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Botley:
ing Conundrum ’

Cece and Max were the best young inventors in
their school. They loved to build and create new
things, but they were always trying to outdo each
other. One sunny morning, Mrs. Smith gave the
class a fun challenge.

Cece and the Amazin
The Cog‘ 2

"Today, we're going to build a robot that can do a
job that people usually do,” Mrs. Smith said. "You
need to come up with a that helps your
robot solve a simple task.”

Cece and Max decided to build a robot named Botley to help people around the city. Botley
was no ordinary robot; it could learn and adapt, thanks to the power of Al.

‘First, we need to write some code to teach Botley how to move,” Cece said, holding up a
tablet. "We can use a to give Botley clear instructions.’

Max rolled his eyes. ‘That's easy, Cece. Let's see who can make Botley do the best tricks!”
Cece started by typing in simple commands like forward, backward, left, and right. Botley
began to move around their workshop. Max, however, tried to make Botley do fancy moves,

but it didn't work very well.

Mrs. Smith paused to explain to the class, "When we write for more complicated tasks,
we need to use algorithms. An is like a recipe with step-by-step instructions.”

Cece decided to teach Botley how to sort recyclables. ‘If the object is plastic, then put it in
the plastic bin,” Cece typed. ‘If the object is paper, then put it in the paper bin."

With clear and simple code, Botley successfully sorted the recyclables. The townspeople
were amazed at how helpful and smart Botley was.

Max grumbled, ‘I guess straightforward coding works better sometimes.”

Mrs. Smith smiled. "See, class? Coding helps us create smart systems like Al By
understanding coding, you can make amazing things that help people and solve problems.’
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Cece and the Amazing Botley:
The Coding Conun%lrum y

First, we need to write some code to teach Botley
how to move,” Cece said, holding up a tablet. "We
can use a to give Botley
clear instructions.”

Max rolled his eyes. "That's basic stuff, Cece. Let's
see who can make Botley do something truly
amazing.”

Cece typed in simple commands like forward,
backward, left, and right, and Botley began to move
around their workshop. Max, however, added more
complex instructions, trying to make Botley do
tricks.

Mrs. Smith paused to explain to the class, "When we write code for more complicated tasks,
we need to use An algorithm is a set of step-by-step instructions to solve a
problem.”

In the workshop, Cece started working on an algorithm to teach Botley how to sort
recyclables. Cece wrote down the steps:

1. Identify the object.
2. Check if it's paper, plastic, or metal.

3. Place it in the correct bin.

Max, on the other hand, tried to show off by making Botley juggle the recyclables. But Botley
kept dropping them. "Guess it's harder than it looks,” Max muttered.

Cece smiled. "Coding is about solving problems, Max. Let's focus on making Botley useful.”
Mrs. Smith explained, "When writing code, we often use . These are

like if-then instructions. For example, if the door is closed, then Botley should knock.”

Cece wrote the conditional statements for Botley. ‘If the object is plastic, then place it in the
plastic bin,” Cece typed. 'If the object is paper, then place it in the paper bin.”

With clear and logical code, Botley successfully sorted the recyclables. The townspeople
were amazed at how helpful and smart Botley was.

"Wow, coding really makes a difference!” Cece said, high-fiving Mrs. Smith.

Max grumbled, "I guess straightforward coding works better sometimes.”
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Mrs. Smith concluded the lesson, "See, class? Coding is the foundation of creating intelligent systems like Al. By
understanding coding, you can create amazing things that help people and solve problems.”

Cece couldn't wait to dive into the next coding adventure, knowing that with each line of code written, the future
was being shaped. Max, now humbiled, decided to focus more on learning and less on competing.

Glossary

1. Coding: Writing instructions for a computer to follow.

2. Artificial Intelligence (Al): Technology that enables machines to learn and make decisions.

3. Robot: A machine capable of carrying out complex actions.

4. Algorithm: A set of step-by-step instructions to solve a problem.

5. Conditional Statements: If-then instructions in programming.

6.Code: Instructions written for a computer to follow.

7.Programming: The process of writing instructions (code) for a computer to perform specific tasks.
8.Programming Language: A special language used to write code that computers can understand and execute.
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