Holy Family RC Primary School

Computing Curriculum




Intent

Computing at Holy Family equips pupils to use computational thinking and creativity to understand an
change the world. We want our pupils to fully engage with the subject, to see its importance and
relevance to their lives by the way it is used.

Computing has deep cross-curricular links with English, Maths, Science, Art and DT, yet underpinning
this is Computer Science. Here, pupils learn how digital systems work and how to apply this knowledge
through programming. These experiences enable pupils at Holy Family to become digitally literate.
Pupils are able to prepare for their future, by participating in and expressing themselves, whilst ensurin
they remain safe in this digital world.

When our pupils leave Holy Family, we want them to be fully prepared to embark on the next stage
their school career and access Computing at High School. To do this, pupils will be able to understa
and apply the fundamental principles and concepts of Computer Science, analyse problems in
computational terms, evaluate and apply IT, and be responsible, competent, confident users of
technology. Computing at Holy Family provides pupils a wide range of skills and opportunities to app
them, ensuring that they will be well equipped to continue their Computing journey at High School.



Implementation

Our children begin their journey with technology in Early Years, with access to iPads and BeeBots. Teachers facilitat
children’s curiosity with challenge, modelling how to use the equipment carefully and safely.

In KS1 children continue their journey with the BeeBots, using them more precisely. They learn how to programme a
BeeBot to reach a destination and begin to be able to debug when something doesn’t work out the way they imagined.
In the computer room they improve their mouse control and learn how to log on and off a computer using their own
username and password. They learn about online safety and what to do if they encounter something which makes
them feel uncomfortable as well as what personal information is and why it is important we don’t share it with someone
on the internet. Coding then progresses from BeeBots onto a computer-based programme where children learn how to
programme a variety of sprites.

As the children develop their computing skills, their digital literacy skills are combined with English, science, history a
geography and work is word processed and presentations are created using PowerPoint. Children learn how to us
hardware we have in school including webcams, where they are taught how to take and manipulate pictures, sho
them that what they view in the media isn’t always accurate.

The children are also taught internet safety. They know how to keep themselves safe online and what to do if they
come across something that makes them uncomfortable. KS2 are taught the difference between being a bystander
an upstander and the importance of reporting something they experience happening to themselves or another pe
as in accordance with our Anti Bullying Policy and our Online Safety Policy. Upper KS2 understand<the importan
media balance and appreciate that as they get older, they are more responsible for their online presence and
they access a variety of forms of media.



Impact

The impact of our computing curriculum can not only be seen in displays around school and on the
children’s individual computer accounts, but also can be measured by speaking to the children
themselves. The teaching of the computing curriculum enables our children to use a computer with

confidence.

We measure the impact of our curriculum using the following methods:

- Summative assessment of pupil discussions about their learning.

- Images of the children’s practical learning in a class portfolio

- Children’s work saved onto their individual accounts

- Interviewing the pupils about their learning (pupil voice).

- Class portfolios are scrutinised and there is the opportunity for a dialogue between teachers to
understand their class’s work.

- Annual reporting of standards across the curriculum.

At Holy Family we prepare our children for the next stage of learning in computing through a high g
curriculum which equips them to meet the needs of their needs in the future.




Whole school overview

EYFS

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Marian Term

Saints & heroes Term

Epiphany Term

Lenten Term

Pentecostal Term

St James Term

Multimedia Online Safety Graphics Control, Sensing & Modelling Communication Robotics, Gaming &
Selfie Time! SWGfL Scheme Let's Paint! Where will the Beebots go? Listen to me! Simulation
Photobooth PM = 2Paint Beebots & Mats Morfo Let's Play!
All About Me Seasonal Change Katie goes to London Listen to me! CBeebeies
Online Safety Communication Robotics, Gaming & Control, Sensing & Modelling Data Handling Graphics
SWGfL Scheme Words & Pictures Simulation Control a Beebot Interpreting Pictogarms Paint a Picture
PM - 2Publish Extra Games Galore! Beebots & PM - 2Go PM - 2 Count PM - 2Paint
Where on Earth is Sunny? PM - 2DIY Where do, and did, the wheels Plants Whao on Earth would leave?
Communication What has changed since my on the bus go?
grandparents were young?
Online Safety Graphics Control, Sensing & Modelling | Robotics, Gaming & Simulation Data Handling Communication
SWGfL Scheme Be an Artist Understanding Instructions Building Computer Games Questions & Answers My First Webpage
PM - 2Paint a Picture Scratch Junior App PM - 2DIY PM - 2Question PM = 2Publish Extra
Pablo Picasso Properties of Everyday Who were Rosa Parks and
Materials Nelson Mandella?
Data Handling Online Safety Robotics, Gaming & Communication Control, Sensing & Multimedia
Discovering Databases SWGfL Scheme Simulation Powerful Presentations Modelling Recording & Editing Audio
MS Excel Algorithms & Debugging! MS PowerPoint Making Patterns Audacity
Nutrition & the Body Scratch Who first lived in Britain? MSW Logo Why do so many people go to
the Mediterranean for their
holidays?
Online Safety Data Handling Multimedia Control, Sensing & Modelling Robotics, Gaming & Communication
SWGfL Scheme Branching Databases Animation Datalogging Simulation Word Processing
PM - 2Question Stop Motion Studio App Datalogger & Software Circuits are fun! Troubleshooting & Computer
Why are the rainforests Why were the Romans so MaKey Makey Networks
important? powerful and what did we MS Publisher / MS Word
learn from them? Can we point a picture of the
past?
Online Safety Data Handling Graphics Communication Control, Sensing & Robotics, Gaming &
SWGfL Scheme Introducing Spreadsheets 3D Structures Blogging Modelling Simulation
M5 Excel Google Sketch Up PM - 2Blog Scratch Simulation Scratch Maze
Will you ever see the water you Scratch Scratch
drink again?
Online Safety Communication Data Handling Robotics, Gaming & Multimedia
SWGfL Scheme Podcasting Spreadsheet Modelling Simulation Film Making
Audacity M5 Excel Retro Game Viva Video App
Why should the world be Data Handling Scratch Leavers' Film

ashamed of slavery?




Computing in the Early Years

Foith i Lesrming

Three and Personal, Social and Emotional * Remember rules without needing an adult to remind them.
Four-Year-Olds | Development
Physical Development « Match their developing physical skills to tasks and activities in
the setting.
Understanding the World + Explore how things work.
Reception Personal, Social and Emotional + Show resilience and perseverance in the face of a challenge.
Development + Know and talk about the different factors that support their
overall health and wellbeing:
-sensible amounts of ‘screen time'.
Physical Development + Develop their small motor skills so that they can use a range of
tools competently, safely and confidently.
Expressive Arts and Design + Explore, use and refine a variety of artistic effects to express
theirideas and feelings.
ELG Personal, Social | Managing Self + Be confident to try new activities and show independence,
and Emotional resilience and perseverance in the face of challenge.
SEE LIV + Explain the reasons for rules, know right from wrong and try to
behave accordingly.
Expressive Arts | Creating + Safely use and explore a variety of materials, tools and
and Design with Materials techniques, experimenting with colour, design, texture, form
and function.




Progression of knowledge and skills

Marian Term Saints & Heroes Epiphany Term Lenten Term Pentecostal Term St James
Term
EYFS Multimedia Graphics Digital Literacy & Control, ing & C Robotics, Gaming &

Pupils will learn: Pupils will learn: Citizenship Modelling Pupils will learn: Simulation

+ That they can take a « That pictures can be Pupils will learn: Pupils will learn: * How to take a good Pupils will learn:
picture of themselves created = ‘Which devices can = How to program a quality selfie, and how | « How to log into the
using an iPad. electronically. access the internet. Beebot to move to match up features laptop using a

* How to take a good + That the mouse pad = What content is forwards and 50 it can move. username and
quality photograph. and click controls available to them on backwards. * Torecord their voice password

* How to add an effect where the colour the internet. * To use directional using record, stop and independently.
to change how the goes. « Which rules they language to make a play. + How to access the
photograph looks. « That different tools must follow to stay Beebot turn left and « To save their video internet

can create different safe whilst on the right. into the camera roll. independently.
textures. internet. # That an algorithm is a * How to use the
set of instructions. keyboard, mouse and
click to access a
specific website and
navigate around it.
Year 1 Digital Literacy & Communication Robotics, Gaming & Control, Sensing & Data Handling Graphics

Citizenship Pupils will learn: Simulation Modelling Pupils will learn: Pupils will learn:

Pupils will learn: # That the keys on a Pupils will learn: Pupils will learn: * What a pictogram is # That pictures can be

# That they can go to keyboard make text # What attracts people | « How to control a showing. created electronically
exciting places online, appear on the to play a computer floor turtle. * How to collect and and the pros/cons of
but they must follow screen. game. # The relationship input data to create a paper versus
rules to stay safe. + That you can use * To create their own between a floor and pictogram. electronic graphics.

+* Which information punctuation keys to simple computer onscreen turtle. = Explain the * Toselect paint tools
should be kept private add capital letters, game. * To use positional and differences/similarities to create texture in
when online. full stops and finger « Toadd scores and directional language. between a pictogram their work.

* That e-mail is a way to spaces to writing. timers to their and block graph. * How use colour in
communicate with real | « How to save work in games. their work for
people in their school/ an appropriate specific effects.
family/community. location.

Year 2 Digital Literacy & Graphics Control, Sensing & Robotics, Gaming & Data Handling Communication

Citizenship Pupils will learn: Modelling Simulation Pupils will learn: Pupils will learn:

Pupils will learn:

.

That a digital footprint
can be a permanent

-

To create a picture in
the style of famous
artist.

Pupils will learn:

How to use ‘drag and
drop’ code to control
an onscreen sprite.

Pupils will learn:

= What makes people
want to keep playing
a computer game.

* To follow a branching
database to identify
objects.

How to save images
into their webpage
alongside text.

“trail” of their online
activity.

That their behaviour
online can affect
others and they must
treat others as they
would in the real
world. They will learn
how to manage
inappropriate
behaviour.

How to search for
websites that would
be appropriate for
them, and how to
bookmark their
favourites. They will
learn how to be critical
of content
instantaneously.

How to add different
effects and textures
to their work through
selecting a variety of
tools.

How to save their
work as a project file,
and a completed
picture file and the
differences between
the two.

What an input is.
How to use a loop for
repetition.

« To design and
program their own
interesting game.

« To debug codeif it
does not work as
desired.

* Touse ‘yes” and ‘no’
questions to group
objects.

* To create their own
simple branching
database (4 objects).

To identity features
of a good quality
website and add
these to their own
webpage.

The difference
between ‘Draft’ and
‘Published’. and who
can see each of
these.




Year 3 Data Handling Digital Literacy & Robotics, Gaming & Communication Control, Sensing & Multimedia
Pupils will learn: Citizenship Simulation Pupils will learn: Modelling Pupils will learn:
e What a database is, Pupils will learn: Pupils will learn: ¢ How to use advanced | Pupils will learn: * How to record their
why they are used and | « Why people have s Tocreatean features of word s To use mathematical voices.
the pros/cons of paper passwords and how animation. processing. Eg. Word language to controlan | « How to add a sound
versus electronic to create a strong s Tounderstand the Art, Auto Shapes, onscreen sprite. effect and adjust
databases. secure password. difference between background changes s To create procedures sound levels
s The difference *  To be mindful of the an input and an etc. to make specific appropriately.
between a ‘field’ and a purpose and output. + How to add shapes. s How to save their
‘record”. audience when * To explore different images/video and e To analyse code work at a project and
s How to input and communicating inputs to gain a hyperlinks into their looking for errors a completed sound
search data within a online and be think better understanding document. when something does file and know the
database. about the tone they of them. * How to add not work as difference between
wish to convey. animations and anticipated. the two.
* To be critical of transitions to their
product websites and work.
find out about
methods used to
promote products.
Year 4 Digital Literacy & Data Handling Multimedia Control, Sensing & Robotics, Gaming & Communication
Citizenship Pupils will learn: Pupils will learn: Modelling Simulation Pupils will learn:

Pupils will learn: * How tosearcha s How to create a stop- | Pupils will learn: Pupils will learn: + How to edit a piece
branching database motion animation by of word processed
* How to be a good to identify unknown taking numerous * Plan an investigation | e To add an external writing in order to
digital citizen. objects. photographs. which requires device to their give it a professional
+ How to protect * How tosort and ¢ Which external information collected computer. feel.
themselves from organise information factors affect the by a datalogger. e Understand how a * Tounderstand how a
identity theft, by to use in a specific quality of the + How to use external circuit works. computer network
thinking critically way. animation. sensors for ¢ Understand the cause works.
about their online * Howtocreatea * How to edit the monitoring the and effect process. + To find their way
behaviour. more complex animation footage by environment. around the school
s How to find accurate branching database adding text, voice- + How to interpret the network so they can

information online,
and how to use the
work of others’
appropriately.

(& objects minimum).

overs and music,
before saving it as a
project and a
completed video file,
and knowing the
difference between
the two.

datalogger’s results
and offer
explanations for
results.

save their work in an
appropriate location.




Year 5 Digital Literacy & Data Handling Graphics Communication Control, Sensing & Robotics, Gaming &
Citizenship Pupils will learn: Pupils will learn: Pupils will learn: Modelling Simulation
Pupils will learn: « What a spreadsheet ¢ Howtodraw a 3D ¢ How to create their Pupils will learn: Pupils will learn:
* How to manage their is and why they are model of a real life own blog site by +« What a simulation is * To use sequence,
online accounts. used. building. adding content. and how simulations selection and
* What spam in various # Toinput datainto a * How to add colour # Which information is can be beneficial. repetition in
forms and how to deal spreadsheet and use and texture to their safe to share on their | « Create their own algorithms.
with it. formulae to calculate work and how to blog site. lighting/music * Create and debug
* That they can’t believe mathematical data. resize, move and * How they should simulation. algorithms.
all they see/read « How to create graphs rotate objects. conduct themselves * Debug algorithms * To use variables.
online. Images can be using entered data. * How to pan, orbit online by being independently.
altered and enhanced and zoom in order to aware of their
digitally, and that this get a full clear view audience.
can have positive and of their work.
negative
CONSEeqUENCES.
Year 6 Digital Literacy & Communication Data Handling Robotics, Gaming & Multimedia
Citizenship Pupils will learn: Pupils will learn: Simulation Pupils will learn:

Pupils will learn:

* What constitutes poor
digital citizenship, and
how can it be
resolved.

# That pupils’ websites
have a responsibility
to keep information
private. They will learn

& How to make a good
quality voice
recording with more
than one speaker.

» How to edit their
voice recording
appropriately.

# How to add and
manage appropriate

s How to create their
own spreadsheet
containing relevant
and logical data
processes.

s To perform “what-if'
analysis.

s How to use
conditional

Pupils will learn:

& How to program
sprites to make them
interact.

s That there may be
more than one way to
achieve the same
outcome.

* How to capture good
quality video footage
using a range of
filming techniques.

* How toimport
footage into video
editing software to
allow them to order

how to identify these
secure websites
through privacy
policies and seals of
approval.

« How media plays a
powerful role in
shaping ideas about
gender.

sound effects and
jingles to their voice
recording.

formatting within
their spreadsheet for
a specific purpose.

s To use logical
reasoning to explain
algorithms, and test
and debug as
necessary.

and crop their
footage.
* How to add visual
effect, sound effects,
text and music to
their film before
saving it correctly.




Unit: 1.4
Lego Builders

Key Learning

To compare the effects of adhering
strictly to instructions to completing
tasks without complete instructions.
To follow and create simple
instructions on the computer.

To consider how the order of
instructions affects the result.

Key Vocabulary

Instruction
Information about how something should
be done.

Algorithm
A precise, step-by-step set of instructions
used to solve a problem or achieve an
objective.

Computer
An electronic device for storing and
processing data.

Program
To provide (a computer or other machine)
with coded instructions.

Debug
Te find and remove errors from computer
hardware or software.

Purple Mash Computing Scheme of Work: Knowledge Organisers

Key Resources

Paint Projects

What is an instruction?

An instruction takes you through
something step by step so that you can
successfully complete a task.

Why do we need to debug code?

‘When you write code, it won't always
work correctly first time. When you
search for the errors and correct them,
this is known as debugging.

Knowledge organisers

Purple Mash Computing Scheme of Work: Knowledge Organisers

Unit: 2.4

‘ b Questioning

Key Learning

To learn about data handling tocls
that can give more information than
pictograms.

To use yes/no guestions to separate
information.

To construct a binary tree to identify
items,

To use 2Question (a binary tree
database) to answer guestions.

To use a database to answer more
complex search questions.

To use the Search tool to find
information.

Y

2Count 2lnvestigate  2Question

Key Vocabulary

Unit: 3.2
Online Safety

Kcy Leaming

To know what makes a safe password.

To learn methods for keeping

passwords safe.

To understand how the Internet can be

used in effective communication.

To understand how a blog can be used
icate with a wider audi

websites.

To learn about the meaning of age
restrictions symbols on digital media
and devices.

to 5
To consider the truth of the content of

Purple Mash Computing Scheme of Work: Knowledge Organisers

Key Resources

e

2Dos 2Connect

2Publish Plus

Pictogram
A diagram that uses
pictures to represent
data,

Question
A sentence written
or spoken to find
information

Data
Facts and statistics
collected together that

can provide information.

Collate
Collect and combine
(texts, information, or

data).

Binary Tree
A simple way of sorting
information into two
categories.

Avatar
Anicon or figure
representing a person in
a video game, Internet
forum or other online
format.

Database
A computerised system
that makes it easy to
search, select and store
information.

What is a password and
why should we keep
them safe?

A password is a secret
word or phrase that
allows a user to access
a website. Passwords
are like toothbrushes in
that they should not be
shared with anyone else.

Key Questions

Is everything | read on
the Internet true?

Just because something
is on the Internet doesn’t
mean that it is true.
Some people create
spoof websites that
pretend to be something
else such as a bank
waebsite or to provide
misleading information.

2Blog 2Write

How do | know if | am
old enough to play a
computer game?

Computer games, like
films, are often not
suitable for children.
PEGI ratings will show
how old a person must
be to play a game.

Purple Mash Computing Scheme of Work: Knowledge Organisers
* Unit: 5.4
Databases

Key Learning

+ Tolearn how to search for information
in a database.

+ Tocontribute to a class database.

« Tocreate a database around a chosen
topic.

Key Questions

What is a database?

A collection of data organised in such
a way that it can be searched, and
information found easily. Database usually
refers to data stored on computers.

Why is the collaborative feature
important?

Making a database collaborative allows
lots of people to enter information into the
database at the same time. This is a lot
quicker than one person entering the data
by themselves.

Lo s
&
Al

In what ways can | sort information in a

5
Avatar builder database?

2lInvestigate

A database can hold lots of information
so itis essential that information can be
effectively investigated. In 2Investigate,
data can be searched and sorted in a
wvariety of ways. It can also be presented
pictorially.




SMSC and British Values

Spiritual We encourage the children to explore their own spirituality in Computing, always looking to understand their own
interpretation of a given subject. Our children understand that perseverance and determination are two of the key
learning skills in our school and these are necessary to achieve their greatest potential.

Moral Our school ethos lends itself to the development of a moral responsibility for our actions and this is evidenced in pupil
work in all year groups. Respect for the feelings of others, combined with a need for constructive and honest criticism
when peer evaluating work, which enhances the development of individual work is an area in which our children excel.

Social The social responsibility we have to each other is clearly demonstrated in our computing lessons as children are often
working in groups and have to communicate in order to design and plan their work together. The children are actively
encouraged to celebrate others’ achievements.

Cultural Computing is an area in which the children are able to use aspects of other cultures as inspiration. This leads to a greater
understanding of different ways of life and a respect for those cultures which may be very different from their own.

Demaocracy Within computing we ensure democracy by teaching children that they have the right to be safe online and teach them
online safety within our curriculum to ensure this. With democracy comes responsibility so we also teach children the
importance of keeping personal information and passwords safe.

Rules and Law Within our computing lessons, children are expected to follow both school and class rules. They are taught specific skills
within Computing allowing them to develop their skills of following rules. Within the computing curriculum they also learn
about algorithms, programming and control which again helps the children follow rules and shows them the importance of
following simple instructions. Children also learn about internet safety and the rules they must follow to keep themselves
and others safe.

Individual Liberty Throughout our computing curriculum, we ensure individual liberty through allowing children to complete their own
research and develop questions within this. Through allowing children to have a say in their learning they become more
confident and it helps to develop their self-esteem. They also learn how to act when they are a witness to cyber bullying
and they learn about their rights and responsibilities.

Mutual Respect and The children are given many opportunities to critique each other’s work in a positive and constructive manner whilst
Tolerance of those showing respect for the opinions and beliefs of their peers, which may differ from their own. An acceptance of the liberty
with different faiths of the individual to interpret and create a piece of work which may not necessarily match their own criteria is an

and beliefs important aspect of all computing lessons.




Inclusion in Computing

At Holy Family, our computing curriculum is designed to meet the needs and requirements of
our pupils regardless of their individual needs or abilities. We are committed to the inclusion o
children in our school community, and content is adapted so that everyone develops the skill
become an effective learner in computing, developing logic, problem-solving and basic skills
name a few.

At Holy family we do not believe that there a barriers to learning in computing. Our computing
curriculum is designed to meet the needs of all individuals.



Reading in Computing

At Holy Family, he children access a wide variety of reading content online which they must
understand and digest using reading skills taught in school. They are encouraged to read for
understanding and to be critical about what they do read.

When producing content, they must proofread, spellcheck and consider the purpose and

audience. Through their online reading, the children will develop subject-specific vocabulary a
comprehension skills. This enables them to deepen their understanding of the computing
curriculum.



Computing on a page

i-lolv Family RC Primary School - Computing- Subject on a Page

The overview of the
comiputing
curriculum is
available for people
to view on the
website

Policies such as the online
=safety policy and KCSIE
are available to see on the
website

Children
understand that
they are prohibited
to use certain
websites and
social medis
because of their
age

Children are able
to present work in
different ways
using computing
technology

IMpact Computing

Children are taught
how to refine
searches on the
internet to improve

the accuracy of their

results

Children are
taught how to
report any
unwanted
incidents using
the CEOP button

Children are taught
to speak to an adult

regarding any
concerns that thay
have about online

safety

In EYFS Fupils are taught to
use technology through the

Pupils are taught how
to present information
through the use or

presentation software

|I'I1E|Ef|"IEI'ItaﬁDI'I -
Gnmp!!ting use of an |pad,

Intent — Computing

Computing at Holy Family equips pupils to use computational thinking and creativity to
understand and change the world. We want our pupils to fully engage with the subject, to
sae jts importance and relevance to their lives by the way it is used. Computing has deep
cross-curmicular links with English, Maths, Science, Art and DT, yet underpinning this is
Computer Science. Here, pupils leam how digital systems work and how to apply this
knowledge through programming. These experiences enable pupils at Holy Family to
become digitally literate. Pupils are able to prepare for their future, by parficipating in and

expressing themselves, whilst ensuring they remain safe in this digital world.

Vhen our pupils leave Holy Family, we want them to be fully prepared to embark on the
next stage of their school career and access Computing st High School. Te do this. pupils
will be sble to understand and apply the fundamental principles and concepts of
Computer Science, gnakyse problems in computstional terms, evaluate and apply IT, and
be responsible, competent, confident users of technology. Computing at Holy Family
provides pupils 8 wide range of skills and opportunities to apphy them, ensuring that they
will be well equipped fo continue their Computing journey at High School.

Children use the
internet in order fo
research topics in
other subjects

Online safety is
& topic which is
taught to all
WEAr groups in
every class
every year

Worship is shared
with the children
using the Patricia
Ainge resource
‘Pray Together'.

In EYFS the skill
of logging onto a
laptop is
demonstrated

Pupils are taught
about email as an
important tool for
communication

Pupils are taught
to store
information
through the use
of databases

Children have successfully used Google
Classroom to access online leaming

Pupils work is recorded
in filzs on the sehool
=ystem

Children understand the
importance of good
digital citizenship

‘Online safety displays
can be viewed in schoaol.
Children are tsught how
to report an issue to an
adult should they need
to

Any incidents relating
to concemns of internat
=safety are recorded
on CPOMS

Guidance for staff on the appropriate use of

technology is provided in the staff handbook.




2nd June 2016 Ye ar 4

’Huge meteor passes Earth |

Yesterday a huge meteor
passed by the Earth. It was just
outside the limits of our
atmosphere. Astronauts from
the International Space station
reported that they could see the
signs of alien life upon the
meteor. NASA s investigating
further and using long-range
telescopes to zoom in on
images of the meteor. Itis

Image of the meteor seen from

on the meteor and wanted 1o b
The chadnen claimed that Thei
bult & recke? using imstructions from
aliens ond hod gone off in search of them
Authorities have denved ciams by members
of the pablic thet a flying saucer was seen
sbave Cardif.

‘expected that a space shuttle
will be dispatched as a matter of | | eather afiacted by mateor
urgency to follow the meteor.

claim they have been There were slorms across fhe slanel as
communicating with liens he meteor passed by, Several buidings
A brother oed sister. Seth ond Alex Sramy. | | Ximgdom Thewealherin comimwoeks is
who lve in Woles clamed thet the clens | | arpeetadita be aiiected Yeslorday itwas
had been them through
their beby sisters boby monitor. The et 40 Sevesa
abens cauld ot speck English bat used AV Buiveas lmam
Welsh 1o explon thot they were stranded
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| am a Holy Family Computer

11

Year 2

He loves spaghetti.

The persan you play as
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