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For every curious kid who ever asked,

“How does that work?”

This book is for you.

— Brainberry Kids
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Welcome, Coder!
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Hi there! My name is Byte, and I am SO excited to meet you.

Have you ever wondered how your favorite games are made? Or how a phone knows to light up when you tap it? The answer is coding — and guess what? You are about to learn it!

In this book, we are going to explore coding together, one fun idea at a time. There is no need to worry about getting things wrong. Every great programmer makes mistakes — that is actually part of how coding works! We call it debugging, and you will learn all about it soon.

You will play games, solve puzzles, draw your own robot friend, build a game of your very own, and earn badges along the way. By the end of this book, you will be able to call yourself a real Beginner Programmer.

Ready? Let's turn the page and get started.

Your friend and coding buddy,

Byte 🤖
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About This Book
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Coding for Kids: Beginner Programmer is an interactive, illustrated activity book designed to introduce children ages 7–10 to the foundational ideas behind computer programming — without needing a computer, an app, or any prior experience.

Each chapter introduces one big idea, such as sequences, patterns, loops, or decisions, using original stories, hands-on activities, and simple real-world examples children already understand, like getting dressed, baking cookies, or playing a game of tag.

This book is built around three goals:

	Build confidence — every child can learn to think like a programmer.

	Build understanding — concepts are explained in plain language before any technical terms are introduced.

	Build curiosity — activities invite kids to create, not just read.


No screens are required to complete this book, making it ideal for classrooms, homeschool programs, libraries, and family learning time. A Parent & Teacher Guide is included at the back to support adults who want to extend the learning.
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Meet Byte
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Byte is a small, friendly robot with a round body, big curious eyes, and a screen for a face that lights up in different colors depending on how Byte feels — blue for calm, green for "got it!", orange for excitement, and yellow for "let's try again."

Byte loves three things more than anything: solving puzzles, helping new coders, and snacks made of "binary bites" (Byte's favorite made-up treat, shaped like little 1s and 0s).

Byte will appear throughout this book to share tips, cheer you on, and remind you that mistakes are simply clues on the way to a solution.
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