
Year 7 Half Term 1: Network and Digital Literacy

Glossary:

• Programs
Software 
used to 
complete 
tasks. Such 
as Microsoft 
Word to 
write a 
report

• Networks
A collection 
of computer 
devices 
connected 
together to 
share 
resources

• MyArea
An area of 
the school 
network 
where you 
save your 
work

• Folder
A space in 
your 
‘MyArea’ of 
the school 
network  
used to save 
your 
documents 

• Screen 
shot

A digital 
image of 
what is on 
your screen

Network- Each student and teacher has a space on the school network called 
‘MY Area (M:). To save work in a particular subject folder use File>Save as> 

computing. Give your file a sensible name.

Username and Password- You will be given  login details at the start of the 
year. It is important to change your password straight afterwards. Use CTRL + 
Delete to change it.  Make sure the new password is secure by having  8 
characters, with a number, lowercase, uppercase and a symbol in it.

Programs - These are 
the software  used to 
write reports, create 
presentations or to edit 
images. There are many 
different programs on 
the school network.  
They can be found by 
using the start button > 
All programs > and 
double clicking the 
program required

RULES for IT rooms - IT rooms are full of Electrical equipment, 
therefore in addition to the usual school classroom rules, you must 
follow these rules too:

• No food or drink allowed
• No swinging on chairs
• No playing with electrical cables at back of the computers
• Checking all equipment is damage free when you sit at your desk
• No looking at or downloading offensive images or articles
• Hands up to ask/answer questions
• No walking around room unless it’s part of an activity

Digital Literacy –
Microsoft Word– use to 
write letters, essays, or 
reports.

PowerPoint- Use to 
create work that can be 
presented to a group of 
people.

Excel- software used for 
recording data that needs 
calculations performed 
on it.
Serif WebPlus – used to 
create webpages to 
showcase



Year 7 Half Term 2: Online safety and searches

Glossary:

• Cyberbullying:               
Bullying through the 
internet and social 
media                                                                                                                        

• E-Safety:                        
A term used to 
describe safe online 
behaviours and safe 
use of technology.  

• Social Networks:        
Online platforms used 
to connect with 
family/friends and 
others from around 
the world.  Keep them 
on ‘private’              

• Childline and CEOP: 
Organisations that can 
be called if you are 
uncomfortable about 
anything online

• Internet Browser:      
A program that allows 
you to use the 
internet examples 
include; Internet 
explorer, Safari, 

Google Chrome.
• Boolean:               

Used to narrow or 
widen a search- AND, 
OR, NOT

• Search Engine :     
used to type a search 
for information on the 
internet. i.e Google, 
Bing, Yahoo

• Personal information: 
Anything that can be 
used to identify you.

• Filter: A method of 
using search engine 
tool to narrow a 
search for information

Staying safe online

Photos: If you put a photo online remember it will be there forever. Don’t put 
photos online that you would be uncomfortable letting your parents or 
teachers see.

Status update: Don’t update your status to let the world know you are on 
holiday or give out your personal information. Use a emoji instead of your 
actual photograph for your profile

Accepting friend requests: Do not accept friend requests on social media 
from anyone that you don’t know in real life

Deleting message:  If you receive a message that makes you feel 
uncomfortable/scared/bullied do not delete it. It may be used as evidence if 
the sender is caught and goes to court

BOOLEAN – AND  OR   NOT

Named after George Boole, who first defined an 
algebraic system of logic in the mid 19th century

We can either type in a long description of our search or shorten it by 
using BOOLEAN to FILTER results
CYBERBULLYING IN DIDSBURY CARRIED OUT BY SCHOOL CHILDREN AT 

THE BARLOW
A Better search method would be;

Cyberbullying AND The Barlow AND Didsbury

In Google there are ‘filters’ 
to help narrow our search



Year 7 Half Term 3: How computers work

Glossary:
• Hardware The 

components kept 
inside a computer.

• Peripheral    A 
device which can 
add extra 
functionality to a 
computer system. 
Peripherals can 
either input or 
output data from 
the computer.

• Input                         
A peripheral device 
which takes data 
from the

• real world and 
enters it into a 
computer systems.

• Output          A 
peripheral device 
which takes data 
from a

• computer system 
and presents it into 
the real world.

• Storage Devices 
that store virtually 
all the data and 
applications on a 
computer.

• Motherboard 
Connects all 
components in the 
computer 
together.

• Processor (CPU) 
Performs any 

calculation and 
processes 
instructions given 
to it.

• RAM Short term 
storage which 
stores instructions 
for the CPU to 
process.

• Hard Drive      
Stores information 
in long term 
memory. Contains 
magnetic disks 
inside to store data 
on.

• Fan Used to cool 
down the 
components and 
prevent them from 
overheating.

• Power Supply Unit 
(PSU)                
Inputs power to 
the system.

• Binary-
The language that 
computers 
understand. It only 
uses two numbers 
0 and 1. Therefore 
it is known as base 
2.  Example; 1111 
in binary is 15 in 
denary. The 
number 13 in 
binary will be 1101

Input
Mouse Controlling a pointer on a screen.
Keyboard Typing commands/text.
Scanner Taking a digital copy of a document.
Microphone Records real‐life sound and makes it into a digital 
sound.
Joystick Used to control movement, perhaps through a game 
or a menu.

Output
Screen/projector Displays visual information from a computer.
Printer Making a real‐life, physical copy of a document.
Speaker/headphones Outputs digital sound.
Motor Outputs movement,

Storage
External hard drive Used in computers/games consoles –
largest capacity for portable storage.
Memory stick Used for transferring data easily.
SD card Regularly used in cameras/phones – very small 
memory with fast access.
CD Usually used for files that shouldn’t be changed (eg. games, 
albums)

Storage



Year 7 Half Term 4: Kodu 

Glossary:
• Computational Thinking

The thought process of 
taking a problem, working 
out how it can be 
calculated by a computer, 
and finding a solution.

• Program A sequence of 
instructions used by a 
computer.

• Sequence The order 
which the computer will 
run code in, one line at a 
time.

• Selection A decision made 
by a computer, choosing 
what code should be run 
only when certain 
conditions are met.

• Condition Checking to see 
whether a statement or 
sum is true or false.

• Iteration When a section 
of code is repeated 
several times – also 
known as looping.

• Input Entering data or 
information into an 
algorithm.

• Process Where data or 
information is altered as 

part of an algorithm.
• Output Displaying data or 

information as a result of 
an algorithm.

• Variable A value where 
data is stored and can be 
changed when used in a 
program.

• IDE –
• An integrated 

development 
environment (IDE) is a 
software suite that 
consolidates basic tools 
required to write and test 
software.



Year 7 Half Term 5: Data Security

Glossary:
Malware
Software that can 
harm devices, 
which is installed 
on someone’s
device without 
their knowledge 
or consent.
Virus
Viruses attach 
(by copying 
themselves) to 
certain files. 
Viruses are
self‐replicating 
meaning that 
they can copy 
themselves 
across
files or other 
computers 
without consent.
Worm
Similar to a virus 
but targets large 
networks. They 
will spread
amongst devices 
connected to 
that network.
Trojan
Trojans are 
malware 
disguised as 
legitimate 
software. Unlike
viruses and 

worms, Trojans 
don’t replicate 
themselves –
users
install them not 
realising they 
have a hidden 
purpose.
Spyware
Secretly monitors 
user actions (eg. 
key presses) and 
sends info to
a hacker. They 
can discover 
passwords, credit 
card details, and
other personal 
information
demand money 
from a victim in 
exchange for the 
password to
decrypt files.
Hacker A person 
who unlawfully 
gains access to a 
computer 
system.

Protecting Data
Encryption
The act of protecting data by scrambling it in such a way
that only someone with the secret code or key can read it.
Decryption The act of unscrambling encrypted data, with a 
secret
code or key, so that it can be read.
Key A sequence of numbers used to encrypt or decrypt 
data.
Ciphertext An encrypted message
Caesar Cipher Using a key to shift the letters of the 
alphabet and then encrypt data using this rule.

Protection mechanisms
Proactive Mechanisms designed to prevent 
malware from reaching a
device.
Reactive Mechanisms designed to deal with 
malware when it has infected
a device.
Firewall
Software designed to block unwanted access to 
systems by
examining all data entering and leaving the 
network. Similar to a security guard.
Spam filter A program which checks any incoming 
email for any malware or
suspicious attachments
Two‐Step
verification
When logging into accounts using use a password 
and memorable
information to verify a person’s identity.
Be informed Knowing the signs that a device may 
be infected or how to spot a
phishing email.

Signs of Phishing emails
‐ Spelling mistakes?
‐ Inconsistent formatting
‐ Fake email addresses
‐ Threatening language
‐ Not using correct names
‐ Links to alternative websites (hover, don’t click!)
‐ Are there attachments that you weren’t 
expecting?

Example of the Caesar Cipher



Year 7 Half Term 6: Flash Animation

Glossary:
Animation - a simulation of 
movement or the perception 
of motion created by the 
rapid display of a series of 
still images

Frame rate - The speed at 
which frames progress in an 
animation. Measures usually 
as frames per second (FPS), 
typically 24 for traditional 
animation

Frame - one of a series of still 
transparent photographs on 
a strip of film used in making 
movies or animations

Keyframe -a frame in a 
timeline where a change will 
occur; used in audio, video 
and animation production 

Timeline - The part of the 
animation program window 
that organizes and controls 
an animation's content over 
time using layers and frames.

Tween - A process of 
animation that occurs 
between keyframes

Stop motion animation -
animation where a model is 
moved incrementally and 
photographed one frame at a 
time

2D animation - the creation 
of moving pictures in a two-
dimensional environment, 
such as computerized 
animation software. 
Examples include video 
games like Robot Unicorn or 
movies like The Lion King

3D animation - The 
animation appears to have 
depth. It is more realistic or 
life-like in appearance. 
Examples include video 
games such as Halo and 
Madden Football or movies 
like Monsters Inc. or Frozen

Tools


