
 
Glossary of terms 2014 

 

Term Explanation Exemplification 

Abstraction The process of simplifying a 
problem by removing levels 
of complexity.  Abstraction 
can take many forms such as 
modelling, decomposing and 
generalising. 

The London Underground 
can be abstracted into a 
map.  In reality it is not an 
accurate geographical 
representation but gives a 
simplified view of the map. 

Algorithm A set up steps that provides 
a solution to a problem. 

Scratch allows users to build 
up a set of scripts to form an 
algorithm. 

Computational thinking A problem solving method 
that makes use of the 
concepts used to create 
computer programs. 
Computational thinking is a 
technique used by people 
rather than computers. 

If we planned a 4x100m 
relay race using 
computational thinking it is 
possible to start 
decomposing the race into 
4 stages, identifying the 
sequence and repetition 
and to explain the race as an 
algorithm. 

Computer network Two or more computers 
connected together 

The school PCs will be part 
of a network. 

Computer Science The discipline that underpins 
and explains how a system is 
designed and programmed. 

Creating an app or writing a 
program in software such as 
Scratch. 

Decomposing Breaking down a larger 
problem into smaller 
problems. 

A solution in Scratch may be 
broken into a script for the 
first sprite and a script for the 
second sprite. 

Digital literacy The ability to access and use 
technology.  

Researching the web or 
maintaining a blog. 

Information technology A digital systems Creating a Powerpoint on 
Global warming or a 
spreadsheet on endangered 
animals. 

Input The devices used to enter 
data into a computer system. 

Keyboard, mouse, 
microphone, buttons, 
switches, etc 

Logic The non-arithmetic 
operations carried out by a 
computer to achieve sorting, 
matching and comparing 

Using boolean logic (And, 
Or, Not etc) to search the 
internet or a database. 

  



Logical thinking and 
reasoning 

Logical thinking is about 
deducing as much new 
information as possible from 
the little you already have - 
but (and this is the critical bit) 
not by jumping to 
conclusions. The new 
information gleaned must 
follow for sure. You can't be 
right just because you are 
lucky.  

Solving a sudoko puzzle is a 
perfect example of logical 
thinking – each number has 
to be deduced from the 
information that exists. The 
odds of guessing the correct 
numbers are very high! 

Output The method of feeding back 
information to a user. 

Screen, speakers, lights, 
motors, printer etc 

Repetition Using a repeat or ‘If’ 
statement to achieve 
repetition of part of a 
sequence. 

Repeat 4 [FD 100, RT 90] 

Selection In a selection structure, a 
question is asked, and 
depending on the answer, 
the program choose between 
two or more possible courses 
of action.  

At KS2, selection should 
include the if..then..else 
statement. (E.g. If the sprite 
is touching a wall then 
bounce back, else move 
forward.). 

Sequence The order in which steps 
must be performed in order 
to achieve a given goal. 

Drawing a square in logo can 
be achieved by the sequence 
of FD 100, RT 90, FD 100, 
RT 90, FD 100, RT 90, FD 
100, RT 90 

Simulating physical systems The creation of a 
representation of a real world 
situation in a computer 
program. 

A simulation of a pedestrian 
crossing. 

Variables A piece of data that is set (or 
declared) and reused.  The 
value of a variable may or 
may not change. 

In a simple game the score 
may be a variable.  It is set 
and then altered as the game 
progresses. 
Score=0 
Score=Score+10 

 
 
 
  



 
 
 

 
 
 
 
 
 
 


