, add 5, and store the result back into score. This pattern — updating a variable based on its own current value — will appear constantly from Day 6 onwards. You’ll see it as attempts = attempts + 1 in the guessing game, count = count + 1 in loops, and password = password + char in the generator. Same idea every time: read the current value, change it, store it back.


	
	




	Variable name rules

Valid names: first_name, score1, total_price

Invalid names:

first name = ...  # spaces not allowed

1score = ...  # can't start with a number

total-price = ...  # hyphen means subtraction


Use underscores to separate words: first_name, not first-name or first name.





	✎  Modify – Run – See

	Change name, age, and city to your own values. Run it.

	Add a fifth variable — favorite_food, job, anything. Print it.

	Change price to 15 in the shopping example. Confirm the total recalculates.

	Set score = 0, then add three update lines: score = score + 10, score = score + 25, score = score - 5. Print the score after each line.

	Try assigning age = 28, then separately try age = "28". Attempt print(age + 1) in both cases and observe what happens.






	Exercise

Create three variables — one for a name, one for a number, one for a city. Print all three on separate lines with labels like "Name: ...".

	Mini Challenge

Build a mini profile for a fictional character. Give them a name, age, city, job title, and a catchphrase. Print each one with a label. Then add one calculated line — something that uses one of the variables in an arithmetic expression.




What Just Happened

You stored values in variables and used them in multiple places. When you changed the variable, every line that used it updated automatically. You also saw what happens when things go wrong — type errors and name errors — and learned to read what Python is telling you.


→  The program stores values, but they’re set by you before it runs. Tomorrow the user gets to decide what goes in.



Day 3

Let the User Type


	GOAL

Accept typed input from the user and use it inside the program.

	ENVIRONMENT

Terminal · Python script




So far the program only knows what you wrote into it. Every run produces the same output. Today you hand control to whoever is running the program. They type something in, and the program uses it.

This is the moment the program stops being a
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	Change the prompt text inside input() to something friendlier or shorter. Run it and see the prompt change without affecting the behavior.

	Add a third input() asking for a favorite animal. Print a sentence that uses all four collected answers.

	Remove the int() wrapper from the age line. Run it. Try to add 1 to age. Read the TypeError carefully.

	Put int() back. Now type "twenty" instead of a number. Read the ValueError. These are the two errors you’ll see most often with numeric input.

	Run the full combined program five times with completely different answers each time.






	

	











Make Python Choose


	

	







	















	






	






	


















	



















	




















	





	















	

	

	
	






	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	




	














	
	Change the age threshold in the voting example from 18 to 21. Run it with age 19. Which branch does it hit now?

	In the yes/no check, change it to look for "go" or "start" instead. Run it with both the old word and the new one.

	Add a fourth elif branch to the ticket pricing example with a new age range and message.

	Remove the else branch from the yes/no example entirely. Run it and type something unexpected like "maybe". What happens?

	Add it back with a more helpful error message.






	

	











Make Python Repeat

	

	







	












	

	

	
	






	



















	




























	

	

	
	






	






















	




















	






	















	




















	

	

	




	
	




	
	Change range(5) to range(10) in the first example. Run it and count the lines.

	Change the countdown to start at 10 instead of 5. Run it.

	Change the while loop’s condition from <= 5 to <= 10. Watch it run longer.

	Modify the even/odd example to print only even numbers — remove the else branch, keep just the if.

	Add another condition: if i equals 5, print "halfway!" instead of the even/odd label.

	Change range(1, 11) to range(1, 21). Add an elif for numbers divisible by 5.





	

	










Build Project: Guess the Number
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	Change the range from 1–10 to 1–20. Run it and notice how many more guesses you typically need.

	Change the winning message to something personal. Win the game to see your message.

	Change "Too low." and "Too high." to something more dramatic.

	Add a line that prints the attempt count after every wrong guess, not just at the end.

	Set max_guesses = 5 and implement the guess limit from the upgrade options. Play until you lose.
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Remix Day: Make the Game Yours

	

	



	








	










	








	
















	






























	

	

	
	





	








































	





	
	Change max_guesses in Remix 3 to 3. Run it. Then try 7. Notice how much the feel changes.

	Change the range to 1–50 in Remix 3 and keep 5 guesses. Can you win consistently?

	In Remix 4, change the play-again check to also accept "y": if again != "yes" and again != "y". Run it and try both responses.

	Combine Remix 3 and Remix 4 — a play-again loop around a guess-limited game.

	Add a win/loss tracker: count how many rounds the player won versus lost, print the totals when they quit.




	

	













	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	




Make Your Own Commands

	

	






	












	

	

	
	



	




















	

















	






















	



































	













	
	Change the message inside greet() and call greet() three times. Run it — all three calls reflect the change automatically.

	Add a third function, show_rules(), that prints two short game rules. Call it between show_welcome() and show_goodbye().

	Rename show_welcome() to show_header(). Update the call at the bottom. Run it — the output should be identical.

	Add a fourth function that prints a separator line of dashes. Call it between each of the other functions.

	Deliberately call a function before defining it. Read the NameError. Put it back in the right order.




	

	










Send Data into Functions
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	Change the argument in greet("Jordan") to your own name. Run it.

	Add a third call to introduce() with a different name and city.

	Change the threshold in check_age() from 18 to 21. Call it with 18, 20, and 22. See which branch each one hits.

	Add a third parameter to introduce() for a job title. Update the function body and all calls.

	Test the default parameter: call greet() with just a name, then with both a name and a custom greeting.




	

	










Get Results Back

	

	






	











	

	

	
	



	



















	
















	

	

	
	




	





















	




















	















	
	Change double(5) to double(12). Run it and verify the result.

	Change add(3, 4) to add(10, 15). What does multiply() produce now? Work it out before running, then confirm.

	Write a function called square(n) that returns n * n. Call it with three different numbers.

	Write a function called clamp(n, low, high) that returns low if n < low, high if n > high, and n otherwise. Test all three cases.

	Remove the return from double(). Assign the result to a variable and print it. Read the None output carefully.





	

	











Keep Many Values Together
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	Change one item in the colors list and run it. The loop output reflects the change.

	Add a fourth color using append(). Loop through the list again — the new item appears automatically.

	Change the scores list values. Check how min() and max() respond.

	Create an empty list, loop from 1 to 10, and append only even numbers. Print the result.

	Try printing colors[3] on a list with three items. Read the IndexError. Try colors[-1] instead.




	

	










Add Randomness
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	Run the script three times without changing anything. Each run gives different output.

	Add a third list of verbs and include one in each printed line: word1 + " " + verb + " " + word2.

	Change range(3) to range(6). Run it and see six generated phrases.

	Replace random.choice() with random.sample() for one of the lists. Notice the difference — sample() won’t repeat items.

	Use random.shuffle() on the adjectives list before the loop. Print the shuffled list, then run the loop.




	

	










Build Project: Password Generator
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	Change generate_password(12) to generate_password(6). Run it. Short and fast.

	Change generate_password(12) to generate_password(32). Run it. Notice the difference in apparent strength.

	Add more characters to the symbols string. Run a few times and notice the new characters appearing.

	Change range(5) to range(10) in the loop. Generate ten passwords at once.

	Remove the symbols string from the pool entirely. What does a letters-only password look like?




	

	












Remix Day: Upgrade the Generator

	

	



	







	















	






















	




















	

	

	
	





	













	

	

	
	




	




























	




	
	In Upgrade 1, type a length of 6, then 24. Notice how the perceived strength changes.

	In Upgrade 3, add five more words to the words list. Run it three times — spot your new words appearing.

	Change the separator in generate_passphrase from "-" to " " (a space). Which format looks better to you?

	Combine Upgrade 2 (batch) with Upgrade 4 (numbering). Ask for length and count, then print a numbered batch.

	Add a third option to the mode selector from Upgrade 5: a PIN generator that produces N random digits.




	

	













	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	




Treat Text like Data
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	Change the word variable to your name. Print len(), the first character, and the last character.

	Try word[-3:] on several strings of different lengths. Does it always give three characters?

	Try word[:3] on a two-letter word. What happens? No error — Python returns what it can.

	Check whether the letter 'a' is in several different strings. See which return True.

	Use in to check whether a substring (more than one character) appears inside a longer string.




	

	











Build Cleaner Output
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	Change the label text in the player report example. Run it with different inputs.

	Add a fourth line to the report that shows the score divided by 10. Run it.

	In the password output, change the label from 'chars' to 'characters'. Run it.

	Try the alignment example. Change the column widths (12 and 6) and see how the layout shifts.

	Add a third column to the alignment example: a price column, right-aligned to 8 characters.




	

	











Clean and Reshape Text

	

	







	











	

	

	
	



	

















	















	

	

	
	





	











	

	

	
	




	
















	

	

	
	



	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	




	


















	











	
	Call strip() and lower() on a string with mixed case and extra spaces. Print the result before and after.

	Use replace() to swap a word in any sentence. Then chain two replace() calls on the same string.

	Split a comma-separated string and loop through the resulting list, printing each item.

	Use startswith() and endswith() to check a filename: does it start with 'report' and end with '.pdf'?

	Chain strip(), lower(), and replace() all on the same input string. What order do the transformations apply in?




	

	











Check Text One Character at a Time
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	Change the string in the digit counter to something with more or fewer digits. Run it and verify the count.

	Run the category counter on one of the passwords your generator produces. What mix does it contain?

	Change the password in the symbol finder to a letters-only string. Confirm has_symbol comes back False.

	Use any() to check whether a string contains at least one uppercase letter. Test it with mixed-case and all-lowercase strings.

	Write a loop that counts how many times the letter 'e' appears in a sentence. Use a variable and an if statement.



	
	


	

	











Upgrade Password Rules
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	Change min_length in is_valid() to 6, then call is_valid("abc123!"). Does it pass now?

	Generate ten valid passwords of length 8 and print their strength labels. How many come back as 'Medium'?

	Add a fifth rule to strength(): award a point for passwords longer than 20 characters. Test it with a 24-character password.

	Remove the has_upper requirement from is_valid(). Generate ten passwords and check how many would have failed the old rule.

	Test is_valid() with edge cases: empty string, one character, exactly 8 characters, 7 characters.




	

	











Upgrade Project Day: Password Generator v2

	

	



	



	






	















	
































































	
	

	
	

	
	

	
	


	
	Run with length 8 and count 10. Check that all passwords pass and show strength labels.

	Change SYMBOLS to include more characters. Run a batch and spot the new characters.

	Enter length 7. Confirm the floor kicks in and the program uses 8.

	Add the fifth strength point for passwords over 20 characters. Test it.

	Change the output format to show the password length in the label: 1. mK7#vQ2@nPjA (12 chars) [Strong].




	

	











Remix Day: Make the Generator Your Own

	

	



	







	




























	
















	

	

	
	




	

























	





































	




	
	In Remix 1, add three more adjectives and three more nouns. Run it ten times and spot your new combinations.

	In Remix 3, change generate_code(4, 4) to generate_code(3, 8). How does the format feel now?

	In Remix 4, add a loop so the menu runs again after each generation until the user chooses to exit.

	Add a strength check to Remix 2: reject any PIN where all digits are the same (e.g. '1111').

	Combine all four into one file with the mode selector at the bottom. Test every path.




	

	













	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	




Ask the Internet for Data

	

	







	



	

	

	
	



	











	
	
	
	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	





	

























	





	















	
















	


























	
	Change the coordinates to your own city. Run it and confirm you get a 200 status code.

	Change the current field from 'temperature_2m' to 'wind_speed_10m'. Run it. Different data comes back.

	Run the script three times without changing anything. Notice the timestamp in the response updates each time.

	Add a second params dict for a different city and make two requests in a row. Print both responses.

	Try a deliberate typo in the URL. See what status code and response you get.




	

	











Read What Comes Back

	

	






	












	




















	

	

	
	




	











	







	

	

	
	




	












	























	










	
	Change the city coordinates and run again. Watch the temperature value change.

	Print data["latitude"] and data["longitude"] to confirm the API registered your location correctly.

	Print data["current"]["time"] to see the timestamp attached to the reading.

	Print data.keys() and then data["current"].keys() to see all available fields at each level.

	Change the current field to 'wind_speed_10m' and print the value at data["current"]["wind_speed_10m"].




	

	











Pull the Exact Data You Need
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	Change the coordinates. Run it. Confirm temperature, wind, and condition all update.

	Add 'relative_humidity_2m' to the current params string. Pull it from current and print it.

	Change a label in weather_descriptions to something different. Run it with that weather code active.

	Use dict.get() on a key that doesn’t exist. Confirm it returns the default instead of crashing.

	Add three more weather codes to weather_descriptions. Search 'WMO weather code table' for the full list.



	
	


	

	











Turn Live Data into a CLI Tool
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	Add your own city to CITIES. Run the tool and check your local weather.

	Change the display labels — swap 'Temperature' for 'Temp'. Run it.

	Add 'relative_humidity_2m' to the params string in get_weather(). Display it in the output block.

	Try typing an unknown city. Confirm the tool prints the available list without crashing.

	Try running without an internet connection. Confirm get_weather() returns None and the error message appears.
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Build Project: Weather CLI

	

	



	






	





















	
















































































	
	

	
	

	
	

	
	


	
	Change the separator line character. Run it and see how the display changes.

	Add your home city to CITIES. Run the tool and check your actual local weather.

	Change the 'yes/no' check to also accept 'y'. Run it and confirm both responses work.

	Add a 'feels like' line to show_weather(). Request 'apparent_temperature' and display it.

	Try checking a city right after typing an invalid one. Confirm the loop continues correctly.




	

	











Remix Day: Push the Weather Tool Further
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	In Remix 1, add your home city. Run the tool and verify the coordinates give a sensible temperature.

	In Remix 3, run the tool for five cities. Open weather_log.txt and confirm all five entries are logged.

	In Remix 4, try requesting six cities at once. Watch the table fill in.

	Combine Remix 2 and Remix 3: log the feels-like temperature alongside the actual temperature.

	Add a summary line at the bottom of the table: the city with the highest temperature and the city with the lowest.




	

	













	
	
	
	
	
	

	
	
	

	
	
	

	
	
	




Read and Write Files
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	Add a fourth line to notes.txt in your text editor. Re-run the read script. The new line appears.

	Change the content in the write script and re-run. Open output.txt and confirm the old content is gone.

	Change 'w' to 'a' in the write script. Run it three times. Open the file and count the total lines.

	Use try/except to handle a non-existent file. Confirm the error message prints cleanly instead of crashing.

	Add a line count to the output: after reading, print how many lines the file contains.




	

	











Scan Folders and Organize Files
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	Add a '.mp3' category to CATEGORIES mapped to 'Audio'. Create a fake .mp3 file in test_files and re-run. Confirm it moves to Audio.

	Change the destination folder names from 'Images' to 'Photos'. Re-run on a fresh copy of test_files.

	Print the full destination path for each moved file instead of just the folder name.

	Add a check: if the destination file already exists, print a warning and skip instead of overwriting.

	Count how many files of each category type were moved. Print a summary at the end: '3 Documents, 2 Images, 1 Code'.
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Build Project: Automation Toolkit

	

	



	






	



























	



































































































	












	

	

	
	

	
	

	
	

	
	

	
	
	


	
	Save three notes using tool 3. Then read notes.txt using tool 1. Confirm all three appear.

	Add a new category to CATEGORIES in tool 4. Create a matching test file. Run the organizer.

	Change the menu labels to something shorter or different. Re-run and confirm the menu updates.

	Add a timestamp to tool_save_note(). Import datetime and format it as [YYYY-MM-DD HH:MM].

	Type an invalid menu choice. Confirm the 'Invalid choice.' message appears and the menu repeats.




	

	











Make It Yours
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	Implement Option A. Save ten notes over the course of an hour. Open notes.txt at the end and read your own log.

	Implement Option C on a long text file — a downloaded article or any text you have. What are the most common words?

	Combine Options A and C: save notes with timestamps, then use the frequency counter to see which words you use most.

	Add whichever bonus tool you built to the TOOLS dictionary. Verify it appears in the menu and runs correctly.

	Add a 'Help' option to the menu that prints a one-line description of each tool.
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