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FOREWORD

Computer programming can be fun! This book on Visual Basic and .NET Gadgeteer shows how. Aimed at high
school students and first-time programmers, the authors use a combination of hardware and software to make
programming come alive - audibly, visually, and tangibly. Using small hardware components - a standalone
processor, simple sensors and actuators - students build their own little computers in hardware and then program
them to do fun things, such as play music (Chapter 3), blink lights (Chapter 6), or draw pictures (Chapter 10). By
the end of the book, students have learned all the basics of programming: variables, basic data types, arrays,
conditionals, iteration, procedures, and functions. More importantly, they learn a fundamental “computational
thinking” concept - modularity. From the very first exercise, students become engaged through the tactile
experience of assembling hardware components together to build real devices which they program through
standard interfaces, protocols, and built-in libraries. Without a lot of fuss, the authors teach these concepts using
the widely-adopted Visual Studio software development tool, exposing students to a modern programming
environment that supports the engineering cycle of design, build, test, and debug. At the same time, students
naturally assimilate a better understanding of how electronic devices work and how they are made, valuable
skills in our increasingly digital lives.

Jeannette M. Wing
Corporate Vice President, Microsoft Research
15 October 2013
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