
Computing – Vocabulary Map 

 

Computing Concepts Characteristics of Effective Learning Curriculum  

EYFS Play 
Explore 
Engage  
Create 
Think critically  
 
Being willing to ‘have a go’ 
Motivation 
Being involved and concentrating  
Enjoying achieving what they set out to do 
Having their own ideas  
Making links  
Choosing ways to do things 

Information             Programme 
Computers               Software 
Turn on                     Google 
Turn off                     Technology 
Louder 
Quieter 
CD  
CD player 
Skip 
Remote control 
Camera 
Mobile phone 
Ipad 
Tablet 
Computer 
Mouse 
Keyboard 
Bee-bot 
Torches 
Knobs 
Pulleys  
 



Computing Concepts Computer Science Digital Literacy Information Technology 

Milepost 1 & 2 Algorithm - a sequence of instructions and/or 
set of rules. 
Animation - a way of creating a continuous 
motion and shape change of your graphic or 
sprite. 
Central Processing Unit (CPU) - the part of the 
computer that turns your commands in 
actions. 
Client – Devices used to access the services on 
a computer network. For example, to use 
programming software, such as Scratch or 
Kodu, or word processing software. 
Sometimes we have to log in to the network 
on these computers before we can use them. 
Code - the instructions used to write a 
computer program. Different pieces of code 
can be arranged in different  
ways to give the computer a set of 
instructions. 
Computer Program - a sequence of 
instructions written to perform certain tasks 
by the computer. It is a way of talking to the 
computer to ask it to do things for you. 
Computational thinking - a way of thinking 
that uses concepts and theories from 
computer science to solve problems.  
Control – commands placed in a sequence to 
perform a desired task. 

Digital artefacts / digital 
content - images, videos, text or 
data, or a combination of these, 
which are made on a digital 
device. 
Digital literacy - the ability to 
access and manipulate digital 
content and understand the 
implications of its creation and 
distribution. 
EBook - an electronic version of a 
printed book which can be read 
on a computer or a specifically 
designed handheld device. 
Green screen (in film and video) - 
a subject is filmed in front of a 
green background which allows a 
separately filmed 
background/image to be added 
to the final video in the editing 
phase. 
Podcast - shows, similar to radio 
or TV shows that are produced 
and posted to the internet for 
download and listening or 
viewing. 
Storyboard - a sequence of 
drawings, representing the shots 
planned for a 

Blogging - a website containing a writer's or 
group of writers' own experiences, 
observations, opinions, etc. 
Browser - a piece of software that enables a 
user to locate, retrieve and display 
information on the World Wide Web. 
Data - information which can be stored, 
retrieved and manipulated in digital form 
using digital devices.  
Email - messages distributed by electronic 
means from one computer user to one or 
more recipients via a network. 
E-safety - understanding and applying rules 
to prevent risks to personal safety and 
privacy of personal information in using 
digital devices of all kinds. 
HTML Web pages - files that are viewed 
using an internet browser. The pages are 
written in a language called HTML. HTML is 
made up of elements, or tags, that are used 
as instructions to tell the browser what 
should appear on a web page and how it 
should be structured. HTML stands for 
HyperText Markup Language. 
Internet – a global computer network which 
provides a variety of information and 
communication facilities, which connects 
people across the world through computers, 
phones, or other digital devices. 



Cyberbullying (noun): The use of electronic 
communication to bully a person, typically by 
sending messages of an intimidating or 
threatening nature 
Debug - the process of finding errors or 
problems with your code and trying to fix it. 
Sometimes code will be in the wrong order or 
there could be bits of code missing, the 
process of fixing the code is called debugging. 
Decomposition - the process by which a 
complex problem or system is broken down 
into parts that are easier to understand and 
program. 
Directional language - forwards, backwards, 
left and right. 
Hardware - physical items of computing kit 
such as desktop hard drives, printers and 
scanners. 
Input - devices or code that send instructions 
to the computer and allows us to interact with 
technology. These are the means of 
communicating with computers e.g. keyboard 
and mouse. 
Keywords - the most important words related 
to a subject, those which you type into a 
search engine to find the information you 
want. 
Logic - a systematic approach to reasoning. 
The rules that underlie an algorithm used for 
an application. Can also refer to digital 
components in computer hardware. 

story/film/animation/computer 
program etc. 
 

IP Address – stands for Internet Protocol, 
which is a set of numbers that all computers 
have to identify them. 
Password - a secret word or phrase that are 
required to access certain information or 
websites 
Search technologies - algorithms used by 
applications known as search engines to 
trawl the internet for digital content 
matching search terms given by a user. 
Results are normally presented in the form 
of links to relevant content. 
Selection - means ‘to choose something’. 
Wiki - a website developed collaboratively 
by a community of users, allowing any user 
to add and edit content. 
WWW – stands for ‘World Wide Web’, a 
collection of millions of pages of information 
stored on the internet on web servers that 
can include text, pictures, animations, 
sounds and video, and can be about 
anything. 
 



Memory - the electronic holding place for 
instructions and data that a computer's 
microprocessor can reach quickly. 
Network - a number of computational devices 
connected together, allowing sharing of 
resources and cooperation between devices in 
the solution of a problem. 
Operating system - the program that enables 
the computer to start and access different 
sorts of software on the computer, examples 
include Microsoft Windows and iOS for Mac. 
Output - the means by which the computer 
relays information e.g. printer or monitor. 
Peripherals - the external accessories to 
computers such as printers. 
Program / code (verb) - to create or modify a 
program. 
Program / code (noun) - a sequence of 
instructions to perform a task. 
QR Code - Quick Recognition code, a machine-
readable code consisting of an array of black 
and white squares, typically used for storing 
URLs or other information for reading by the 
camera on a smartphone. 
Repetition - the recurrence of actions or 
events. Repetition in programming means to 
repeat the execution of certain instructions. 
This can make a long sequence of instructions 
much shorter, and typically easier to 
understand. 
Router - This lets wireless devices (laptops or 
tablets for example) connect to the network. 



It works by passing data through the air using 
something called radio waves. 
Sequence - a set of actions or events that 
must be carried out in the same order every 
time. 
Server - This computer provides services to (it 
serves) a computer network. Services include 
letting people log in to the network, running 
programs for you, letting you save to a shared 
area, and letting you print and access the 
internet. We don’t use this computer on a 
daily basis. 
Simple Program - a sequence of instructions 
to perform a task. 
Simulation - the technique of representing the 
real world by a computer program. 
Software - the programs that enable 
computers to undertake specific functions, 
such as word processing, presentations, 
spreadsheet creation etc. 
Switch - This is used to join different devices 
on the network together so they can ‘talk’ to 
each other by exchanging data. The data 
travels along the cables which come out of 
this device. 
Variables - used to store information within 
computer code. Each variable will have a 
unique name and it will hold a known or 
unknown quantity or value. For example the 
number of points scored by each player would 
be stored in a variable. 
 
 



 

Milepost 3  
 
 

  


