
The Mind-Bending Beginner's Guide to 

Coding

Introduction

Pasquale  De  Marco  has  spent  countless  hours 

compiling  the  most  comprehensive  and  up-to-date 

guide  to  coding  for  beginners.  Whether  you're  a 

complete novice or have some experience under your 

belt, this book is packed with everything you need to 

know to get started with coding.

From installing a programming language and writing 

your  first  program  to  mastering  object-oriented 

programming,  data  structures,  and  algorithms,  this 

book covers all the essential concepts of coding. You'll 

also learn about software development methodologies, 

web  development,  mobile  development,  game 

development, machine learning, and data science.

1



Pasquale De Marco has written this book in a clear and 

concise style, with plenty of examples and exercises to 

help you learn. The book is also packed with tips and 

tricks from Pasquale De Marco's years of experience as 

a software developer.

Whether you're looking to change careers, start a new 

hobby, or simply learn more about the world of coding, 

this  book  is  the  perfect  resource.  With  The  Mind-

Bending Beginner's Guide to Coding, you'll be well on 

your way to becoming a proficient coder.

In this book, you will learn:

 The basics of coding, including how to install a 

programming  language  and  write  your  first 

program

 The  fundamental  concepts  of  object-oriented 

programming, data structures, and algorithms

 How  to  develop  software  using  agile 

methodologies
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 How  to  create  websites  using  HTML,  CSS, 

JavaScript, and Node.js

 How to develop mobile apps for Android and iOS 

using Java, Swift, React Native, and Flutter

 How  to  create  2D  and  3D  games  using  game 

engines such as Unity and Unreal Engine

 The basics of machine learning and data science

With  The  Mind-Bending  Beginner's  Guide  to  Coding, 

you'll have everything you need to know to get started 

with coding. So what are you waiting for? Start reading 

today and start your journey to becoming a proficient 

coder!
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Book Description

The  Mind-Bending  Beginner's  Guide  to  Coding  is  the 

most comprehensive and up-to-date guide to coding for 

beginners. Whether you're a complete novice or have 

some experience under your belt, this book is packed 

with everything you need to know to get started with 

coding.

From installing a programming language and writing 

your  first  program  to  mastering  object-oriented 

programming,  data  structures,  and  algorithms,  this 

book covers all the essential concepts of coding. You'll 

also learn about software development methodologies, 

web  development,  mobile  development,  game 

development, machine learning, and data science.

Pasquale De Marco has written this book in a clear and 

concise style, with plenty of examples and exercises to 

help you learn. The book is also packed with tips and 
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tricks from Pasquale De Marco's years of experience as 

a software developer.

Whether you're looking to change careers, start a new 

hobby, or simply learn more about the world of coding, 

The  Mind-Bending  Beginner's  Guide  to  Coding  is  the 

perfect resource. With this book, you'll be well on your 

way to becoming a proficient coder.

In this book, you will learn:

 The basics of coding, including how to install a 

programming  language  and  write  your  first 

program

 The  fundamental  concepts  of  object-oriented 

programming, data structures, and algorithms

 How  to  develop  software  using  agile 

methodologies

 How  to  create  websites  using  HTML,  CSS, 

JavaScript, and Node.js

 How to develop mobile apps for Android and iOS 

using Java, Swift, React Native, and Flutter
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 How  to  create  2D  and  3D  games  using  game 

engines such as Unity and Unreal Engine

 The basics of machine learning and data science

With  The  Mind-Bending  Beginner's  Guide  to  Coding, 

you'll have everything you need to know to get started 

with coding. So what are you waiting for? Start reading 

today and start your journey to becoming a proficient 

coder!
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Chapter 1: Coding for Beginners

Installing a programming language

Installing a programming language is the first step to 

learning  how  to  code.  There  are  many  different 

programming  languages  to  choose  from,  so  it's 

important to do some research to find one that is right 

for you.

Once you've chosen a programming language, you can 

download  it  from  the  official  website.  Most 

programming languages are free to download and use.

Once you've downloaded the programming language, 

you need to install it on your computer. The installation 

process  will  vary  depending  on  the  programming 

language you've chosen.

Once the programming language is installed, you can 

start coding!
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Here  are  some  tips  for  choosing  a  programming 

language:

 Consider your goals. What do you want to learn 

how to code?

 Do  some  research.  Read  about  different 

programming  languages  and  compare  their 

features.

 Talk  to  other  programmers.  Get  their 

recommendations  for  which  programming 

language to learn.

Here  are  some  of  the  most  popular  programming 

languages for beginners:

 Python

 Java

 C++

 JavaScript

 Ruby
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Once you've chosen a programming language, you can 

download  it  from  the  official  website.  Most 

programming languages are free to download and use.

Once you've downloaded the programming language, 

you need to install it on your computer. The installation 

process  will  vary  depending  on  the  programming 

language you've chosen.

Once the programming language is installed, you can 

start coding!
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Chapter 1: Coding for Beginners

Writing your first program

Coding  is  all  about  giving  computers  instructions. 

These  instructions  are  written  in  a  special  language 

that  the  computer  can  understand.  Once  you  have 

written your instructions, you can save them in a file 

and  run  them.  The  computer  will  then  follow  your 

instructions  and  perform  the  tasks  that  you  have 

specified.

Writing your first program is a lot like writing a recipe. 

First, you need to decide what you want the program to 

do.  Then,  you need to write down the steps that  the 

program will need to follow in order to complete the 

task. Once you have written down the steps, you can 

save the file and run the program. The computer will 

then  follow  your  instructions  and  perform  the  tasks 

that you have specified.
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For your first program, you can try writing a simple 

program that prints "Hello, world!" to the screen. Here 

is an example of a program that you can try:

print("Hello, world!")

To run this program, save the file with a .py extension 

and then run the following command:

python hello_world.py

The  program  will  then  print  "Hello,  world!"  to  the 

screen.

Once  you  have  written  your  first  program,  you  can 

start  to  experiment  with  different  programming 

languages and different types of programs. There are 

many different programming languages available, each 

with its  own strengths  and weaknesses.  Some of  the 

most popular programming languages include Python, 

Java, JavaScript, and C++.

Once you have chosen a programming language, you 

can start to learn about the different types of programs 
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that you can write. There are many different types of 

programs, including games, websites, and mobile apps.

Coding is  a  great  way to  learn about  computers  and 

how they work. It is also a great way to develop your 

problem-solving skills. If you are interested in learning 

more about coding, there are many resources available 

online and in libraries.
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Chapter 1: Coding for Beginners

Basic data types

Every programming language has a set  of  basic data 

types that are used to represent different types of data. 

These  data  types  include  integers,  floating-point 

numbers, strings, booleans, and characters.

Integers  are  whole  numbers,  such  as  1,  2,  and  3. 

Floating-point  numbers  are  numbers  that  contain  a 

decimal point, such as 1.23, 4.56, and 7.89. Strings are 

sequences of characters, such as "hello", "world", and 

"123".  Booleans  are  logical  values  that  can  be  either 

true or false. Characters are single characters, such as 

'a', 'b', and 'c'.

Each data type has its own set of rules and operations 

that can be performed on it. For example, integers can 

be added, subtracted, multiplied, and divided. Floating-

point  numbers  can  be  added,  subtracted,  multiplied, 

and  divided,  but  they  can  also  be  used  to  represent 
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scientific notation and other complex numbers. Strings 

can  be  concatenated,  compared,  and  searched. 

Booleans  can be  used to  represent  logical  conditions 

and  can  be  used  to  control  the  flow  of  a  program. 

Characters  can  be  used  to  represent  individual 

characters or can be combined to form strings.

Understanding the different data types and how to use 

them is essential for writing any program. Without a 

solid understanding of  data types,  it  is  impossible  to 

write programs that are both efficient and reliable.

Here are some examples of  how different data types 

can be used:

 An integer can be used to store the number of 

students in a class.

 A floating-point number can be used to store the 

average grade of a student.

 A  string  can  be  used  to  store  the  name  of  a 

student.
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 A boolean can be used to store whether or not a 

student is enrolled in a particular class.

 A character can be used to store the first letter of 

a student's name.

By understanding the different data types and how to 

use them, you can write programs that can store and 

manipulate data in a variety of ways.
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This extract presents the opening three 

sections of the first chapter.

Discover the complete 10 chapters and 

50  sections  by  purchasing  the  book, 

now available in various formats.
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