A Fun and Easy Guide to Learn JavaScript
Step-by-Step! P
Easy Lessons s i 4 /Think Like
for Beginners _ y a Coder,
// My First J pt Program Have Fun,

Real Examples 2 let name = "Coding Star”; X B .
& Practice 3 let age = 10; \ u'ld the
L e ey L - console.log("Hello, Kids! §"); / Future! :

console.log("Welcome to JavaScript!");

Fun Projects o e = B
to Build § let message = am ${name} an ove coding! ;

alert(message);
. console.log("Let's create something amazing! #");
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lr JavaScript is a programming language ‘1
| that helps us create interactive and :
| |

fun things on the web!

=

Lesson 1

Programming is like giving
instructions to a computer
so it can perform tasks
for us.

You write the steps,

the computer follows
them!

¥ Brush teeth
¥ Eat breakfast
& Go to school

... and more!

laWaWaWaWa\

AR EEa: A g
Example: Just like a

¥ Wake up recipe or a

set of steps!

- i prp—— = e ——
@ at is JavaScript? .
0 s N e e e e =
' { JavaScript iS a programming
= language that makes
websites interactive.
) |

& It runs in your web browser.

O Tt can update content without
reloading the page.

@ Tt can respond to your clicks,
key presses and more!

e
w_ Changes w

rOO. C

Hello!

Click the button!

2] content
J s Handles
events
\ Makes it
J interactive:

e ;“Whefe JavaScript is Used?

Websites Web Games Web Apps

Makes pages
interactive and
dynamic.

Powers fun games
that run in your
browser.

N,

notes apps, and
productivity tools.

JavaScript is used everywhere on the web!

: . E-commerce ;
Like online editors, For smooth shopping

experiences and
real-time updates.

Mobile pps
(with frameworks)

JavaScript helps build __
mobile apps too!  [IESS

e[ ?
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“Lesson 2: How J'avaScnp’c Works

o BI"OWSQFS and J-aVGSCI'Ipt ) e 2 10, @)
NS S ——— www.example.com

When you open a website, your browser <HTML>

reads the HTML and CSS to show the | <CSS> Browser <
page. When it sees JavaScript, it <smpt>_1 @ Interactive
reads and runs the code. Web Page
e S b e 3 </5cr|pt> I _
g Browsers have a special engine
! “(&1/)- called the JavaScript Engine : Website Fnles \_
[ that executes the code. | D —
\ : { Browser reads the code

'\_.

NS o.nd shows the page'

JavaScript Somethi
e Making Websites Interactive User Action Rt Coe Waphens

JavaScript can change HTML and CSS,
respond to user actions, and update the = l Js
Button color

: e
page without reloadmg. ity

What JavaScript Can Do:

! I
|
| @ Change content (text, images, styles) !
! @ Respond to clicks, key presses, scrolls }
I
:
i
/

You click,
JavaScript reacts!

| @ Show/hide elements
I\ ‘-?_ Eet_ iftu and update the page %
Real ane Examples
SEE T iy @
J'avo.Scnp‘c is used evergwhere
Image Slider T Form Validation e Live Search s Interactive Maps

o O JavaScript examples

Email JavaScript | " N
oo © JavaScript tutorial ; Q =
© JavaScript course ~\

.OO : o

Slides change Checks your input Shows results as Zoom, pan and explore Makes websites fun
without reloading. before submitting. ) you type. smoothly. ¥ and engaging! !
J - J Al &
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Let's get JavaScript ready to run! There are(3) easy ways
to start using JavaScript.

The browser console lets you write
and test JavaScript instantly.

,.,,L ~ 1‘.:{ = "_‘_ =
Developer Tools

Elements Console

Sources  Network

Open DevTools and start coding!

Hello, JavaScript!

> |

> console.log("Hello, JavaScript!");

Type your
code and
see results
instantly!

Adding JavaScript
to HTML

You can add JavaScript to
your HTML file using the
<script> tag.

<!DOCTYPE html>

<html>
<head>
<title>My First Page</title>
</head>
<body>
<h1>Welcome!</h1>

Save your HTML file and
open it in your browser.

Then, open the console to
see your script in action!

o ——

W e i

‘ index.html L )
1. Save HTML File

Great job! You’rm

to start your JavaScript journey.
Keep practicing and have fun! (0

©9

> |
o

from HTML!");
Hello from HTML!

<script> - S0 your page
console.log("Hello from HTML!"); | loads first !
L > </script> —— :
= </body> e

www ~ </html> @—/ <[>

R}Jnnmg Y.OUF @00 ®) " Console X

First Script .

<f> a WELCOME! > console.log("Hello

2. Open in Browser

Code today,

Create tomorrow!

= 5@ www.codescompiler.com
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Let’s write
some JavaScript!

‘ Module. 1: Introduction to JavaScr

< | Lesson 4 | =

JavaScript helps us make web pages interactive.
e | Let’s see how we can display messages using JavaScript!

~

i—+

—— i — ———— — —— —— ——— - ———— ————— — —— —— —— — — "

B (o =)
} The alert() Function { "
This page says
The alert() ’Func,'tion shows a /) Hello, Welcome to JavaScript!
message in a pop-up dialog —
box on the screen.

Syntax:
alert("message”);

You can see this

@ }The console.log() Functlonj £_in bt Gk tb'

[®¥ O] | Elements Console Sources  Network

The console.log() function B O &b =

displays a message in the
browser’s console Hello, Welcome to JavaScript!

console window.

Syntax:
console.log("message”);

[N~

Displaying Messages ( |

Great! &
You just wrote your
first JavaScript

Quick Recap |

Using alert() or console.log(), o
we can show messages to users o
or For debugging our code.

W alert() shows a
pop-up message.

progra.m!

When to use7

() alert() — For important messages
or alerts to users.

K console. log() shows

message in console.

% Both help us display !
messages in different

@ console.log() — For developers |
to check values and results. 1

LIREXE]




\> In this mini prOJect you will use variables and data ; ,
to create sumple and fun progmms'

Welcome Message Program

Create a program that takes the
user’s name and shows a warm
welcome message.

Enter your name: Riya
Output: Welcome, Riya!
Happy Coding! ©

[ |
"

Enter your name:

[ Riya

Welcome, Riya!
Happy Coding! ©

Favorite Hobby Display

Create a program that asks the user
for their favorite hobby and then
displays it in a fun way.

Enter your favorite hobby: Painting
Output: Wow! Painting is a
wonderful hobby! &

e Uidd

“®e® MY FAVORITE HOBBY 25

What is your favorite hobby?

Painting

r Wow! Painting is a
wonderful hobby! &

Greeting App

Create a simple greeting app that asks
for the user’s name and the time of
day, then shows an appropriate greeting.

 Example: ]

Name: Arjun

Time: Morning

Output: Good Morning, Arjun!
Have a great day! =

e e )
INPUTS

Name: Arjun
Time: Maring (H)P
ime: Morning

Good Morning,
Arjun!

Have a great day! -&

’ T‘P
~  Variables help
_ use information i

rd

Think

n exciting ways!

AY

'UUUUUUU

That’s the coder’s way!

° )
www.codescompiler.com I
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Code E Create ﬁ

GREETING
SHOWN

\'f

/Zep Prac’cncmg, ;
({Keep Creatmg &
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‘U Storing Information

A variable is like a labeled box that stores a value.
The value can be changed and used in a program.

Variables
help computers
remember and
use information!

Variables store data that can be

- - =

Think of a

variable as a

_

W Start with a letter or underscoce (_)
v/ Use letters, numbers, or underscores

v/ No spaces

v Use meaningful names

I
I
I
I
|
|
I

@ | score | |piayerﬂ |total_sum|

® ‘lscorel [total scorel ‘ @value |

i T T T e —

used later in our programs. : Example: box with
I age stores the name _a“‘_d a
: aimben 10! value inside.
|
|
i : | ¢
ks W, 2 ¥
° . j
@ Naming Variables
Every variable needs a name so we
can use it in our program. T e = Good names
&7 : W Examples: make your code
Rules for naming:

L T —

easy to read
and understand!

—

@ Updating Values

The value stored in a variable can change
during program execution.

N

Start After 1 point After more points

Example Code:

score = 0 # Start with 0
score = score + 10 # Add 10
score = score + 15 # Add 15 more
print(score) # Output: 25

- = e o e e o s mm o ms e e

- . = -

Variables can
change, and that’s
what makes our
programs powerful!




Data types tell the computer what kind of
value a variable holds. Let’s explore the
three most common data types !

Numbers are used for counting,
measuring and calculations.

- e v e e mm—

| age = 21 :
E pi = 3.14 !
i temperature = -5 :
\ /

~
They are.wrrl"l'e.n inside Think of strings
quotes: single (') or 58 waids in a
double (™). /7 ; (\ sentence! @5
. —
e " i o 'I
: name = "CodeCompiler i EXTRA ﬁ
| greeting = 'Hello, coder!’ | Strings can include
i 1 _ "Puth " letters, numbers, |
' anguage = Fython j spaces and Symbols :'
R, il e )
~

They can be whole numbers
or decimal numbers. /)

Use numbers
when you need

o do math!

They can only be:
True or False

[t 6F Bientha
YES (True) or
~ NO (False)!

: \eans
?Z;reser\* 'EXAMPLES: S 2
4ruth values. : is_raining = True :
Only two I has_homework = False
PosSlb\e Vo““es : l
i is_weekend = True ﬂ

-~ -

T e e S WSS e TS S S WA S s s —




Text is
all around us—
let’s learn how
\ computers work
‘ WI‘th lt'

I" Programming,
text is calleq i

0 STRING BASICS |

In code:

A string is a sequence of characters
_ (such as letters, numbers, symbols // Using single quotes
_ or spaces) surrounded by quotes. 'Hello, world!'

Both single (" ")
and double (")
quotes work in

Z
\

-y | 17 Using double quotes | ™St languages! )
“Heuou ;.123" ucode is 'Fun!” u; n i "Hello, World!" Y
’

— i — ———— — — — — ——— ———— — — — —

" Combining strings

helps us build
§ sentences, messages,
and more!

We can join strings together to
make new text.

— o — — — — — — — — — — — — — — — — —

| ; :
Using the + operator | Using a function
“Hello, " + "World!" OR' "Hello, ".concat("World!")
// Result: "Hello, World!” | // Result: "Hello, World!"

TEMPLATE LITERALS | rowem . i

Template literals (backticks ~ ™) allow let name = "Alice"; o Eisict inedl
us to create strings in a more readable let age = 10; il b
and powerful way.

A — A e e e

77 Supports variables
let message = “Hello, ${name}!

You are ${age} years old." 7% Can include line breaks

T _

77 Perfect for messages

| insert variables | /] Result:
< inside the text! / Hello, Alice!
oy i You are 10 years old. =
: ﬁ Strings help us communicate with users, show information, \\'
\ and make our programs friendly and fun! /

. e ——— ——— ————— ——— — i — — ———— ————— —— — ——

</> www.codescompiler.com </>
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Using prompt()

We use prompt() to ask
the user for input.

Gser input lets our programs ﬂ

ask questions and get information

from the user. Then we can
use that information to do

%me’ching awesome !

-

" Programs
are more fun
when they can
talk to YOU! }

The prornpt( T _ i

GOO == 2 \ shows a box |
( and waits for J
let name = prompt(“What ( the user to
. " type something.
is your name?"):
b y )’ \ﬁ_;(\%,_,. A #’/‘j
J

N
What is your name?

&

A

o B
o

The user types their
answer, and we store
it in a variable to use
later in our program.

|12

' We use the input to
' show something back

alert(“Hello,
! Nice to meet you!")

How old are you71

--J

| let

“How old are you?");

// user typed: 12
// age now stores “12"

age = prompt(

" + name +

Message from webpage

Hello, Alex!

Nice to meet you!

to the user. ]
l’ _________________________________ “\
| e |
: @ " =) |
1 p |
I Ask with User types Store it in Show results !
i prompt() an answer a variable to the user )

= d il <
= S www.codescompiler.com < =




Module 3: Math and Operators

| Z:_;f;son 9: ' PI"OJBC"'Z * //

In this mini project, you will build 3 fun programs
using math, operators and your creativity! '

A S — O — —— — — — — —— —— -

My Profile Card

2 Name : Alex

] Age : M

- .Crea‘l'e a program that

shows a profile card Use variables

|
about you! i Hokiey & Coding and text to
% Your Name s e o3 make it
io : oV
* Your Age and building persenall
% Your Hobby cool projects!

\ % A short bio about you

(@00 et )
food = "Pizza"
score = 8

Create a program that helps you

choose and explore your
favorite food! fa% print("My favorite food is", food)

% Store your favorite food name print("Yummy Score:", score)
# Give it a yummy score (1 to 10)

. ¥ Double the score using i
N math operators # Pizza is super delicious! |

double_score = score * 2

print("Double Score:", double_score) |

% Show a message about g J
k how delicious it is! :

/

~ Fun Fact Generator

e e

(S FUN FACT <

; N
Did you know? 3 mgh

operators
| to discover
amazing

facts!

Create a program that

generates a fun fact There are 24 hours in a day!
using numbers! //’% That's 1440 minutes!
¢ Use numbers and And 86400 seconds!

operators

¥ Do some cool calculation

‘ i ¥ Show a fun fact as output LTlme P EReeg; a

%

e

www.codescompiler.com
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Math is
everywhere!
Let’s learn the

i@owu& 3: MATH AND OPERATORS 4
___— LESSON 1: =

0
Math helps us

solve problems,

@ count things, and

-0 make smart

Lo decisions every day!

~ In programming and in real life, we use math
to solve problems. Let’s explore three basic
math operations!

FG ADDITION "
. 00 +@O
3+2=5

combining or adding
numbers together
Three plus two equals five.
K N e i e e e~ i e e i =

to get a total. s \ )
~ e use -
@ SUBTRACTION hE .

I
Subtraction means :
I
|
|
|
]

-— - ——————

taking one number
away from another

K to find the difference.

e .. s s | e . i .- it . S s . 1

We use ‘x’
for
multiplication!

—
&P MULTIPLICATION .~ o~ 7 o 72 o
S e I8 4 IR 4 &
Multiplication means SRR e AT R R bl

adding a number La
to itself a certain 2 x 3 - 6

number of times. Two times three equals Six.

i
«// Helps us solve real-life problems Try It!
</ Useful in coding, games, and apps 1)4+3=__ [ S|
|/ Builds strong thinking skills 2)7-2=__ |BESEES X
) 3)3,(4: let sum=a+b;

BEA AL R ERAR R R IR R R R ER R R,




- Module 3:
Math and
Operators

. Lesson 2:
/ Advanced Math

In advanced math, we use operators

g to solve problems efficiently in programming

EXAMPLE

20/ 4 =5 |

-

Division (/) is used to
divide one number by J, J, J,
another and get the Dividend Divisor Quotient

equally among 4

quo’cient Niour i o Tl (h s o R Y
friends = 5 each!

Trink: How many il &
times does it 907 — ' J

(CEXAMPUE: oo ot

| 2 MODULUS & -
| A , : 2 0 % 4 - 0 '
Modulus ( A’) gives the/%: 20 divided by 4 leaves

remainder after division. R i

.-_______._.-__—-.,‘

20 pizzas shared

: & Checking odd/even

B It tells what is left over. | . |

} | 2 2 % 4 — 2 i & Wrapping around i
| l What's left [ | M Patterns & cycles i ]
-9 U L2244 | der 2. | i |
= ’x after dwn dmg = eaves remainder - | @' Indexm9 ci=l |

. 273 =8
o

Base Exponent  Result

Used in: X
1 v Fast calculations
v/ Scientific notation ¢
y / Game development

v Algorithms /S

Exponents () show how
many times a number

(base) is multiplied by

itself. / . EXPANDED FORM:
Think: Power up /g : 2A03=2x2xP=8

your number:

/. Master these operators,
. and you'll level up your

coding superpowers! %73

Practice
makes
perfect !

. N
www.codescompiler.com ——-



Let's moke
coding easier
and smarter!

Assigning Values

We use the assignment operator =) to

store a value in a variable.

2.8 10 /] x stores 10 1
. name = "CodeKid' /] name stores "CodeKid" '
' pi=3.14 / pi stores 3.14 [

X + 10

- &alue goes

into the
Qo.riable! )

X |5 |
- |
We-car\ change the value of a variable by l aphaty! |
assigning a new value to it. =y _I
I x 1 JEs !.
| m e 2 ’ New value |
‘'x =5 /| xis 5 JUPdﬂte! replaces the
' (
x =15 /] now x ‘is 15 | X | 25 A '\O}d:ilji)
= /] now x is 25 | A -

@ Shortcut Operators

Shortcut operators let us update variables
in a shorter way.

Less typing,

more coding!

T www. codescompuler.

———

corﬁ?

“~ssignment
operators are used
to store values in
variables and

update them.

Common Assignment
Shortcut Operators
|
ST
+= X=X+y
. X=X-Yy |
* = X=X 4y
_/; - h_; =x/y _

% = X=x%y
e 7
et M7

Quick Note %

is the basic assignment
operator.

|
|
[
|
@ Tt stores values in lI
|
|
|
|
|

variables.

(V) Shortcut operators save
time and make code

cleaner!
O O i S & -



‘Module 3: Math and Operators
. Lesson 4 ¢ <>

Operators
“help us compare
values!

{ Comparison operators are used to compare two values.

| They return either True or False.

&

P

B e e )
((’1 Equal To * * = EPHRLES
Checks if two values are | S A ==3

the same. L(double equal) !5 7 == 3 - False

s —
' @éGréater Than” g |
Checks if the value on | > 9> 4 > True

1 the left is greater than " (greater than) 9 s & 25 False
k the value on the right. = | |

&) Less Than EXAMPLE:
Checks if the value on 1 < 3 <6 > True
the left is less than the ]‘ Ulees o) g 295 Pl
~ value on the right. |
0 : [ e— _ _
- < nhibddBREEP ~— — T T T T T T = ™ ) : ?
¢ ‘: Comparison operators always return : f Wheri are the? used
I True or False. You can use them in : ° % %" ‘l statements
: conditions and decisions in code! | i NI
b I S T e L s S[2 [ In making decisions in programs
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Decisions

* Module 4: Making

f’ v \ & . oy

Ay ; Use

what you've learned to build
these fun mini projects!

Calculator Program

Build a simple calculator that
can add, subtract, multiply
and divide two numbers.

Take two numbers
and an operator
as input and show
the result!

Create a program that calculates
your age in years, months and
days from your birth date.

_,..‘/“ N _.\\— }

Input your birth da:te)\‘ 7
and today’s date to /
find your exact o.ge!)

7

(@00

# Simple Calculator

a = float(input("Enter first number: "))

b = float(input("Enter second number: "))

op = input(“Choose operation (+, -, *, /")

if op == '+":
print(a + b
elif op == '-":
print(a - b)
elif op == "#":
print(a * b)
elif op == "/":

else:
print("Invalid operation”)

print(a / b if b != 0 else "Cannot divide by zero")

First Number

Second Number

Try all 4
operations!

(000

from datetime import date

birth = input("Enter your birth date (YYYY-MM-DD): ")
b_year, b_month, b_day = map(int, birth.split('-"'))
today = date.today()

b_date = date(b_year, b_month, b_day)

age_years = today.year - b_date.year
age_months = today.month - b_date.month
age_days = today.day - b_date.day
if age_days < 0:
age_months -= 1
if age_months < 0:
age_years -= 1
age_months += 12
print(f"Your age is {age_years} years, {age_months} months,
and {age_days} days.")

\ =

AGE CALCULATOR
| Birth Date (p

[ 2010-05-15 |

Today's Date

2024-05-20

Your Age

14 Years
O Months

—

Operation
Result
e 6 J

| 5 Days

(@00

Make a program that keeps track
of scores, shows the total and
the highest score.

ff Add scores, view total
and find the highest
score achieved!

r~

S S

scores = []
while True:

chaice = input("\nl. Add Score\n2. View Scores\n3. Exit\nChoose: ")
if choice == '1":
score = int(input("Enter score: "))
scores.append(score)
print("Score added!")
elif choice == '2":
if scores:
total = sum(scores)
highest = max(scores)
print("Scores:", scores)
print("Total:", total)
print("Highest Score:", highest)
else:
print("No scores yet.")
elif choice == '3":
print("Good luck and keep scoring!")
break
else:
print("Invalid choice. Try again.")

@[} 2 ¢ @& www.codes

compiler.com

| SCORE TRACKEK ™
| Scores: (10, 25, 15, 30) l

:o:Score 8 O /

s 30 |

Great job! &
Vou're building 9

|
awesome programs.

L
[
—

\
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based on a situation.

Wditims help programs choose the right action

1 True and False

Conditions help programs
make decisions.

The program chooses
a path based on whether
a condition is TRUE or FALSE.

=

=

Take an
umbrella *

=

No urnbreil'a
needed! -

, every day based on

. different situations.

— — . — o —

Examples: Every condition
s TRUE has only two
Conditions are statements Is it raining? (‘:::P D o possible
% that can be either 2 6,0 FALSE answers!
EWIS BBk Is 5 greater than 37 TRUE
e R e \ 5 > 3 @ or
| Think of it like . | FALSE
| ayes or no 7 | : 5 AU TRUE
= !\ allestion! o ; Is the light on? _@_ =  or
- \\ ____________ S\ FALSE
Start fig B
Lo \..j DGCIS|on Mak,mg ' Just like in real life! |
TRUE FALSE ' We make decisions :

]
v

i

¥

|

|
5
/

@) vy Conitns

Conditions make programs
smart and interactive.

They allow programs to:
v React to different situations
M Give the right output
[:]\/ Help in games, apps,

/ websites and more!

- ——— i ———— —————

N ————

If score > 100,

you level up!

Matter

A
1 1l 8]
'
" i '
I H ty
| | I
4 I I
1l ” Il
N} ll
b I r
i Il g :l
4 1 I
11 If weather is sunny,! ! If user is logged in, ! |
1 I 1
i1 show sunglasses |i show dashboard. ||
' suggestion. 1A i
! (& ]\

-~ -
v

If heart rate > 100,
show alert!

Conditions
make code

erful !
\ powerfu >

=3 [~ www.codescompiler.com |
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N

T check

conditions

i

|
|

make smart decisions!

= o

The if statement helps our progmrD>
@

and help
your program
decide!

-

A1) Checking Conditions =

- The if statement checks if a condition —_EX AMPLE : I

'_Is_ TIQ-UE ..OY:. E{\.L.S.E T EEEET ; Check if a number is greater

L= 1 How it works: _ ) +han 10.

. WES e NO @

s i condrhc'u?n w ' if number > 10:

S— ! RUE' ; print("Number is greater
: Do this Skip this u than 10")
. | (code runs) (code doesn’t run) :

i

If the condition is TRUE, the program
does something.

2 Simple Decisions © —

If FALSE, it skips it.

EXAMPLE:
Check if it is raining.

Think of it like:
If it's raining,

( If not, I don't!)

I toke an umbrella. i)

is_raining = True
if is_raining:
print("Take an umbrella!™)

) User Choices = —

EXAMPLE: |

User enters a color.

-

. We can use if to respond to
choices made by the user.

color and we'll give a messo.ge!

Example: Choose your favori’rﬂ

color = input("Enter your

favorite color: ")

if color == "blue":
print("Great choice! Blue is
awesome!")

"KEY TAKEAWAY |
@ if checks a condition.

@ Tt helps the program make simple decisions.
@ 1t can use user choices to do smart things!

PRO TIP i

Tndentation is impor’mni’ in Py-thon!
The code inside if runs only when

the condition is TRUE.

<
-

WWW. codescompi ler.com

Z
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Ty @u\e 4: Making Decus@

F : & IF a éondition
The if...else statement helps our programs is TRUE,
make a choice between TWO possibilities. do this..

; i ELSE,
Only one of the outcomes will happen. do tha't /
k. g

" Positive and

Ps 9 Game Deaswns

i Negative Results A
With if...else, there are Weicanthse 36 welse todbiandle if...else is used a lot in
only TWO paths your good results (positive) or games to decide what
program can take. bad results (negative). | hepgersinest.
Example: Treasure Game
Check a i P
L @ Positive Result ‘Salebttl \
- 1 !
{ E Example: | !
™3 i Score >=50 i
‘ I = You Win! |
— Do this
i | | Gf TRUE) . Negative Result e YES |
— ‘ : ¢
[ : : = You unlock The chest
' Cort; E the chest! stays locked.
— ontinue i
l Program 'i 7 a4
, $ ) +
= P —— || ad |
l , Only one path is chosen | || 3 o |‘F...else' heIPs plioghams p ——
. : Hasall o4k dordition. ™ respond in different ways : Games use if.. else ll
| L ) to different situations. i to make decisions fun |
" W Tenlliatei i 7 A T e N\ and interactive!  /
- : ,
‘ e How it looks in code: 6 ] ¢
if score >= 50: Remember: \
print("You Win!") ' o if...else gives two
else: ' |-F e|se = possible outcomes.
: " s gn | . It handles positive
print("Try Again!") | Make a chmce‘,t. | ™ v i dgtive et
| One path at a time.
. s b It helps make games
print("Thanks for playing!") \ & god gogrus smista

ety




Use else if to check multiple conditions one by one.
Only the first true condition runs.

e ) HOw IT WORKS ¢

N — B —

( WHAT 15 else 7 ) | ¢ contitiont) ¢

// code block Run Block 1 ——
w}, When you need to choose J |} else if (condition2) {
" petween many options, // code block
pS use else if to test another ._: } else if (condition3) { —
\_ condition if the first one _{' // code block
[ is false. f ) | hieee {
/ // code block Run Block 3 ——>
b, a ,g_:. e ?-1 7

N _\_ N y } ) o
Run Else Block
(Default)

@ GRADE CHECKER 7 [ Emiz ot G { “_

ks = int(i t("Ente ks: "3
Check a student’s marks Wl } EXAMPLE OUTPUTT
if ks >= 90:
and show the grade. ; m;:a;e: "a" | bols = i
elif marks >= 75: ' = vaRe:
grade = "B" n :
elif marks >= 60: #5 - 89 =2 Grade: B
grade = "C" n :
elif marks >= 40: | 60 - 74 =2 Grade: C
de = "D"
else.:gnJl n | 40 - 59 - Grade: D
grade = "F"
print("Grade:", grade) | 0 -39 - Grade: F
,
9 WEATHER ADVISOR Cib | EXAMPLE CODE (Pythor) { ) EXAMPLE OUTPUT |
temp = float(input("Enter temperature (°C): [ 5 RSP Wear liaht clothes
Give ou{ﬁt djice hased if temp 30: temp o O and stasy hydmted.
on the temP erature. advice = "Wear light clothes and stay hydrated.” ) z T W reaal
& elif temp >= 20: | 26%¢ + 29%¢C (A €ar. comiortable
advice = "Wear comfortable clothes." ' clothes.
elif temp >= 10
advice = "Wear a jacket." 10°C - 19°C (i__:') Wear a jacket.
elif temp >= 0:
else:&dvice = "Wear warm clothes."” 0°C - 9°C % Wi ithes
advice = "It’s freezing! Wear heavy
winter clothes." % It's freezing! Wear
print(“"Advice:", advice) 'temp <0°C heavy winter clothes. J
________________________________ P
(2 o
I condit!
Remember else if helps your program think step by step! @ ,:rem Y uaoﬂ?
———————————————————————————— Mo

ms
otter PO e

uwuuuuuuuuwuuwuuwwnuwwnwwwuw
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Create a quiz that asks multiple
questions, checks answers and
shows the score at the end.

| @ Ask a question.

@ Take user answer.
© Check if it’s correct.

(4] Update the score. j

© Repeat for all questions.
@ Show final score.

Qb

How it works: s

Ask the user for their age and
check if they are eligible to vote.
Keep checking until the user

wants to stop.

Q. What is the capital
of India?

A. Mumbai
[B. Delhi (/) ]
C. Kolkata
D. Chennai
V4
Great! &
Score: 3/5

How it works:

o Take age as input.
e If age >= 18,

show “You can vote!” j
|

9 Else, show “Not eligible.
O Ask if user wants

to check again.

6 Repeat until user says “no’”.

Enter Age | €——

€D

=

Yes
v -L
(You canvotel @ |~ (Not eligile. X |

L Check again? /]
(yes / no) | ———

—

—

|

Eaa

i Y.

i

' Simulate a traffic light that

[ changes colors in order: Red —>
— Green — Yellow and repeats

P> forever.

-

s

| A % Use loops to repeat tasks easily.

'-'f * Take input, process it fand give output.
| * Test your project with different values.
|

o Repeat forever. w

———

==
—

How it works:

e i i

€@ Show Red light.
e Wait for some time.
o Show Green light.
o Wait for some time.
© Show Yellow light.
0 Wait for some time.

Red
- (Step)

Green
(GD)

v

Yellow
(Get Ready)

Loop continues forever! OO

}’ ,

),

. p——

> www.codescompiler.com -

s e

e

e b

Code, Create,

pp—
/
A




Y ) o
o Ik e
: NI, W
o Bot A ts
Gy
L
Qi
L +
B —\3

 Loops let us repeat a block of code =
multiple times with ease. |

|
Loops help us repeat the i ® @196 6 for i in range(5):
L | same task over and over || Hello!} | Hello! | Hello! || Hello! || Hello! | print(“Hello!”)
! = | without writing the code { ! el sl v mam—— :
= again and again. | Instead of writing it 5 times. .. | i
| b e
=g o e e e e e )
saVins Time p | Mo::l l’:;:?:; rtgr?epiime, Le\s,s‘.hfrdeljt:noc’:'se time ;

more chances of mistakes! to be creative!

Loops save time and Pr’":f«:»'i |
o : rin 5 ;
reduce mistakes. Change Erint(«A») for i 'mt?ff)@ ,
e . . ¥ Wi rin
-~ it once, and it works P"”‘tg A”) R
| . rint("A”
| everywhere! 4 . i : ]
if; fr o o - < vy 4 -}f DMF . Sh 3 -.-|-..M._“—ghh_-—ﬁ'_—bm:-—‘:*D = ’-‘-:\
' | ooD ' 2 | Drawing Shapes ames . Data Processing |
— | | I : ]
; r | .,
Loops are used in many | : ! f !
=5 Ty - | ! r i
=9 | real-life situations { ! : ; |
and programs! & : | | V!
Pred 1' Count from 1to 10 | Draqv-v A gvare E | Check each item |
\ i B N e A el N S L inalist |

Think Like a Coder!
Whenever you see a task
that repeats, think...
“Can I use a loop?”

Loops make your code shorter, smarter
and super powerful!

-~

e

=

~  www.codescompiler.com




("”’\-75: Loops and Re st
~ Module petition (7
\g l

) Lesson 2:

A for |oop repeats a block of code a
certain number of times.

for (initialization; condition; update) {
// code to repeat

}
) Ve
')
i
(@00 ) Qﬁ‘fﬂ“i
Use a for loop to count numbers For isih (1, &): \ 1 |
in order. bange(Ls 6} 2
print(i) 3
4

(000 25
Use a for loop to repeat e
a message multPiPle tirEe: ek LI Eingu( 3 ~= | Hello, Code Explorer!
print(“Hello, Code Explorer!”) Hello, Code Explorer!
5 = i Hello, Code Explorer! |
#
(000 N Qutput \
The loop variable changes P Vallie: of it :
value each time the loop runs. 3 1 1“‘ range(4): | Value of i is: 1
-)@-)@-)@ print(“Value of i is:”, i) Value of i is: 2
= Value of i is: 3
] i 0 - _ o L
\_ — \\ I f’
| @ Hoﬁ"ffz_‘si(it‘ji”ﬂﬁ‘s_-‘:ﬁ’i); | (" Think of it !ike....@
| B A A for loop is like a

|
I

l-’ @ Check Condition — If true, run the code.
| (3) Update - Change the variable and repeat. | %

repeating machine that
stops when the job
is done!

S — — — — . —— o — \

{} H = www.codescompiler.com =
Ve ~



\ as long as a condition is TRUE

B e ]

A while loop runs only while
the condition is TRUE.
When the condition becomes
I FALSE, the loop stops.

Is condition
TRUE?

Execute
code block

The loop stops
when the condition
is no longer true!

A while loop keeps repeating
the code until the condition
becomes FALSE.

Il‘I{T’S llke Saymg |
': I “Keep doing this until iiﬁ’

it’'s no Ionger true.”

If the condition never becomes FALSE,

' the loop will run forever!

This is called an Infinite Loop.

crash your program.

A whlﬂ‘e loop repea’cs a block of code

NO (FALSE)

Loops help
us repeat

%

 EXAMPLE _

count = 1

while count <= 5:
print (count)

count + 1

count =

I

OUTPUT:

EFEWMN -

EXAMPLE

num = 10 OUTPUT:
while num > 0: 10
print (num) g
num = num - 1
2
LB

The loop repeats while num is greater
than 0. Tt stops when num becomes O.

: EXAMPLE '

while True:
print (“This runs
forever!”)

— — — — — — — — — — —

——— —— e ——— ———— ———

Be careful! Infinite loops can ,

A

Al keep going b,

while it’s -

R TRUE! -

T — — —— —— —— . ——— — - -




for i in range(1, 6):
if i
break
print(i)

il ==

continue

print(i)

for i in range(1, 6):

- = == ==

Output:
1

.’..---c-a--'-"_"-'-'-

The break statement is used to
exit the loop immediately, even if
the loop condition is still True.

Exit the loop
here.

noop controls helﬁ

us change the normal

e

flow of a loop.
They make our |
programs smarter!

»

break is
like an

emergency
exit!

The continue statement is used to

skip the current iteration and move ﬁcon Eh e

to the next one. & s
| -.f._‘_'ﬂ—:___ﬂ ol \ « Ny {_’ _l_h-
| Output: 1 ‘l‘in?e'” = .|
| 0-0-6-0-0 | ™ a ||
2 - |
L4 M, W
: 5 Skip this iteration

k and continue.

— —————————— ——————— ——————————————— — — — —— —— — — — — —

‘f!/_:;’c for

for i in range(1, 4):
for j in range(1, 4):
print(f“i={i}, j=1j}")

Practice makes
perfect! Keep

coding! Q@

A loop inside another loop.
The inner loop runs completely
for each iteration of the outer loop.

F’
=
=
=
o

(; tables, patterns,

working with

i e o e e e R e
n -uw n un uw n w on n
w j» W N NN P2
w o nw nmn nn nwomn
W R PR WD P W

e e e e G G s e e

I
I
|
I
i
I
|
I
|
I
|
|
I
I
!
I
1
|

Outer Loop (i )

- — —— —

e ———— ——— —

and more! @
'\/\_,A




: Functions - Lesson 5

In this mini project, we will
create three useful programs
using functions!

- 0 1
= Em——— = N e e

| Number Counter Eraid Eo 6 G

- A program that counts numbers Start: 1 \ counting /)
E i from 1 up to a limit you choose. Eedt 40 “P! r
l!- ; f—\;ha:t tidosss ” 1.2.9.49. 5 | I
i ! 1 y

|
1
; @ Takes a starting number and |
| ' an ending limit. I 6,7 8,49, 10 JJ

\\ L DlSplnys numbers in order |

[ |
9

N — x|

| 7 Example:
s ) Countdown Timer Start; S
l A program that counts down S
o from a number to zero. g4
% = 3y
i " What it does: | 2 4
@ Takes a starting number. ' 14
— . @ Counts down to 0. o4 =
o Shows time step by step Time's up! &
e — — M.
- - = - i e | i o i o R Example: i ._-“ _x:—_-:_—'_-==:=%__‘= s i '\‘\‘
Multiplication Table Generator Table of 7 (Practice "\ |
A program that prints the multiplication :: : :12 3 34 \ makes 90:‘ | | |
: table of ey number 7x3=21 perfect/ :
== 7 x4 = 28 o\
i .~ What it does: f 7x5=35 :
I @ Takes a number as input. 5' ; : f; = ::: |
@ Generates the multiplication table ‘ 7x 8 . £6 :
L . (up to 10). i L. 7x9:=63 -
rl ( \I;__, _?_.I-_lelps— T qmclf math Pra_ci_:tr:e_ : __.?_-_ S ixéﬂ: ?0 i 2_";3_=E_» ______ : ;; .
=2 1 ' - ' e e i e o e o e =5
| Why use Functlons? Lok | Skills You Practiced \
. d You created three | I
e v Reuse. code awesome programs " * Using functions {
/ Organize better A using functions! | R Taking input |
L /' Make programs smarter! ;= - e | 9% Loops and logic !
— KeeP COdmg' &;J :\ ¢ Displaying output J




'&

once and use it again and
— again. ) T
= — .
& =S i def say_hello(): | |
- | print("Hello") | .. print(“Hello") | |
o | | print(*Hello”) * LA
. E print("Hello") Z:: ::::28
- u | print("Hello ) say_hello()
~—® | Without Function say_hello() | |
|' (repeated code) It o;ce, |

o Reusable Code 4

Functions let us write code

Ty

use many
times!

v o Functlon Examples}

A I‘func.tion is a ,

| block of code that
performs a specific
task.

e 2 Why Functions Matteraé —

Avoids Repetition \

No need to write the same
code again and again.

Improves Organization
Breaks big programs into
small, easy-to-manage
pieces.

Easier Maintenance
Change the code in one
place, and it updates
everywhere.

Makes Code Smarter
Helps build clean, readable,
and professional programs. J

Functions can do

pe 1. Greet Someone

all kinds of tasks

L kinds of tasks! 7 )

2. Add Numbers

- def greet(name) | | def add(a, b):
prmt( Hello, " + name +"!") return a + b

. |
Hello, Alice! ) |

[ reSult = add(S 3)]

[print(result) # 8]

o :[draw_sa'uare(4)]

\ e “ ) :
| i ‘" L@B_‘_C_U-l—g—' Think of functions like your ;
-/ superpower tools. They help you ﬁ |
S do more wlth less effort' W g )

www.codescompiler.com

| 3. Draw a Shape |
!

def draw_square(size): ]
*
*
*
*

for i in range(4):
print ("*" * size)

¥ % % %

e '—‘\_‘,-'—--..

_ ( Use function; :
and make your

code awesome!

©

-—"\-._,./"-—'



Functions
make your code
smarter and

easier to use!

-

{ A function is a block of code that performs a
l 5pech°ic task. You can use it again and again!

| — ; 7

&Funcnou SYNTAX <

—3 Th o = YT def: keyword to
isis t [ re of a tunction. define a functi

: is is the basic structu f etiiera Furktion TR

il

. r_(;;if t —— __( e t (’? F;ﬁ;ﬁ:\i:::s(optional): sesult = ais b
s et tunction_nam o
- a —name(parameters) return result
m : | # code block & —P the code to be executed
_ z —_
| | return value < —3> return: (optional) Th S
. \ in a Tunction
E] BT e R % sends a result back s ik it
f g that does a job!
" 1 i J
CALLING FUNCTIONS { —
]

The function ‘add’ is called.
o Values 5 and 3 are passed

|

|

]

|

as arguments. I
i

]

|

To run a function, call it by it< name
and pass the required arguments.

[
|
{
e e e W e DR i
: h l
| # function call ' //J> i
L result = add(5, 3) 5 The function runs and
T _ | returns the result.

i b e T \ . j

[ result

:
(S |
e

=

b

&3 NamiNG FuncTions { & T

Good names make your code easy * o GooD NAMES 9 AvoID NAMQ % Use letters, numbers,
_ to read and understand. and underscores (_).

® calculate_area | ® a % Start with a letter

Use names @ get_user_age ® funl or underscore.
that describe' ® is_prime @ data % Be descriptive and
w:ite:,h i ‘Fucwn ® print_message | @

Lot meaningful.
doStuff J % 9 Ju
2 </>

N
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What are
Parameters?

Module 6: Functions - Lesson 3 g

S

They are variables

listed in a fupct:
t
that act 4 S

Placeholders for
the data we pass in.

Parameters help functions <o
receive data to do their job!

- Passing Data

def greet(name): T EaT. e e A

parameter

We pass data (also called

arguments) to a function. print(f"Hello, {name}!")

The parameters receive

that data inside the greet("Alice") # Alice is passed in
function. L = } 3

I bring the data
so the function
can use it!

Output:
Hello, Alice!

def add(a, b): & —@aandb are
A function can have more return a + b parameters
than one parameter. We pass .-
multiple values, in order. result = add(7, 5) # 7 goestoa, 5 goes to b | .
< print(result) # Output: 12 -'
More data = - ~N— | first parameter.
more power! @Tii?) = g |
: def square(num): ;::2,.:.;2,. =4 _
We can use user input as . e . The user '
arguments and pass it to __ provides the -
our functions! user_num = int(input("Enter a number: ")) _ data. We pass -
SN You type ) | answer = square(user_nun) © ittothe
N ascon) we use it! print(f"Square is {answer}") | 7 85 {-"unc'l:_lon_.'._
/ Remember

QU'CK Parameters are like containers.

/' Define parameters in the function.

You pass in values, and the function

]

~ i & |
Tl P | b i i i 1S Sl v Pass arguments when calling it. ;

|

v/ Use the data inside the function.




hFunc’uons carﬁ

do more than just
work —they can
GIVE something

back!

(A

function can return a value back to

@

The return statement sends a
value back from the function to
the caller.

x

Using return

It's like handing a result
back to your friend!

2 @) Saving Rests

You can save the returned value
in a variable and use it later.

Store it, use it,

or combine it!

Return values let you reuse
functions many times in

different places.

Write once,
use again and again!

EEEXE-XYY
REMEMBER: =

% Use return to send a value back.

+

\l/

LbbbLLLLLLUULULULLULLOLOLLOLOGLOGLUGGG

;“

¢ Save the result in a variable.

7% Reuse your functions to keep
code clean and smart!

O

o o

the place where it was called.
———3 EXAMPLE $———
def add(a, b):
result = a + b

), :

return result

—— S

. def square(n):

. return n *x n

' num = 5
|
| answer = square(num)

I Print (Onswer) # Ou‘t‘Pu‘l': 25

|
|
1
|
|
| # Save the returned value l
i
|
|
|
|
AT odrs I W W

' def greet(name)
. return "Hello,
# Reuse the function

+ name +

msgl = greet("Alice")
. msg2 = greet("Bob")
' msg3 = greet("Coder")

. print(msg1)
' print(msq2)
print(msg3)

and fun to build!

Returning values makes your
programs more powerful, flexible,

return sends
the value

We saved
the result in
‘answer’ and
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In ’chls mini project, we w|l| create three cool features :
1 using arrays and objects. Lets get creative! ’,‘

Greeting Function

Create a function that takes a
name as input and returns a
friendly greeting message.

(oo e
function greet(name) {
return "Hello, " +
name +

| Example
| greet("Ava")

\2

N—7 } -t Weieener “Hello, Ava!
; "
i ome.
. 1: [ e,
¥ XD R
9 Area Calculator let areaCalculator = { EXGMP|e
rectangle: function(w, h) {
return w * h; areaCalculator. rectangle(5, 3)
Create an object that can b
[ [ N : square: function(s) { = 15
calculate ’t e aree of dlﬁ-'eren’c },return s * s; areaCalculatOF-Ci"Cle(?)
Shapes usmg ﬂ'\elr dlmenSIOHS. circle: function(r) { - 153‘94
return Math.PI * r * r; I
i ) 1, !
" ,l triangle: function(b, h) {
return @.5 * b * h;
Rectangle Square Circle Trlangle }
0 ) ) (e L /
Random Joke Generator | et jores - '
{ id: 1, joke: "Why do programmers Example
; prefer dark mode? Because
Store a list of Jokes in an array light attracts bugs!" }, getRandomJoke()
: . { id: 2, joke: "Why was the
of objects. Create a function that Tisscrint duvebener it > "Why was the
returns a random joke. e ﬁe}did"’t I ha JavaScript developer
o Node." },
{ id: 3, joke: "I would tell you a sad? Because he
UDP joke, but you might not didn't know how
Why do programmers e | idn >
de? 1; i to Node.
prefer dark mode: )
I l'lt tt .ts bu 5' . function getRandomJoke() {
Because Is attrac 9 let index = Math.floor(Math.random() * jokes.length);
return jokes[index].joke;

i}

| Great job, coder! You just built three awesome features!
Keep practicing and keep bulldlng

S

»_

Code today,
Create tomorrow,

Change the world!

e —
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_ Let's store

7 more, together!
—

4

,—-..

[

Creating Arag%

You can create an array and Index = 0 1 2 3 4 7 == = =
store multiple values in it. !: Key Ldea 4 ;
Think of an io 2013040 5_2 ;.' n g:j’:: are stored in |!

array as a row A g X S Bl o b f

of boxes! rray: numbers ! =8 b an |

[let numbers = [10, 20, 30, 40, 50]} g \—Pj

AP e — Index = =3
Accessing Items > " , | % ;3 4 —~—
| You can access each item in an 10 | 20 3'0 40 | 50 Exampl_es_ ﬂ?
array using its index. numbers[0] = 10

< l o numbers[1] = 20

numbers[2] = 30
numbers[3] = 40
numbers[4] = 50

Use the index
to get the item
you want!

let numbers = [10, 20, 30, 40, 50];
let thirdItem = numbers[2]; // 30

Remember
The length property tells you 10 | 20 | 30 | 40 | 50 Index starts at 0

how many items are in the array.

s Jj so the last index is

5 i‘?erms length - 1.

let numbers = [10, 20, 30, 40, 50]; { Last index he"e
let size = numbers.length; // 5
— e
Use .length to
find how many
items it has.

Length helps
you loop through
all items!

Create an array
to store multiple
items.

Access items
using their
index.

e . &
o = > www.codescompilercom < Vi




Array methods
help us work with
arrays easily!

Arrays have built-in methods that let us add, remove, S
and sort items with just a few lines of code!

Think of an array
as a list of items
in a box.

— e 1123 [4]
\ Adding Items @ W? can-add new items to an array L= *\

using different methods.

® push() - adds to the end 1+ @ unshift() - adds to the beginning

let fruits = ["apple", "banana"]; let fruits = ["banana", "orange"];

fruits.push("orange"); fruits.unshift ("apple");

({——Befom: “"apple” | "banana”
ls

After: "apple” | "banana" | "orange" . After: “apple” | "banana" | "orange" |

Before: "banana” | "orange"

AN !,

-
2 - \ ReMOVins Items & We can remove items from an array x

using these methods.

® pop() - removes from the end . @ shift() - removes from the Beginning

let fruits = ["apple", "banana", "orange"];| |

let fruits = ["apple", "banana", "orange"];
fruits.shift();

fruits.pop();

Before "apple” | "banana" ] "orange"l ' Before: | "apple” | "banana” | "orange"

r I
removed! i
.-& Qut w‘t’h A'Fter apple ] "banana” |: ?(/ ] After: E— j: "banana" | "orange"
_ e 04 B g R
{h ' removed! A J

Sortlng Al"f‘ﬁgs g We can lsort items in‘an array in

alphabetical or numerical order.

Remember! ﬁ
[ push() - add at end

[ unshift() - add at start
™ pop() - remove from end
A shift() - remove from start

® sort() - sorts alphabetically ® sort((a,b) => a-b) - sorts numbers

let names = ["Zara", "Bob", "Alice"]; . let numbers = [3, 1, 4, 2];

names.sort();

numbers.sort((a,b) => a - b);

GUdddidddiiddididdididdidiiidi

Before:l "Zara" I "Bob" [ "Alice" ‘ Before: ‘ 3 | 1 L 4 | 2 ‘ & sort() - put in order
1,
After: | "Alice" ‘ "Bob" l "Zara" |‘ - After: l ‘ 2 1 3 ‘ 4 |
'/; : ! \

3

-0 | l

. i Practice makes perfect! 1 Example Array: e ' _—

'@ | Try these methods with : P J ["cat", dog' , "bird"]
| your own arrays. \/ ) N—7

L e m = o

= www.codescompiler.com = '




Arrays help us
store lists of
items. Loops help
us work with
each item—one

S Lesson 3: Looping Through Arrays < g =

Loops let us go through each element in an array to perform
tasks like showing data or searching for something.

o Using Loops 4am

1)
We use loops (like for loop) fruits = ["Apple”, "Banana”, "Mango", "Orange”] i?
to visit each element in for i in range(len(fruits)): | T :
an array. print(fruits[i]) f likem\.lf(is?:: i
\. ) | I lng

| each friend in

The loop starts Index — 0 i 2 3 f "
at index O and .y B = “. a line! @
goes to the last fruits — | "Apple" | "Banana” | "Mango’ Orange S

index.

————— Loop moves from left to right = = —— 9 J

P ——@

All items
displayed
one by one!

,

Example Output:

' Loops help us show all

.the items in an array
clearly. — ok s Banana

Apple

[\ ~ | Great for mo.king-“': Mango

B~ ( lists, menus, or
\ - \ E) Hl
X \ (\\_’\:eports! ‘2@ Orange
s "’j""'“f

e . —— - ——— e —— e — e e e el e e e e e .

: How nt works:
9 Searching Arrays
target = "Mango"

Loops help us search for a found = Ealse
specific item in the array.

B

for item in fruits:
if item == target:
found = True
break

I' (- & . ; Yes
L print("Found!" if found else "Not Found. )J
<> <% & www.codescompiler.com < # { }

We check each item
until we find it (or
reach the end).
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Think of an
object as a
real-world thin
with features!

&

()

\

I\

U Uy Y Y U

Properties are the characteristics
or features of an object.

- I
|
I
= They describe the object. : ¢ mc:del
| e color
T |
/ Propem [ ® year
are like the ’> l _ e number of doors
questions we : ' ;
can ask about I ® engine type
\

an object.

R Example: A Car Sttt -

e make ﬁ

T ———— —————————

_ Example: A Car (Values) ——————---——_._.Zj

car = {
make: "Toyota",
model: "Corolla",

I

|
Values are the actual data :
i =
: -
: color: "Blue", <— value of color
| e
|
| €
|
I
I
\

stored in the properties.
They give specific information
about the object.

value of make

value of model

year: 2020,
numberOfDoors: 4,
engineType: "Petrol" <«— value of engine type

value of year

".Each pt‘OPertY
has a value.
Values can chﬂmSe'

value of number of doors

Objects help us represent things
from the real world in our programs.

Here are more examples! J ' '

Objects make . ® name: "Alice" | | o title: "The Jungle Book" | | o name: Rahul

our code organized, {l e age: 14 r e author: "R. Kipling" ' a gr‘ade 8
reusable, and ea:llsy | o height: "150cm” | | e pages: 189 { ? & roliblimben: 23
§ 2 unde‘rstand‘ | o city: "Delhi® | | e genre: "Adventure” Lo section: "A

S @ www.codescompiler.com 2 < [7




=y ~ Module 8: JavaScript and HTML
=y Lesson 5: Mini Project

Let S buuld 3 Fun pro_,ects _usmg
h,_‘HTML, CSS & JavaScript!

' o N
B é My Favorite Movies ™
Favorite : iy
M ‘ L' t Movie Title Genre Rating
vies Lis — | A
o e @ Tnception £ el e l You'll Practice E
Create a webpage that ' ' \ @ HTML Lists ;
rea - . : e )
shows your favorite __5 hedSiof K925 Pifpition _ WA } @ Tables \
movies in a list. Add © 3 Idiots Comedy/Drama ' & b & & ]t S’cylmg WighiE=> ‘I
titles, genres, and ; @ Looping with JS h
! your I“G‘tl_ljgsl _" = © Interstellar Sci-Fi ALY e
\Lk | /_é

Ve

Student —b = Student Information Card =
Information i ¥
& Name : Aryan Sharma / Your'll Beachicas \
Card ; =Y
=  Class : 7th Grade | \ @ HTML Elements ,'
De5|gn a s’cuden’c : Age . 13 : @ CSS Styling '\
information card that ' @ Images \ |
displays name, photo, | @ Hobbies : Coding, Reading, | @ Layout Design I
class, age and hobbies! | Playing Guitar J \ g
L e
e e —— — e aad j Sy e e

LlSt APP s [Enter i j ;" You'll Practice: \\I
Build a simple app to " Mitk: Bought | [E] " @ Input & Buttons !
add items to your | ) — | @ Add/Remove Items |
\ ist. items ‘ D Bread \EJ ¥ \
::{’E:;?\:F:n?:;:;:?e : -Egg% . Bought :{_ﬁ_ ; ;f g E:i:ss;rjgse ‘I
what you don’t need! _ L \ /
) s = Apples [ﬁ
\ v/

Keep Coding,
Keep Growing!
V4

</> {}

www.codescompiler.com
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Let’s make .
HTML Interactive
with JavaScript! /

,M—--u-_uu——mu.-""

(—-_-—‘-R

<h1>Hello, World!</h1>

- HTML ~
Scnpt Tags <!DOCTYPE html>
<html>
You can write JavaScript <he‘2‘f£ ey Baiacihibles The script runs
code directly inside your z/heads right on this
HTML file using <script> tags. <body> page!

' <script>
Best for: S P algrt("Hello from JavaScript!");
¢ Small scripts  ~ - </script>
and quick tests. = </body>
\ </html> J
\
9 External JavaScript Files m
<!DOCTYPE html> . —
You can keep your JavaScript code ::::;z J // This is an external
in a separate .js file and link it <title>My Page</titles // JavaScript file
to your HTML using the <script src> tag. :g:j:? console. log("Hello
<h1>Welcome!</h1> from script. js!");
Best for: w <seript src="script. js"></scri '
: Pt> " "
a7 Larger projects and </body> do::mlent-qfery-\silecto:( h1")
clean, organized code. </html> \._. yle.color = "blue"; j
T ——— e

Lﬂf The src attribute tells the browser where the JavaScript file is located. q}

e e e e ———— J
Browser Execution index.html TN\ e : = s L
When the browser loads your HTML <html> T 98 B Browser [EENAS w -
page, it reads the <script> tags and <body> loads ~ -~ executes
executes the JavaScript code. e HUE @ @ JavaScript Hello, World!
<script src="script.js">
/script -

What happens? (:bs:rlp : # . ’ ﬁ

@ HTML is read and displayed. 2 /ht:lz Rendering

® JavaScript runs line by line. - b HTML... J

@ The page becomes interactive!

Remember:

HHHHHHHHHHHHHHHUHHUHUHH_B

www.codescompiler.com



JavaSecript
needs elemef‘ts

to do magic!

|

11 ]

JavaScript can talk to HTML by finding
and working with its elements!

i

§ 1 get EIementByld 0 1D is like @ [Tindex-him N
i~ il % nome 03 = | <pody>

¥ | Finds a single element using its it must P& | g siontitiems Hello, World!</ht>

B 1 —_— <p id="info">Welcome to

— [ // HTML i j JavaScript!</p>
B | <hl id="title">Hello, World!</h1>

<button id="btn">Click Me</button>

</body>
\ J

= | // JavaScript
let heading = document.getElementById("title");
heading.style.color = "blue";

" returns
one element

3 Query Selectors

s i 7
Finds element(s) using CSS selectors. use any CSS selector!

Think like
CSS, select
like a pro !

-
// First match only %
let firstPara = document.querySelector("p"); .box (by class)
firstPara.style.fontWeight = "bold"; ~* #info (by id) .
// All matches (returns a NodeList) e div q“erYSelector()
let allParas = document.querySelectorAll("p"); 4 (descendant) 'Fl'rst:ma - o~
kallParas.{-'orEach(p => p.style.color = "green"); ; ﬁ Cerr‘ySelectorAll() ¥

all n-'latches

&) Sclecting Elements o\ 7 —p-

. . make it
. Once you find an element, you can read, pov _
, | @8 IDs should
; change, or interact with it! awesgme. i be
| nlque.
V1 ot .
| = element.textContent = read or set text : Use classes for
- E element.innerHTML = read or set HTML | grOUPed elements,
i / element.style.color > change style | Use meaningﬂ;[
. E 1\ element.addEventListener() = add events } hames !
=== Ll o N e e i s s e el —

“-"-_-“‘“-—l-;___




With JavaScript, we can update content
and make our web pages interactive!

(@0 @

We can change the text
on a web page
using JavaScript.

/" Small changes
in code,

| Big changes

\_ on the page!

Hello, Friend!

find the element

document . getElementById (“title”). innerText = “Hello, Friend!";

\

Changing Imagegj

—— o ——

We can swap images
to show SOmei'hing
new and exciting!

set new text

(@00

!
find the image

document. getElementById (“petImage”). src

e e  ———

113 dog . Png n ;

set new image

After

@00

Mo;i-ifying Styles

RN SRS SN AT, S

We can change colors,
sizes, and more to

I am colorful text!
e ——— ]

| LI am plain text. J @ [

make our page look
awesome !

change color change size

(1 document. getElementById (“msg”). style. color = “purple”;
2 document. getElementById (“msq"). style.fontSize = “24px”;

3 document. getElementById (“msg"). style. backgroundColor = “#fff4a3";

change background

—— e e

- Practice

’

Experiment, explore, and have fun
making your web pages come alive!

V| E

WWW . codescompi ler.com
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J avaScrlpi' and HTML

Events
make web

Event Handling is how we

&) Button Clicks

When a user clicks a button,
we can run a function.

@) Mouse Events |

We can detect actions like
moving the mouse, clicking,

or hovermg
mousemove ) h; [ click

MOUSGOVBI" )

We can listen for keys
pressed on the keyboard.

[ "|ype .3-::m€.f.fﬁiﬁ;j... l

I
(E): Events let our web pages respond to

| user actions. With JavaScript, we can
| make websites dynamic and awesome! 7

.Lesson 4 —

’ and respond to them using JavaScript.

3 Keyboard Eveni's{ ) [

——— ———
-

e e e e e —————— f— \r___j L e’

pages
interactive!

listen for user actions Events = Actions
v Clicks

+ Mouse moves
v Key presses

s and more!
<button id="myBtn">Click Me!</button> The click
event runs
& the code
document.getElementById("myBtn") inside the

ion!
.addEventListener("click", function() { function:
alert("Button was clicked! &&; "

})s

<div id="box">Hover over me!</div>

JS

const box = document.getElementById("box");

box.addEventListener("mouseover”, function() {
box.style.backgroundColor = "#ffe082";
box.innerText = "Yay! You hovered! (&)"

3):

2

L
<input type="text" id="myInput" placeholder="Type something...">

/" keydown detects
Js Eiy

when a keY is
document . getElementById("myInput")

.addEventListener("keydown", function(event) {
console.log("Key pressed: " + event.key);

1}

=, W --.\k ""’“"\’ym-m E— S
(Eemember: S\ s
/ \ Practice more,
| 79 Listen for the event ,

f | , Build more,
\ (¥ Write the code to handle i Become a

)\ 7% Make something amazing! )9’ Coding Starl T

\
|
|
1
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Let's bunld 3 fun web PI"OJeCtS usmg
HTML,

CSS & JavaScript!

T
=g,

Q Cllk Counter

Count how many times a
button is clicked.

¢t Click the button.

7¢ Increase the count.

7t Show the count on the page.

z '

(00 @

. Small projects, X

Big Learnfng,

(__ Endless Fun!

You clicked the button

15
( Click Me! )

Color Changer

Change the background color

with a button click. / '
¢ Click a color button.

7¢ The page background changes.

¥ Make your page colorful!

Choose a Color

(ot Loe Lo Lo

Wow! The color
just changed! /&%

|

8.

% Make it friendly & fun!

Greet the user with their
name and make it interactive.

>

% Ask the user for their name.
% Show a personalized greeting.

"(eo0e

What'’s your name?

(Type your name.. .,-

Say Hello!

- mm—————

=
| Hello, Aanya! @
|
|
1

Welcome to my page! ¢ ﬂ

= o  — — —— e e S —— = =

. Build small.

Learn big.
Be a Web Wizard!

- Great projects
today, awesome

developer
tomorrow!

e



Forms help
websites talk to
users like YOU!

—
o Input Fields

Input fields are places
where users type or
select information.

'/@— Different types of
input fields collect

different kinds of data.

(@0 ®

Sign Up Form

Name: rAli

-

Email: [:li@example.com

Age: | 12

Favorite Color: [Blue

J
1
)

v

-

A S 1
| Examples: |
— e

® Text field

(e.g., Name)

® Email field

(e.g., Email)

® Number field

(e.9., Age)

® Dropdown

(e.g., Color)

J

Reading Values

We use JavaScript to read
the data users enter in

We get the value from
an input field and use
it however we need!

the form. w

// Reading values from a form

let name = document.getElementById("name").va

let email = document.getElementById("emai
let age = document.getElementById(

console.log("Name: " + name);
console.log("Email: " |
console.log("Age: " + age);

console.log("Favorite Color: " + color);

What happens?
¥ We find the input

] Now we can use

L the data! &

field by its ID.

V] We read the value

user typed or
selected.

~
9 Form Validation

B - e R

Validation checks if the data
is correct before submitting
the form.

Always validate
to keep data clean

and users happy! ©

Exan;\plé:_Check Email

if (email === "") {
alert("Email is required!");
return false;

¥

if (lemail.includes("@")) {
alert("Please enter a valid email!");
return false;

}

alert("Form submitted successfully! :");

return true;

\

let email = document.getElementById("email").value;

J

Con_n;non Cl'{e;k;—:__fj-

Valid Email
(contains @)

Number Range

(in a proper range)
Password Strength
(more secure)

Good validation =
Happy users! ¥

|

\Iy

@ www.codescompiler.com <
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Il

&) setTimeout () &

Runs a function once,
after a delay (in milliseconds).

3
messages, POPups,

@ or starting something

-y ofter a short wait!

Great for showing

[setInterval() |

Runs a function repeatedly,
every fixed interval
(in milliseconds).

Perfect for clocks,
counters, polls, or

a.ng‘thms that should

happen again and agam'
47

Module "I Fun Web In{emcgons

JavaScript gives u
control time on the web!

—— — — — — W — — — —

. Lesson 2:

wers to
S superpo after a de.lo.3 or

again and again !

— o ——— — —— —
- — e —— S — —— ——— — — —

Uy Wait for 2000 milliseconds IT'll wait
22 (2 seconds)... and then
0 ____________ > surprise 5ou!
l .
Start Then run
the code!

setTimeout(() => {
console. log(“Hello after 2 seconds!");
showMessage();
}, 2000);

Runs once
after 2 seconds.

Every 1000 milliseconds (1 second)

run the code... aqam and aqo.m I love doing
things on
_)_§ 6—) o repeat !
3s
rur\ r‘un run run

setInterval (() => {
console. log("Tick";
updateClock();

}, 1000);

Runs every
1 second

(repeats forever
until stopped).

To stop it:

clearInterval(myTimer);

(Don't forget to store
the interval ID!)

-— 9 LA Tt’s all about duration, delay, and timing functions!
nimation Timin 7
T il ——— e o g
[—— 9 (CSS T""'“s't"’"\' 1' [ES El‘mtﬂ) | JavaScript Timing | at .
= Control how animations j ! o Timin TIES
~ move and feel using time! ! ﬁ_} i: y: A~ 0 @ 5 : e
| Smooth, fun, and awesome! ! ﬁ' < \\‘ ':’ \ ,'0 i tlmeb:' e 5‘;
Za | 3——--3s--=-- > | Y \/ (‘but can be jumpy
J ! - # Higher time = slower
; 1t 0x eyframes bounce N B 8
- .+ Use CSS transitions, b {” | ‘ I @key b ; { : ot o et et
R . . transition: all 2s ease; | (| 0% { transform: translateY(0); }
= : CSS o.mma‘hons, on } i 50%  transform: translateY(-20px); } rnoveBall();
JavaScript timing to | 100% { transform: translate¥(0); } }, 20); @ Use easing (€SS)
- 11} | tonil
L create magic on screen. ! / for natural motion:
L1 ! Changes h moothly ' ; W
Wﬂ:: Z“Psz:"onzs. Y S_te?" (keyframes) happen Small mi:er'val .= slrnoother %
inside the animation. animation’
— RN\ e e im0 0 P e o LBl o, You've got
<b:;i-j:h the power
- o ﬁ’:} Practice. Experiment. Have Fun with Time! of time!
= ez RN T e e e e e ’

www.codescompiler.com



Computers

can't decide on
their own... but
they can generate

random numbers!

| !

Random numbers
are numbers t that

chance. The,y are |
\

usea in 9
a Ps qulzzes

and SO much \
more'

| = O
=p

<X Random numbers make our programs more fun and exciting!

/_o
Computers generate random numbers
within a range

Generating Random Va|llf§_

——me

Common Uses

e

@ Games

What happens?

The program picks a e Simulations

 Example: | d bier bet Q
: random number between e Quizzes
import random 1 and 100 each time o Lbtteries AR
num = random.randint(1, 100) you run it. A mate! 3 '
[ ] n ore. - ]
print(num) -
% ____________ 2,
_____ ~
O" Example Output |
:9 che Roller PR How it works [ : P = dP |
: Let’s roll a dice! A dice has import random e e ﬁ :
id
| 6 sides (numbers 1 to 6). dice = random.randint(1, 6) :
: print("You rolled:”, dice) :
| |
| \g J |
\ I
____.__‘_l_;____,:::::::::_-*__--_:::::::__::______: _____ =
“““ ;
= - 5
e Lucky Number Genera’cor o W

What you can do!

(@ Create your own
number range

J Add hints

lucky = random.randint(1, 50)
guess = int(input("Guess a number

(1=50): *))
if guess == lucky:

Generate a lucky number and see

print(" You got it! Lucky you!")
else:

print("Try again! Better luck next
time.")

l

{ if it matches your guess!
' -

|

|

Feeling lucky?
Let’s find out!

9

————— o —— ———— — — — —————— — — — — — — — ——

!-.____.Rand"'" I,.,.u‘rw\bers
!: make every run G} @ @
| unique and every 'i

moment exatmﬂ

|
1
|
|
e

WWW. codescompller.com

Keep experimenting
and have fun coding!

J Keep score

@ Make it a challenge
with friends!

— — — — — — —— —— — W

\ 4



Animations make websites fun and engaging.
Let’s brmg elements to life on the web!

We can use CSS
transitions or
animations to
move objects

| = ¢ T sy smoothly! 5
| 2 ra e = - s ]
ﬁ - ,‘ff ‘ transition: transform 2s linear; ‘ Tr! l‘l'.l i 4
7 e
L 'd

|
é N | Hover over the car

Move elements from one
place to another.

.car:hover { . and watch it move!

Start In Between End transform: translateX(300px); ! - | g
} i e !
T — — = — e ———————————————————————————————— p— e — e . ——— _'""""'_""'-J
r — == ==
e CSS + JavaScript é i %
cidh: ey Click the box and {
| eight: pX; .

CSS makes it Smoqth I bacﬁground: #4CAF50; see the maﬂ'('!
JO.V&SCfiPt makes it smart! border-radius: 10px; i 7 I
transition: all 0.5s ease; ; . - !
- ; A |
| [ } J / ¢ 1

Js | = T 3 |

.box.big {
document. querySelector(".box").addEventListener("click", () => { transform: scale(1.5);

| I

| i
Add Logic & d t Selector(".box").classList.toggle("big"); ! i
ocument.querySelector(".box").classList.toggle("big"); i background: #2196F3; 0

| |

8 |

Control 0

F

e In’teradlve EFfec’tsz Examples: ~—~—T i
\ Cool Ideas @

Animations respond to Hover Effect | Click Effect ' Scroll Effect
user actions like hover, : ;
click or scroll.

\. & Animate buttons '\a :
\ [ Loading spinners 4}
[ Page transitions "
;Q} & Scroll reveals ) |

Animates when Animations trigger |
you click. ' as you scroll. K_, Pe T:d gt

Q00

| : L S €
| : R —

j i

Changes when you
hover over it.

£ =




yModule 10: Final JavaScript Projects Z
| Lesson 5: |

Lets bu‘ld
awesome th‘“ﬂs
with JavaScript!

HWhatweleam

I @ Date & Time in TS
@ setInterval ()
/ © Updating the DoM

!

i A S|mple dlgstal clock :
that shows the |

|

| h 8 I

| current time in J
: hours, minutes

| 5B

\

and seconds.

T — — — ——

DiCC Game ﬁ-ﬂflhat we Ieamwb @
! Roll two dice and @) Ean ary F
B i vents (click) !
Player with higher e ' © Dom manipulation |
| y | I O Game logic
| dice wins. o 3
B Qwﬂ N e

s

| - What Uﬁ_e learn]_
(V) Se’cTimeout( )
@ Events & T,m,,.“9

V) Ca[cu(af:mg time
V) Improvms f“eﬂexes’ A

Test your reflexes!
Click the button as

i
|
: soon as it turns green. |
]
[

Measure your
reaction time. /%

Your Tirﬁe 0.000 s

' /
\ i g A/,
\ _Besfc T":n.? : O'_OOO o . f’ Challen e k\?,

R N T T AT e _ yoursel ! =

These mini Pr?jects help you \I 3' Y
I :

strengthen your JavaScript skills < > j

with fun and crea’civit_y!




} Good plannmg Successful Project ﬂf

who will use it.

() What is the main goal?
(I Who is the target user?

(2] Organiing Code

Keep your code clean, simple and
easy to manage.

(J Plan your folder structure.
(Y Use meaningful file names.

(& Break code into smaller parts
(functions, modules).

(¥ Follow consistent naming

and indentation. ;
@ Designing Features
Think about the features and how

they will work.

(& List all the features.
(“J Plan how each feature behaves.

ﬂ_P_

Spendmg time on planning soves

t( time on coding and debuggmg g -

A A A A

Before we start coding, let’s plam our project step by step!

@ : Unders’candmg Requirements

Know what your project should do and

(& What are the must-have features?
(& Any special rules or limitations ?

B A s Perform Action : ]
L I pen App J—>[V¢ew Tasks ’—é[ (Add/Complete/Deete) —> | Updated List }

_____....--____._.—-——H—-—._.___

Example
Project: To- Do List App
@ Goal: Help users manage tasks £
88 Users: Students, Anyone 2

% Must-have: Add, Edit, Delete, :
Mark Complete B

& Limitations: Use only HTML, =
€SS, J'o.vaScnpi' _3

Example Folder Structure \

3 my-project/
— [0 assets/ . # Images, Icons, etc.
— O3 css/ # Stylesheets
— [ Js/ # JavaScript files
B opp-js
B ui.js
[2) data.js
— [ index.html # Main HTML file g

Add Task  View Tasks ~ Mark Complete  Delete Task
User adds a All tasks are Mark tasks as Remove tasks
new task shown in a list done not needed

Simple Flow

@ www.codescompiler.com

Remember
(J Understand the problem
& Plan your solution
(J Build step by step
(J Test and improve

Plan well,
Code better!

/.

-
—
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»
In this project, we build an interactive Quiz Game
where players answer questions, earn points,

A and see their final results!
N {} u
Questions and Answers "_ﬁ_“ £ 2
— Q1. What is JavaScript?
Display one question at a time
with multiple choices. FA_ A programming language \/J

The player selects an answer

by clicking a button. . (B. A markup language J

M Questions Array

Ins’can'; feedback lets the player &A database J (4 Options Array

know if the answer is correct :

or incorrect, fD. An operating system J ] :([:O:'eci‘ Answer

g&g —— nax
9 Score Tro.ckmg o = %
F core Board ~ P A
ITcrease the score wlﬁn the } . Every Y
player answers correctly. s 3 % 7 corvect
core.

Keep track of the total | answer
questions and current score. Total Questions: 10 earns you
Show the score during —

'l‘he quiz.

9 Resul'ts Screen & Quiz Compl e d' E %

At the end of the quiz, show
the results screen.

Your Score

7/10

3 R
\ 0 >
N
= <oy
R —
S

|

} Display the final score,

’ percentage, and a message ; 70%

‘ based on performance. | Good Job! Keep Learning! &

| Give th irn to pl in! . .

H\..\ ive the optirn to play again C Plagiauic J

www.codescompiler.com
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:\ !'_ Build a fun
Memory Game

using JavaScript!

- al JavaScript Projects -

Lesson 3: Memory Game Project

@:M_gtching Car@ >

" Find all

matching

The game has cards
placed face down.

Flip two cards at a time
to find a matching pair!

Matt‘.’m e pairs stay
open. Keep going !
until you find ﬂ‘fﬂf_

7% = r
o Game Losﬁ_{ o Click Card e Click Second Card
® Flip a card when it's clicked. oK

® Flip a second card.
e If the cards match, keep

them open. '
e If they don't match, flip
them back. P
' e Count the moves and Lo _ Use JavaScript to handle clicks, compare cards, ': |
=3 keep playing! r update the board, and track moves. ! 3
- N

— You win when all
pairs are matched!

" Show a success 0 You Win! &

message and your
] / Great Memory!

\ .. final moves.
\/\@ Moves: 24

=3 w - —- @ www_ codescompnler Com = ~ =3 </ i Yy




You code
the story.
Players live
it!

An Interactive Story Game lets the player make choices,

\ shape the adventure, and reach different endings!
e e e o e e " ——— ———— ———. = = 2 == TR T

0Choices and Decisiop

The player makes choices
that change what happens ﬁ
next in the story.

el — i e i — ~

! 9% Every choice leads toa |
T new path! : JJ

= r——} Your story, your ending! z—_*ﬁ
= GMultiple Endings_) [ YouWin! | [ ANewFriend | LostinTime

(== v
Different choices lead to 2 &7/ »

== different outcomes. There * = §
A are many possible endings!
[——
= e e s P e e i e

| Replay and explore l e R , -
— d* a[IP-tI'y\e ending s! i EOZSI;"::: Zhi I;':Q"l"’"" ;(0:; ;«thmccli a 1‘_fgr‘mgr:lr'\ Youfwerel trapped in =

b ikl g TS ey, n m ro. nd gained a triend: a time loop...
— s A YL 'y

i) g - =
- User Interaction r 7 Ways to interact & W
= [ = ¢ =
Click Choices Type Answers r_Explore & Collect )

- Players interact by clicking

- buttons, typing answers * T e T Il [ = -.!
= ! 4 you dof .
— or exploring the story. ’ _ What is your name?
== A e e | l ook around ﬁ [Alexl ]

:r{,‘g The player is part of I
' the adventure! u

Code today,
create magic
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* Lesson 5

Zl Module 10: Final JavaScript Projects Z
v .

u've learned together and
interactive web projec.t!

Bring everything yo
build a complete,

Ry, eI

Complete Interactive Website

Build a 'Ful\g functional website that users

clude?
can interact with! aen — wl:at -t:.o:‘n
¢ Navigati

My .‘Q‘e.l_mte” F Home  About Pro_?acts Co-ntnct e e
e Forms

o Buttons
e Animations
e And more!

@ Responsive Design
M Interactive Features
@ User Friendly

M Dynamic Content

\,

AT ey =

CSS + JavaScript
2% Use the core technologies to power your project. $
CSS

W Combine them
to create
amo.zin_g
experiences

JavaScript

Structure

on the web! o [

W,

AT

Project Showcase

Present your project and share your work
with the world! o iy

X Show your skills
9% Get feedback
¢ Inspire others

Ekﬂ Be proud of your journey!

R e

~

— (@ www.codescompiler.com VJ —
g o =

.
'
.




