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‘LET’S CREATE A BETTER INTERNET TOGETHER

IN THIS ISSUE: MEET OUR NEW DIGITAL LEADERS

New Curriculum

Meet our Digital Leaders

As I am sure you are aware the
New Curriculum is being enforced
this year and there are many
changes across the curriculum.
This includes dramatic changes to
the old ICT curriculum which is
now entitled, ‘Computing’. A key
area of this new curriculum is esafety and this will continue to be
a priority for us. Another area is
using Code.

As there are so many changes to
the new Computing Curriculum
we decided to ‘employ’ some
extra pairs of hands to help with
the teaching of this area.
Applications forms were
completed and interviews held
and I was amazed at the high
level of experience and skills the
children had. I am pleased to
announce this years Digital
Leaders are:

Your child may start talking about
a cat which they have used to
complete tasks at school. We
haven’t got a new pet but are
starting to use a program called
Scratch which uses basic
programming. For more
information see our school
website.

Year 2: Maya Wetherall, Harrison
Watts and Jessica Saunders
Year 3: Layla Walker and Samuel
Mehmet
Year 4: Djimon Gyan and Saskia
Ferraro
Year 5: Elizabeth Thurbon and
Jacob Bagnall
Year 6: Isabella Mancuso and Kiah
Hollywood

New Technology

This is a very exciting time for
technology and at St. Aidan’s we
are very pleased and grateful to
the School Association who have
paid for us to have 9 iPad minis
across Key Stage 1 which we are
really looking forward to making
use of and integrating into our
curriculum. The Key Stage 2
classes won’t be missing out, as a
school we are purchasing tablets
to be used in the juniors.
Don’t forget to look
at the Think U Know
website for any
information to help
with e-safety at
home.

Digital Leaders
One of the areas the Digital Leaders
will be particularly helping with is
‘Jargon Busting’. These means
breaking down the new Computing
Curriculum vocabulary and
explaining it to others. Below are
some of the definitions of
vocabularly your child will have to
understand, which words do you
know?
algorithm – an unambiguous procedure or
precise step-by-step guide to solve a
problem or achieve a particular objective.
computer networks – the computers and the
connecting hardware (wifi access points,
cables, fibres, switches and routers) that
make it possible to transfer data using an
agreed method (‘protocol’).
control – using computers to move or
otherwise change ‘physical’ systems. The
computer can be hidden inside the system or
connected to it.
data – a structured set of numbers,
representing digitised text, images, sound or
video, which can be processed or transmitted
by a computer.
debug – to detect and correct the errors in a
computer program.
digital content – any media created, edited
or viewed on a computer, such as text
(including the hypertext of a web page),
images, sound, video (including animation),
or virtual environments, and combinations of
these (i.e. multimedia).
information – the meaning or interpretation
given to a set of data by its users, or which
results from data being processed.

input – data
provided to a
computer
system, such
as via a
keyboard,
mouse,
microphone,
camera or
physical
sensors.
internet –
the global
collection of
computer
networks and their connections, all using
shared protocols (TCP/IP) to communicate.
logical reasoning – a systematic approach to
solving problems or deducing information
using a set of universally applicable and
totally reliable rules.
output – the information produced by a
computer system for its user, typically on a
screen, through speakers or on a printer, but
possibly though the control of motors in
physical systems.
program – a stored set of instructions
encoded in a language understood by the
computer that does some form of
computation, processing input and/ or stored
data to generate output.
repetition – a programming construct in
which one or more instructions are repeated,
perhaps a certain number of times, until a
condition is satisfied or until the program is
stopped.
search – to identify data that satisfies one or
more conditions, such as web pages
containing supplied keywords, or files on a
computer with certain properties.
selection – a programming construct in
which the instructions that are executed are
determined by whether a particular condition
is met.

sequence – to place programming
instructions in order, with each executed one
after the other.
services – programs running on computers,
typically those connected to the internet,
which provide functionality in response to
requests; for example, to transmit a web
page, deliver an email or allow a text, voice
or video conversation.
simulation – using a computer to model the
state and behaviour of real-world (or
imaginary) systems, including physical and
social systems; an integral part of most
computer games.
software – computer programs, including
both application software (such as office
programs, web browsers, media editors and
games) and the computer operating system.
The term also applies to ‘apps’ running on
mobile devices and to web- based services.
variables – a way in which computer
programs can store, retrieve or change
simple data, such as a score, the time left, or
the user’s name.
World Wide Web – a service provided by
computers connected to the internet (web
servers), in which pages of hypertext (web
pages) are transmitted to users; the pages
typically include links to other web pages and
may be generated by programs
automatically.

