Coding

@4 °




Published by Yudhistira Ghalia Indonesia
Co-Published with: PRIME Publications

In collaboration with Goyal Brothers Prakashan \
New Delhi, India

Authors Series Editor er Illustrator
Jason Wylie Faridz Fadillah Firlan Maulana
Erica Righetti

Proofreader

F. R. Fiansa

First Printing
Movember 2025
ISBN: 978-623-518-721-1

Allrights reserv
or transmitte

of this publication may be reproduced, stored in a retrieval system,
or by any means—electronic, mechanical, photocopying, recording,
or otherwis the prior written permission to PRIME Publications, as the copyright
owner. &u such permission should be addressed to PRIME Publications.



Introduction

Welcome to Coding Insight 4!

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

in a simple and engaging way. Coding Insight 4 combines computational thi
creative activities to build problem-solving, sequencing, and logical reason 2

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

" fve tasks that
nsighl, 4 aims to make

hile equipping them

to daily life. Teachers will find a balance of structured lessons

nurture both collaboration and independent learning. Codi
ceding approachable, enjoyable, and relateable for young learne
with essential skills for the future.

— The Publisher \
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Brain Pops
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or surprising insights:
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Think and Share

It encourages imagination
reflection, ang discussion h}i askiry |
students to shars ideas or pretendg

| by hE_Eftperts, helping themn build
Creativity and COMmmunication.
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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.

Pascal
s adventurous and loves sports. He |s always me or an
outdoor adventure. Brave and energetic, he rage Is friends to

explore and have fun.

A
| Robin
; % is creative and loves making thln ways has fun ideas for crafts
\ or activities and thinks odiside the&%box. Her playful and imaginative
splrlt makes her a joy w

Indy

is kind a & ys helping others. She is calm and thoughtful,
but also clumsy, whlch leads to funny moments with her friends.
ring Mature brings the group together

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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Coding Lingo

Chapter

Maps
Pictograms

Tables

New topic alsril
How do you feel?

@ 8

Welcome to your
mind palace

A magical place where

you learn how to store
knowledge, organise
ideas like a pro, and
create maps that even
computers can follow!



Do you know what a Mind Pzlace is?

It is an imaginative place in our head where
we organise ideas, remember things, and solve

problems, just like how computers think!

In this chapter, we will practise using
our brain like a smart machine. Before
you write any real code, you need to
understand how to sort, group, and

work with information, and that is

exactly what we will do here.

Before we begin

this chapter, let us
play a simple game. This
quick game will get you
ready to think logically.
You Will Need

e A partner

¢ A pencil and paper




Think and Share! :V I'*

Think about a real spot Vi y tidy, like
your school bag or s

What is a clever tr&can share with
your friends ab you group your
things so#ou caralways find them straight
away?\o

flg@Se any one object you can see. Do not tell

Instructions

1. Pick a secret object. Si

anyone. This is your s piece of information.

2. Write three simpfe ghues. Un your paper, list three clues to find your object,

starting fro . These clues are your word map.
Example®
. K ds the whitebeoard.

rn mght.

The object is the blue bottle.

3. ap and solve. Trade papers with your partner. Follow their clues precisely.
Can you find their object?

Chapter 1 = Mind Palace 3




Storing Information

Imagine you are stranded in a forest with no
idea where the nearest city, town, or village is. Without

any guidance, you would waste a lot of time wandering and

guessing which direction to take.

However, having the right information could change everything.
show you the way out, or a phone call to someone nearby could g

In situations like this, information becomes a powerful tcu:n _

better decisions and solve problems more effectively.

elps us make

Representing Information

map, we can understand the roads and landmarks around us, which helping

In the previous situation, a map plays wart nt role. With an accurate

us find our way more easily. For exag a sehool map helps us understand




In another case, information might be better represented in the form of a

tree, like the following family tree that shows a family lineage.




A table can also be a useful tool for organising and presenting information clearly.

When information is displayed in a table format, the process is called tabulation.

Student’'s Name
English

Pascal 87

Robin o2

Indy 86

_ Mika 89

Edison 88

Johan . - 86 88
Besides using tables, ograms are commonly used to convey information,

such as in road sj hey are simple pictures or symbols that represent
specific messa
f

find pictogr

N\



Lastly, pictures can also be used to show information.

Look at the picture below. It shows Gregoria Mariska Tunjung celebrating after

&,

winning the bronze medal for Indonesia at the 2024 Paris Olympics.

N

~ir




Before alphabets and letters were invented, our ancestors ug#
to share information. Thousands of years ago, people paintéd pict
on cave walls to tell stories about hunting animals af iImp8gtant events.
Scientists believe they were some of the world’s f&urded stories,

perhaps about a great hunt or a nbelief.

This brilliant idea of using a picture to represen al thing was the very

N #50, every time we send an
y usifig a modern version of one of
. ick, clear message with a simple

did in the Stone Age!

first step towards creating all written la

emo]ji like a ‘3'.:: ora @ we are ac

Pictograms
painted on a
cave wall

Coding Insight 4



Look at the football match summary table below and answer the questions.

Indonesia Vs Saudi Arabia
A Total goals

Romeny [3). Kambuaya (1) Goal scorer{s]

Vikri (2] Assist(s]

Hubner [1] Yellow card|s) &XY

1. Who scored the most goals in the match?
2. Who gave an assist for Saudi Arabia?
3. How many goals did Indonesia score?

Remember and Recall @V

A. Cross [X) the correct Q
1. Which of the f lEﬂWlEWﬂuld not provide information in case of a car
breakdow
a. Sma c. Landmarks

b. d. Traffic lights

&’wnwn along with the father and a

other?

Edison and Meli
Edison and Jake
Johan and Meli

Pascal and Meli

mop

Chapter 1 — Mind Palace @



3. Look at the following table.

Marks Obtained in
Student’s Name Class Il
| Maths English
| Edison & 92 89 ‘ 3
| Robin 4 88 8
Mika A 89

How many marks did Mika get in English? \
a. 92 c A
b 89 \

4, What does the following road sign meag

a. Zebra crossing \ g : iy
b. Pedestrians V ; T
5. Look at the following ma @(he name of the road next to the

cathedral?

a. Brian Road c. Amin Road
b. Hue Road d. Niki Road

10 Coding Insight 4



