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7.1 Collaborating online respectfully
This unit has been designed to ensure that you are given sufficient time to familiarise yourself with the school network.
Whilst completing this unit, you will also learn how to use presentation software effectively. In terms of online safety,
this unit focuses on respecting others online, spotting strangers, and the effects of cyberbullying.



7.2 Networks
This unit begins by defining a network and addressing the benefits of networking, before covering how data is transmitted across networks
using protocols. The types of hardware required are explained, as is wired and wireless data transmission. Learners will develop an
understanding of the terms ‘internet’ and ‘World Wide Web’, and of the key services and protocols used.



7.3 Programming 1
The aim of this unit and the following unit (‘programming 2’) is to build your confidence and
knowledge of the key programming constructs. The main programming concepts covered in
this unit are sequencing, variables, selection, and count-controlled iteration.

Sequence One of the three basic programming constructs. Instructions 

that are carried one after the other in order.

Selection One of the three basic programming constructs. Instructions 

that can evaluate a Boolean expression and branch off to one 

or more alternative paths.

Iteration One of the three basic programming constructs. A selection of 

code that can be repeated either a set number of times (count-

controlled) or a variable number of times based on the 

evaluation of a Boolean expression (condition-controlled).

Variable A value that can change depending on conditions or 

information passed to the program.

Boolean 

expression 
An algebraic expression which has a Boolean value

Comparison 

operator
Used to compare two expressions

Computer bug Code that causes your computer to behave in an unexpected 

way

Resilience The capacity to recover quickly from difficulties

Subroutine A block of code within a program that is given a unique, 

identifiable name. Supports code reuse and good programming 

technique.

Decomposition Breaking down a problem into smaller, more manageable parts 

in order to make the problem easier to solve

List A data structure that allows multiple pieces of data under a 

single name

Data structure A way or organising and managing data in a programming 

language that ideally enables efficient access and modification 

of the data



7.4 Spreadsheets
Spreadsheets are used to store information and data. Once we
have our information in a spreadsheet we can run powerful
calculations, make graphs and charts and analyse patterns.

Other uses for spreadsheets –
• Modelling and Planning • Home/Business Finance and Budgeting 
• Wages/Invoices • Predictions / Simulations / Calculations
• Creating charts and graph



7.5 Programming 2
This unit begins right where ‘Programming I’ left off. You will build on your
understanding of the control structures’ sequence, selection, and iteration (the big
three), and develop their problem-solving skills.

Sequence One of the three basic programming constructs. Instructions 

that are carried one after the other in order.

Selection One of the three basic programming constructs. Instructions 

that can evaluate a Boolean expression and branch off to one 

or more alternative paths.

Iteration One of the three basic programming constructs. A selection of 

code that can be repeated either a set number of times (count-

controlled) or a variable number of times based on the 

evaluation of a Boolean expression (condition-controlled).

Variable A value that can change depending on conditions or 

information passed to the program.

Boolean 

expression 
An algebraic expression which has a Boolean value

Comparison 

operator
Used to compare two expressions

Computer bug Code that causes your computer to behave in an unexpected 

way

Resilience The capacity to recover quickly from difficulties

Subroutine A block of code within a program that is given a unique, 

identifiable name. Supports code reuse and good programming 

technique.

Decomposition Breaking down a problem into smaller, more manageable parts 

in order to make the problem easier to solve

List A data structure that allows multiple pieces of data under a 

single name

Data structure A way or organising and managing data in a programming 

language that ideally enables efficient access and modification 

of the data



7.6 Support for a Cause
learners develop your understanding of information technology and digital literacy skills.
You will use the skills learnt across the unit to create a blog post about a real-world cause
that you would like to gain support for

Format
To change how something looks on different 

documents

Referencing Acknowledging where you have found your 

information

Source Where you found your information

Plagiarism To steal and pass off (the ideas or words of 

another) as your own without crediting the 

source

Trustworthy A credible source which is free from bias and 

backed up with evidence. It is written by a 

trustworthy author or organisation

Citation A reference of where you found your 

information.

Bias
cause to feel or show inclination or prejudice 

for or against someone or something



8.1 Computer Systems
This unit takes learners on a tour through the different layers of computing systems: from programs and the operating
system, to the physical components that store and execute these programs, to the fundamental binary building blocks
that these components consist of.

Computer An electromechanical device which receives input, processes it 
and produces and output

Device A piece of electrical or mechanical equipment made for a 
particular purpose

Program A sequence of instructions written in a programming language 
that a computer can execute or interpret

Software A set of programs used to operate computers and perform 
specific tasks

Hardware The physical components of a computer

Data Individual facts or statistics

Processor The part of the computer that interprets and carries out 
instructions

Main 
memory

The part of the computer that stores data that is currently being 
used by the processor

Secondary 
storage

The part of the computer that stores data long term that is not 
currently being used by the processor

I/O (Input / 
Output)

Refers to input, any method of getting information into the 
computer, and output, any method of getting data out of the 
computer.

Operating 
system

Specialised software that communicates with computer hardware 
to allow other programs to run

Logic gate A physical device which performs a logical 
operation (AND, OR, NOT)

Application software is designed to perform 
tasks that the user wants to complete. 

Examples include:
• Word processors

• Spreadsheet software
• Presentation software

• Web browsers
• Games

System software is designed to control the 
hardware of the computer. It provides an 
interface between the hardware and the 

application software.



8.2 Representations
This unit conveys essential knowledge relating to binary representations. The activities gradually introduce learners to binary digits and how
they can be used to represent text and numbers. The concepts are linked to practical applications and problems that the learners are
familiar with.

Binary A number system that contains two symbols, 0 and 1. Also known 
as base 2

Denary The number system most commonly used by people. It contains 10 
unique digits 0 to 9. Also known as decimal or base 10

Hexadecimal A number system that contains sixteen symbols, 0-9 and A-F. Also 
known as base 16

Place value / 
placeholder

The value of the place, or position, of a digit in a number

Character set A mapping of keyboard characters to numbers used to represent 
those keyboard characters in a computer system

ASCII American Standard Code for Information Interchange. A 7-bit 
character set for representing English keyboard characters.

Pixel The smallest identifiable area of an image or computer screen

Bit A single symbol in a binary number. Either 1 or 0

Bit pattern Any sequence or more than one bit

Nibble A bit pattern which is four bits long

Byte A bit pattern with which is eight bits long

Kilobyte 1000 bytes

Megabyte 1000 kilobytes

B

•bytes

Kb

•Kilobyte

Mb

•Megabyte

Gb

•Gigabyte

Tb

•Terabyte



8.3 Developing for the Web
In this unit, learners will explore the technologies that make up the internet and World Wide Web. Starting with an exploration of the building
blocks of the World Wide Web, HTML, and CSS,

HTML Hypertext Markup Language (HTML) is used by website developers to 
define the structure of a website. A website user then uses a browser 
(which can understand the HTML and render it) to view the webpage

HTML Tag Used to define a HTML element (part of a page) such as a paragraph or 
heading

Formatting Changing the appearance of a webpage; usually to make it clearer and 
easier to understand the content

Attribute Used inside of a HTML tag in order to provide additional information 
about the HTML element

CSS Cascading style sheets (CSS) is the language that is used to format and 
style HTML web pages

Head The head of a HTML page is a container for metadata (data about data)

Body The body of a HTML web page is the part where the visible content goes

Hyperlink A clickable element on a web page which takes the user to another web 
page

Crawler / Spider A crawler (also known as a spider) is a program that a search engine uses 
to find content on the world wide web

Indexing The process by which search engines organise large amounts of 
information to enable very fast access times

Search query A search query is the collection of search terms that a user enters into a 
search engine to perform a search of the world wide web

Navigation The part of a website, which is often a menu of some kind, which allows 
the user to move between pages on the website easily (i.e. without 
having to manually edit the URL in their browser)

Browser A program (such as Google Chrome, Mozilla Firefox or Microsoft Edge) 
which can understand HTML, CSS and JavaScript code and display a 
website on a user’s computer

HTML tags help the browser to know how to 
display a web page to the user.

HTML tags within the <body></body> tags define 
how the content of a page should be rendered by 

the browser.

HTML tags elsewhere, particularly those within 
the <head></head> tags are used for metadata, 

which is data about data. For example, in the 
head tags may contain the title of the web pages

Search engines are used by people when they want to find a resource on the 
world wide web.



8.4 Intro to Python
This unit introduces learners to text-based programming with Python. The lessons form a journey that starts with simple programs involving
input and output, and gradually moves on through arithmetic operations, randomness, selection, and iteration. Emphasis is placed on tackling
common misconceptions and elucidating the mechanics of program execution.

Algorithm A sequence of steps used by a human or computer to solve a 
problem or complete a task

Program An algorithm expressed in a programming language

Input Any method of getting data into the computer

Output Any method of getting data out of the computer

Variable A storage location with a name. The data in a variable can be 
changed after being initially set

Assignment A statement in a programming language used to set or reset 
the data stored in a storage location identified by a variable 
name

Syntax error An error that has occurred because the programmer has not 
followed the rules of the programming language they’re using

Logical error When a program does not behave in the way that it should, 
even though the programmer has followed the rules of the 
language

Arithmetic expression A mathematical operation, for example, 10+5

Sequence One of the three basic programming constructs. Instructions 
that are carried one after the other in order.

Selection One of the three basic programming constructs. Instructions 
that can evaluate a Boolean expression and branch off to one 
or more alternative paths.

Iteration One of the three basic programming constructs. A selection of 
code that can be repeated either a set number of times (count-
controlled) or a variable number of times based on the 
evaluation of a Boolean expression (condition-controlled).



8.5 Heroes of Computing
In this unit learners research key historical people who have made a significant contribution to computing and how we interact computing
devices. Lessons are designed to challenge the gender/ethnic/LGBTQ divide in computing and celebrate the achievements of women,
ethnic minority and LGBTQ individuals in computing. Learners will develop and present their findings on their given 'hero'.

Format
To change how something looks on 
different documents

Referencing Acknowledging where you have found 
your information

Source Where you found your information

Plagiarism
To steal and pass off (the ideas or words 
of another) as your own without 
crediting the source

Trustworthy
A credible source which is free from bias 
and backed up with evidence. It is 
written by a trustworthy author or 
organisation

Citation A reference of where you found 
your information.



8.6 Mobile App
In a world where there’s an app for every possible need, this unit aims to take the learners from designer to project manager
to developer in order to create their own mobile app.

Decomposition Is breaking a problem down 
into more manageable chunks.

Workspace Build your programme by adding in blocks from 
the toolbox

Set Property 
block

Changes the elements on your screen

Event Driven
Programming

When the flow of the program is 
controlled by events

Selection Selects pathways through the code dependent 
on conditions

Variables A value that can be changed (speed, lives, score)

Function Inbuilt code that performs a specific 
task Sequence Parts of the code that 
run in order

getTEXT (“id”) is a built-in subroutine that collects 
the text entered into a textbox; “id” is to 
be replaced with the name given to the text box.

parameters In computer programming, a parameter or a 
formal argument, is a special kind 
of variable, used in a subroutine to refer to one 
of the pieces of data provided as input to the 
subroutine

Button linked to an event that will capture and 
process the data when it is clicked

Text boxes allowing for the user to input a text string

Checkboxes allowing for the user to indicate a yes or no 
response

Apps are big 
business!
The overall mobile 
app market is 
expected to generate
$935 billion in 2023. 
Most of this revenue 
is generated from 
advertising and in app 
purchases on free 
apps



9.1 Cyber Security
This unit takes you on a journey of discovery of techniques that cybercriminals use to steal data, disrupt systems, and
infiltrate networks.



9.2 Animations
In this unit you will discover how professionals create 3D animations using the industry-standard software package, Blender. By
completing this unit you will gain a greater understanding of how this important creative field is used to make the media products that
we consume.

Animation The process of giving the illusion of movement to drawings, models, or 
inanimate objects. 

3D animation Animating 3D models made in 3D software.

Frame Still images that appear as a moving image when they are shown one 
after another at high speed. The frame rate determines the speed of 
an animation

Keyframe Keyframe animation only requires you to pick the important 
locations, the keyframes and the computer works out the rest 
(called tweening) e.g. Pixar films.

Stop Motion Stop motion means you have to manually animate every frame of 
the animation e.g. Shaun the Sheep.

Vector An image stored as mathematical instructions for how to do draw it. This 
means its width and height can be increased without the loss of quality.

Composition The composition of an animation refers to the animation 
of the properties of an object or multiple objects

Knife tool The knife tool in Blender can be used to interactively subdivide geometry 
by drawing lines or closed loops to create holes. 

Face A surface made up of three or more sides, often referred to as a 
polygon.

Vertex A point where one or more edges meet.

Edge A line connecting two vertices.

Scale Scaling means changing proportions of objects.

Rotate Rotation is also known as a spin, twist, orbit, pivot, revolve, or roll and 
involves changing the orientation of elements (vertices, edges, faces, 
objects, etc.) around one or more axes or the Pivot Point.

Parenting Used to attach objects to each other.


