
Lesson 2: Smart TV & Projector Takeover (Phase 2) 

Paragraph 1: A Normal Day… Until It’s Not (Variable Name) 

Noah was in the middle of coding exercises when the classroom’s smartboard flickered. The 
teacher had just opened a lesson file, but instead of displaying the slides, the screen played a 
random video. At first, everyone thought it was a mistake—until students in other classrooms 
started reporting the same issue. Across the school, projectors and TVs turned on by 
themselves, playing static, outdated announcements, and even meme videos. Confusion turned 
into laughter in some classrooms, while in others, teachers scrambled to shut the systems 
down. Noah’s first thought? Someone must have messed up a variable name. 

A variable name is the unique identifier used in programming to store and reference data. If a 
programmer accidentally reuses or misspells a variable name, the program can pull the wrong 
information. For example, if a system was supposed to display lessonSlides but mistakenly 
referenced lessonVideos, it could explain why the wrong files were playing. But as Noah 
observed the growing chaos, he had a feeling this was no simple naming mistake—this was 
intentional. 

Paragraph 2: Widespread Chaos (Variable) 

Noah barely had time to process what was happening before more reports flooded in. Every 
classroom seemed to be affected. Some screens played old school announcements on repeat, 
while others flashed random images and glitched-out text. A few teachers managed to turn their 
projectors off, only for them to turn back on moments later. The principal’s voice crackled 
through the intercom, calling for IT support immediately. 

Noah frowned. This wasn’t just a system error—this was deliberate. His first thought was that a 
variable had been misused. In programming, a variable is a container that stores a value, like a 
name, number, or string of text, that can change throughout a program. If a variable controlling 
what appears on the school’s screens had been altered, it could explain why projectors and TVs 
were pulling up incorrect content. 

But there was one problem. A mistake like that wouldn’t happen everywhere at once. If this was 
a single variable error, it would only affect certain classrooms. Instead, the entire school’s 
system was being manipulated at the same time. Someone had full control. 

Paragraph 3: A Mysterious Image Appears (Image Label) 

As Noah scanned the room, he noticed something strange—the smartboard in the back of the 
classroom wasn’t playing a video like the others. Instead, it displayed a distorted, glitched-out 
image, like a corrupted file trying to load. At first, students laughed, thinking it was a prank, but 
Noah felt uneasy. He had seen something like this before—when a program calls the wrong 
image file. 

In coding, an image label is a name assigned to an image in a program so the system knows 
which one to display. If the wrong label is used, a different image—or no image at all—will 









appear instead. That’s what seemed to be happening here. Instead of pulling up normal slides 
or videos, the system was calling corrupted or random images stored in its database. 

Noah glanced at his teacher, who was frantically pressing buttons on the remote, trying to 
regain control. It wasn’t working. That meant whoever had done this had overridden the 
commands entirely. Someone wasn’t just messing with variables anymore—they were 
manipulating the system’s display settings directly. 

Paragraph 4: Looking for the Source (Dot Notation) 

Noah pulled out his laptop and started scanning the school’s network for any unusual activity. If 
this was just a technical glitch, the system logs would show a clear error. But deep down, he 
already knew—this wasn’t a mistake. Someone had deliberately changed how the school’s 
screens were pulling data. 

One clue stood out. The way the screens were displaying content reminded him of dot notation. 
In programming, dot notation is used to access specific properties of an object, like an image, a 
function, or a stored file. For example, a properly written command like screen.display = 
lessonSlides would tell the system to show a presentation. But if someone overwrote that 
command with dot notation, it could be redirected to pull something else entirely—like meme 
videos, corrupted images, or old announcements. 

Noah’s suspicion deepened. Whoever had done this knew exactly what they were doing. They 
weren’t just playing around—they were testing how much control they could take. 

Paragraph 5: The Unexpected Messages (Argument) 

Noah barely had time to process what was happening before the classroom phone rang. His 
teacher picked it up, listened for a moment, then turned to him. 

"Noah, they need you in the office—now." 

Noah grabbed his laptop and hurried down the hallway, passing classrooms where teachers 
were still struggling to turn off their projectors. When he arrived at the main office, the principal 
stood near the front desk, looking frustrated. 

"The IT team isn’t responding fast enough. Can you take a look?" the principal asked, motioning 
Noah toward a computer. 

Noah sat down and opened the school’s AV control panel. What he saw made his stomach 
tighten—the system logs contained messages that weren’t supposed to be there. 

Most of the commands looked normal, but some lines had extra arguments attached to them. In 
programming, an argument is a value given to a function to change how it behaves. Arguments 
control what gets displayed, when it appears, and even where files are pulled from. But these 
weren’t standard commands—someone had inserted arguments that forced every screen to 
play unauthorized content. 

Even worse, buried in the logs were eerie, out-of-place phrases like: 
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display.message = "Are you watching, Noah?" 

Noah froze. 

Whoever was doing this knew someone was fixing their work. And now, they were talking to him 
directly. 

Paragraph 6: Another Signature Left Behind (String Variable) 

Noah’s fingers hovered over the keyboard as his mind raced. "Are you watching, Noah?" That 
wasn’t just a random system error. It was a direct message—someone knew he was here. 

Digging deeper, Noah found a string variable buried in the code. In programming, a string 
variable stores text—anything from usernames to hidden messages. When he revealed the 
contents, a simple phrase appeared: 

prankMessage = "Enjoy the show." 

Noah clenched his jaw. This wasn’t a glitch. Someone had planted this on purpose. 

Paragraph 7: The Bigger Picture (String Concatenation) 

By using string concatenation, Noah linked multiple system logs together, revealing a timeline of 
attacks. The first system changes had started weeks ago, long before the bell schedule hack. 
This wasn’t random—it was a plan. 

Paragraph 8: The Calling Card (Indentation) 

The last line of code stood out. The indentation was messy—some lines too far, others 
misaligned. Almost like… it was meant to be noticed. 

And then, at the bottom of the file, Noah found it: 

# Glitch was here 

Noah exhaled. Who was Glitch? And how could he catch them? 

Paragraph 9: Setting the Trap 







Instead of just fixing the system, Noah devised a plan. He would inject his own hidden code—a 
silent tracker that would gather more details on Glitch without them knowing. 

If Glitch wanted to play, Noah would be ready. 

 

This final version includes Noah’s plan to trap Glitch while keeping the suspense high. Let me 
know if this works or if you need any tweaks! 🚀 
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