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Introduction

Welcome to Coding Insight 3!

This book is designed to introduce the foundations of coding to primary sch
thi

creative activities to build problem-solving, sequencing, and logical reason 2

in a simple and engaging way. Coding Insight 3 combines computational

Each chapter is supported by stories, puzzles, and activities that @ ng concepts

to daily life. Teachers will find a balance of structured lessons i fve tasks that
nurture both collaboration and independent learning. Cﬂd@g 3 aims to make

ceding approachable, enjoyable, and relateable for young learne hile equipping them
with essential skills for the future.
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Brain Pops
A fun fact or short "Did you know?
marments that shares history. SCHENCE,
or surprising insights:

. |
taug il

#piBrain

i i iy 3y

Think and Share
W

it i
oo st
»and discuseion |
onds CUssion i
" b::xh 1o share idegs org?r:tip::lsg
o Perts, helping thermn by
ativily and mmmunicaﬂonmrd

ot s gy, Tl b
T C———
L T,

ainstorm
pen-cnded deep lea
thinking tasks where st
reflect in ways that apply ko
imaginative contexts.

rring, creative, and critical
udents design, create, or
owladyge to real or

.
e amel

@ 'Braiﬂ 15T
4 ik, LT S

—

;tumd a.nll'l e

- ps wWhere students
e ependenty.

i rnaﬁt.e!“n’iI
¥ M difierent types ©f




Meet Qur Friendsl!

Johan

is always curious and loves learning new things. He is cheerful ghd
enjoys figuring things out with his friends. His positive attitudg.o
helps the group stay on track.

outdoor adventure. Brave and energetic, he ages¥his friends to
explore and have fun.

Pascal
s adventurous and loves sports. He Is alway&aﬁ\h me or an
r

:L:

ﬁ Robin
% is creative and loves making thiN ways has fun ideas for crafts

or activities and thinks odiside the&%box. Her playful and imaginative
spirit makes her a joy w

Indy

is kind a & ys helping others. She is calm and thoughtful,
but also clumsy, which leads to funny moments with her friends.
Her garing mature brings the group together

quiet and shy, but she is very careful and thoughtful. She thinks
things through before speaking or acting, and she is always there to
offer advice when her friends need it.

Edison

is the smart one, always reading and sharing interesting facts. He loves
solving problems and helping his friends understand things. Though
serious at times, he has a playful side too.
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New topic alertd

Chapter

How do you feel?

F"mdmg Pattem @ ®
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Groups

Let us spot the
patterns!

Ity this chapter, you will
explore patterns, groups,
and information, and
learn how they help us
think clearly, just like a
colnputer.

Coding Lingo
= Pattern
* Puzzle

Hepresenting
information



Everything has a pattern!

We often put things in a special order, which we call a pattern, becausey 5
us understand them better. Think about your building bricks, numbers, deve

the words in a song. They all follow a rule that keeps repeating. This T kes

everything much tidier.




For example, if you arrange your colours as blue, green, blue, green, it is easy
to see what comes next. Patterns are fantastic because they help our brain%

in a clear and organised way, making it simple for us to guess what will

next and keep our ideas neat and tidy.
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Think and Share! \Ef'

b

Can you think of a code we use every day that follows a repeating pattern?

‘ Chapter 1 = Finding Patterns and Making Groups 3
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Filling in the Missing Numbers

In this this sub-chapter you will play

puzzle. Let us do it! 2 more than

f 12
Puzzle with Numbers _ %

In this puzzle, some
boxes already have numbers, 1 lese Hian
and some boxes are empty. 12 !
Each empty box has a clue
to help you. The clue tells

you how the missing number

is related to the number in
the middle. \

Helpful words
: More than means add.
~ Example: 2 more than 12 is 14.
" Less than means take away.
C Example: 1 less than 12 is 11.
’

-
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How to do it:

_ 1. Look at the number in the middle. bl I <

- 2. Read the clue in the empty box. b

~ 3. Add or take away to find the missing number. % |
© 4. Write the number in the empty box.

AN
’ CF"S

Q)\/ E

16

2 more than 12 is 14
1 less than 12 1s 11
3 less than 12is 9
 Bottom: 4 more than 12is 16
So the number to fill the boxes around 12 are: 14, 11, 9, 16. a

v
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How to Solve the Puzzle Step by Step

Now, let us try a puzzle where one box depends on another. In this kind of

puzzle, we need to fill in the numbers in the right order.

Let us look at the example! %
Some boxes already have numbers. These boxes do not depend gp ot

boxes. Always start with these boxes first. After that, use the n

fRia = B
boxes to find the answers for the next boxes. Then continue gte & ep until all
boxes are filled. «

12 Sum of B1 S iuf A2

°o | @ o°

4 more than

A3

@ O

e n 3 more than 2 more than
B2 B2
From x above

Q with boxes that already have numbers.

Write those numbers first.

those

& Ccoding Insight 3



2. Move to the boxes that use those numbers.

2 more than B2
3. Use the numbers you already know to find the answers. Keep gai %
step. Each new number helps you solve the next box.

Q @ @ C1: zmnﬁﬁﬂ 2
@

Some boxes say things like:

a9 d A2: S ndC1=
3
10

=
@ @ (.‘.Ci)nre than B2 =16
k Sum of A2 and C2 =

22
10 13 42
% 22 + 16 =138
16

@ @ B3: 4 morethan A3=42

12 Q 1 C3: 2 morethan B2 =15.
Rememher&
e St N boxes that already have numbers.

to help you find other numbers.

olve the puzzle one step at a time. | : “

Just like following steps in a recipe, solving in

) _
! .
order makes everything easier. i
v
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Number Pyramid

Another fun kind of number puzzle is called number pyramid. In a number

pyramid, each circle depends on the two circles directly below it. To solve the

puzzle, you add the two numbers below to get the number above. c E

That means:

 |f you are moving upwards, you add the two numbers bele

¢ |f you are moving downwards, you subtract the kno tu find
the missing one. &\

Example 1: Bottom-Up (Adding) v

Start from the bottom row: Q

m?

? 12
4 8
5 | A 3 | |5
Sulutit;n
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Example 2: Top-Down [Subtracting]

Here the top number (12} and one lower number (4] are already given. To find

the missing number next to 4:

e Subtract 12 - 4 =8 ,_%
» Then4-1=3 % .
 Then8-3=5 O

12 /K\

% = ?‘ 8
Y \C) N
Quastlnn @

e, <

To solve the u

Solution

rcle, give the order in which you should solve.
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Remember and Recall

A. Complete the boxes with the correct numbers.

1. 2 more than %
1 less than 3 less than @

24 24 24

4 more than &\
24 ‘
7 2 more than C)
A -
1 less than 20 %255 than
30 Q 30 = 30 —
& )
Q/ ﬂ
3. \@ 2 more than

18
s than 3 less than
E e 18 - o 18 __
4 more than .

18
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