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Preface

Welcome!

This little book is a secret map. It leads to a world where you can create
anything you imagine.

You might think programming is for geniuses or math wizards. It is not. It
is for anyone who likes to create, solve puzzles, or tell stories.

We have made this path short and sunny. There are no heavy backpacks
allowed. Just bring your curiosity.

"The journey of a thousand miles begins with a single step."
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1 You already know how to program

What programming really is

Programming is just giving clear steps to get something done.

You give instructions every day!

• Turn left at the corner.

• Mix the flour and sugar.

• Tie your shoelaces.

Computers are not smarter than you. They are just very obedient. They
need you to tell them exactly what to do.

Small Win

You are already a programmer of your own life! Now we will just learn
the language for the computer.
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2 Meet Python

Python is a language for people

Some computer languages look like alien codes. Python looks like English.

Why do beginners love it?

• It is easy to read.

• It is used by NASA, Netflix, and schools everywhere.

• Learning Python is a superpower you keep forever.

Small Win

You have chosen the friendliest language in the world. Good choice!
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3 Your first Python spell

The print command

print just means "Say this".

Let’s write your first line of code.

1 print("Hello!")

When you run this, the computer follows your instruction: Hello!

Code runs from top to bottom, just like reading a book. A program is just
a list of instructions. The computer does not understand feelings — only
instructions.

Small Win

You just made the computer speak! You are now a coder.
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4 Boxes with names (Variables)

Variables are labelled boxes

Imagine a box where you can store things. You write a name on the box
so you can find it later.

1 name = "Sam"
2 age = 10

Now, the computer remembers that name is "Sam" and age is 10. You can
change what is in the box anytime. The name stays the same, even if what’s
inside changes.

1 age = 10
2 age = age + 1
3 print(age)
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Programs can remember things and update them.

Small Win

You know how to make the computer remember things for you.
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5 Python can talk to you

Asking questions

Programs can listen to you too!

1 name = input("What is your name? ")
2 print("Hello", name)

1. The computer follows the instruction to ask "What is your name?". 2.
You type your name (e.g., "Elena"). 3. The computer says "Hello Elena".

Most programs do three things:

1. Take input

2. Think

3. Give output
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Small Win

You made a program that actually talks back to you!
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6 Making decisions

If this, then that

Computers can make decisions if you give them rules.

1 if age > 7:
2 print("You are ready!")

The spaces show which lines belong together.

The computer follows instructions to check: Is age bigger than 7?

• If Yes (True): It prints "You are ready!".

• If No (False): It does nothing.

The computer never guesses. It only checks.
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Small Win

You taught the computer how to think and decide!
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7 Doing things more than once (Loops)

Repeating saves time

Humans get bored repeating things. Computers love it!

1 for i in range (3):
2 print("Python is fun")

This tells the computer: "Do this 3 times." Output:

Python is fun
Python is fun
Python is fun

This is why computers are good helpers.
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Small Win

You can make the computer do a lot of work with just two lines of code.
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8 Mistakes are part of coding

Errors are clues

If you see red text (an error), don’t panic! It’s just the computer asking
for help.

Every programmer makes mistakes. Even the best ones.

• Did you forget a quote mark "?

• Did you misspell print?

The computer does exactly what you say — not what you mean. It does not
guess. An error means the program worked hard enough to notice a problem.

Fixing mistakes is how you learn. It’s called "debugging".
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Small Win

You are brave enough to try, fail, and fix it. That is the spirit!
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9 Why Python matters

Real magic

The code you learned is the same code used to build amazing things.

Did you know these use Python?

• Instagram: To show you photos.

• Spotify: To recommend music.

• Robots: To know where to walk.

These systems may look different, but they all follow the same ideas you
learned.

You are learning a tool that builds the future. The same ideas are also used
in simple AI programs.
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Small Win

You are connected to the real world of technology now.
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10 You belong here

Where to write your spells

You don’t need to pay or install anything to start!

Best place to start: Replit.com or Trinket.io — nothing to install, just
write and run.

When you’re curious. . .

On your Computer: Download Python from python.org. It comes with
a tool called IDLE.

Like a Pro: Real engineers often use VS Code. It is free and colorful!
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The Fun Quiz

Let’s prove you are a natural! (You need 3 out of 4 to pass).

1. What does print("Hi") do?

A) Prints to a paper printer.

B) Shows "Hi" on the screen.

2. What is a variable?

A) A box with a name to store values.

B) A type of snake.

3. How do we repeat code?

A) Ask the computer nicely.

B) Use a loop (like for).

4. Is it okay to make mistakes?

A) YES! It’s how we learn.

B) No, never.

If you’re unsure, guess. Programmers guess all the time.
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Answers: 1:B, 2:A, 3:B, 4:A.

BIG WIN

Did you get 3 or 4 right? CONGRATULATIONS! You are officially ready
to start your coding journey.
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What programmers really do

The secret to being a great programmer is simple:

• Try things

• Fix mistakes

• Try again
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Glossary

Bug A mistake in your code that stops it from working.

Code Instructions we give to the computer.

Computer A machine that follows instructions very fast.

Error A message the computer gives when it is confused.

Function A reusable block of code that does a specific job (like a recipe).

Input Information we give to the computer (like typing on a keyboard).

Loop A way to repeat code over and over again.

Output What the computer gives back to us (like text on the screen).

Print A command to show text on the screen.

Python A popular programming language that is easy to read and write.

String A piece of text, like "Hello World".

Variable A box where we store information (like a score or a name).

© Elena Daehnhardt 2026. For personal educational use only. 24



About the Author

Elena Daehnhardt
Python Enthusiast & Educator

I love building things with code
and teaching others how to do the

same. My goal is to make
programming fun and easy for

everyone, from age 8 to 88!

Continue the Adventure!

The learning doesn’t stop here.
Visit my website for:

• Free Python lessons and tuto-
rials

• AI and Machine Learning
posts

• AI weekly updates

Scan to visit my website!

© Elena Daehnhardt 2026. For personal educational use only. 25


	Preface
	You already know how to program
	Meet Python
	Your first Python spell
	Boxes with names (Variables)
	Python can talk to you
	Making decisions
	Doing things more than once (Loops)
	Mistakes are part of coding
	Why Python matters
	You belong here
	Glossary

