Year A KS2



O Appropriate O O Blog < ,O
When using online A, LEGI:'-"EF"&' UF:‘EItEd E-EI;:;?:F or content online
e such blogg website or web page, upsetting, rude
or sharo | ﬁ“ fi I;:.i typically one run by unkind or makes someane
ng an indrnadual or small faal unsafe or concermed.
1mpnrtar1t that users group, that 15 wnttén in an
behave appropriately. informal or conversational
ntermet
LEEE'S mul‘d b'E t|'|.lﬂ"'|"|.|I| 5I:'!I"IE A g|.|:|.|:|3| computer
respactful, kind, sesk any network providing a
permissions and report variety of information and
H‘I'y’ﬂ'l[l'lﬂ mwﬁﬂl Personal Information communication facilities,
uncomfortable with, Thiz Is Infarmation that is consisting of

O Fassword

A secret word, phrase or
cambination of letters,
numbers and symbols

that must be used to gamn
admission to a site or
apphcatan such as a

website.
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Computing Vocabulary Unit: 3.2 Online safety

personal to someona. For interconnected networks
example, their favourite and computers.
food, their name and age.

Fermission
When someona shares or

O Reputable source

SOUTCRS are mmﬂn‘rtunlm.
known places or sites that it's important that
have accurate information. permission is given if it
For example, well known balongs to someansa alse
e Sllag or or has information about
encyclopaedias. them.

Inappropriate O O Verrfy O O

O Hehable Source

O

AnirnTtaﬁ-:-n -:-fsumewng
that appears to look
Ganuine.

When seeking content
online, it is important that a
user varifies the
information. They can do
this by checking other
sources and looking for
signs that may indicate
Inaccuracy in the
information.

O . O

#lats:;mr: iﬂdsrsl 'ﬂ.l':':'r' ':'I t'l-;h" A personal website or
wall-raasoned datails social media accourt
I
based on valid evidenca. where a person regularly

O posts short videos.
Website

A set of related web
pages located under a
single name.
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Computing Vocabulary - Unit: 5.6 3D modelling

O » O0 » OO0 4w O

Something that has only Something that has three The action or process of
two dimensions; height dimensions; height, width making a physical
and width. and depth. object from a three-

dimensional digital

O O model, typically by
CAD - Computer aided Design Brief laying down m‘g'm;"r thm
layers of a material in

Design A document for a design .
A CAD computer project, defining the core succession.

program or app allows details, including the goal
you to design a 3D object and strategy.
or environment in 2D and Net

visualise it in 3D on the O O What a 3D shape
screen from many angles. Points would look like if it was

The points on a 3D net unfolded and opened

O O which create the corners out flat.
Pattern Fill of the 3D shape.
A tool where you can add O

a customised repeating Template
pattern to the surface of Something that serves
the net. as a model for others to

copy and edit.
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Computing Vocabulary - Unit: 3.4 Touch typing

O

Cx)wrw should | have a good posture at theO

Posture
The correct way to sit at the computer. computer?
A good posture is important to help
O Keys you avoid any injuries that come from

Buttons that are pressed on a computer

repeatedly using the computer incorrectly.

keyboard or typewriter. These can be

described by their position; bottom row, O O
Why should | type certain keys with

top row and home row (middle row).

O

certain fingers?

Using specific fingers for specific keys

Space bar )
The bar at the bottom of the keyboard. allows you to type more quickly.
O Typing

The action or skill of writing something by

means of a typewriter or in this case a
computer.
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Computing Vocabulary - Unit: 4.6 Animation

Key Vocabulary

O Animation O O FPS (Frames Per O O Frame O

The process of adding
movement to still objects.

Onion Skinning
A process where the
shadow image of the
previous frame is present
to help you line up the
objects of the animation
correctly.

Second)
The number of frames
played per second.

Q Pause O
To temporarily stop the

animation.

A single image in an
animation.

O Stop motion O

A technique whereby
the camera is repeatedly
stopped and started, for

example to give
animated figures the
impression of
movement.
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Computing Vocabulary - Unit: 6.4 Blogging

O iwe O O see OO s O

The act of In this case, where A regularly update
acknowledging older blog or viog website or web page,
something is posts are stored. typically one run by an

individual or small
group, that is written

O O in an informal or
Collaborate conversational style.
O O Work jointly on an
Blog post activity or project. O O
A pilece of writing or .
= J Commenting

other item of content

published on a blog. O O To express an opinion
or reaction in speech
Vlog

A personal website or or writing.
social media account
where a person
regularly posts short
videos.

appropriate.
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Computing Vocabulary - Unit: 4.7 Effective searching

O swcaven (O O Reliabilit O
Presenting opposing points of view fairly Y

and without bias. The degree to which the result of
something can be depended on to be

accurate.
O Easter eggs
An unexpected or undocumented featuD
in a piece of computer software or on O O
DVD, included as a joke or a bonus. Results page
Where the answers to a search are

O Internet O displayed.
A d

global computer network providing

| Aiskew, Leeming Bar

variety of information and communication O
facilities. .
O Search engine
A program that searches for and identifies
Key words items in a database. Used ially f
A word or a group of words an Internet : EmS n E dldbase. LIse E:Sp_ECIE y ror
user uses to perform a search in a search finding sites on the World Wide Web.

engine.



O Advance mode O

A mode of 2Calculate in
which the cells have
references and can
include formulae.

Data
A collection of
information, especially

facts or numbers,

obtained by observation,
questions or
measurement to be

analysed and used to help

decision-making.

O Less Than O

This symbol shows that a

number to the left of it has

less value than one to the
right.
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Computing Vocabulary - Unit: 3.3 Spreadsheets

Q Bar graph Q
chart that uses bars to

show quantities or
numbers, so they can be
easily compared.

O Cell Address O

Every cell has an
address. This can be
found by reading the

column letter then row
number.

Columns
red, vertical
reference points for the
cells in a spreadsheet.

Q More Than Q
is symbol shows that a

number to the left of it has
greater value than one to
the right.

Key Vocabulary

O-..0

This symbol shows that
numbers or number
sentences either side are
equal in value.

Rows
Numerical, horizontal
reference points for the
cells in a spreadsheet.

O More than, Less than &
Equal Tool

This highlights either
more than (=), less than
(<) or equals (=) symbols
according to which
numbers are either side
of it.

O Pie Chart O

A circular chart divided
into segments which
each represent a part of
the total amount

O Spreadsheet O

A computer program that
represents information in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the
values in other cells.

Quiz Tool O

This can be used after the
equals sign or instead of a
number in a calculation. If
you input the correct
answer it will disappear.

0..0

An organised display of
inforrmation laid out in
rows and columns.

Qs O

Clicking on this in a cell
will increase or decrease
the value in the cell to the
right by 1.
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Computing Vocabulary - Unit: 4.3 Spreadsheets

O..0

A collection of
information, especially
facts or numbers,
obtained by observation,
guestions or
measurement to be
analysed and used to
help decision-making.

Format Cell
The way that data is
displayed in a cell. For
example using units such
asforS.

Percentage
per’ ‘cent’ means
number of parts per
hundred.

Key Vocabulary

O Decimal place O

The position of a digit to
the right of a decimal
point. In 2Calculate, the
number of decimal
places to be displayed
can be chosen.

O Formula Wizard O

Use the formula wizard
or type into the formula
bar to create a formula in
a cell, this will calculate
the value for the cells
based upon the value of
other cells in the
spreadsheet.

O Equals tool O

Tests whether the
entered calculation in the
cells to the left of the
tool has the correct
answer in the cell to the
right of the tool.

O Line graph O

A line graph is used to
display information which
can change over time. For
example, temperature at
different times of the day.

O Random Number Tool O

This tool, when clicked,
will generate a random
number.

0..0

When placed in the
spreadsheet, chckmg the
tmer adds 1 to the value

of the cell to its right

every second until it is
clicked again.

O Spin Tool O

This tool changes a
number to the right of it
by one each time an
arrow is pressed.

O Place value O

This is the value of each
digit within a numbser,
For example 354, the 3
= 3 hundreds, the 5 =5

toens and the 2 = 2 gnes.



Q.. O

Boxes running
horizontally in a
spreadsheet.

Q-0
A collection o

information, especially
facts or numbers,
obtained by observation,
questions or
measurement to be
analysed and used to
help decision-making.

O Advance mode O

A mode of 2Calculate in
which the cells have
references and can

include formulae.
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Computing Vocabulary - Unit: 5.3 Spreadsheets

O Sprcadshccto

A computer program that
represents data in cells in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the
values in other cells.

Format
The way that text looks.
Formatting cells is helpful
for interpreting a cell’s
contents for example you
might want to format a
cell to show a fraction
e.g. 4 ¥z or include units
suchas £orS.

Key Vocabulary

O Columns O OFormuIa Wizard O

Boxes running vertically
in a spreadsheet.

Formula
A group of letters,
numbers, or other
symbols which
represents a scientific or
mathematical rule. The
plural of formula is
formulae.

O Formula Bar O

An area of the
spreadsheet into which
formulae can be entered
using the “=' sign to open

the fomula.

The wizard guides you in
creating a variety of
formulae for a cell such
as calculations, totals,
averages, minimum and
maximum for the
selected cells.

O Totalling tool O

Adds up the value of
every cell above it, next to
it or diagonal to it
according to which total
tool is selected.

‘How Many? Tool
Counts how many of a
variable there are in a

spreadsheet.

Variable
Used in computing to
keep track of things that
can change while a
program is running.



O...O

Horizontal, numbered
reference points for the
cells in a spreadsheet.

O..0O

A collection of
information, especially
facts or numbers,
obtained by observation,
questions or
measurement to be
analysed and used to
help decision-making.

o Move cell tool O

Allows selected cells to
be draggable.
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Computing Vocabulary - Unit: 6.3 Spreadsheets

O Spreadsheet O

A computer program that
represents data in cells in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the

values in other cells.

O Prubabilit\.ro

The extent to which an
event is likely to occur,
measured by the ratio of
the favourable cases to
the whole number of
cases possible.

Key Vocabulary
O Cnlumnso

Vertical, lettered reference
points for the cells in a
spreadsheet.

which the cells have
references and can
include formulae.

O Formula O OcOunt (How Many) Tool

A group of letters,
numbers, or other symbols
which represents a
scientific or mathematical
rule. The plural of formula
is formulae.

Counts how many of a
variable there arein a
spreadsheet.

The way that text looks.
Formatting cells is
helpful for interpreting a
cell's contents for

Oﬁtduance mode O

A mode of 2Calculate in

O O....O

O Format Cell O

O:..O

Money that is eamed in
trade or business after
paying the costs of
producing and selling
goods and services.

example you might want

to format a cell to show a
fraction e.g. 4 Y2 or

include un'rtsgsud'l asf£or

Budgeto O Chart O

arnount of money A diagram that
available to spend on a represents data. Charts
project.

include graphs and
other diagrams such as
pie charts or flowcharts.

Simulates the roll of a o Expense O

die to a random number A cost associated with a
between 1 and 6 when project.
yvou click on it.

O Formula Bar O O Formula Wizard O

An area of the Helps a user create
spreadsheet into which formulas which perform
formulae can be entered calculations on selected
using the =" sign to

cells. For example,
open the fomula.

adding, multiplying,
average, total.
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Computing Vocabulary - Unit: 4.7 Effective searching

O Balanced View O

Presenting opposing points of view fairly
and without bias.

O O

Internet
A global computer network providing a
variety of information and communication
facilities.

Key Vocabulary

O O O O

Easter eggs
An unexpected or undocumented feature
in a piece of computer software or on a
DVD, included as a joke or a bonus.

Reliability
The degree to which the result of
something can be depended on to be
accurate.

O O O O

Key words
A word or a group of words an Internet
user uses to perform a search in a search
engine.

O O

Search engine
A program that searches for and identifies
items in a database. Used especially for
finding sites on the World Wide Web.

Results page
Where the answers to a search are
displayed.
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Computing Vocabulary - Unit: 3.1 Coding Part 1

Key Vocabulary
O Action O O Alert O O Aldgorithhm O

Thec"::: tgir?:#.ects This is a type of output. R eI e
Q oy It shows a pop-up of of iNnstructionNns used to

Programime o do so. text on the screen. sol_'-...-'e a Drﬂb|_Er'T"| or

For example, mowe or achiewve an objective.

change a property.

Background O Bug O O Button O
O A problernm

Im 2Code the in a computer

background is an image program that stops it r'e; tﬁ:?::li?; Ezﬁ‘:t;r:.:t ’
in the design that does working the way it was Po g
not change. designed. on.
O Click Event O O Code O O Collision Detection Event O
An event that is triggered Writing the code for a The event I'II?";tWD objects
when the user clicks on computer program. coliding.

an object.

O O Debug/Debugging O
Command

A si le i " e . Fixing code that has errors
El}nﬂ Eu{tr:ag; rl_:g '?:;n = so that the code will run the
- prog : way it was designed to.
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Computing Vocabulary - Unit: 3.1 Coding Part 2 B o ot e o

O .. OO0 i OO, i OHF

S GDOLNTENRCS That CaUSES: & diagr hi
bk of Elllﬁl'h-hll'll'l.'l'h: rnnre:elrzl'lg: :-T;rqnzl-f"}:hm mlmm
gt Could b the result of
e SCTion Such s he e - b O
Eereetairigg & loby [achon oy L b na __"hh_'_
ar dicking or swiping the hi":l'!'l-ﬂl:l'l-r it hee \ Ind'“.l bt
soreen (~hen Clicked, m the the timer code running
when Swiped), n 2Code, TG, #L wnd thee et thmae & nans
it enasnit OOMmaTsanads: S and g ey 1 secorud
used i Frests Biocks of the
averis happsan. Dhject Predict h-
H:.r-hlmlﬂ Lkl wour undersianding
O can be given nstructions o S el B wwhat wrill
g to move o chsnge in o the oF
COmMmands will be & consequencs of
are part athar SCATHE W (CHonk. In something.
commands. These 2Code Gibbon, thess O
coamemancs onlly run wihean inchuds cHareciar rbe
e ouber command nuns. mmm 21T g
food, shape, number. Input CHcking the Pl bulion o
mnd Inball - el Hhe COMmDURET
______ O O nespond to the coga.
FWH‘HM Bomeat o O
sire of 8N object Esch Thit crvmmnand e b L Y
cidect s proper ties such 0o rmelea & block of N 20ocke, this & the:
et thes Irmeges, scale and COMTERCHE PUR i el combingtion of the
position of the abject. rumber of imes or fonewer. background and objects in
& Pt
O SeqLesnos OO S O O — O
wW'hiem a oomenurhear T run the code and U=zp thes coommara o mun
FNIgraETy NAnS Commeands Mwm‘tﬂ a blodk of commands
imn order. ity whene thene rmight after @ imed delany oo o
e B i e Ot resguiiar entervals.
O I urtle CEbyect O
A, type of olject In 2Cods
that rmenees by coding
angies of rotation and

ke e B Fracree,
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Key Vocabulary

Computing Vocabulary - Unit: 4.1 Coding Part 1

O ... OO O O .iwim O

The way that objects . Alert A precise, step-by-step set
change when This is a type of output. It of instructions used to solve
programmed to do so. For shows a pop up of text on a problem or achieve an
the screen. objective.

example, move or change

a property. O
O Button O O Code blocks O

O Background A type of object that A way to write code using
In 2Code the background responds to being clicked blocks which each have an
is an image in the design on. object or an action. Each

that does not change. group of blocks will run
when a specific condition is

O O O Debug/Debugging O met or when an event

Command Fixing code that has occurs.
A single instruction in errors so e thﬁf el
2Code. will run the way it was O Design O
designed to. In coding, this is a plan for
the program showing the
O Execute O visual look of the user

interface (the screen) with
the objects. The algorithm
can be represented as part
of the design, showing
actions and events.

This is the proper word for
when you run the code.
We say, ‘the program (or
code) executes.’
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Computing Vocabulary - Unit: 4.1 Coding Part 2

Key Vocabulary

O..0

An occurrence that causes
a block of code to be run.
The event could be the
result of user action such
as the user pressing a key
(when Key) or clicking or
swiping the screen (when
Clicked, when Swiped). In
2Coade, the event
commands are used ta
create blocks of code that
are run when events
happan.

o O

Mest
When coding commands
ara put inside other
commands. Thase
commands only run when
the outer command runs.

Implement
When a design is turned
inta a pragram using
coding.

: Repeat until O

In 2Code this command will
repeat a block of commands
until a condition is meat.

O..00

A diagram that uses
specifically shaped, labelled
boxes and arrows to
represent an algorithm as a
diagram.

O'Itn'EISE' State menfo

A condibonal command.
This tests a statement. If
the condition is true, then
the commands inside the “if
block’ will be run. if the
condition is not met, then
the commands inside the
‘else block’ are run.

O ..O

Items in a program that can

be given instructions to

move ar change in some
way (action). In 2Code
Gibbon, these include

character, turtle, button,
vehicle, animal, food,

shape, number, input and

label.

Pradict O

Use your understanding of
a stuation to say what will
happen in the future or will
be a consequence of
samething.

O

If' Statement O

A computer uses an IF
statement to decide which
bit of code to run. IF a
condition is trua, then the
commands inside the block
will be run.

Input
Information goirg into the
computer. This could be the
user mowving or cdicking the
mouse, or the user entering
characters on the keyboard.
On tablets there are other
forms such as finger
swipes, touch gestures and
tithng the dewice.

O Prompt O

A question or request
asked in coding to obtain
infarmation from the user

in arder to select which

code to run.
Repeat
This command can be used
to make a block of

commands run a set
number of times or forever.

O . O

Clicking the Play button to
make the computer
respond to the codea.
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Key Vocabulary

Computing Vocabulary - Unit: 4.1 Coding Part 3

O o= O O

These determine the look
and size of an object. Each

objpect has properties such
as the image, scale and

position of the object.

O Timer O

In coding, use a timer
cammand to run a block of

commands after a timed
delay or at regular intervals.

Selection
Selection 1s a decision
command. VWhen
selection 1s used, a
program will choose
which bit of code to run

O O

depending on a condition.

Sequence O

This is when a computer

program runs commands
i arder.

O Variable O

A named area in computer
memary. A vanable has a
name and a value. The

program can change this
variable value. Vanables are

used in programming to

keep track of things that
can change while a
Program 15 running.



Ewert
&ni ocourrence that causes
a biock of code ta be run.
The ewent could be the
result of user action such
3= the uzer pressing a key
iwhen Key| or dicking or
swiping the sonsen (when
Clicked, when Swiped) ar
when objects imberact
fcollision). In 2ode, the

ry - Unit:

Fumctian
& block or sequence
code that you can acoess
wihen you need it 5o vou
don't have to rewrite the
code repeatesdhy. Instesd,
vou simphy ‘call’ the
functom each time you
wart it

Coding Part 1

Input
information going into the
coamputer. This could be
the user moving or dicking
the mouse, or the user
entenng characters on the
keyboard. On tablets thene
are other farms such a=
finger swipes, touch

nur

pana rr
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ch of

al 'y i

ewent commands ane used
to create blocks of code

items in a program thak
that are run whien eyents

can be given instructions

gesiures and tilting the
O O desice.
=90 T 0

Chutpurt

happen. to mave or change in information that comes out
somie way tactiony. In of the computer eg.
O O ICade Garilla, the object R
Mesting types are bution number, [Tt rv—
When coding commands mput, text. shape turthe,
are put inside other character, ohiect, wehicle, R
commands. These armmail, -
e Thes command can be used
thie cauter comimand runs to make 3 blodk of
Propertics commands run a set

These determane the ook
and sz of an obsect.

numiber of times, wrtl a
comditicn is met or forever.

O Physical System :

Im thees comtext, this is any Each object has
object or situation that can properties such as the e
be analysed and modeled. image, mmle and positon Thi hen ;
For excample modelling the af the object. ' EET— . - '

function of a traffic light,
miadeling friction of crs
mioving down surfaces or
modedling the functions of
a home's security sy stem.

PrOQIAm mins Commands
im ander.
O Selection O
&, ponditional decksion i mplify
command. When selectson
is used. a program wall
choose which bit of code
‘o nun depending on a
condition. n 2Code
selecton is accomplished
using i or ‘iiffelse"
statemierts.

In coding this is used to
diescribe madifiying the
code o complete the
same pracess with kess
lines af code
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Computing Vocabulary - Unit: 5.1 Coding Part 2

Key Vocabulary
O Ahstraction O O Action O O O
A wiay of de-cluttenng

. & lgorithm
The way that ohjects )
and remaving change when A precise =I:|_=|:|-I:r|.r5|:-|:|:--_-.|:t
med to do so. For of instructions used to
unneoessary details to get PO . e i
a program functioning. example, mave or change o biem.

O.... 00 ™ 00 sn objective

The action of linking 3 Debug), Debugging Fixing . Dﬁﬂ“ﬁ;‘f‘l“ﬁzi
mixcture of strings, variabke code that has emrars 5o - ng

values and numbers that the code wall run the dawn a task imta

together in a series. way it was designed. manageable componerts.

This makes coding easier
O O O O a5 the components can
Efficient

Flowchart then be coded separately
in coding, simplified code A diagram that uses ﬂ"lﬂ':l:n brought back
runs faster and uses kess specifically shaped, together in the program.
processing memody, it is labelled boxes and armows

zaid 1o be mare efficient. to represent an algorithm O Ti O O O
5 3 cegram. il

Variabie
Use thes command ta run A named area in computer memony. A varablke has 2 name
a block of cammiands and a value. The program can change this vanable value.
after a tmed delay or at Varables are used M programming to keep track of things
regular intervals. that can change while a program is running. In 2Code,
variables can be strings. numbers or computer-generated
variables to condrol abjects of a type.



Function

A block or sequence of
code that you can access
when you need it, so you
don’t have to rewrite the
code repeatedly. Instead,

you simply call the function
each time you want it.

O Object O

ltems in a program that can
be given instructions to
move or change in some
way (action). In 2Code
Gorilla, the object types are
button number, input, text,
shape turtle, character,
object, vehicle, animal.

Q Procedure Q
n independent code

module that fulfils a task

and is referenced within a
larger body of code. In

2Code a procedure might
be coded as a function.

Computing Vocabulary - Unit: 6.1 Coding

o
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0...0

Information going into the
computer. This could be the
user moving or clicking the
mouse, or the user entering
characters on the keyboard.
On tablets there are other
forms such as finger swipes,
touch gestures and tilting
the device. In 2Code the
commands prompt for
input and get input are
used to prompt the user to
enter typed input and then
use this input.

O Properties O

These determine the look

and size of an object. Each

object has properties such
as the image, scale and
position of the object.

Key Yocabulary

Launch Command
This command will open
another Purple Mash file or
an external website that
you specify when it is
called.

Output

Information that comes out
of the computer e.g. sound.

prompt, alert or print to
screen.

O Predict O

Use your understanding of
a situation to say what will
happen in the future or will
be a consequence of
something

Repeat
This command can be used
to make a block of

commands run a set number

of times or forever.

Selection
Selection is a decision
command. When selection
is used, a program will
choose which bit of code to
run depending on a
condition. In 2Code
selection is accomplished
using ‘if or ‘iffelse’
statements.

0.0

In 2Code, this is a way to

organise a program into

separate pages (tabs) of
code.

Simulation
A model that represents a
real or imaginary situation.
Simulations can be used to
explore options and to test
predictions.

Timer
Use this command to run a
block of commands after a
timed delay or at regular
intervals.

O Repeat Until O

In 2Code this command will
repeat a block of commands
until a condition is met.

VariableQ
A named area in computer

memory. A variable has a
name and a value. The
program can change this
variable value. Variables are
used in programming to
keep track of things that
can change while a program
is running.
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Computing Vocabulary - Unit: 4.2 Online safety part 1

O AdFly m Attachment O O Citation O
A Making reference to the

An online advertising file, which could be a

marketplace that allows piece of work or a original source of a
publishers to monetize picture, that is sent with piece of information
their website traffic by an email. quotation or image.

placing advertisements

on their site. O O O O
Cookies Copyright

O O A small amount of data When the rights to
Collaborate generated by a website something belong to a
To work jointly on an and saved by a web specific person.
activity or project. browser. Its purpose is to

remember information

O about the user. O o O
Digital footprint Fhlshlng )

i i Practice of sending

The information about a : :
Malware email pretending to be

person that exists on

the Internet as a result S_c:ftwa e th_at 1S frnm_ rep_rutable
of their online activity. s_[::ne«:lﬁ::alh‘»r designed tp companies in |_::rder to
disrupt, damage, or gain persuade individuals to
unauthorised access to a reveal personal
computer system. information, such as

passwords and credit
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Computing Vocabuihry - Unit: 4.2 Online safety part 2

O Plagiarism O

Taking someone else's
work or ideas and

passing them off as O Ransomware O

one's own. A type of mglicinus SMART rules
software designed to J e T e e e
block accesstoa around the word SMART
Spam computer system until designed to help you stay
Messages sent over the S LS safe when online. SMART
Internet, typically to many paid. represents the words Safe,
users, for the purposes of Meet, Accept, Reliable, Tell.
advertising, phishing or
spreading malware. Virus
A piece of code which can Watermark
copy itself and typically Watermarks are used
has a damaging effect on mainly on images or
the device, such as videos to show who the
corrupting the system or

content belongs to.
destroying data.
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Computing Vocabulary - Unit: 3.6 Branching databases

Binary Tree
Another name for a
branching database.

Database
A collection of data
organised in such a way
that it can be searched,
and information found
easily. Database usually
refers to data stored on
computers.

O Branching database O

Used to classify groups
of objects. It is used to
help identify the objects
by answering questions
with either ‘yes’ or 'no’.
Branching databases can
also be called binary
trees.

O .. O

A collection of
information, especially
facts or numbers,
obtained by observation,
questions or
measurement to be
analysed and used to
help decision-making.

O Debugging O

The process of identifying
and removing errors from
computer hardware or
software.



[ | Aiskew, Leeming Bar

Computing Vocabulary - Unit: 4.4 Writing for different audiences

O Campaign O O Opinion O

An organised course of action to achieve a A view or judgment someone forms about
goal. something, not always based on fact.
O Format O O Reporter O
The way in which something is arranged A person who reports news or conducts
or set out. interviews for the press or broadcasting
media.

O Font O O Viewpoint O

A set of type which shows words and The wav somesne sees or thinks about
numbers in a particular style and size. way someone sees or thl “
something.

O Genre O

The style or category type of a piece of art,
music or writing.
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Computing Vocabulary - Unit: 6.7 Quizzing

Clone O Audience O

To make a complete copy of something. People who watch a performance or use

/\\ ;kew l_eem ng F“dr“

L 3

O

d resource.
Cloze O
A test in which words are removed from
a text and replaced with spaces. The Audio

learner has to fill each space with the :
correct word(s). Sound (especially when recorded).

Preview O Case-Sensitive O

To see what something (or part of Differentiating between capital and
something) looks like before committing lower-case letters

to it being the final version.

O qui O

An activity in which participants answer
questions and receive a score dependent
upon correct answers.

O O
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Computing Vdéabulary - Unit: 3.7 Simulation

O Analysis O O Simulation O O Evaluation O

A detailed examination of A program that models a To judge the value,
something. real-life situation. They let condition or effectiveness
you try things out that would of something.

be too difficult or dangerous

O O to do in real life. O O

Modelling Decision
The act of representing The act or result of making
something, often on a smaller a choice after careful

scale. thought.



O Advance mode O

A mode of 2Calculate in
which the cells have
references and can
include formulae.

Data
A collection of
information, especially

facts or numbers,

obtained by observation,
questions or
measurement to be

analysed and used to help

decision-making.

O Less Than O

This symbol shows that a

number to the left of it has

less value than one to the
right.
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Computing Vocabulary - Unit: 3.3 Spreadsheets

Q Bar graph Q
chart that uses bars to

show quantities or
numbers, so they can be
easily compared.

O Cell Address O

Every cell has an
address. This can be
found by reading the

column letter then row
number.

Columns
red, vertical
reference points for the
cells in a spreadsheet.

Q More Than Q
is symbol shows that a

number to the left of it has
greater value than one to
the right.

Key Vocabulary

O-..0

This symbol shows that
numbers or number
sentences either side are
equal in value.

Rows
Numerical, horizontal
reference points for the
cells in a spreadsheet.

O More than, Less than &
Equal Tool

This highlights either
more than (=), less than
(<) or equals (=) symbols
according to which
numbers are either side
of it.

O Pie Chart O

A circular chart divided
into segments which
each represent a part of
the total amount

O Spreadsheet O

A computer program that
represents information in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the
values in other cells.

Quiz Tool O

This can be used after the
equals sign or instead of a
number in a calculation. If
you input the correct
answer it will disappear.

0..0

An organised display of
inforrmation laid out in
rows and columns.

Qs O

Clicking on this in a cell
will increase or decrease
the value in the cell to the
right by 1.
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Computing Vocabulary - Unit: 4.3 Spreadsheets

O..0

A collection of
information, especially
facts or numbers,
obtained by observation,
guestions or
measurement to be
analysed and used to
help decision-making.

Format Cell
The way that data is
displayed in a cell. For
example using units such
asforS.

Percentage
per’ ‘cent’ means
number of parts per
hundred.

Key Vocabulary

O Decimal place O

The position of a digit to
the right of a decimal
point. In 2Calculate, the
number of decimal
places to be displayed
can be chosen.

O Formula Wizard O

Use the formula wizard
or type into the formula
bar to create a formula in
a cell, this will calculate
the value for the cells
based upon the value of
other cells in the
spreadsheet.

O Equals tool O

Tests whether the
entered calculation in the
cells to the left of the
tool has the correct
answer in the cell to the
right of the tool.

O Line graph O

A line graph is used to
display information which
can change over time. For
example, temperature at
different times of the day.

O Random Number Tool O

This tool, when clicked,
will generate a random
number.

0..0

When placed in the
spreadsheet, chckmg the
tmer adds 1 to the value

of the cell to its right

every second until it is
clicked again.

O Spin Tool O

This tool changes a
number to the right of it
by one each time an
arrow is pressed.

O Place value O

This is the value of each
digit within a numbser,
For example 354, the 3
= 3 hundreds, the 5 =5

toens and the 2 = 2 gnes.



Q.. O

Boxes running
horizontally in a
spreadsheet.

Q-0
A collection o

information, especially
facts or numbers,
obtained by observation,
questions or
measurement to be
analysed and used to
help decision-making.

O Advance mode O

A mode of 2Calculate in
which the cells have
references and can

include formulae.
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Computing Vocabulary - Unit: 5.3 Spreadsheets

O Sprcadshccto

A computer program that
represents data in cells in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the
values in other cells.

Format
The way that text looks.
Formatting cells is helpful
for interpreting a cell’s
contents for example you
might want to format a
cell to show a fraction
e.g. 4 ¥z or include units
suchas £orS.

Key Vocabulary

O Columns O OFormuIa Wizard O

Boxes running vertically
in a spreadsheet.

Formula
A group of letters,
numbers, or other
symbols which
represents a scientific or
mathematical rule. The
plural of formula is
formulae.

O Formula Bar O

An area of the
spreadsheet into which
formulae can be entered
using the “=' sign to open

the fomula.

The wizard guides you in
creating a variety of
formulae for a cell such
as calculations, totals,
averages, minimum and
maximum for the
selected cells.

O Totalling tool O

Adds up the value of
every cell above it, next to
it or diagonal to it
according to which total
tool is selected.

‘How Many? Tool
Counts how many of a
variable there are in a

spreadsheet.

Variable
Used in computing to
keep track of things that
can change while a
program is running.



O...O

Horizontal, numbered
reference points for the
cells in a spreadsheet.

O..0O

A collection of
information, especially
facts or numbers,
obtained by observation,
questions or
measurement to be
analysed and used to
help decision-making.

o Move cell tool O

Allows selected cells to
be draggable.

@ | Aiskew, Leeming Bar

Computing Vocabulary - Unit: 6.3 Spreadsheets

O Spreadsheet O

A computer program that
represents data in cells in
a grid of rows and
columns. Any cell in the
grid may contain either
data or a formula that
describes the value to be
inserted based on the

values in other cells.

O Prubabilit\.ro

The extent to which an
event is likely to occur,
measured by the ratio of
the favourable cases to
the whole number of
cases possible.

Key Vocabulary
O Cnlumnso

Vertical, lettered reference
points for the cells in a
spreadsheet.

which the cells have
references and can
include formulae.

O Formula O OcOunt (How Many) Tool

A group of letters,
numbers, or other symbols
which represents a
scientific or mathematical
rule. The plural of formula
is formulae.

Counts how many of a
variable there arein a
spreadsheet.

The way that text looks.
Formatting cells is
helpful for interpreting a
cell's contents for

Oﬁtduance mode O

A mode of 2Calculate in

O O....O

O Format Cell O

O:..O

Money that is eamed in
trade or business after
paying the costs of
producing and selling
goods and services.

example you might want

to format a cell to show a
fraction e.g. 4 Y2 or

include un'rtsgsud'l asf£or

Budgeto O Chart O

arnount of money A diagram that
available to spend on a represents data. Charts
project.

include graphs and
other diagrams such as
pie charts or flowcharts.

Simulates the roll of a o Expense O

die to a random number A cost associated with a
between 1 and 6 when project.
yvou click on it.

O Formula Bar O O Formula Wizard O

An area of the Helps a user create
spreadsheet into which formulas which perform
formulae can be entered calculations on selected
using the =" sign to

cells. For example,
open the fomula.

adding, multiplying,
average, total.
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Computing Vocabulary - Unit: 3.1 Coding Part 1

Key Vocabulary
O Action O O Alert O O Aldgorithhm O

Thec"::: tgir?:#.ects This is a type of output. R eI e
Q oy It shows a pop-up of of iNnstructionNns used to

Programime o do so. text on the screen. sol_'-...-'e a Drﬂb|_Er'T"| or

For example, mowe or achiewve an objective.

change a property.

Background O Bug O O Button O
O A problernm

Im 2Code the in a computer

background is an image program that stops it r'e; tﬁ:?::li?; Ezﬁ‘:t;r:.:t ’
in the design that does working the way it was Po g
not change. designed. on.
O Click Event O O Code O O Collision Detection Event O
An event that is triggered Writing the code for a The event I'II?";tWD objects
when the user clicks on computer program. coliding.

an object.

O O Debug/Debugging O
Command

A si le i " e . Fixing code that has errors
El}nﬂ Eu{tr:ag; rl_:g '?:;n = so that the code will run the
- prog : way it was designed to.
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O .. OO0 i OO, i OHF

S GDOLNTENRCS That CaUSES: & diagr hi
bk of Elllﬁl'h-hll'll'l.'l'h: rnnre:elrzl'lg: :-T;rqnzl-f"}:hm mlmm
gt Could b the result of
e SCTion Such s he e - b O
Eereetairigg & loby [achon oy L b na __"hh_'_
ar dicking or swiping the hi":l'!'l-ﬂl:l'l-r it hee \ Ind'“.l bt
soreen (~hen Clicked, m the the timer code running
when Swiped), n 2Code, TG, #L wnd thee et thmae & nans
it enasnit OOMmaTsanads: S and g ey 1 secorud
used i Frests Biocks of the
averis happsan. Dhject Predict h-
H:.r-hlmlﬂ Lkl wour undersianding
O can be given nstructions o S el B wwhat wrill
g to move o chsnge in o the oF
COmMmands will be & consequencs of
are part athar SCATHE W (CHonk. In something.
commands. These 2Code Gibbon, thess O
coamemancs onlly run wihean inchuds cHareciar rbe
e ouber command nuns. mmm 21T g
food, shape, number. Input CHcking the Pl bulion o
mnd Inball - el Hhe COMmDURET
______ O O nespond to the coga.
FWH‘HM Bomeat o O
sire of 8N object Esch Thit crvmmnand e b L Y
cidect s proper ties such 0o rmelea & block of N 20ocke, this & the:
et thes Irmeges, scale and COMTERCHE PUR i el combingtion of the
position of the abject. rumber of imes or fonewer. background and objects in
& Pt
O SeqLesnos OO S O O — O
wW'hiem a oomenurhear T run the code and U=zp thes coommara o mun
FNIgraETy NAnS Commeands Mwm‘tﬂ a blodk of commands
imn order. ity whene thene rmight after @ imed delany oo o
e B i e Ot resguiiar entervals.
O I urtle CEbyect O
A, type of olject In 2Cods
that rmenees by coding
angies of rotation and

ke e B Fracree,
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Key Vocabulary

Computing Vocabulary - Unit: 4.1 Coding Part 1

O ... OO O O .iwim O

The way that objects . Alert A precise, step-by-step set
change when This is a type of output. It of instructions used to solve
programmed to do so. For shows a pop up of text on a problem or achieve an
the screen. objective.

example, move or change

a property. O
O Button O O Code blocks O

O Background A type of object that A way to write code using
In 2Code the background responds to being clicked blocks which each have an
is an image in the design on. object or an action. Each

that does not change. group of blocks will run
when a specific condition is

O O O Debug/Debugging O met or when an event

Command Fixing code that has occurs.
A single instruction in errors so e thﬁf el
2Code. will run the way it was O Design O
designed to. In coding, this is a plan for
the program showing the
O Execute O visual look of the user

interface (the screen) with
the objects. The algorithm
can be represented as part
of the design, showing
actions and events.

This is the proper word for
when you run the code.
We say, ‘the program (or
code) executes.’



/\lskevv_,

Leeming Bar

3

Computing Vocabulary - Unit: 4.1 Coding Part 2

Key Vocabulary

O..0

An occurrence that causes
a block of code to be run.
The event could be the
result of user action such
as the user pressing a key
(when Key) or clicking or
swiping the screen (when
Clicked, when Swiped). In
2Coade, the event
commands are used ta
create blocks of code that
are run when events
happan.

o O

Mest
When coding commands
ara put inside other
commands. Thase
commands only run when
the outer command runs.

Implement
When a design is turned
inta a pragram using
coding.

: Repeat until O

In 2Code this command will
repeat a block of commands
until a condition is meat.

O..00

A diagram that uses
specifically shaped, labelled
boxes and arrows to
represent an algorithm as a
diagram.

O'Itn'EISE' State menfo

A condibonal command.
This tests a statement. If
the condition is true, then
the commands inside the “if
block’ will be run. if the
condition is not met, then
the commands inside the
‘else block’ are run.

O ..O

Items in a program that can

be given instructions to

move ar change in some
way (action). In 2Code
Gibbon, these include

character, turtle, button,
vehicle, animal, food,

shape, number, input and

label.

Pradict O

Use your understanding of
a stuation to say what will
happen in the future or will
be a consequence of
samething.

O

If' Statement O

A computer uses an IF
statement to decide which
bit of code to run. IF a
condition is trua, then the
commands inside the block
will be run.

Input
Information goirg into the
computer. This could be the
user mowving or cdicking the
mouse, or the user entering
characters on the keyboard.
On tablets there are other
forms such as finger
swipes, touch gestures and
tithng the dewice.

O Prompt O

A question or request
asked in coding to obtain
infarmation from the user

in arder to select which

code to run.
Repeat
This command can be used
to make a block of

commands run a set
number of times or forever.

O . O

Clicking the Play button to
make the computer
respond to the codea.
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Key Vocabulary

Computing Vocabulary - Unit: 4.1 Coding Part 3

O o= O O

These determine the look
and size of an object. Each

objpect has properties such
as the image, scale and

position of the object.

O Timer O

In coding, use a timer
cammand to run a block of

commands after a timed
delay or at regular intervals.

Selection
Selection 1s a decision
command. VWhen
selection 1s used, a
program will choose
which bit of code to run

O O

depending on a condition.

Sequence O

This is when a computer

program runs commands
i arder.

O Variable O

A named area in computer
memary. A vanable has a
name and a value. The

program can change this
variable value. Vanables are

used in programming to

keep track of things that
can change while a
Program 15 running.



Ewert
&ni ocourrence that causes
a biock of code ta be run.
The ewent could be the
result of user action such
3= the uzer pressing a key
iwhen Key| or dicking or
swiping the sonsen (when
Clicked, when Swiped) ar
when objects imberact
fcollision). In 2ode, the

ry - Unit:

Fumctian
& block or sequence
code that you can acoess
wihen you need it 5o vou
don't have to rewrite the
code repeatesdhy. Instesd,
vou simphy ‘call’ the
functom each time you
wart it

Coding Part 1

Input
information going into the
coamputer. This could be
the user moving or dicking
the mouse, or the user
entenng characters on the
keyboard. On tablets thene
are other farms such a=
finger swipes, touch

nur

pana rr

Aliskew, Leeming Bar

ch of

al 'y i

ewent commands ane used
to create blocks of code

items in a program thak
that are run whien eyents

can be given instructions

gesiures and tilting the
O O desice.
=90 T 0

Chutpurt

happen. to mave or change in information that comes out
somie way tactiony. In of the computer eg.
O O ICade Garilla, the object R
Mesting types are bution number, [Tt rv—
When coding commands mput, text. shape turthe,
are put inside other character, ohiect, wehicle, R
commands. These armmail, -
e Thes command can be used
thie cauter comimand runs to make 3 blodk of
Propertics commands run a set

These determane the ook
and sz of an obsect.

numiber of times, wrtl a
comditicn is met or forever.

O Physical System :

Im thees comtext, this is any Each object has
object or situation that can properties such as the e
be analysed and modeled. image, mmle and positon Thi hen ;
For excample modelling the af the object. ' EET— . - '

function of a traffic light,
miadeling friction of crs
mioving down surfaces or
modedling the functions of
a home's security sy stem.

PrOQIAm mins Commands
im ander.
O Selection O
&, ponditional decksion i mplify
command. When selectson
is used. a program wall
choose which bit of code
‘o nun depending on a
condition. n 2Code
selecton is accomplished
using i or ‘iiffelse"
statemierts.

In coding this is used to
diescribe madifiying the
code o complete the
same pracess with kess
lines af code
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Computing Vocabulary - Unit: 5.1 Coding Part 2

Key Vocabulary
O Ahstraction O O Action O O O
A wiay of de-cluttenng

. & lgorithm
The way that ohjects )
and remaving change when A precise =I:|_=|:|-I:r|.r5|:-|:|:--_-.|:t
med to do so. For of instructions used to
unneoessary details to get PO . e i
a program functioning. example, mave or change o biem.

O.... 00 ™ 00 sn objective

The action of linking 3 Debug), Debugging Fixing . Dﬁﬂ“ﬁ;‘f‘l“ﬁzi
mixcture of strings, variabke code that has emrars 5o - ng

values and numbers that the code wall run the dawn a task imta

together in a series. way it was designed. manageable componerts.

This makes coding easier
O O O O a5 the components can
Efficient

Flowchart then be coded separately
in coding, simplified code A diagram that uses ﬂ"lﬂ':l:n brought back
runs faster and uses kess specifically shaped, together in the program.
processing memody, it is labelled boxes and armows

zaid 1o be mare efficient. to represent an algorithm O Ti O O O
5 3 cegram. il

Variabie
Use thes command ta run A named area in computer memony. A varablke has 2 name
a block of cammiands and a value. The program can change this vanable value.
after a tmed delay or at Varables are used M programming to keep track of things
regular intervals. that can change while a program is running. In 2Code,
variables can be strings. numbers or computer-generated
variables to condrol abjects of a type.



Function

A block or sequence of
code that you can access
when you need it, so you
don’t have to rewrite the
code repeatedly. Instead,

you simply call the function
each time you want it.

O Object O

ltems in a program that can
be given instructions to
move or change in some
way (action). In 2Code
Gorilla, the object types are
button number, input, text,
shape turtle, character,
object, vehicle, animal.

Q Procedure Q
n independent code

module that fulfils a task

and is referenced within a
larger body of code. In

2Code a procedure might
be coded as a function.

Computing Vocabulary - Unit: 6.1 Coding

o
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0...0

Information going into the
computer. This could be the
user moving or clicking the
mouse, or the user entering
characters on the keyboard.
On tablets there are other
forms such as finger swipes,
touch gestures and tilting
the device. In 2Code the
commands prompt for
input and get input are
used to prompt the user to
enter typed input and then
use this input.

O Properties O

These determine the look

and size of an object. Each

object has properties such
as the image, scale and
position of the object.

Key Yocabulary

Launch Command
This command will open
another Purple Mash file or
an external website that
you specify when it is
called.

Output

Information that comes out
of the computer e.g. sound.

prompt, alert or print to
screen.

O Predict O

Use your understanding of
a situation to say what will
happen in the future or will
be a consequence of
something

Repeat
This command can be used
to make a block of

commands run a set number

of times or forever.

Selection
Selection is a decision
command. When selection
is used, a program will
choose which bit of code to
run depending on a
condition. In 2Code
selection is accomplished
using ‘if or ‘iffelse’
statements.

0.0

In 2Code, this is a way to

organise a program into

separate pages (tabs) of
code.

Simulation
A model that represents a
real or imaginary situation.
Simulations can be used to
explore options and to test
predictions.

Timer
Use this command to run a
block of commands after a
timed delay or at regular
intervals.

O Repeat Until O

In 2Code this command will
repeat a block of commands
until a condition is met.

VariableQ
A named area in computer

memory. A variable has a
name and a value. The
program can change this
variable value. Variables are
used in programming to
keep track of things that
can change while a program
is running.
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