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To anyone out there who's ever cried their eyes out while learning Python (or legitimately any other programming language).
 

PYTHON GUIDES ARE BORING.
No shit.
 
It's a bold statement, but we have to admit: most programming manuals out there? They're full of discombobulating technical details, uninspired coding “challenges” and chapters that never seem to end. More often than not, they leave their readers, to put it bluntly, flummoxed.
 
Reading these so called "beginner's guides" have never felt so tedious.
 
Dry explanations last for pages. You've had to reread them multiple times, only to realise you still don't get what they mean. After a while, it's totally butchered your enthusiasm for programming. In fact, your interest has already bolted out the front door the moment your eyes skimmed over the first paragraph.
 
You then resort to watching Youtube videos to recover from your near-death encounter with Python jargon.
 
...Oddly specific, but has that ever happened to you?
Well, guess what, I've been there. That's why I broke Python down into just 9 simple concepts in this guide. Yes, 9 topics are all you need to become a certified PYTHONISTA! 
 
And here's some great news for you: no more lengthy explanations. Hopefully, your reading sessions won't turn into snoozing sessions.
 
Say hello to a book box and a dragon. You'll know what I mean in a few pages' time.
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So, what are you waiting for? Grab your computer, fire up Python, and let's get coding!
 
 
 
 
 
 

Chapter 1: 
The Secret Life of Variables (And data types)
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It's a warm morning in January. You've just made a New Year's resolution to learn programming. Python, specifically. 
 
It's simple, some guy on Reddit had claimed. So you take his word for it. You boot up your computer, install Python, and ready up your text editor. But there's a problem: you don't know where to start.
Variables
 
This is where variables come in.
 
Imagine this: you have a box where you can store books. You can label the box with a name, like books. Variables work the same way in Python. They store data, just like the how the book box stores books.
 
You create a variable by naming it, writing an equals sign "=", and writing the data you want to keep in it, in that order. 
 
For example, in the following code, the variable "name" now holds “John".
 
name = "John" 
 
Psst. In all likelihood, no one's going to tell you this, so here's a list you need to follow while naming variables:
 
	No starting with numbers. Start with a letter or underscore (_)when naming variables. Mr Python can't interpret that. I'm not too sure why.


	No special characters and spaces. To separate words, use underscores instead. This is called snake_case. Sssssss.


	Case sensitive. "name" and "Name" are two different variables.


	Short and descriptive. Makes it easier to keep track of things in your code. Let's be serious - you don't want to forget important data stored in a poorly-named variable, especially if errors start to pop up.

Data Types
 
Let's get back to your book box. 
 
Imagine that you're an avid reader. After all, you're reading this guide right now. In the book box, you store books spanning different genres. One day, you dive into fantasy worlds of the unimaginable. The next, you're immersed in thrilling horror. The day after that, you're time-travelling through some historical fiction.
 
Similarly, variables can store all sorts of data types. Yes, I'm comparing you to an inanimate Python object. 
 
Here are the most common types:
 
	Strings. They're plain old text. These are written in single quotation marks ('') or double quotation marks (""). 


message = "Hello World!" 
 
	Whole numbers, positive or negative. These are written without special characters.

 
age = 20 
 
	Floats. Numbers with decimals. These, too, are written without special characters.


pi = 3.141 
 
	Booleans. These are True or False values. They're written in - you know the drill.


try_again = True
 
When you store data in variables, its type can be changed any time. For example:
 
a = "Chapter" # Type str (String)
a = 1         # Type int (Integer)
 
And that's just for starters. By now, you're probably wondering: Okay. What do I do with this information?
 
Well, buckle up, because we're going to put those skills to the test!
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In the next chapter, we're going to look at basic functions every Pythonista should know, as well as how to use them.

Chapter 2: 
Python Magic Tricks
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Now, you know all about Python variables and data types!
 
But... it's not like you actually know how to use them. You're back to square one, merely scratching the tip of the iceberg.
 
As luck would have it, Python comes with its own handy, built-in functions. These are special tricks you can use to form specific tasks.
Using print()
 
Here's your first trick - the print() function!
 
Remember your book box? Of course you do - it's been less than a chapter. 
 
Let's assume you have friends over. You want to show them what's inside.
So, wanting to show off your extraordinary programming skills, you code it so that the box displays what's inside without even opening it! You write:
 
print("This is my book box! There's many books inside.")
 
The print() function displays information to the user, just like how the book box displays its contents. So, as programmers, we use print() to see the results of our code and understand how our program works.
 
You can use print() by writing your message in quotation marks, inside the parameters (brackets). This will turn everything in the message into a string.
 
For example:
 
print("Theres 3,000 books inside!")
 
There's 3,000 books inside!
 
If you look closely, the integer is considered a string. Now, allow me to step in and talk about:
 
Concatenation and F-Strings
Using a process called concatenation, you can print more than one message! 
 
Think about it, it'd be disorienting to have lines of print(), print(), and print() after one another.
 
The simplest way to concatenate strings is by joining them with a plus sign (+):
 
# Concatenation example
word_1 = "Hello"
word_2 = "World!"
message = word_1 + " " + word_2
print(message)
 
Hello World!
 
Note that concatenation only works between objects with the same data type. It's like blood types - different types can only donate to and receive certain types, and you might die if you get the wrong one. Hey, I'm no doctor.
 
Thankfully, it's not that dramatic in the coding world. Python will just spit out an error:
 
# Concatenation error
word = "Gaylord"
number = 3
message = word + " is kid number " + number + " in his 
family " 
print(message)
 
Traceback (most recent call last):
  File "./prog.py", line 4, in <module>
TypeError: can only concatenate str (not "int") to str
 
Thankfully, there are different ways to combat this. The first one would be using functions like str() and int() (explained later on), or through F-Strings.
 
I love F-Strings. To me, they're one of the most sensational discoveries known to mankind, alongside adding a tablespoon of milk to two scrambled eggs. Add in a drizzle of parmesan cheese, and they taste like heaven. 2 Whoops. I'm getting off track.
 
Anyway, F-Strings automatically convert your variables into strings. To create one, add an "f", a pair of inverted commas, and include the variable inside in curly brackets {}, following that order.
 
word = "Gaylord"
number = 3
message = f"{word} is {number}"
print(message)
 
Gaylord is 3
 
Yeah, I'm aware that Gaylord is an actual name. It's still funny.
Using input()
 
Next in line is the input() function. 
 
One of your friends asks you if he can place a book in the box too.
 
"Sure! I didn't know you could read." You say. In about ten seconds, you write code that asks for the name of his book:
 
book_name = input("What is the name of your book?: ")
 
The input() function does exactly what it does. It takes in user input.
 
 Damn, who would've guessed?
 
All other code stops running, and continues after the user gives input.
 
You can use this hand-in-hand with print(). For example, the following code asks for the user's favourite colour and prints it.
 
# Takes in the user's favourite colour and stores in the colour  
 variable
 
colour = input("What's your favourite colour?: ")
print("I like " + colour + " too!")
 
What's your favourite colour?: red
I like red too!
 
Casting
No, not the film kind. Hollywood is a half dozen miles away, mind you.
 
Any input taken is automatically converted into a string. Using casting, you can specify input as an integer or float if you need to. It's like manually specifying a book's genre in the book box.
 
Casting is done using these functions:
 
	str(). Sets an object to string. This is the default data type for user input, so there isn't a need to specify.
# Takes in the user's favourite colour and stores in the colour  

# Taking input as a string
book_name = input("What is the name of your book?: ")
print(book_name)
 
	int(). Sets an object to an integer.
# Takes in the user's favourite colour and stores in the colour  

# Casting, taking input as an integer
book_read_amount = int(input("How many times have you read it?: 
"))
print(book_read_amount)
 
	float(). Sets an object to a float.

 
# Casting, taking input as a float
book_price = float(input("What is the price of the book?: "))
print(book_price)
 
In the end, this will be the final output:
 
What is the name of your book?: Dracula
Dracula
How many times have you read it?: 2
2
What is the price of the book?: 9.99
9.99
 
Using len()
 
Much needed fact: it's short for length.
 
To flex the whole library you've got stashed inside, you also program your book box to display how many books are inside:
 
book_box_length = len(book_box)
 
The len() function returns the number of items in an object.
 
If the object is a string, len() returns how many characters are in it. For example, using len() with the message "Hello World!" in the brackets displays 12.
 
message = "Hello World!"
 
# Using len() on the message variable and displaying it 
afterward
print(len(message))
 
12
 
If the object is a list, len() returns the number of elements in it. More on lists later.
 
fruits_list = ["apple","banana","cherry"]
 
# Using len() on the fruits_list variable and displaying it 
afterward
print(len(fruits_list))
3
Using range()
 
We'll step away from the book box for now. Feel free to celebrate, get drunk, or whatever.

The range() function generates a sequence of numbers based on your start, stop, and step. The syntax looks like this:
 
range(start, stop, step)
 
	start: The first number in the sequence. Set to 0 by default, optional to enter.

	stop: The number where you want the sequence to stop at (not included). Required to enter.

	step: The increment of the sequence. Set to 1 by default, optional to enter.

 
We programmers use this function in for loops, which will be explained later.
 
The following code displays the numbers 0 to 4. The stop, number 5, is not displayed:
 
for i in range(5):
	print(i)
0
1
2
3
4
 
And this code displays the numbers 5 to 9:
 
for i in range(5,10):
	print(i)
5
6
7
8
9
 
Finally, this code displays the numbers 2 to 10, but in increments of 2 instead of 1:
 
for i in range(2,11,2):
	print(i)
2
4
6
8
10
Using type()
 
This function isn't really used outside of debugging your code, but I'm including it anyway. 
 
type() basically returns the data type of a given object.
 
Yeah. I'm pretty sure you're getting sick of data types by now. I am too.
 
Let's make this quick. The following code returns the type of these objects:
 
# type() Examples

w = "Hello World!"
x = 3
y = 8.1
z = False
 
print(type(w))
print(type(x))
print(type(y))
print(type(z))
 
<class 'str'>
<class 'int'>
<class 'float'>
<class 'bool'>
Comments
 
Comments start with a tag # and will be ignored by Python. 
 
It's like a "DO NOT DISTURB" sign, but Python actually follows the rule, unlike us curious homo sapiens.
 
You can use comments to explain what your code does, or to prevent Python from executing a line of code.
 
# Asks for the user's name
user_name = input("What is your name?: ")
 
# Displays a greeting with the user's name
print("Hi " + user_name + " !")
 
You could also "comment out" a line for testing, so you don't have to delete and rewrite it again.
 
# print("This line won't run.")
print("This line will run!: ")
New Line
 
The character for new line is \n. 
 
When used, you guessed it, creates a new line. This is great for when you need to display many lines of text.
 
print("This is comment A!\nThis is comment B!")
 
This is comment A!
This is comment B!
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That's all! For basic functions, that is. Feel free to experiment with some of these as you go down the programming path.
 
And while we're at it, are you ready for some mind-exploding math?...(Well, it's not really mind-exploding - I just needed alliteration.)
 
Oh, come on. You have to be. You'll find something like that in the next chapter!
 

Chapter 3: 
Python Operators: The Puppeteers of Code
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So what are "operators"? Other than the job, of course.
 
Well, they're similar to Lego.
 
Python operators are special symbols that do most of the coding. 
 
Think about it. Like Lego, "Python coding" is basically just you combining variables and operators to build programs that do different tasks. For example, the addition operator, which is the plus sign (+) is used in the code "x + y" to add the variables x and y.
 
That equals sign (=) you learned about earlier? The one you use to assign values to variables? That's also an operator. 
 
Python divides operators into six main groups (each with sleep-inducing names, unfortunately):
 
	Arithmetic operators;

	Assignment operators;

	Comparison operators;

	Logical operators;

	Identity operators;

	And... Membership operators.

 
Only the Lord of Python knows how some of these are named. But I digress. Let's start with arithmetic operators.
Arithmetic
 
Remember that math I mentioned at the end of the previous chapter? Are you ready now?
 
Arithmetic operators do all things mathy. Believe it or not, they follow the BODMAS rule too. Brackets, then orders, then multiplication, division, addition, subtraction, then put on your face lotion. I have no idea why I said that.
 
	Operator	What it Means	Example
	+	Addition / concatenation	1 + 1 = 2
	-	Subtraction	8 - 5 = 3
	*	Multiplication	10 * 10 = 100
	/	Division	16 / 8 = 2
	//	Floor division (Rounds the result down to the nearest whole number or integer)	9 // 2 = 4
	%	Modulo (Returns the remainder after division)	11 % 5 = 1
	**	Power	3 ** 2 = 9

 
# Example of the modulo operator
num_1 = 11
num_2 = 5
 
remainder = num_1 % num_2
print(remainder)
 
1
Assignment
 
Here's a shocking fact - assignment operators assign stuff. 
 
Ok, here's another one - the equals sign can be combined with the arithmetic operators to make assignment operators. It's shown in this table:
 
	Operator	What it Means	Example
	+=	Plus equals (Adds a value to a variable and assigns the new value back to it)	x += 3
Same as x = x + 3

	-=	Minus equals	x -= 3
Same as x = x - 3

	*=	Multiply equals	x *= 3
Same as x = x * 3

	/=	Divide equals	x /= 3
Same as x = x / 3

	%=	Modulo equals	x %= 3
Same as x = x ** 3

	**=	Power equals	x **= 3
Same as x = x ** 3


 
# Example of the "plus equals" operator
num_1 = 60
num_2 = 10 

# Same as: num_1 = num_1 + num_2 
num_1 += num_2      
 
print(num_1)
 
70
Comparison
 
Comparison operators compare between two values, similar to how your mom compares you with your five-year-old cousin who's an award-winning neurosurgeon, speaks seven indigenous native languages and is now unearthing a cure for cancer.
 
These operators return one of the two Boolean type values (True or False). For now, they are:
 
	Operator	What it Means	Example
	double equals signs (apple pages won't let me type the symbols out)	Equal to (returns True if both values are equal)	1 == 2 will return False
2 == 2 will return True

	!=	Not equal to (returns True if both values are NOT equal)	2 != 2 will return False
1 != 2 will return True

	>	Greater than	1 > 1 will return False
1 > 0 will return True

	<	Less than	1 > 1 will return False
1 < 2 will return True

	>=	Greater than or equal to	1 >= 2 will return False
2 >= 2 will return True

	<=	Less than or equal to	3 <= 2 will return False
2 <= 2 will return True


 
# Example of the "not equal to" operator
x = 1
y = 2
print(x,y)
 
if x != y:
    print("These numbers aren't the same")
 
1  2
These numbers aren't the same
Logical
 
Like comparison operators, logical operators return Boolean values.
 
You can create programs that check for multiple conditions using logical operators! So, you'll be combining two statements:
 
	Operator	What it Means	Example
	and	Returns True if both statements are true	My dad will buy me a new bass if I learn how to slap and write a #1 hit song on Spotify!
	or	Returns True if either of the statements are true	My dad will buy me a new bass if I practice every day or stop losing picks!
	not	Returns True if the statement is false	My dad will buy me a new bass if I learn something obscure like Rocket Queen, not Sweet Child O' Mine!

 
# Example of the "and" operator
x = 2
print(x)
 
if x > 1 and x < 3:
    print("This number is greater than 1 and lower than 3")
 
2
This number is greater than 1 and lower than 3
 
# Example of the "not" operator
print(not True)
 
False
Identity + Membership
 
Sometimes, you might want to know if a value is inside a list. 
 
You can do this with Identity and Membership Operators. 
 
I've also decided to merge these two, because why not?
 
	Operator	What it Means	Example
	is	Similar to "equal to" operator (returns True if both values are the same)	Bench press is awesome!
	is not	Similar to "not equal to" operator (returns True if both values are NOT the same)	The treadmill is not awesome!
	in	Returns True if a value is inside a list, tuple, dictionary, etc.	Squat rack in the gym
	not in	Returns True if a value is NOT inside a list, tuple, dictionary, etc.	Smith machine not in the gym

 
In the example below, the first condition is set to False, since Python is case-sensitive!
 
# Example of the membership operators
message = "Hello World!"
 
# check if 'H' is present in message string
print('h' in message) 
 
# check if 'hello' is present in message string
print('Hello' not in message)
 
False
True
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That wraps up our chapter of Python Operators! I have to admit, this chapter is a lot to take in. Although, as I always say, you'll get the hang of it!
 
What better way to start than by putting your knowledge to use? In the next chapter, we'll finally cover if/elif/else statements!
 
 
 

Chapter 4: 
If/Else: The Turning Points In Python
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It's 11pm and I'm sleep deprived. What you're about to read is one of the strangest anecdotes for a Python topic. Get ready.
 
Picture a mirror. Now picture an overweight, balding man looking at himself in the mirror. Wow, he thinks to no one in particular. I'm fat!
 
By further examination, he's just noticed his triple chin roll. When he walks, his belly looks like a deflated balloon and bounces with each step. To other people, he looks like a mountain block of flabby skin coming their way.
 
It makes him insecure, so he decides to get some exercise in by going for walks and doing Bulgarian Splits at the gym so he doesn't burn the muscle off accidentally. He looks outside, and-
 
	Situation A: Wow! It's sunny! *Totally works the shit out of his quads*

	Situation B: What the heck? It's rainy. It's very rainy rain outside. Guess he'll have a cheat day.

 
In Python, this is what it looks like for the guy:
 
# Guy's thought process in a Python if statement
is_sunny = input("Is it sunny?: ")
 
if is_sunny == "Yes":
	print("Work out!")
else:
	print(“SKIP LEG DAY!”)
 
If the weather is sunny, he goes to the gym. Else, he does something else (sleep).
 
I'm talking about my dad, by the way.
Indentation
 
In other programming languages, indentation is used to make code look nicer. 
 
Yes, that goes for Python too, but there's another reason. 
 
Indentation is a way of telling the computer that a group of statements belongs to some part of the program. If you don’t properly indent your code, the code won't work. For example, the code below isn't indented, so an error is displayed as a result:
 
# Indentation error
if x > 10:
print("This is not in the if statement!")
 
So, how do I fix this? It's as simple as pressing the Tab key on your keyboard. 
 
(Please use Tab. Don't be those jokers who tap the spacebar 4 times to indent code. It's stupid.)
 
A proper if statement should look like this, with indentation:
 
# Proper indentation 
if x > 10:
    print("This is in the if statement!")
 
Without a doubt, if statements are your best friend if you want to include decision-making in your code. 
 
You probably even have some ideas on how to use them by now. Kick things up a notch, and create something similar to those choose-your-own-adventure books.
 
In fact, let's make a small one now. Let's go kill a dragon!
Else
 
There's a monstrous, fire-breathing dragon terrorising the town of...
 
Techtopia? Pythonpolis? Syntax City?
 
Remind me to come up with better names.
 
Anyway, every avid programmer resides in that very town, you included. If you don't do something about that persona non grata, all your Python hopes and dreams will be crushed.
 
Wouldn't you like to be the supreme hero of your homeland? The man (or woman), the myth, the legend? Welcome to DragonKilla, baby. 3
 
First, we'll need to ask our user (or our player) for their choice. Here's how do that:
 
print("Welcome to DragonKilla! Your mission is to kill the
dragon of evil and save your city. Do you accept the challenge? 
Enter 'yes' or 'no'.")
 
choice_user = input("Enter here: ")
 
Here, the story goes in two different ways, depending on whether the player accepts or declines. We can fit our if/else statement right here.
 
# If/else statement
if choice_user.lower() == "yes":
    print("Great! Let's begin.")
else:
    print("You big coward.")
 
Here's a secret tip: the ".lower()" function turns the input to lowercase. This means words like "yEs" or even "Yes" will still be recognised as "yes". This is important since Python is case-sensitive.
The if condition checks if the user's input matches "yes". If it does, we print a nicer message.
 
Remember this: the else condition captures anything that doesn’t fit the first if condition. Therefore, any response other than "yes" leads to cowardice! They're also totally optional to write - in that case, there won't be a message displayed if they refuse.
Elif
 
Maybe the player accidentally makes a typo. Happens to the best of us.
 
If you want the "coward" message to show up only when the player types "no", you can add an elif condition. So, you'll end up with an if/elif/else statement. Here's how it looks like in Python:
 
# If/elif/else statement
if choice_user.lower() == "yes":
    print("Great! Let's begin.")
elif choice_user.lower() == "no":
    print("You big coward.")
else:
    print("Don't know what you mean. Try again!")
 
In this code, responses other than "yes" or "no" will go straight to the else condition.
Pass
 
Maybe you want to add a placeholder for training mechanics at the start.
 
If statements can't be empty, so you can use the pass statement:
 
print("Welcome to DragonKilla! Your mission is to kill the 
dragon of evil and save your city. Do you accept the challenge? 
Enter 'yes', 'train skills', or 'no'.")
 
choice_user = input("Enter here: ")
 
if choice_user.lower() == "yes":
    print("Great! Let's begin.")
elif choice_user.lower() == "train skills":
    pass # Placeholder
else:
    print("You big coward.")
 
Nested If Statements
 
A nested if statement means an if statement inside an if statement. 
 
Back to our DragonKilla program, we can ask if the player wants to train with a sword or with spells, under the "train skills" condition:
 
print("Welcome to DragonKilla! Your mission is to kill the 
dragon of evil and save your city. Do you accept the challenge? 
Enter 'yes', 'train skills', or 'no'.")
 
choice_user = input("Enter here: ")
 
# Nested if statements
if choice_user.lower() == "yes":
    print("Great! Let's begin.")
elif choice_user.lower() == "train skills":
    skill_choice_user = input("Let's prepare. Sword or spells?: 
	")
 
    if skill_choice_user.lower() == "sword":
        print("You gain combat skills by training!")
    elif skill_choice_user.lower() == "spells":
        print("You enhance your magic through studying spells!")
    else:
        print("Bye!")
else:
    print("You big coward.")
 
If the player chooses to train first, they can either type "sword" or "spells". Different messages are printed for each one. 
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Unfortunately for us, the DragonKilla adventure ends here. Maybe because that's really all there is to if-elif-else statements.
 
In the next chapter, we'll tackle for and while loops!
 

Chapter 5: 
For Loops, While Loops And the Art of Repetition 
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For
 
Look back at the “Basic Functions” section. More specifically, at the range() subsection.
 
I mentioned something about for loops, didn’t I? 
 
When you look them up, most coding websites will tell you that for loops are iterators over a sequence, such as a list, tuple, or dictionary. 
 
Be honest. How much did you actually understand from that? Here’s an toned-down explanation. Think of for loops as repeaters of some sort. They allow you to repeat a block of code many times.
 
Here's an example:
 
# Character printing
for x in "woohoo":
	print(x)
 
w
o
o
h
o
o
 
We used a for loop to print out the letters in "woohoo" individually. 
 
Woohoo! I'm not sure if this particular program scores any points in utility factor, but hey, that's just an example.
 
Here's a more practical one:
 
colours = ["red","orange","yellow"]
 
# List object printing
for colour in colours:
	print(colour)
 
red
orange
yellow
 
We've saved a list in the variable named "colours". The for loop goes through each colour in that list and prints it out, one by one.
 
Anyway, here's a quick refresher of the range() function. Nearly every for loop is incomplete without this handy function.
 
It takes in three arguments: start, stop and step:
 
	start: The first number in the sequence. Set to 0 by default, optional to enter.

	stop: The number where you want the sequence to stop at (not included). Required to enter.

	step: The increment of the sequence. Set to 1 by default, optional to enter.

 
Break
With the break statement, we can stop a for loop from running through its sequence. 
 
This is quite similar to pass from if statements.
 
Here's how it works:
 
colours = ["red","orange","yellow"]
 
for colour in colours:
    print(colour)
    if colour == "orange":
       break
 
red
 
We've reused our colour list from earlier, except the for loop stops at "orange". 
 
Not that I have anything against the colour...
 
Nested For Loops
I'm pretty sure you're able to get the hang of this easily after you've read the if statements chapter. 
 
A nested for loop is a for loop inside another for loop.
 
colours = ["red","orange","yellow"]
fruits = ["guava","mango","grape"]
 
for colour in colours:
    for fruit in fruits:
        print(colour, fruit)
 
red guava
red mango
red grape
orange guava
orange mango
orange grape
yellow guava
yellow mango
yellow grape
 
This code prints a colour for each fruit using nested for loops.
 
These fruits sure sound funky. Do red mangoes exist? I'd want to try one.
While
 
As for while loops, they keep running a block of code while a condition is being met. 
 
Here's an example:
 
num = 0
while num < 5:
	print(num)
	num += 1 # Counter
 
0
1
2
3
4
 
In this code, while the number ("num") is below 5: print it, and increment it by 1. This causes the numbers, from 0 to 4, to be printed out.
 
Once the number hits 5, the condition is False, prompting the loop to end!
 
Counters and Flags
Many programming noobs create an infinite loop by mistake - that is, a condition remains True, so the while loop lasts forever. 
 
So, it's important to have a condition that allows us to exit out of the loop. Counters and flags are examples of such.
 
We've just used a counter in our previous while loop example (num += 1), which increments the number by 1. Flags, on the other hand, are variables set to Boolean conditions (True or False).
 
Say I work in a hotel. I don't think hotels use actual flags in rooms, but for the sake of understanding, I'll use a green flag to check if a room is available for booking.
 
	Green flag: Come on in! Represents the condition that allows the loop to continue. This means that a room has been tidied and ready for booking!

	Red flag: Do not disturb. Represents a condition that stops the loop. This means that someone might be already using this room.

 
Here's how the flag looks like in Python:
 
is_available = True # Green flag
 
while is_available == True:
    print("Welcome to Great Stay Hotel!")
	user_input = input(Enter 'book' to book a room: ")
 
    if user_input.lower() == 'book':
        print("Room booked! Have a Great Stay!")
        is_available = False # Changed to red flag
    else:
        print("Invalid input. Please try again.")
 
print("Exited the booking system.")
Break Once Again
The break statement works for while loops too. 
 
As you can probably tell, it stops running the loop, even if the condition is still met.
 
Let's reroute back to the Great Stay Hotel: You decide to be a bit fair to your guests, and you want to implement something that let them view which rooms are available. 
 
Unfortunately, you're the same person behind the DragonKilla program and have a habit of working on stuff later. So this feature probably won't be added anytime soon.
 
Luckily, the break statement can be used for placeholders: 
 
is_available = True # Green flag
 
while is_available == True:
    print("Welcome to Great Stay Hotel!")
	user_input = input(Enter 'book' to book a room, or 'view' to 	
	view available rooms: ")
 
    if user_input.lower.() == 'book':
        print("Room booked! Have a Great Stay!")
        is_available = False # Changed to red flag
    elif user_input.lower() == 'view':
        break # Placeholder
    else:
        print("Invalid input. Please try again.")
 
print("Exited the booking system.")
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...And they lived happily ever after. Oh, sorry. Wrong context. Anyway, that's a wrap for Python loops! Look at you, you've made it past half of this book.
 
The next chapter is about data structures. I'm sure you'll get the hang of it easily.

Chapter 6: 
Lists, Dictionaries and Other DIVINE Containers
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The good ol' book box. It's time to bring that back again.
 
Think about it. At this point, it's basically just a huge collection of books under a variable named "book_box". In Python, variables who store more than one object are known as built-in data structures.
 
There are four types: lists, tuples, dictionaries and sets. I'm listing (LIST- get it?) out the difference between the four in a table, because I get bored with long paragraphs.
 
	Data Structure	Features	Secret to Its Creation
	Lists	- Ordered
- Can be changed anytime
- Allows duplicates
- Accessed by index (explained later)
	Square brackets []
e.g. ["bob","jim"]

	Tuples	- Ordered
- Cannot be changed
- Allows duplicates
- Accessed by index
	Normal brackets ()
e.g. ("bob","jim")

	Dictionaries	- Ordered
- Can be changed anytime
- No duplicates for keys, allows duplicates for values
- Accessed by keys, which is chosen by the programmer
	Curly brackets {}
Follow "key:value" pair
e.g. {1: "bob", 2: "jim"}

	Sets	- Unordered 
- Able to be changed anytime
- No duplicates
- No index ('cause it's unordered)
	Curly brackets {}
e.g. {"bob","jim"}


 
Oh my stars. This is a lot to take in. That was my first thought too, but trust me - you'll get the hang of it!
Indexes
 
I'm a big fan of lists.
 
I'll be using a familiar list for this section. Here it is:
 
my_book_list = ["The Book Thief", "A Tale of Two Cities", "The 
Hunger Games"]
 
In this book list, each book has a different index. An index means the position of the book within your list.
 
Python starts counting from 0, so-
 
	Index 0 would be: "The Book Thief"

	Index 1 would be: "A Tale of Two Cities"

	Index 2 would be: "The Hunger Games"

 
The code for accessing “The Hunger Games” would be:
 
# Accessing a book from the list
print(my_book_list[2])
 
"The Hunger Games"
Some Functions
 
Well, I have told you about data structures, but not actually how to edit them and stuff. My mistake. 
 
These functions don't apply to every data structure, though- what works for a set might not work for a list.
 
We'll start with the functions that turns other data structures into a specific one:
	list();

	tuple(); and 

	set().

 
I'm sure this is self-explanatory. Here's an example code:
 
my_set = {"fire", "water", "wind", "earth"}
 
# Converting from set to tuple
my_tuple = tuple(my_set)
 
print(my_tuple)
 
('earth', 'fire', 'water', 'wind')
 
The set has turned into a tuple, using the tuple() function. The content inside is randomised and out of order, since it was a set before the transformation.
 
Next, we're tackling the functions that let you edit content! The following functions won't apply to tuples, because they don't support operations that, well, change what's inside.
 
P.S. Don't ask me how to differentiate these functions. Maybe that's good for me, since you'll have to reopen this guide for reference and re-laugh at my jokes. There's, like, a bajillion of these, so we'll thank Sir Python for that. 
 
	append(item) - Adds an item to the end of a list. Sets and dictionaries do not support this.

	insert(index, item) - Adds an item to a specified index position.

	add(item) - Adds an item to a set. Since sets are unordered, it doesn't specify where the item is added to.

	update({key: value}) - Adds or updates a "key:value" pair in a dictionary

	dict[key] = value - Adds or updates a "key:value" pair in a dictionary

	remove(item) - Removes an item, duh

	pop(item) - Removes and returns an item, or the value of a key when used in a dictionary

 
Here are some examples for each one, starting with append(), which adds a single element to the end of a list:
 
my_list = ["fire","water","wind","earth"]
print(my_list)
 
# Using append()
my_list.append("light")
print(my_list)
 
['fire', 'water', 'wind', 'earth']
['fire', 'water', 'wind', 'earth', 'light']
 
Next is insert(), for positions you may want to specify. It's the same concept as cutting a lunch line at school, but everyone else seems to be okay with it:
 
my_list = ["fire","water","wind","earth"]
print(my_list)
 
# Using insert()
my_list.insert(2, "light")
print(my_list)
 
['fire', 'water', 'wind', 'earth']
['fire', 'water', 'light', 'wind', 'earth']
 
After that, it's the add() function. This is basically like the append() function, but for sets. Sets are unordered, so append() doesn't work for sets (it specifically adds to the end)
 
I don't really know when sets are used, honestly. Hmm, I guess you could say "eliminating duplicates", but I think lists have far more uses. I'm biased, I know.
 
my_set = {"fire","water","wind","earth"}
print(my_set)
 
# Using add()
my_set.add("light")
print(my_set)
 
{'water', 'earth', 'fire', 'wind'}
{'water', 'light', 'earth', 'fire', 'wind'}
 
For dictionaries, we use the update() function. It actually has two uses- one to add a new key:value pair, or to update an existing one.
 
my_dict = {1:"fire",2:"water",3:"wind",4:"earth"}
print(my_dict)
 
# Using update()
my_dict.update({5:"light"})
print(my_dict)
 
{1: 'fire', 2: 'water', 3: 'wind', 4: 'earth'}
{1: 'fire', 2: 'water', 3: 'wind', 4: 'earth', 5: 'light'}
 
There's an an alternate code to this function, and that would be:
 
my_dict = {1:"fire",2:"water",3:"wind",4:"earth"}
print(my_dict)
 
# Alternate code
my_dict[5] = "light"
print(my_dict)
 
{1: 'fire', 2: 'water', 3: 'wind', 4: 'earth'}
{1: 'fire', 2: 'water', 3: 'wind', 4: 'earth', 5: 'light'}
 
Next is remove(). Python will raise an error if you try to remove an item that doesn't exist. This goes for both lists and sets:
 
my_list = ["fire","water","wind","earth"]
print(my_list)
 
# Using remove()
my_list.remove("fire")
print(my_list)
 
['fire', 'water', 'wind', 'earth']
['water', 'wind', 'earth']
 
Similar to remove() would be the pop() function, which removes and returns the chosen element:
 
my_list = ["fire","water","wind","earth"]
print(my_list)
 
print("")
 
# Using pop()
print(my_list.pop())
print(my_list)
 
['fire', 'water', 'wind', 'earth']
 
earth
['fire', 'water', 'wind']
 
Finally, we'll look at miscellaneous (but still important) functions:
 
	len(object) - Returns the length of a data structure.

	index(item) - Returns the index of an element. Dictionaries and sets do not support this.

	sort(object) - Sorts out items in alphabetical order (for strings), or ascending order (for integers). Only lists support this.

	reverse(object) - Sorts out items in reverse order. Only lists support this.

 
The len() function is easy to use. Here's a recap:
 
my_list = ["fire","water","earth"]
 
# Using len()
print(len(my_list))
 
3
 
Next in line is the index() function. This returns the index of a specific element. This is good news for tuples- it's one function they support!
 
my_tuple = ("fire", "water", "earth")
 
# Using index()
print(my_tuple.index("water"))
 
1
 
For all you neat freaks out there, you can use sort() to, well, sort out your lists. It gets sorted in alphabetical order for string elements, and ascending order for integers. 
 
my_list = ["fire","water","earth"]
 
# Using sort()
my_list.sort()
 
print(my_list)
 
['earth', 'fire', 'water']
 
The code for reverse() is a copied and pasted version of this code. I suffer from sheer laziness, so I'm going to let you figure that out.
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We're done with the main functions used in conjunction with data structures! Yes, I said main. You don't need to infer the meaning from that sentence.
 
The next chapter is going to be about subprograms. It's whole lot longer, so buckle up. We may encounter something familiar, as well...
 

Chapter 7: 
Subprograms (Code in Code)
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Pythonpolis. A bustling city full of the brightest, most ambitious Python programmers. 
 
Kids go to school to learn about the importance of Python in their day-to-day lives. For you, life couldn't get any better. You've just finished writing a guidebook to Python (wink, wink), and after pitching it off to a publisher, you're waiting for big bucks to roll in. 
 
And then life hits you with a dragon. 
 
To pick up where we left off from our DragonKilla program earlier -
 
print("Welcome to DragonKilla! Your mission is to kill the 
dragon of evil and save your city. Do you accept the challenge? 
Enter 'yes', 'train skills', or 'no'.")
 
choice_user = input("Enter here: ")
 
# Nested if statements
if choice_user.lower() == "yes":
    print("Great! Let's begin.")
elif choice_user.lower() == "train skills":
    skill_choice_user = input("Let's prepare. Sword or spells?: 
	")
 
    if skill_choice_user.lower() == "sword":
        print("You gain combat skills by training!")
    elif skill_choice_user.lower() == "spells":
        print("You enhance your magic through studying spells!")
    else:
        print("Bye!")
else:
    print("You big coward.")
 
Not gonna lie, it looks messy. That's why Python's got subprograms!
 
Subprograms are blocks of code that have a specific task to carry out. They're useful if you want to avoid writing code that does the same thing over and over.
 
Sometimes, the words subprogram and function are used interchangeably. Here's the difference: subprograms are user-written, whereas functions are built-in in Python. I'll be referring to the former in this chapter, so I hope that clears up some confusion.
 
Anyway, following code is an example of a basic subprogram:
 
# Defining the subprogram
def colour_subprogram(user_colour):
    print("Cool. I like " + user_colour + " too.")
  
user_colour = input("Yo, what's your favourite colour?: ")
 
# Calling the subprogram + passing an argument
colour_subprogram(user_colour) 
 
Firstly, to create a subprogram, you'll need to use the def statement. It's short for "define". In this code, it defines the subprogram colour_subprogram().
 
Inside the subprogram, the variable "user_colour" is printed. "user_colour" itself is passed through the subprogram within its brackets. 
 
When you pass information into a subprogram, it's called an argument. The variable "user_colour" is an example of one.
 
Finally, in the last line, the subprogram is called. In coding, ‘calling’ lets your computer know that it should run the code. To call a subprogram, you just have to type the name and parentheses (brackets), and any arguments you need.
 
The result:
 
Yo, what's your favourite colour?: red
Cool. I like red too.
 
Note: Python reads from top to bottom. So, you should define your subprogram at the lines above the code you use to call it.
 
Plus, it's cleaner this way.
 
Also, you might want to have a main subprogram that joins the other subprograms together. Let's clean up our DragonKilla program with this idea:
 
def skill_train():
    skill_choice_user = input("Let's prepare. Sword or spells?: 
	")
 
    if skill_choice_user.lower() == "sword":
       print("You gain combat skills with your training!")
    elif skill_choice_user.lower() == "spells":
       print("You enhance your magic through studying spells!")
    else:
       print("Bye!")
 
def main():
    print("Welcome to DragonKilla! Your mission is to kill the 
	dragon of evil and save your city. Do you accept the 
	challenge? Enter 'yes', 'train skills', or 'no'.")
 
    choice_user = input("Enter here: ")
 
    if choice_user.lower() == "yes":
        print("Great! Let's begin.")
    elif choice_user.lower() == "train skills":
        skill_train() # Calling a separate subprogram
    else:
        print("You big coward.")
 
main() # Calling the main subprogram
Arguments
 
Now, I'll go a little in detail about arguments!
 
To start, they're bits of information that get passed into a subprogram when called.
 
One subprogram cannot access a value created in another subprogram. They are called sub-programs - smaller programs written in a larger program. You'll need to get permission to access these values through arguments.
 
A subprogram needs to be called with the same argument number. For example, if your subprogram expects 3 arguments, you'll have to call it with 3 arguments:
 
def colour_subprogram(colour_1, colour_2, colour_3):
    print("Cool. I like " + colour_1 + ", " + colour_2 + ", and 
	" + colour_3 + ", too!") 
 
colour_1 = input("Yo, what's your favourite colour?: ")
colour_2 = input("Second favourite?: ")
colour_3 = input("And third?: ")
 
# Passing 3 arguments
colour_subprogram(colour_1, colour_2, colour_3) 
 
Yo, what's your favourite colour?: red
Second favourite?: green
And third?: blue
Cool. I like red, green, and blue, too!
 
To make things complicated, there are even types of arguments. The examples from earlier? Those are called positional arguments.
 
Keyword arguments mean arguments with the "key:value" format. In this situation, the sequence of arguments don't matter. Here's an example:
 
def colour_subprogram(colour_1, colour_2, colour_3):
    print("I like " + colour_1 + ", " + colour_2 + ", and " + 
	colour_3 + "!") 
 
# Passing 3 keyword arguments
colour_subprogram(colour_2 = "green", colour_3 = "blue", 
colour_1 = "red") 
 
I like red, green, and blue!
 
You can even send data structures as arguments:
 
def colour_subprogram(colour_list): 
    print("I like " + colour_list[0] + ", " + colour_list[1] + 
	", and " + colour_list[2] + "!") 
 
colour_list = ["red", "green", "blue"]
 
# Passing colour_list
colour_subprogram(colour_list) 
 
I like red, green, and blue!
 
How many times have I said the word "arguments" in this chapter? Look back and take a shot each time I do.
Returning Values
 
Let's talk about the return statement.
 
This statement allows subprograms to share information with other parts of the program. When a variable is created in a subprogram, Python doesn't recognise it as a global variable, unless the return statement is used.
 
Sheesh. Talk about gatekeeping.
 
Anyway, here's an example of said statement in a basic addition program:
def add_numbers(num_1, num_2):
	print(f"{num_1} plus {num_2} equals...")
	result = num_1 + num_2
	return result
 
# Calling the function and using the returned value
result = add_numbers(1, 3)
print(result)
 
4
 
return is used at the end of a subprogram.
 
To returning more than one value, combine them into a tuple:
 
def generate_numbers():
    num_1 = random.randint(1, 10)
    num_2 = random.randint(1, 10)
    print(f"{num_1} plus {num_2} equals...")
    number_tuple = (num_1, num_2)
    return number_tuple
 
# Calling the function and using the returned tuple
number_tuple = generate_numbers()
result = number_tuple[0] + number_tuple[1]
print(result)
 
9 plus 8 equals...
17
 
This program generates two random numbers, combines them into a tuple, and does the addition outside of the subprogram.
 
Hold on. Generating random numbers???
 
Oh, right. I haven't covered modules yet.
 
￼[image: Dingbat Diamonds Dingbat Diamonds] 
In the next chapter, we'll take a look at Python's most used modules. Module. That's a weird word. You don't see that very often in writing.
 
 
 
 
 
 

Chapter 8: 
Built-in Cheat Codes (Modules)
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So. Modules. 
 
Have you ever felt like procrastinating one day, and put your homework aside? Definitely. Who hasn't? I'll do it tomorrow, you think to yourself. 
 
Tomorrow comes. You still don't feel like doing your homework. Thankfully, you've found a shortcut- you call up your amazing, friendly friend to get help. He or she sends you a screenshot of their answers, and you're already copying them down to save time.
 
Lazy bum. 
 
Okay, for that matter, copying homework might not be the best thing to do. Seasoned programmers encourage using modules, though. What are they? 
 
Well, modules are files containing ready-to-use Python code that can be implemented to your programs. As you may tell, this saves hours of repetitive code. 
 
You can implement a module by using the import statement at the very top of your code. Check it out! Suppose you have a separate program called mood_uplifter.py, with the very intention of lifting people's moods:
 
# mood_uplifter
def message(name):
	print(name + " you're amazing, man")
 
In another program, we can import this code by using the import statement:
 
# Importing the module called mood_uplifter
import mood_uplifter
 
# Prints out the message
mood_uplifter.message("Gaylord")
 
Gaylord, you're amazing, man
 
This is cool, but we're still technically writing everything on our own. In the following sub-chapters, we'll look at Python's built-in modules: two, to be exact!
The Random Module
 
I shall start with a fun fact: computers can't do random stuff. 
 
Think about it - when you code, you're basically just telling your computer what to do by writing instructions in Pythonese. That's all they do. Follow rules. They're predictable. 
 
Most "random" numbers are generated by using mind-shattering math formulas and algorithms to make them look random. That's good enough for programmers, since "Pseudo-Random Module" doesn't really have a nice ring to it.
 
Anyway, with that knowledge in mind, let's get started!
 
The Random Module exists to spice programs up: heads-or-tails, number-guessing games, you know the sort.
 
Here are some functions that come with this module:
 
	randint(x, y) - Generates a random whole number between number x and number y. Inclusive (x and y may also be chosen)

	random() - Generates a random float (decimal) number from 0.0 to 1.0

	randrange(start, stop, step) - Generates a random number within the range

	choice(object) - Chooses a random item from a data structure

 
For starters, you'll want to have import random right off the bat of your program:
 
import random
 
Next, we'll run through each function:
 
import random
 
# Random float number between 0 and 1
print(f"Random float: {random.random()}")
 
# Random whole number between 1 and 10
print(f"Random whole number: {random.randint(1, 10)}")
 
# Random whole number between 5 and 15, in increments of 3 
(possible values: 5, 8, 11 and 14) 
print(f"Random number within range: {random.randrange(5, 15, 
3)}")
 
# Random value from a list
dessert = random.choice(["pie","cookie","brownie"])
 
print(f"Random dessert: {dessert}")
 
Random float: 0.9793799964263256
Random whole number: 7
Random number within range: 5
Random dessert: brownie
 
And you've reached the finish line! We still have one more module to cover. Hint: It's about math.
The Math Module
 
I've covered a little about Python Math in my Operators chapter, but you can't really find, say, square roots of a number that way.
 
Thankfully, the Python built-in Math Module gives access to an even broader range of math formulas. (Did I sound geeky saying that? Totally.)
 
As always, here are some commonly used functions:
 
	math.sqrt(x) - Returns the square root of x

	math.pow(x, y) - Returns x to the the power of y 

	math.ceil(x) - Rounds x up to the nearest integer

	math.floor(x) - Rounds x down to the nearest integer

	math.pi() - Returns the pi number in 15 decimal places

 
First things first - import math at the top of the program, followed by examples of each function:
 
import math
 
# Square root of a number
square_root = math.sqrt(9)
print(square_root) 
 
3.0
 
# Power of a number
power_result = math.pow(5, 2)
print(power_result) 
 
25.0
 
# Round a number up and down an integer
rounded_up = math.ceil(2.6)
rounded_down = math.floor(2.6)
print(f"Rounded up: {rounded_up} \nRounded down: 
{rounded_down}")
 
Rounded up: 3 
Rounded down: 2
 
# Return a mathematical constant
pi_num = math.pi
print(pi_num)
 
3.141592653589793
 
I don't really know why the pi one is considered "commonly used". I just put it in there to lengthen this chapter, because... wouldn't you like to know a little bit more about stuff.
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Okay, I take it back. The next one wasn't fun to write. It's about Python OOP, and it sucks.
 
...
 
Actually, I'm not going talk about it at all. My hatred for OOP is immeasurable.  
 
It's called Object-Oriented Programming for the peeps curious enough. Trust me, it's not fun. OOP isn't shits and giggles. It's just shit. 

Chapter 9: 
OOP? More Like P-OOP 
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Oh, boy.
 
Okay, my conscience says that I can't just skip over this chapter. I guess I'll give you a general rundown of things, and see if you'll hate OOP too by the end of this chapter.
 
Thanks, me.
 
Python Object-Oriented Programming is  to put it bluntly, a waste of your time a programming style that fits variables into "classes".
 
You might be wondering why I'm bashing OOP so much. To make it up to you, I guess I'll tell you some of its benefits as I narrate. Balanced, as everything should be.
 
So for Python OOP you’ll need two programs: a main program to run your code, and another one that has all your data.
 
Enter gramma. She's a century old, so she's witnessed some terrifying events, such as World War II and 9/11 and the discovery of Python OOP. Let’s write a code that says her age this year and her age next year. 
 
Yippee! +100 on the Fun Scale. I’ll be naming my two programs main.py and aging.py. 
 
FANCY WORD APPROACHING...
 
First, we initialise the variables we need in aging.py. Ho ho ho. 
Initialisation
class Aging_Class:
    def __init__(self,name,ID,age):
        self.name = name
        self.ID = ID
        self.age = age
 
    def age_next_year(self):
        self.age += 1
 
If you're still OK with OOP by this point, seek help. May you receive a helping hand from some proficient  programmer in Pythonpolis. I'm not exaggerating. 
 
Sigh... Let's go over this line by line.
 
In line 1, we initialise the class Aging_Class. A class is like this overarching subprogram - call it Big Brother, the Capitol, or whatever. They might be evil, but they're arguably organised.
 
You may have noticed that this class is quite similar to a module, meaning you can reuse code and reduce code duplication.  
 
Yeah, that's the main redeeming factor of OOP. Yahoo! Another +100 on the Fun Scale.
 
The __init__ method is declared within the class and is used to initialise attributes, which in this case are name, ID, and age.
 
Right, attributes. Guess what? They're literally variables. Variables and attributes mean the same thing. There's nothing else to it. 
 
It's as if one day, Mr OOP woke up and decided to make up ANOTHER word to describe variables.
 
The self keyword allows constructed variables to have its own data. Think of the self keyword like it’s a boss. You know, employees need their boss’s permission to do anything. More on constructing later.
 
In line 7, we create age_next_year. This subprogram allows gramma’s age to increase.
 
After this, we import the class in main.py:
 
from aging import Aging_Class
 
Next, we learn how to construct variables in main.py. A round of applause, everyone.
Construction
 
In the same program:
from aging import Aging_Class
 
next_year = False
family_member_1 = Aging_Class("gramma","001",100)
 
In line 3, family_member_1 is a variable constructed from the class Aging_Class. 
 
The fixed name, ID, and age are gramma, 001, and 100 respectively. We'd need the self keyword to enter this data.
 
Now, we use normal programming to complete the code. Thank the Python lord.
 
from aging import Aging_Class
 
next_year = False
family_member_1 = Aging_Class("gramma","001",100)
 
sentence_1 = family_member_1.name + " " + "is" + " " + 
str(family_member_1.age) + " " + "this year"
 
# Increases the age by 1
next_year = True
 
family_member_1.age_next_year()
sentence_2 = "she" + " " + "will be" + " " + 
str(family_member_1.age) + " " + "next year"
 
print(sentence_1)
print(sentence_2)
 
gramma is 100 this year
she will be 101 next year
 
￼[image: Dingbat Diamonds Dingbat Diamonds]
We did it, folks. OOP, simplified. Hopefully you've got the gist of it by now. 
 
Let's hope you don't make a mistake while using this - with so many subprograms in your code, it'd take forever to debug. 
 
If you're a sucker for neat code, though - go right ahead.

The Epic Epilogue
Woah, what did I just read? The Epilogue???
 
Calm down, reader. You've just been on a Python adventure, learning about:
 
	Variables,

	data types, 

	basic functions,

	operators,

	if/elif/else statements,

	for/while loops,

	data structures,

	subprograms,

	modules,

	and OOP.

 
Yeah, I totally checked with my checklist.
 
You probably didn't read this all in one sitting, but if you did (*salutes*), it would've taken around half an hour. Hm. That's not too shabby!
 
Well, I don't know what else to add. I could be obnoxious and add a Reviews page. You know, like:

I'm crying. This book has just changed my life. 10/10. Highly recommended. I can now code my first name printing program. Oh, bless my heart. - Dickensen Dahlia ⭐⭐⭐⭐⭐
 
WORK OF ART. - The Daily Python
 
OR, to make things worse, I could slam it onto the back of the cover, replacing the synopsis, so people have no idea what this book is about! (Grinds my gears when publishers do this)
 
I'm a number one bestselling author now. No, seriously, why does every book author have that title?
 
Okay, I'm joking. Some publisher out there is probably going to sue me. I'm not sure if that works - I don't study law.
 
I'll shut up now.
 
I'm going to be serious this time, though. I hope you liked the guide. I tried my best to make a manual entertaining. If you didn't, well, that sucks. This book isn't made for everyone, I guess.
 
Now, if you'll excuse me, I'll go ahead and check for typos. 
 
Godspeed on your Python journey!
 
 
￼[image: Dingbat Diamonds Dingbat Diamonds]

About the Author
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Daphne Forde - A kid who enjoys reading, baking mug cakes, cooking scrambled eggs for breakfast, playing Rocket Queen on bass, flexing biceps at the gym, and buying Chobani yoghurt at Woolie's (she's been to Australia twice).
 
For some reason, she only eats her tomatoes sliced, and prefers orange pyjamas over other colours. Like many others, she's not too fond of socialising/PR/public speaking/crowded areas, and worst of all, icebreakers. Dun dun dun.
 
Uh, she hasn't received awards for anything. This is her first book. She's avoiding the word debut because she's not promising any future books.
She's also aware that this is in third-person. Apparently, that's the way it is for an "About the Author" page.

Check out her website4 if you have time. Tell her what you thought of the book! She'd be thrilled. 
 
Thanks. Have a nice day.
[image: PHOTO-2025-05-21-19-51-45.jpg][image: So, you're a noob to python.… So, you're a noob to python.

Or, you're anything beyond that, wanting to see if I've got my facts correct.

Fear not, people.

This book covers nine simple Python concepts with easy-to-understand code, as well as a heavy dose of sarcasm and humour. You don't find that very often in most manuals, do you? 
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1 This is either the name of a water god in Chinese mythology, or some type of edible sea snail 

2 Blog post here!

3 The full program can be found on my Github!

4 https://wenyi.dev
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