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NOTE TO PARENTS AND TEACHERS

[image: ]


This book is built on one core belief: kids learn digital skills best when they're actually making something. The subtitle says it plainly: build, code, create. Safety travels alongside every project, introduced at the moment it's relevant, not as a separate lecture.

Not watching someone else make something. Not reading about how something works. Making it themselves: a drawing, a game, a webpage, a video. That act of creation is where real understanding happens. Safety knowledge sticks the same way: not as a list of rules to memorize, but as something built alongside every project, step by step.

That's the approach here. Each chapter in this book is organized around a project the reader builds. The skills and safety lessons travel alongside the work, introduced at the moment they're actually relevant. A child learning to publish a webpage for the first time is far more receptive to a conversation about privacy settings than a child reading about privacy in the abstract.

Who This Book Is For

This book is written for children ages eight through twelve. It assumes no prior experience with digital tools, coding, or web design. Every concept is introduced from the ground up. The projects scale in complexity as the book progresses, so a child who works through the chapters in order will build real competence by the end, not just surface familiarity.

The reading level is designed for independent use by confident readers around ages ten through twelve. For children ages eight through ten, or for any child who prefers guided learning, reading alongside an adult makes the experience richer. Many families and classrooms will find the projects work best as shared activities.

What Your Child Will Build

By the time a reader completes this book, they will have:

- Set up an organized digital workspace and created a personal Digital Rules Poster

- Built a file organization system and reviewed privacy settings on their accounts

- Created an original piece of digital art and planned an illustrated story

- Coded an animated sprite in Scratch that moves, bounces, and responds to clicks

- Built a complete maze game in Scratch with keyboard controls, wall detection, scoring, and a timer

- Published a real webpage with original content and a designed layout

- Planned and begun their Virtual Lemonade Stand, a digital project of their own design

These are real, functional outputs, not exercises that disappear when the chapter ends. Many children will want to continue building on them long after the book is finished. Encourage that instinct.

How to Use This Book

The chapters work best read in order. Each one builds on skills introduced in the previous chapters. A child who skips to the Scratch chapter without having read the digital identity chapter hasn't missed plot, but they will have missed the habit-building around organization, intentional saving, and safety awareness that makes the technical chapters land better.

That said, the book is designed to be picked up and put down. If a child is captivated by the art chapter and spends a week making digital drawings before moving on, that's exactly right. Depth over pace.

For classroom or homeschool use: the Facilitator Guide at the back of this book provides chapter-by-chapter discussion questions, extension activities, and safety conversation starters. Each chapter can serve as a one- to three-session unit depending on how deeply you explore each project.

Equipment needed: a computer, tablet, or laptop with internet access. No special software purchases are required. Every tool used in this book has a free version. Scratch (scratch.mit.edu) and Google Sites are both entirely free. Drawing apps with the features described in Chapter 3 include free options like Microsoft Paint, Sketchpad, or the built-in drawing tool in Google Slides. The specific platforms mentioned throughout this book are accurate at time of publication; if an interface has changed, the underlying concepts and steps remain the same.

Your Role as the Trusted Adult

Throughout this book, children are encouraged to talk to a "trusted adult" before sharing their work online, before joining new platforms, and whenever something feels wrong. That trusted adult is you.

This book doesn't ask you to become a digital expert. It asks you to be present and reachable, the person your child knows they can bring a question or a concern to without fear of getting in trouble.

A few things worth knowing before you begin:

The Digital Rules Poster project in Chapter 1 is more than a craft activity. It's a conversation starter. Sit with your child as they build it. Discuss what each rule means and why it matters. A poster your child made themselves, with your involvement, carries far more weight than a list of rules you handed them.

The password chapter covers passphrase construction in detail. If your child doesn't yet have passwords of their own to manage, this is a good time to introduce them to your household approach: how your family uses password managers, how accounts are set up, who keeps track of what.

The webpage and video chapters involve publishing to the internet. Both chapters include explicit safety checks before publishing, including privacy settings and personal information review. Work through these checks together the first time. The habits developed here will serve your child for years.

If at any point a chapter raises concerns you want to discuss further (about a platform mentioned, about something your child encountered while working on a project, or about the safety advice itself), the Facilitator Guide at the back of this book includes conversation guides for each chapter's most sensitive topics.

A Note on Screen Time

This book involves screens. The skills it teaches are entirely screen-based. That's not a contradiction of healthy screen habits. It's an invitation to make screen time count.

Creating is categorically different from consuming. A child who spends two hours making a Scratch game has spent those hours problem-solving, debugging, iterating, and building something real. That's qualitatively different from two hours of passive video watching, even though both happen on a screen.

The book includes a section on screen time balance in Chapter 1. It encourages children to sit down with intention, work for a defined period, and then step away. You may want to reinforce this approach, not as a restriction, but as a creative discipline. The best makers, of any age, know when to stop and come back fresh.

A Note on Artificial Intelligence

AI tools (text generators, image makers, coding assistants) are part of the landscape your child is growing up in. This book doesn't dwell on them, because the skills it teaches are more important in an AI-rich world, not less. A child who knows how to code, design, write for an audience, and evaluate what they create is a child who can use AI tools thoughtfully rather than be used by them. The projects in this book build the creative and critical foundation that makes any tool, AI or otherwise, genuinely useful. When your child encounters these tools, and they will, they'll be better equipped because of the work they've done here.

A Note on the Projects

Every project in this book has a "YOUR QUICK WIN" label at the chapter opening, a clear statement of what the child will have made by the end of the chapter. This framing is intentional. The promise of a finished product at the end of every chapter keeps young readers motivated through the learning that precedes it.

When a project is finished, acknowledge it. Ask to see the maze game. Read the webpage. Look at the digital drawing. The moment of sharing what they made, with someone who cares, is part of the learning. Don't skip it.
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CHAPTER 1: Your Digital Adventure Begins
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YOUR QUICK WIN: By the end of this chapter, you'll have your digital workspace ready to go and your own Digital Rules Poster, a personal guide to exploring the internet safely and confidently.

The digital world is one of the most extraordinary places you'll ever explore. You can learn how rockets reach space, how to draw a cartoon tiger, or how people lived in ancient Rome, all before lunch. You can create digital paintings, build games, write stories, and share your ideas with people on the other side of the planet. Your curiosity is your compass here. Your creativity is your superpower.

But like any great place, the digital world comes with its own ways of doing things. Think of it like a really cool treehouse. You're thrilled to have it, you want to invite your friends over, and you can't wait to decorate it. But you also know to be careful about who you invite, what you share inside, and how you treat the space, so it stays safe and fun for everyone.

This book is your guide to that treehouse. We'll explore digital art, storytelling, coding, and websites. But first, we'll do two projects: set up your digital workspace so you have a comfortable, organized place to create, and build a Digital Rules Poster, your personal commitment to how you'll use the internet.

Ready? Let's go.

Project 1: Setting Up Your Digital Space

Where you do your digital work matters. A painter has a studio. A musician has a practice room. You need a space that helps you focus and stay comfortable, and setting one up only takes a few minutes.

Pick your spot

Choose somewhere in your home where you can concentrate without too many interruptions. A desk in your bedroom, a corner of the living room, or a spot at the kitchen table all work. The key is consistency: use the same space each time, and your brain learns to switch into creative mode when you sit down there.

Good lighting makes a real difference. Natural light from a window is ideal. When you work in dim light, your eyes strain and tire faster. Position your screen so light isn't shining directly on it. Glare makes it hard to see and gives you headaches.

Set up your body right

Your posture affects how long you can work and how you feel when you're done. Here's a quick checklist:

- Sit with your feet flat on the floor (or resting on something solid if you're shorter)

- Position your screen at eye level or slightly below, not tilted up so you're craning your neck

- Keep your wrists roughly flat when you type, not bent sharply up or down

- Sit back so your back has support

These small things matter when you're building a game or working on a story for an hour. Slouching feels fine for five minutes. Your neck and shoulders will notice it later.

Cut the distractions

Before you start a project, close apps you don't need. Turn off game notifications. Put your phone across the room if it isn't part of the project.

Here's a trick that works: before you open your computer, say out loud what you're going to work on. "I'm going to work on my digital drawing for 45 minutes." That one sentence sets your intention and makes it much easier to stay on track.

Organize your files from the start

Your computer's storage is like a filing cabinet. Without folders, everything lands in one giant pile and you waste time every time you want to find something.

Create a simple folder structure right now:

My Projects

Art & Design

Stories & Writing

Coding Projects

Schoolwork

Inside each folder, you'll add subfolders as your projects grow. The exact structure doesn't matter as much as having one and sticking to it.

One rule that saves real frustration: name your files clearly. "Draft1.docx" tells you nothing a month from now. "BoltRobotStory_Draft1.docx" tells you exactly what it is. Start this habit early.

Keep your desktop clear

Your computer's desktop is your work surface. Like a physical desk, it works best when it isn't buried in clutter. Keep only what you're actively using there. Everything else goes in a folder.

Once a week, spend two minutes clearing your Downloads folder. Move what you're keeping to the right folder. Delete what you don't need. This one small habit prevents the digital chaos that makes it hard to find anything.

Keep your software updated

Software updates aren't just new features
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