
       VOCABULARY 

YEAR 3 COMPUTER SCIENCE  

Pupils will design, write and debug programs on Scratch 

Junior with specific goals. They will use their knowledge 

of algorithms to manipulate their animation and see the 

impact of choices 

MAIN IDEA 

Year 2—to use knowledge of 

programming and debugging on 

‘Scratch Junior’ programme 

WHAT CAME BEFORE 

 KEY LEARNING 

WHAT YOU SHOULD ALREADY KNOW 

• Changing the order of an algorithm will change the sequence of an animation 

• That a sprite is an object or image in Scratch Junior that can be instructed to do 

something 

• There are a range of blocks that tell the sprite what to do 

 

 

 

 

 Algorithm: A clear set of instructions fol-
lowed in a specific order 

Blocks: There are different types of action 
blocks in Scratch that change your sprite 
(object or character) E.g motion blocks, trig-
gering, looks, sound, control and end 

-Control block: Uses timings, e.g. wait, stop, 
set speed or repeat  

-End blocks: Ends the script, directs it to an-
other page or uses forever loop 

-Looks blocks: control how a sprite looks or 
what it says 

-Motion Blocks: control a Sprite's move-
ment.  

-Sound blocks: control sound  

-Triggering bocks: begin a type of code 

Code: A set of instructions used for different 
programs 

Commands: A single part of a program. It 
tells the computer to do one action. A com-
mand may be one line or several lines long 

Debug: To find and remove errors from com-
puter hardware or software.  

Execute: Run a program, press go, start the 
algorithm or instructions 

Loops: part of a command that repeats 

Program: a stored set of instructions put into 
the computer in a language understood by 
the computer that does some form of think-
ing  and then creates an outcome 

Sequence: to place programming instruc-
tions in order 

Script: A short program that is usually 
written for one task. Often used to create 
repetitive tasks to save time 

Sprite: An object, image or character in 
Scratch Jnr that can be controlled using com-
mands 

 

COMPUTING KNOWLEDGE MAT 

Year 4– To use knowledge of 

blocks and algorithms to create 

an Egyptian animation, using 

Scratch 

WHAT COMES NEXT 

• Is this animation running effectively? 

• Which blocks should I use to…? 

• How can I change…? 

KEY LEARNING 

Pupils will design, write and debug anima-
tions using the program Scratch Junior 

 

In this unit, pupils will create an animated 

cartoon using characters of their choice. 

They will be able to experiment changing 

their character’s appearance and costume 

and will use paint tools to create their 

own characters and backgrounds. Pupils 

will then create an animation by copying a 

storyboard into a series of scripted in-

structions (program) for sprites. By the 

end of term children will be able to:  

• create an algorithm for an animat-

ed scene in the form of a story-

board  

• write a program in Scratch to cre-

ate the animation  

Pupils will then have the opportunity to 

transfer these skills into the program 

Scratch and compare the similarities and 

differences between  blocks and the im-

pact they have on an animation or game. 

 

INVESTIGATE / QUESTIONS 



       VOCABULARY 

YEAR 3 INFORMATION TECHNOLOGY  

In this unit pupils will begin to use aspects of Microsoft 

word. Pupils  will identify how you can amend the for-

mat of work to change the overall appearance of the 

document. Pupils will begin to use shortcuts. Pupils will 

create animal factfiles using Book Creator on the iPads 

MAIN IDEA 

Year 2— 2Calculate– data 

 

WHAT CAME BEFORE 

WHAT COMES NEXT 

 KEY LEARNING 

WHAT YOU SHOULD ALREADY KNOW 

• Can open, save and reopen documents using 2Simple programs 

• Can identify the impacts of different fonts, colours, sizing and alignment 

• Can identify and use basic tools such as bold, italic, undo and redo 

 

 

 

 

 Bold: a tool that makes writing darker, thick-

er and stand out more  

Copy: To copy or repeat the same piece of 

text or image 

Cut: To remove a selection of text that can 

be placed elsewhere 

CTRL: A shortcut key on the keyboard 

Font: The style of writing 

Format: To change the way the text looks 

Italic: a tool that slants the writing to the 

right so that it looks different. Titles of books 

and quotes are often written in ‘italic’ 

Import: to bring information in from another 

file 

Open: Retrieve your work that you have 

saved 

Paste: Used with ‘copy’ to use the same in-

formation again 

Save: Allow any changes to a piece of work 

to be stored. 

Save As: Allow a new piece of work to be 

saved onto the system. 

Screenshot: To capture an image of the 

screen 

Snipping Tool: A tool that enables you to 

take an image of the screen 

Underline: A tool that enables a section of 

work to be underlined to make it stand out, 

or to make it look like a title or heading. 

COMPUTING KNOWLEDGE MAT 

Year 4– Creating content using 

word and publisher 

How will changing the format change the 

overall appearance of the document 

How can you make more important infor-

mation stand out? 

KEY LEARNING 

In this unit pupils will gain a basic under-
standing of the program ‘Microsoft Word’. 
Pupils will use this program to produce final 
pieces of work from other subject areas, this 
might include; stories, posters, newspaper 
articles etc. 

Pupils will learn how to open a Word docu-
ment and save any changes as well as open-
ing a new document and saving it onto the 
school system, to use at a later date.  

Pupils will learn how to ‘copy’ and ‘paste’ 
information or images from other docu-
ments or website and to take a screenshot 
of an image. Pupils will need to consider the 
following main points when creating their 
work: 

• Basic Layout and Ordering 

• Font Style 

• Sizing of words, headings and sub-
headings 

• Colour of text 

• Additional tools such as bold, italic 
and underlining 

Pupils will begin to learn to recognise a vari-
ety of shortcuts to make word processing 
more efficient using the ‘Ctrl’ button. 

Undo/Redo: Pupils will learn how to use 
these buttons to correct their mistakes. 

INVESTIGATE / QUESTIONS 

 

 

 

 



       VOCABULARY 

Year 3 & 4 Digital Literacy 

Pupils will look at the concept of ‘digital footprints’ and 

the consequences of this. Pupils will look at different 

online behaviours and what constitutes ‘cyberbullying’ 

and what to do if it happens to them or someone else 

they know. 

MAIN IDEA 

KS1–  That usernames and pass-

words are private and what to do 

if you need help when online. 

WHAT CAME BEFORE 

WHAT COMES NEXT 

 KEY LEARNING 

WHAT YOU SHOULD ALREADY KNOW 

• Usernames and passwords are unique and private 

• Personal information should not be shared with strangers online  

• How to log on and off independently from the school network and certain education-

al sites. 

 Adverts: Pop up adverts sometimes appear 

on screens. They should not be clicked on. 

Ask an adult to help you close them.  

Apps: Short for application. You  can down-

load apps onto your smart phone/tablet/ 

computer. They can be games or useful 

tools.  

Avatar: A digital picture to represent some-

one, like a cartoon. 

Digital Footprint: Something that is shared 

online remains online, there is always a trace 

left behind, even if deleted. 

Log out: A button you click so that your work 

is locked and someone else can enter their 

details 

Passwords: A group of letters, number and/

or symbols that are personal to you so you 

can access your work.  

Personal Information: Information about 

you that you should not share with strangers 

e.g. full name, address, phone number 

Private: Not sharing information 

Privacy Settings: Aspects that you can check 

that restrict or limit what others can see 

SPAM: Unwanted messages, which often 

contain adverts, scams or viruses 

Username: Usually something similar to your 

name to identify you on the computer. Used 

with passwords to log in.  

Viruses: Software that damages your com-

puter 

COMPUTING KNOWLEDGE MAT 

Reviewing safety online and looking 

at Identity Theft, altered images/ 

fake news and stereotypes 

Is how you use the internet now different from 
a year ago? What choices do you make when 
using the internet? If your friend doesn’t do 
what you ask them to, should you stop being 
their friend? How can you help a friend that is 
upset by an online incident? What happens if I 
share something and then change my mind?  

KEY LEARNING 

Pupils will revisit the acceptable usage policy 
and talk about what it means. 

Pupils and students learn that the information 
they put online leaves a digital footprint 
or “trail.” This trail can be big or small, 
helpful or hurtful, depending on how they 
manage it. 

Pupils and students explore the similarities and 
differences between in-person and 
online communications, and then learn how to 
write clear and respectful messages. Pupils and 
students consider that they may get online 
messages from other kids that can make them 
feel angry, hurt, sad, or fearful. Pupils  identify 
actions that will make them Up-standers in the 
face of Cyberbullying. Pupils and stu-
dents explore how it feels to be 
Cyberbullied, how Cyberbullying is similar to or 
different than in-person bullying, and learn 
strategies for handling Cyberbullying if it arises. 

Pupils and students learn that the Internet is a 
great place to develop rewarding relationships. 
But they also learn not to reveal private infor-
mation to a person they know only online. 

Pupils will look at SPAM messages and viruses - 
what they are, what damage they can cause 
and how to avoid them.  

Pupils will talk to their peers about staying safe  
online, using social media and online games. 
They will explore why there are age restrictions 
and look at privacy settings that keep everyone 
safe. 

Pupils will consider what new strategies they 
can apply to online safety scenarios, such as 
calling Childline, reporting with CEOP and look-
ing at other ‘report’ functions on social media 
sites 

 

INVESTIGATE / QUESTIONS 

 

 


