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The Panda is Black ﬁNR white



The Cat is Orange AND Flufty
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ls the Penguin Hot O Cold?

Yes. she'sHot!
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mThe Bear is NOT Awake
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Shhn.... He is sleeping



YOU aRre
& NOT a Panda

a el 2 0Ra Ca’r
OR A BEaR...
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You are You!
AND That is Great
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Hello, World, I'm Pearl. 2 | L 2
X Which meags wd,gyls my very last chance
A?&. N2 ’,, tO b\giuqa % :
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I've tried every single day, Then the shark attack.

but something always ruins it!

N \ /,
F
First came the g \
flying saucers. g <
And maybe worst of all was the - /
moat that Ada Puglace added.
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But today, I've got the perfect plan. I've brought my trusty
rust-proof robot, Pascal.

Hmm. | guess he doesn't know how to do that. But a coder
He'll do whatever | tell him—as long as | tell him in CODE. takes one big problem and breaks it into several smaller
It's not a secret code—it’s special instructions that ones. If | give Pascal enough instructions that he does
computers understand. know, we'll build this castle in no time! It'll be easy!
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SMALL PROBLEM #1: FIND A PLACE TO BUILD DA AU R A I ik 4k
8 R Igue&lneedtolbgveryspeclﬂcwithmymsuum

g
[ Pascal, find a Flat spot away from all dogs and Frisbm.__)

No, Pascal, we need & A
_ tobeonland. AREEEE

'_lfhlé isn't as easy as | thought.
But at least we have a place to build.
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SHMALL PROBLEM #2: GRTHER UP SAND

Now we'll need a huge pile of sand.
It's very important to tell Pascal everything in the correct SEQUENCE—
that means in the right order.

1. Fill the pail 2. Dump the sand 3. Pat the
with sand. on our spot. sand down.

Anuan
Kids <

Mara than Diihlichar

B Gy

Fill the pail, dump the sand, |
' pat it down.

(" misis getting 80000 boring. \/
Bl S
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There must be a coding trick | can use.

Ahal A LOOP!

When you need to repeat something in code,
you can use a LOOP!

: This still might take a while.
\ I'm going to relax while you work.
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/7 Ivegotseashells.
s "\ What do you have, Pascal?

SMALL PROBLEM #3: SHAPE AND DECORATE THE CASTLE

I.at’seachﬁnd some fancy decorations
“and bring them back here.

That's way too big!
You need to find
something smaller.




Maybe | need to give him better
instructions. An IF-THEN-ELSE
should do the trick.

IF the item you see is small and

OES T doesn't move and doesn't belon
' Ahhh! We need something that isn't moving. g
b A to anyone

o
*

" Paseall That's not ours!

T 38 - 7 weet N

Let's shape the castle
and decorate.

THEN bring the item back
to the castle

ELSE Find something difFFerent
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Now our castle s finally finished!
Wait here. I'll be right back with some toys.
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Cm you ready foplay_— Of course! It’s high tide . . .

and our castle .. . it's all gone.

Goahead.Pee.You

'”:-\ll i) Ny can't mkumoanoda’y_.» ;
o Py D) |
A = {

p o
_n

s
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. 4 A moat would have protected the castle @ &.{w ‘
) from the tide! If only | had thought of a moat S
earlier. It took half the day to figure out ) 5

/\\houfoCODEuandcuﬂe:_.’_/

But hold on. | already wrote the CODE to build a sandcastle.
| can easily use all that CODE again!

But we're not done.
Now we've got a new problem. ..
oyl | :




SMALL PROBLEM #4: BUILD A MOAT

| think a new SEQUENCE should solve this small
problem. And | know how to write one of those.

Let’s try:
1. Dig around the outside 2. Fill the pail
oF the castle. with sand.

3. Empty the pail away
From the castle.
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'Hurray! Our sandcastle is finished and - lle iy o R _Hey, Pascal, now tf\at we know how
safe from the ocean! Let’s play! N ALEE -to CODE one sandcastle . . .
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return(); 7/ THE END
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Pearl and Pascal’s Guide to Coding Pearl and Pascal’s Guide to Coding

WHAT IS CODE? WHAT IS A SEQUENCE?

Code is the set of instructions a computer
uses to do any type of task, such as solving
a problem.

Sometimes these tasks and problems can
seem really big, so one thing coders do is
break difficult big problems into smaller,
easier ones. Rather than build an entire
sandcastle, which is a difficult big task,
Pearl decided to think of it as several
smaller, easier tasks.

Code must be written in a specific order
called a sequence. Just like a story wouldn't
make sense if the sentences were rearranged
in the wrong order, code won't work if it's
written in the wrong sequence.

For example, if a story is told as follows:
Pearl wakes up.
Pearl eats breakfast.
Pearl gets dressed.
Pearl goes to school.
That makes perfect sense.

However, if the order of the sentences is
changed:

Pearl eats breakfast.

Pearl wakes up.

Pearl goes to school.

Pearl gets dressed.
The story no longer makes sense (and
introduces many questions: Does Pearl
eat breakfast in her sleep? Does she go
to school in her pajamas?).

WHAT IS A LOOP?

One common coding technique is a loop.

A loop helps when you want to repeat a
sequence. Instead of writing the sequence
over and over again, you write it only once—
inside of a loop.

WHAT IS AN

IF-THEN-ELSE?

An if-then-else is sort of like answering a
true or false question. If the answer is true,
then you do one thing. If it's false, you do
something else. Sometimes this is called a
conditional.

In the story, Pascal keeps finding inappropriate
decorations. Pearl uses an if-then-else

to get Pascal to check whether the item is
okay before bringing it back. If the item fits
Pearl's rules, then Pascal can bring it back.
Otherwise, Pascal will keep looking for
something else.
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Cocoa pods harvested and beans extracted Beans fermented and dried in sun  Sorted by type and welghed at factory

;A Nibs pressed o become cocoa butter @
— ™
‘ _b‘ @
- A e
B

eans shells cracked leaving 'cocoa nibs' Beans roasted in large ovens at 100- 150*c

@

Nibs ground into ‘chocolate liquer' pat

Cocoa butter + chocolate liquor + milk + sugar Refined through steel rollers

Tempered and poured into mould Mixed and aerated to bring out flavour

Markated & Dictribiited hv SRKGC | infa™erkne eonm | 401 RRR 4477 ANQ



dimn + Dough mixer

[ eV *
-—
> faufiu
AR Liquid sponge
< R
Dough Divider
vifiudnn fu = Rovder
BNWNTIBINUTR A @
Over head proof
Head roller Usenliihiln 10 it
Inldm ndauiiu
{ - r ‘
‘-
Oven

Automatic Depanner

Automatic bagging slice Cooling
machine Urannil d2ln
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Adventures in Coding

The world’s most
whimsical way to learn
about COMPUTERS,
PROGRAMMING, and

TECHNOLOGY




N = 0. )

PELANGI \ Kids#

.

More than Publisher
Pelangi Publishing

She loves to crawl under her bed and imagine
all the bugs that might live there. She’s always
coming up with new dance moves, and her
favorite word is "why.”

In Ruby’s world, she’s the chief creator and
architect. One day, she’s a doctor, the next, a
bug hunter. Her superpower? Ruby can build
things with her imagination. Anything is possible
if Ruby puts her mind to it.
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When it’s time to clean up
her toys, Ruby puts her stuffed
animals, building blocks, and
toy house away, but leaves her
drawing pencils on the floor.

One thing Ruby doesn’t like is to be told what
to do. Sometimes this means trouble—especially
if the instructions are unclear.

When Ruby’s dad asks her to get dressed for
school, she puts on her dress and shoes, but
keeps her polka-dot pajamas on. After all, Dad
didn’t tell her to first change out of her pajamas.

“Pencils aren’t really
toys,” she says cheekily.
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The Computational Thinkers

Logic Tinkering
Predicting & analysing E’ Changing things to
see what happens
Evaluation / = ;
Making judgements s *s Creatin
Qee : H:@gs Designi &9 ki
) = gning & making
Algorithms

Making steps & rules

Debugging
Finding & fixing errors
Patterns

Spotting & using similarities
Persevering

e, 0 K . .
Decomposition eeping going

Breaking down into parts

Collaborating
Abstraction Working together

Removing unnecessary detail
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Coding is a new kind
of literacy for the 2lst
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Coding sinsgmend 3 ursgadsia
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ZE \\hat is Coding?

e commands or
algorithms we give to
a computer to tell it
what to do

* gpps on a phone, a
WEDbSite, or game are
all made using codel
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Computer Science
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N1SATUATUNATINURY 1-10

1 #include &lt;stdio.h&gt;

2 void main() {

int 1;

int sum = 0;

for (1 =1; 1 &lt; 11; 1++)
sum += 1;

printf("Total = %d\n", sum);

O~ OY U AW



N1SAALNSA A-F

#include &lt;stdio.h&gt;
void main() {
int 1;
int num;
printf("Enter score : ");
scanf("%d", &amp;num);
1f (num &lt; 50)
printf("Grade F\n");
else if (num &lt; 60)
printf("Grade D\n");
else if (num &lt; 70)
printf("Grade C\n");
else if (num &lt; 80)
printf("Grade B\n");
else if (num &lt;= 100)
printf("Grade A\n");

5G§$§ngmw®m-bwml—*

17 }
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Binary

Bit&Byte

Direction Programming
Cooking Programmimg
Dancing Programming
Sorting Programming
Abstract

Storytelling Programming
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CRACK THE CODE

PART Convert the bitmaps into binary using a “0” PART Convert the binary into bitmaps. Use white to
to represent a white pixel and a “I” to represnt 0 and black fo represent I.
| white pixel and a “I 2 0 and black
represent a black pixel.

4 : h " : N

Binary Binary
000010000
010101010

_001010100
010000010
101010101
010000010
0olololoo
ololololo
000010000

Pelangi Publishing

Binary b Binary
HEEEN - 000010000

HEEE 000101000
N N

001000100

0ollloo0
010000010

|
[ |
[ | 100101001
|
[ |
[ |

010010010
001000100
000111000

z N K
Binary Binary
[ [ [ [ [ 000010000
n | N _ 010111010

EEEE | 00 001010100

010010010
L

[ | -

. _

m | 000 010010010
[ | _

[ |

010010010

| O
_EEEn
001010100

I N _|
[ [ [ [ [ [ [] 010111010
o — J

o ¥ ’?*\ﬁfﬁs
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A 0100 0001 X 0101 1000
B 0100 0010 Y 0101 1001
C 0100 0011 z 0101 1010
D 0100 0100 0 0011 D000
E 0100 0101 1 0011 0001
F 0100 0110 2 0011 0010
G 0100 0111 3 0011 0011
H 0100 1000 4 0011 0100
[ 0100 1001 ] 0011 0101
J 0100 1010 6 0011 0110
K 0100 1011 7 0011 0111
L 0100 1100 8 0011 1000
M 0100 1101 9 0011 1001
N 0100 1110 0010 1110
0O 0100 1111 ( 0010 1000
P 0101 0000 + 0010 1011
Q 0101 0001 $ 0010 0100
R 0101 0010 * 0010 1010
S 0101 0011 ) 0010 1001
T 0101 0100 - 0010 1101
u 0101 0101 / 0010 1111
v 0101 0110 ' 0010 1100
W 0101 0111 = 0010 1101
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