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Computing Vocabulary List for Year 4

4.1 Coding

Action

The way that objects change when programmed
to do so, such as moving or resizing.

Alert

A type of output that shows a pop-up message on
the screen.

Algorithm

A precise, step-by-step set of instructions used to
solve a problem.

Background

The static image in the design of a program that
doesn't change.

Button

An object that responds when clicked.

Code Blocks

Blocks used to build programs in 2Code.

Command

A single instruction in a program.

Debugging

Finding and fixing errors in code so it runs
correctly.

Event

An occurrence (e.g., a mouse click) that triggers a
block of code.

Execute

Running the code or program.

Flowchart

A diagram using shapes and arrows to represent
an algorithm visually.

If Statement

A conditional block of code that runs only when a
specific condition is true.

If/Else
Statement

A decision-making command that runs one block
of code if a condition is met and another block if it
isn't.

Implement

Turning a design into a working program using
code.

Input

Information provided to a program (e.g.,
keystrokes or gestures).

Nesting

Placing commands inside other commands.

Object

An element in a program that can be
manipulated, such as a button or character.

Predict

Guessing what will happen when the program
runs.

Prompt

A guestion or request in code to obtain
information from a user.

Properties

Characteristics of an object, such as size, position,
or image.




Repeat

A command to make code run multiple times.

Repeat Until

A loop that continues until a condition is met.

Run

Activating a program to see how it works.

Selection

A decision command in programming.

Sequence

Commands executed in a specific order.

Timer

A function to run code after a delay or at set
intervals.

Variable

Named storage that holds values that can change
during program execution.

4.4 Writing for
Different Audiences

Campaign

An organized effort to achieve a goal.

Format

The arrangement of text and visuals in a
document.

Font

Style and size of text.

Genre

A category of writing, art, or music.

Opinion

A personal view or belief.

Reporter

A person who gathers and shares news.

Viewpoint

A way of thinking about or seeing something.




4.6 Animation

Animation

Adding movement to objects.

Frame

A single image in an animation.

FPS

Frames per second; speed of animation playback.

Onion Skinning

Viewing previous frames to align objects.

Pause

Temporarily stopping the animation.

Stop Motion

A technique for creating animations by
photographing objects in small movements.

4.8 Hardware
Investigators

CPU

The brain of the computer where processing
occurs.

Graphics Card

Hardware for displaying images.

Hard Drive

Storage for data, programs, and files.

Motherboard

The main circuit board of a computer.

Peripherals

Devices connected to a computer, like a mouse or
keyboard.

RAM

Memory used to run programs quickly.

Software

Programs and operating systems on a computer.




4.10 Introduction t
Algorithm A set of rules for solving a problem.

_ Information collected for analysis.

Artificial . . :
) Computer systems mimicking human intelligence.
Intelligence




