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TA2 – Interaction Methods
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TA3 – Information & Data
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TA3 – Validation & Verification
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TA3 – Data Collection Methods
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TA4 – Logical Data Storage
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TA4 – Physical Storage

Internal Storage

Storage that is part of the 
device of network the 

device is connected to

External Storage

Storage that is 
separate to the device 

but connected to it
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TA4 – Testing
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TA4 – Types of Testing

Technical Testing

User Testing
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TA4 – Cyber Security

Bots  
used to 
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TA4 – Malware
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TA4 – Social Engineering
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TA4 – Impacts and effects of cyber-attack
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TA4 – Cyber-attack prevention methods

Physical Methods 

hardware/RL
Logical Methods 

software/digital

Secure Destruction 

of Data

Save over data

Magnet over disk
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TA4 – IT Laws & Legislation 1 
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TA4 – IT Laws & Legislation 2 
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TA5 – Types of 

Communication
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TA5 – Office Applications

Word processer

• Letters

• Reports

• Newsletter  

Presentation 

Software

• Presentations

• Slide handouts

Spreadsheet Software

• Small amounts of data

• Calculating figures

• Finance

• Charts

Database

• Large amounts of data

• Stored in tables

• Tables/data linked 

• Eg; registers linked to 

pupil address
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TA5 – Desk Top Publishing Software
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TA5 – Digital Devices
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TA5 – Distribution Channels
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TA5 – Distribution Channels Connectivity
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TA5 – Audience Demographics
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TA6 – Pillars of (IoE) Internet of Everything
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TA6 – IoE Interaction
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TA6 – IoE in Everyday Life
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Year 11 – Cambridge National IT - Mindmap
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Year 11 – Cambridge National IT - Visualisation Diagrams
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Year 11 – Cambridge National IT - Flowcharts

Key Vocabulary

Algorithms A set of rules or instructions to be followed.

Flowcharts A graphical way of showing an algorithm. 

Selection Deciding what code to run based on a 
decision or answer to a question. E.g an IF 
statement.

Sequence A set of instructions that are completed in the 
exact order that they are written.

Iteration Where a set of instructions is repeated. E.g a 
while loop, for loop and repeat until loop. 

Input Data that is given to the computer or program 
to then use.

Output Information that is provided by the computer or 
program.

Procedure A group of instructions grouped together that 
can be used by the main program.

Variable A name given to a value in a program that can 
change when the program is running. 

Data Types

Real /Float
Number with decimal Point

Integer
Number without a decimal Point

String
A series of characters/TEXT

Character
A single letter or symbol

Date/Time
Date and Time in any format

Boolean
Yes no, true false value
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START/STOP

PROCESS

INPUT/OUTPUT

Is 

A>1

0?

YES

Decision 

No 

SUB 

ROUTINE

Always start and end with 

this

Sequence that performs a 

specific task. You can use this 
within your flowchart to show 

more detail in a specific section

To do something in 

the program e.g a 

calculation

Use when there is an input  or output  

required e.g. user inputs their name, 

program displays their name

When a choice 

has to be made in 

the program

Flow lines – 

show the flow 

of information 

in the 

algorithm

Year 11 – Cambridge National IT - Flowcharts
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What is a wireframe? 

A sketch or a guide before you build an actual form/document

A ‘skeleton graph’ that shows how the contents will be laid out.

Frames with no colours, images or any graphics. 

Year 11 – Cambridge National IT - Wireframe
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Year 10 – Cambridge National IT – Introduction to Augmented Reality 
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Year 10 – Cambridge National IT – Purpose of AR

What does 

augment mean?

• enhance

• alter

• make more 

effective.

What does real-world 

environment mean?

• our surroundings

• our planet

• our world.

What does reality 

mean?

• natural

• real.
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Year 10 – Cambridge National IT – Types of AR
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Year 10 – Cambridge National IT – AR interaction
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Year 10 – Cambridge National IT – Using AR to Present Information
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Year 10 – Cambridge National IT – AR – Content, Triggers, Assets and layers
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Year 10 – Cambridge National IT – AR – Content, Triggers, Assets and layers
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Year 10 – Cambridge National IT – AR Prototype
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Year 10 – Cambridge National IT – Triggers
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Year 10 – Cambridge National IT – Layers
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Year 10 – Cambridge National IT – Testing
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