YGO,I" 2 - KeH VOCOBUIOJ‘H GlOSSQrH

Unil ZI - We are QSITOI’IQUI'S

abstraclion: computahonal Hminl(ing o,PProo,ch bo managing complexit\Lj bg simplifﬂing Hungs leough idenhfﬂing whal is
impor}ank, and what delail can be hidden

algorilhm: a sequence of Precise instruclions or s}eps (sometimes a set of rules) ko achieve an objechve

bug: an error or mistake in o program or algorifhm, co,using the compufer or robot to behave in a

manner thal was not originallﬂ infended

code: instruchions (or somelimes rules) that can be understood b':j a compu}er

debug: correct mistakes in a program or o,lgoriHmm

evenk: someHming that happens within o compu}er program fo cause some Parhcular code to be run, such as an internal message
being received or a sprife being tapped bH the user

inpult dala supplied foa computer, in this case, tapping on the screen of o bablet

oulpul”. ‘mformahon Produced bH a computer — in this case, moving sprites on a screen, kext and audio

Parauel processing: when programs run (or appear fo run) simuﬂo,neouslg

program: sequence of instruchions (or somelimes a sek of rules) that can be followed bH a compuker

rePehlion: progrqmm‘mg construct which allows o group of instruchions to be repeo}ed a number of times, or unkil o certain
condilion is met

Scralch: simple, block-based progrqmm‘mg lo,nguage in which programs gor charackers are builk l)l:j

snapping Logeerr code blocks

sPrile: a graphical characler in a progrom that can be given its own sequence of instruclions

Unil 22 - We are games l’eslers

abstraclion: compulahonal Hminl(lng aPProach bo manag‘mg complexitg bH slmpliwmg Htlngs erough
ldenhfﬁlng whab is imporbant, and wha} deball can be hidden

algoriH;m: a sequence of Precise instruchions or s}eps (sometimes o set of rules) ko achieve an objecﬁve
campulahanal l‘hinl(ing: o way of lool(ing ak Problems so thal the solulion can be automaled using a computer
inpul". da}a suPPlied bo a computer —in Hmis case, l} is @ mouse clicl(, kegboard Press or }apping on a }ublet
oul’Pul". infcrmahon Produced [)5 a compu}er —in Hxls case, ib is moving spribes on a screen

Parauel processing: when programs run (or appear fo run) simu“aneouslg

PaH’ern recagnihan: compu}ahonal Hm'ml('mg aPProach in which common aspects of how a sgstem

behaves are used to simplifﬂ implemenhng solutions

remix: o take o Projecb and make changes bo its source code

rePehhon: Programming construct which allows o group of instruchions o be rePeaLed a number of

Hmes, or unhl a cer}ain condlhon is me}

Scralch: slmple, block-based Prcgramming language in which programs for charackers are builk bH

snapping LogeHmer code blocks

source code: the code thal Parhcular program fc”ows; the instruclions or rules that determine whal happens in a game or
other appliculion

sPril'e: a graphical characfer ina program H}d can be g‘wen L}s own sequence of 'Lnsfrucﬁons

Unil 23 - We are Phcl’ographers

adjuslmenlz chang‘mg the colour values of all or some P'Lxels in an Lmage, eg. increasing or decreasing brigh}ness, conbrast or
colour saturation

camera roll: dedicaled direc}org on iPads where all images are s}ored; can be shared across mulhple devices.

colour value: combinakion of red, green and blue values, each on a 0—255 scale, which makes the colour of any given Pixel.
crop: bo reduce the size of an image fo a smaller, rectangular region.

fillerz s}andard sef of changes made Lo a” Hte P'Lxels in an image, eg 'dromahc) or ‘silver}one'

Pixel: Pickure elemenf — one of Hte smau, square dots Htaf mal(es up o digilal image
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rule of thirds: guideline for }ak'mg Pic}ures, the horizon should be one-third or two-thirds of the way up o Phctogruph, with the
subject makter Placed one-third or hwo-thirds of the way across

sensor: means OJ: 96ng dQLO from Hw reo,l WOf‘ld inko a compufer

Uni} 24 - We are SQI.‘e searchers

Google: dominank Provider of Internet search, and additional services such as Google Docs and Gmail

Google custom search: the abilihj, via Google, fo create a customised search engine for a Predefined lisk of websiles

mind map: visual represenlahon of ideas, showing how these ideas can be connected to one ancther

Presenl’ohon: Lﬂpicallg o sequence of slides showing text and images accompanied bg a spoken commentarﬂ

search engine: web-based service that mainkains an index of Internet pages, a”ow’mg users ko idenhw which pages include
parhcular berms or meet Parhcular criteria, ro,nking the resulhng liskin a way that is helpful bo its user

Wikipedia: online encyclopaedia edited bg its users

Unit 25 = We are animalors

animakion: mokion Picture made bﬂ creahng each frame sepo,ro,kellj, then Plalj'mg these back in quick succession bo creake the
illusion of movemenk

bacl(ground: scenery and other unchanglng elements in an animalion

characler: person (or anHLroPomorPhlc animal) }aklng a role in an animalion

flinaolt animakion: an animalion technique where a shick Flgure (or similar) is drawn in sequence of

poses on the corner of sheebs in a Pad of paper, which can then be flipped erough bo create the illusion of movemenk
frame: o slngle Phokograph of the background, characters and props

meclia assel’s: graphics, vlcleos, audio, animahons, e}c, Hxa} 90 in}o media

anion—sl(inning: animaion tool in which the Previous frame is overlaid on the current camera image fo facililale small
adjusbmenbs from one frame fo the next

prop: inanimale objecb needed in an animalion

soundbrack audio to accompany o Fllm, lncluding dlalogue, sound eHecLs and somelimes bacl('mg music

slage: the Phﬂslcal area Photogruphed for each frame in the animahon, on which bacl(ground,

characters and props are Posihoned

slop—mahon: aPProach }o anlmahon in which each Frame is Phofcgraphed individuaug, wiHm Hmese frames Hten Plaged bacl( in
quicl( succession

slcrgbourd: Planning }ool in whlch each scene of an animahon is cirawn ouf

Unil 26 - We are zoologisl’s

binurg: a number sHs}em that uses wo numbers: O and |; b‘marH queshons are queshons with yes or no answers

binarg bree: o way of s}ructuring dala where each element has no, one or two child elemenls: o series of Hes/ no queshcns fo
ldenhﬂj an animal can be rePresen}ed in this way

bronching dalabase: soﬁware auowing a series of quesﬁons bo be created to Lnferachvelg Ldenhw objecls

classificolion keg: series of queshons (usuauH of a Hes/no bHPe) used ko idenfiw an animal or Planf

dala: struclured infcrmchon gaH}ered for analgsis, o#en, but not alwaHs, as numbers

dakabase: o shruclured collechion of data organised so that groups of records can be idenhfied

geolcca[ion dala: lahtude and lcngl}ude (and somehmes alh}ude) or grid references, which sPeciﬂj Hle locahon oF someH}Lng,
such as a digi}al Phctogruph

Global Position Sgslem (GPS): this sgskem allows a user o determine their exact location using a nelwork of salellites
Pixelsz Pickure element — one of the smau, square dots that makes up @ digil’al image

lauH char}sz used l’c reccrd da}a quicl(lg; you record l‘mes in groups of five




