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Computing at Grove Road

Introduction
This document outlines Grove Road’s approach to teaching Computing through
thematic learning underpinned by the National Curriculum expectations. It will outline
the key concepts and themes we teach here at Grove Road and how we ensure that
the pupils develop in their understanding of the world around them.

Intent Statement

Our Computing Curriculum aims to give our
pupils the life-skills that will enable them to
embrace and utilise new technology in a
socially responsible and safe way in order to
flourish. We want our pupils to be able to
operate in the 21st century workplace and
be aware of the career opportunities that will
be open to them if they study computing.
Children will become autonomous,
independent users of various computing
technologies, gaining confidence and
enjoyment from their activities. Technology
will support learning across the entire curriculum and ensure that our curriculum is
accessible to every child. Not only do we want them to be digitally literate and
competent end-users of technology but through our computing lessons they will
develop creativity, resilience, problem-solving and critical thinking skills.

At Grove Road, we use the Teach Computing Curriculum scheme of work which was
created by the Raspberry Pi Foundation on behalf of the National Centre for
Computing Education (NCCE). The Teach Computing Curriculum uses the National
Centre for Computing Education’s computing taxonomy to ensure comprehensive
coverage of the subject. It fully meets the requirements of the 2014 Computing
Curriculum and is mapped to the 2014 Computing Programmes of Study. The
scheme continues to evolve and develop in light of new research and technologies.

All learning outcomes can be described through a high-level taxonomy of ten
strands:

● Algorithms — Be able to comprehend, design, create and evaluate
algorithms.

● Computer networks — Understand how networks can be used to retrieve
and share information, and how they come with associated risks.

● Computer systems — Understand what a computer is and how its
constituent parts function together as a whole.

● Creating media — Select and create a range of media including text, images,
sounds, and video.

● Data and information — Understand how data is stored, organised, and
used to represent real-world artefacts and scenarios.
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● Design and development — Understand the activities involved in planning,
creating, and evaluating computing artefacts.

● Effective use of tools — Use software tools to support computing work
● Impact of technology — Understand how individuals, systems, and society

as a whole interact with computer systems.
● Programming — Create software to allow computers to solve problems
● Safety and security — Understand risks when using technology, and how to

protect individuals and systems.

The units for key stages 1 and 2 are based on a spiral curriculum. This means that
each of the themes is revisited regularly (at least once in each year group) and
pupils revisit each theme through a new unit that consolidates and builds on prior
learning within that theme. This style of curriculum design reduces the amount of
knowledge lost through forgetting, as topics are revisited yearly. It also ensures that
connections are made even if different teachers are teaching the units within a
theme in consecutive years.

Physical computing plays an important role in modern pedagogical approaches in
computing, both as a tool to engage pupils and as a strategy to develop pupils’
understanding in more creative ways. Additionally, physical computing supports and
engages a diverse range of pupils in tangible and challenging tasks. The physical
computing units are:

● Year 5 – Selection in physical computing, which uses a Crumble controller.
● Year 6 – Sensing, which uses a micro:bit.

Grove Road Computing is intended to support all pupils. Each lesson is sequenced
so that it builds on the learning from the previous lesson, and where appropriate,
activities are scaffolded so that all pupils can succeed and thrive. Scaffolded
activities provide pupils with extra resources, such as visual prompts, to reach the
same learning goals as the rest of the class. Exploratory tasks foster a deeper
understanding of a concept, encouraging pupils to apply their learning in different
contexts and make connections with other learning experiences.

A high-quality computing education equips pupils to use computational thinking and
creativity to understand and change the world…The core of computing is computer
science, in which pupils are taught the principles of information and computation,
how digital systems work and how to put this knowledge to use through
programming...Computing also ensures that pupils become digitally literate...at a
level suitable for the future workplace and as active participants in a digital world.
(DfE 2013)
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Implementation

Overview of Early Years Coverage:

Children are given a secure grounding in the Prime Areas of learning, ensuring they
have a good foundation on which to build through the specific areas, including
‘Understanding the World’ (Technology).
Understanding of the World is about how children get to know about other people,
the place where they live and about all aspects of the environment. In the Revised
Early Years Foundation Stage, Understanding the World is broken down into three
aspects:

● People and Communities
● The World
● Technology

Each child will come to Grove Road with different experiences of using technology
and we will build on each child’s level of development. Children are encouraged to
explore cause and effect through the use of electronic toys such as torches, remote
controls and moving parts. We provide both Reception and Nursery children with a
variety of resources that they can work with independently or with adult guidance.
Careful questioning allows the children to draw their own conclusions and to move
learning on.

In the Early Years setting, Grove Road utilises Tapestry (www.tapestryjournal.com)
which is an online learning journal that allows us to send regular updates to the
parents with observations on their child. We send photos, a comment on what they
have done and which assessments they have met. Parents are also able to add
comments on what we have added as well as sending in their own observations of
things the children have done at home. It means that we can share observations
regularly with parents which has been really helpful during lockdown. We were also
able to send things like Mother's day songs to the whole class.

We have a variety of hardware available to use in the EY department. Tablets are
used to play simple games to enhance the curriculum and it is expected that most
children will be able to complete a simple program by the end of the Foundation
Stage. There is a PC in each classroom and an interactive whiteboard that the
children have access to. The computers have a mouse and keyboard, exposing the
children to a different way of interacting with the computer.
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Overview of Key Stage 1 Coverage:

National Curriculum Key stage 1
Pupils should be taught to:

● understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and
unambiguous instructions

● create and debug simple programs
● use logical reasoning to predict the behaviour of simple programs
● use technology purposefully to create, organise, store, manipulate and retrieve digital content
● recognise common uses of information technology beyond school
● use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns

about content or contact on the internet or other online technologies.

Year 1 Year 2

Autumn Technology around us
Digital painting

Information technology around us
Digital photography

Spring Moving a robot
Grouping data

Robot algorithms
Pictograms

Summer Digital writing
Programming animations

Making music
Programming quizzes
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Overview of Key Stage 1 and Key Stage 2 Coverage:

National Curriculum Key stage 2
Pupils should be taught to:

● design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by
decomposing them into smaller parts

● use sequence, selection, and repetition in programs; work with variables and various forms of input and output
● use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
● understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the opportunities

they offer for communication and collaboration
● use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
● select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs,

systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
● use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns

about content and contact.

Year 3 Year 4 Year 5 Year 6

Autumn Connecting
computers

Stop-frame animation

The internet
Audio production

Sharing information
Video production

Internet
communication

Webpage creation

Spring Sequencing sounds
Branching databases

Repetition in shapes
Data logging

Selection in physical
computing

Flat-file databases

Variables in games
Introduction to
spreadsheets

Summer Desktop publishing
Events and actions in

programs

Photo editing
Repetition in games

Vector drawing
Selection in quizzes

3D modelling
Sensing
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Planning and Progression in key stages 1 and 2

The planning of computing at Grove Road is similar in style and design as other
foundation subjects where the ten learning strands within a phase are designed to fit
with other curriculum areas. The learning themes are ordered to provide a balance in
each year across all five computing strands.The Challenge Ladder objectives may
span more than one session, however in each session the children are provided with
independent tasks to allow them to demonstrate their learning.
At Grove Road School, Computing is taught through weekly discrete sessions, with
pupils having additional opportunities to embed what they have learnt in other
curriculum contexts, in addition to the ad hoc use of technology to support learning in
other subjects. On-going objectives, often common across a key stage phase, would
be covered and then reinforced, whenever relevant.

Challenge Ladder:

At Grove Road, we have the option to use
Challenge Ladders in our Computing lessons to
structure our learning and thinking and to rehearse
and develop key skills. The Challenge Ladder
embodies the key skills children need to develop in
Computing. It allows children’s learning to be
transferable, successful, in depth and contributes
towards the spiral curriculum. The Challenge Ladder
consists of steps for the children to follow in order to
achieve the skills they are working towards within a
lesson. A Challenge Ladder will include some/all of
the steps below:

● Assess: Form an opinion on something, evaluate.
● Explain: Describe in more detail.
● Compare: Similarity or difference between places.
● Demonstrate: Draw or display your understanding.
● Identify: Locate or find somewhere/something.
● State: Present it clearly in writing

The children will climb these steps throughout one lesson or a unit or sequence of
lessons. Some children will work through these steps independently, whereas others
will use these steps as a scaffold for their learning.

Knowledge Organisers:

When possible and appropriate, Knowledge
Organisers are used as a tool to aid and support
computing teaching. The use of these organisers
help to ensure that the children are clear about the
key skills they will be learning in each topic and
they can refer back to the Knowledge Organiser
during lessons for key vocabulary etc. Pupils build
upon existing skills and make links with previous
learning, the Knowledge Organisers will support
them in achieving this.
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Home Learning:

Grove Road School adopted the use of Google Classroom during the period of
Remote Learning. It was apparent that the use of a remote access application like
Google Classroom was needed and was very quickly used, not only for remote
access, but also for Home Learning. Pupils have continued to use the skills they
have learnt both in school and in lockdown, giving them a sense of ownership and
independence over their remote learning, whilst also allowing parents to supervise
their children accordingly. Using Google Classroom for Home Learning has enabled
teachers to develop new ways of presenting the work by attaching and linking
materials that will support pupils with their tasks. Home learning is a weekly task
based learning exercise which helps to create a familiarity with using the platform.
This means that computing skills are not a barrier to learning and enable pupils to
access all aspects of their Home Learning. With the introduction of Mote
(www.justmote.me) as a verbal feedback tool, teachers have been able to give
detailed and personalised feedback to all pupils’ Home Learning. The use of Google
Classroom for the purposes of Home Learning at Grove Road has had a positive
impact on the whole school community.

E-safety/ Online Safety:

E-safety is integral to all pupils’ learning of computing at Grove Road School. Along
with teachers’ in-class e-safety sessions we have employed the services of
Education Child Protection (www.ecplimited.com) who delivered E-safety sessions to
teachers, pupils and parents across all phases of the school. With the increased use
of electronic devices both in and out of school by all age groups, we felt it imperative
that both pupils and parents were made aware of the latest online safety issues that
confront children today. Please see the links below regarding how to use the internet
safely. School has also uploaded a number of information guides regarding online
activities which may be of use.

https://www.net-aware.org.uk/news/fortnite-all-you-need-know/
http://anti-bullyingalliance.org.uk/
http://www.childnet.com/
http://www.standuptobullying.co.uk/
https://www.internetmatters.org/
http://www.theparentzone.co.uk/school

Learning Environment:

Students have access to and regular use of
iPads, laptops and chromebooks, including
the use of BeeBots and the interactive
whiteboard technologies in every classroom.
Google Classroom is used across the school
and all pupils are encouraged to utilise the
Google suite of applications throughout the
school day and also for Home Learning and
remote access situations. Pupils are able to
access most lessons through Google
Classroom either in school or from home.

7

http://www.ecplimited.com
https://www.net-aware.org.uk/news/fortnite-all-you-need-know/
http://anti-bullyingalliance.org.uk/
http://www.childnet.com/
http://www.standuptobullying.co.uk/
https://www.internetmatters.org/
http://www.theparentzone.co.uk/school


Pupils are encouraged to use technology wherever and whenever possible and
through discussion, partner work and a ‘have a go’ ethos, pupils are able to develop
their computing skills throughout their primary school life.

British Values and PSHE Links:

At Grove Road, we aim to take a holistic approach wherever possible when teaching
British Values. Within Computing, the children will have the opportunity to practise
these skills linked to the core British values. Pupils will: take the views and opinions
of others into account; understand the importance of online safety; make individual
choices when using technology; respect the views of others when collaborating and
understand technology development from other countries and cultures from around
the world. Pupils are able to offer their feedback and opinion on all subjects across
the curriculum using Google forms, their feedback is transparent and open.

Enrichment:

One area in which we can enrich the children’s
understanding of Computing is through the use
of different operating platforms. Pupils have
access to both the Microsoft Office suite of
applications and Google’s suite of applications.
By understanding the differences and
compatibility of these 2 operating systems,
pupils will be able to increase their scope and
use of technology. Other enrichment
opportunities are through the use of bespoke
programming applications such as Scratch and
Snap! and utilising educational applications like Purple Mash and 2Simple.
Enrichment in computing can also be found by using technology in other subjects
across the curriculum.

Links With The Wider Curriculum:

At Grove Road, we are aware that children learn best when they are able to make
links between their learning and also links with real world experiences. Computing is
intrinsically linked to all other aspects of the curriculum, this has been utilised well in
Maths and Science for computational reasons and in other subjects for research and
authoring purposes. There are also opportunities to make links to more creative
subjects such as Art by creating models and backgrounds in stop motion animation.
Grove Road regularly use a variety of cross curricular applications: in Maths we sign
up to and regularly use: www.ttrockstars.com, www.mymaths.co.uk and
www.mathsframe.co.uk; in English we sign up to and regularly use www.spag.com
and Clicker8 www.cricksoft.com. We have also adopted the use of Google Meet and
Screencastify to enable pre-teaching, in-class supplemented teaching and also
intervention, thus allowing pupils to access their learning at their pace both in school
and at home.
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Vocabulary and Resources:

Teachers promote the use of Computing specific
vocabulary to enhance pupils' knowledge and
understanding of the subject. Children have
access to a range of resources to support their
learning and acquisition of knowledge in their
lessons such as Google Classroom, Scratch,
Nessy Fingers and many more. The appropriate
hardware (ASUS laptops, Chromebooks, iPads,
BeeBots and cameras) and software is made
available to pupils to ensure engagement in
computing lessons across the school. For
Computing vocabulary refer to Appendix 1.

Impact

During the children’s learning journey at Grove Road, our intended impact of the
Computing Curriculum is to ensure that:

Computing at Grove Road is there to support a high level of digital literacy in children
so that they are safe, competent and creative users of technology. This is achieved
by building essential understanding and
skills through investigating, selecting and
using a range of applications on different
devices and platforms. At the end of each
year, pupils will have developed a deeper
understanding of their computing skills and
how to use them on a daily basis in and
outside of the school environment. This in
turn will aid Year 6 pupils with their
transition to Tring School especially as the
school uses Google Classroom to enable
their lessons and Home Learning to pupils.
They will also have gained a greater understanding of online safety issues and how
to keep themselves safe online. Pupils will also become productive creators and
designers of technology and be confident in the use of the myriad of applications that
are available to primary school pupils. The primary aim of Computing at Grove Road
School is to develop pupils to become responsible digital citizens.
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Appendix 1:

Computing specific vocabulary and common file types used across all phases.

Term Explanation

Abstraction Removing unnecessary detail or complexity so that we may
concentrate on the important parts. This can help us solve specific
problems.

Algorithm A set of precise, step-by-step instructions to achieve a specific
outcome.

Attribution The act of crediting, usually in writing, the person who created or
owns a digital asset we are using in our work. Attribution is
frequently a condition of using an asset licenced under Creative
Commons.

Avatar An image uses to represent yourself online, usually in an online
game or forum. ‘Avatar’ usually refers to an image that is not an
actual photograph of the user.

Bar chart A graph that uses bars (rectangles) for each item and allows us to
compare the values. .

Base Unit The main part of a personal computer that contains the core
components, into which we connect the mouse, monitor, keyboard
etc.

Big data A general term for the vast amounts of data that can be gathered
from the digital processes that are carried out all of the time.

Blog Short for ‘web-log’ a blog is similar to an online diary in which the
owner can write and share content. Blogs usually allow the readers
to comment on what was shared.

Bluetooth A short-range wireless technology generally used to exchange files
between mobile devices.

Branching
database

A branching tree that is use to classify objects so that an object can
be identified through a series of yes/no questions.

Browser The software used to navigate and search the world wide web, e.g.
Microsoft ® Internet Explorer ® or GoogleTM Chrome.

Byte A unit of digital information. One byte is the amount of memory
required for a single character of text.

(Network) Client A computer on a network that receives various services and
information from a server.

Cloud When a file is stored on a remote computer, or a service is delivered
to our computer from a remote host, we refer to the remote location
as the cloud. The actual location may not be important to us, and
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we use the term ‘the cloud’ to show that the location is somewhere
else, not on the same geographical site.

Computer
processor

The computer processor or CPU (Central Processing Unit) within a
computer carries out the main instructions of a program running.

Computer
Science

The foundations of computing where children learn the principles of
how digital system work, and the key concepts of programming.

Copyright The legal right, given to the creator of a piece of work, which allows
him or her alone to be able to use, reproduce, publish, perform or
distribute the work, usually for a specific number of years.

CPU The Central Processing Unit, as Computer Processor, above.

Creative
Commons

Creative Commons enables the owner/creator of a digital asset (eg
image, sound recording) to share their work under certain copyright
conditions, so that others may benefit. Such conditions usually
include attribution and non-profit use.

Data-logger A physical device used to measure environmental data. We can use
data-loggers to measure, e.g. temperature, light intensity, ambient
volume, relative humidity and more.

Data vs.
Information

When data is processed, organised, structured or presented in a
given context so as to make it useful, it is called Information.

Debugging Finding and fixing errors in a program or algorithm.

Decompose Break a system or problem down into smaller parts so that each
part may be dealt with separately.

Digital Concerning or involving the use of computer technology; data that is
used and/or stored as 0s and 1s

Digital  footprint
/ Digital Tattoo

The permanent trail left behind online as we use the internet.

Digital Literacy The general understanding of information and communication
technology. Children can select and use a range of hardware,
software and online tools, know how to keep themselves safe when
doing so and know how to report something which concerns them.

Encryption A way of protecting a message or document by encoding it so that
only intended people can read it.

Flat-file database A collection of records that are stored on a computer as single table.
Each record can contain different ‘fields’ holding different pieces of
information.

Gigabyte 1000 megabytes (also see byte, kilobyte, megabyte, terabyte.)

GPS Global Positioning System. The system where a device can locate
its position, very accurately, using satellites that orbit the earth.
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GUI (pr. ‘gooey’) Graphical User Interface. The type of graphical environment we use
to navigate around computers, using pointing, clicking, tapping etc.
GUIs make it easier for us to use systems without having to know
text-based commands.

Hardware The physical components of a computer, peripherals etc.

Hotspot A part of a digital image that contains a hyperlink. E.g. an online
image could contain different ‘hotspots’ so that if you click parts of
the image you are taken to related pages of information.

Hyperlink A link from one document to another, or from a place in a document
to another place within the same document, which can be activated
by clicking or touching a specific word, phrase or image.

I.P. Address Internet Protocol Address. The address of a computer when it is on
a network. IP addresses are numeric and contain 4 numbers of up
to 3 digits (up to 255), separated by dots. e.g.  192.168.0.23

Information
Technology

Using technology effectively and safely to create content, programs
and systems.

Input Information we put into a computer. This will be via an input device
such as a mouse, keyboard, touch-screen, microphone etc.

Intellectual
property

This refers to something original that someone creates and
therefore owns. E.g. if you write an original story, what you have
written is your intellectual property.

Internet The global computer network made up of multiple networks that are
all linked together. Different services such as email and the World
Wide Web run through the internet.

Internet of
Things

This refers to household devices and other ‘things’ which can be
now be controlled over the internet, for example smart heating,
smart lighting etc.

Internet forum An online space where users can leave a message or question for
others to respond to or answer. Forums are usually based around
specific topics or interests.

Intranet A private network that is accessible to people within an
organisation, but not to the outside world.

Kilobyte 1000 bytes (also see byte, megabyte, gigabyte, terabyte.)

Line graph A graph showing values as points joined by a continuous line. Line
graphs helpful us see how things change over time. Data-logger
software uses line graphs to show changes in light or sound etc.

LCD/LED screen TV-type flat screen which are commonly being used in classrooms
as a replacement for interactive whiteboards.

Logical
reasoning

Using existing knowledge to be able to explain why something
happens, how an algorithm works, predict what will happen when a
program is run and find and correct errors (‘bugs’) etc.
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Malware Any malicious program designed to cause damage to a device or
steal information from it. Malware includes viruses, spyware, Trojan
horses and more.

Megabyte 1000 kilobytes (also see byte, kilobyte, gigabyte, terabyte.)

Micro-blog An online platform that allows you to post updates of a limited
number of characters. TwitterTM is an example of a micro-blogging
service.

Multimedia Describes a digital resource that contains multiple types of media,
i.e. any combination of video, sound and images and text.

Multi-track
recording

A sound recording that is created by combining a number of
separate overlaid sounds. Each separate sound is held in a ‘track’
until they are all mixed together to produce the final sound. This is
typically the way music is recorded in studios.

Operating
system

The main program(s) that a computer runs on, which manage the
internal systems of the computer and the user interface. Examples
of operating systems are WindowsTM, iOS (on mobile AppleTM

devices,) OS XTM (on MacTM systems), XboxTM OS on Xbox etc.

Output The information sent out by a computer. This would typically be
displayed on a screen, but may also be in the form of sound,
movement, light etc.

Pattern Similarities or common features found in different programs,
algorithms and systems.

Peripheral A hardware device that connects to a computer to add additional
functionality. E.g. a printer, speakers or webcam.

Pictogram A simple graph that uses repeated images to show a value. E.g. if a
classroom pets survey revealed that 7 pupils owned cats, the
pictogram would show this as a line/column of 7 cats rather than a
solid bar or line.

Pixel The smallest element of a digital image. Most digital images are
made of thousands or millions of tiny dots – pixels. We measure the
quality of the image that a digital camera can produce by
‘megapixels’ – meaning 1 million pixels.

Plagiarism The act of using, reproducing and/or presenting someone else’s
work as one’s own.

Podcast A radio-style sound recording shared via the internet.

Procedure/Routi
ne

When a number of steps in a program or algorithm are grouped
together into one. When the program/algorithm calls on this
procedure, all the grouped steps are run. Using procedures makes
the program/algorithm more efficient.

Program As a noun, a set of instructions written for a computer to understand
and follow. As a verb, to create a program.
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Pseudocode Pseudocode is a way of writing an algorithm. It is intended for a
human to understand, not a computer, but it more closely follows
the structure and conventions of a program. Pseudocode could be
described as a step between an algorithm written in plain English,
and a program written in a specific programming language. There is
no set Pseudocode language and children can make their own. It is
used to help us design and plan a computer program.

Refining To improve an algorithm, program etc. by making it more efficient,
well written and bug-free.

Repetition In programming or algorithms, repetition would refer to using an
instruction to repeat a step or series of steps a certain number of
times, rather than writing out each step in the series each time it
should run. This makes the program or algorithm more efficient.

Search engine A service on the world wide web for locating information based on
requests input by users. e.g. GoogleTM, BingTM etc.

Selection A structure in a program or algorithm allowing for a choice, e.g. if
something happens, do this, if not, do that.

Sensor A device to read specific environmental data. E.g., a sound sensor
might tell you how loud something is. A data logger (see above)
may have several different sensors.

Server The word ‘server’ usually describes the computer on a network,
which controls the network, stores the data from the other
computers and provides services to them.

Simulation A computer program that models a real-world system. An example
is a flight simulator.

Smart phone A mobile phone that has an internet connection and usually a
camera.

Software Programs that we run on computers.

Sound morpher App/software or physical device that changes the sound that is put
into it. E.g. children can speak into a sound morpher and it will play
back their voice in a different pitch.

Spreadsheet A type of software with a structure of columns and rows, enabling
data to be entered in specific cells and manipulated.

Spreadsheet
formula

A formula is written by the user, to be calculated by the spreadsheet
using operators. e.g.  =15-3 or =C3+C4

Spreadsheet
function

A function uses a pre-programmed command, created to carry out a
specific calculation. e.g.  =SUM(C3,C4)

Stop-motion A type of animation when a series of individual images is played in
quick succession creating the appearance of movement.

Terabyte 1000 gigabytes (also see byte, kilobyte, megabyte, gigabyte.)
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Tinkering To explore technology and programming in an informal way, trying
things out, seeing what works, improving your work and learning as
you go.

Transferability A well-written set of instructions should be able to be transferred to
other users or situations and still produce the same outcomes.

Unplugged
programming

Learning the concepts of computer programming without using a
computer. E.g. pretending a child is a robot and ‘programming’
him/her to carry out instructions created by other children.

URL Uniform Resource Locator. The address of a website / web
resource, that usually begins with http://www

Variable/program
ming

A variable is a location in memory set up when the program is
written and which is used to store a piece of information that will be
input or created when the program is run. A simple example is a
score in a game.

Variable/spreads
heets

A variable in a spreadsheet model is a value we can change in
order to recalculate something that the model is set up to calculate.
For example, if we wanted to know how much profit we would make
from selling a product at different prices, we could make a
spreadsheet model where we can input different prices to calculate
the profit generated. In this case, the price is a variable.

(Computer) Virus A computer program, often written to cause damage of some form
to computer systems, which can copy itself and spread.

Web
crawler/spider

A program which runs automatically, visiting websites on the world
wide web, usually in order to index their contents so that this
information can be used by a search engine.

Wiki A website that it created collaboratively by a number of different
users.

World Wide Web A system on the internet, which enables content (web pages etc.) to
be connected together via hyperlinks, and therefore be navigated
and searched by the user.

Zoetrope An early animation device that used a series still images to give the
impression of movement.
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Some Common File Types

.docx   .rtf Word processing documents

.txt A simple text file used for brief notes (.txt files can normally be loaded
into a word processor.

.xlsx  .csv

.gsheet
Spreadsheets

.jpg .png  .bmp

.tiff
Digital images

.mov   .avi

.mpg .mp4
Video files

.mp3 .m4a .wav

.aiff
Sound files

.pptx  .key Presentations

.pdf Portable document format (you generally cannot edit these, unlike
word processing documents.)

.exe Executable – a program. When an .exe file is opened, a program
runs.

.docx   .rtf

.gdoc
Word processing documents
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