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THREE 
SPLATSKETEERS

GAME SETUP

PLAYERS

3

UNRULINESS: Standing, Stomping

GAME RULES: If your Splats lights up, and only if your Splat lights up, jump on it and quickly 
return to your formation

Defend yourselves! Three players stand back-to-back, each with a Splat out in front of them. 
Players take turns jumping onto Red Splats and back to formation. Each successful press is one 
point, and each error press is negative five points. Default round goes to twenty points!

GAME SUMMARY

WATCH FOR 
THE RED 
SPLAT!
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SPLATS
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HOW IT WORKS
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PART ONE

This program features if/do/else blocks, with each Splat 
lighting the next target, and scoring. On the next page, the 
when program starts block gets the game going by 
lighting up one random Splat red. 

When pressed, each Splat will look at its first condition: 
that it hasn’t scored enough points to win, AND that it is 
lit up red and ready to be pressed. 

When pressed successfully, each Splat triggers a random 
Splat to light up red again continue the game. 

If it isn’t the correct time for a Splat to be pressed, the ELSE 
condition triggers, making it light up yellow and subtracting 
the score.

code image: part 1
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PART TWO

With the same code running for all three Splats, the game will continue no matter which of 
the three is pressed next.
 
In this code, the when splat released block controls the game winning score level, and will 
trigger when the team gets enough points.

code image: part 2
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SUGGESTED OUTLINE
INTRODUCE EXERCISE
Introduce the activity. Explain the game rules and demonstrate how to play 
the game. Compare and contrast the game rules to Whack-a-Mole, a favorite 
Unruly Example. How do players gain points? Lose them? How do you win?

WORK TIME
Introduce the essential blocks and tie them directly to the game rules. 
Show students how to duplicate blocks of code by pressing and holding 
the outer most block. Talk through the difference between the when splat 
pressed and when splat released code. Give students the option to 
start their program using the ‘whack-a-mole’ code, highlighting main  
differences between programs.

GAME PLAY
Support groups as they work to build their programs. Ensure students are 
rotating through a variety of roles, documenting, testing, and coding.

STUDENT SHOWCASE!
Time to play Three Splatsketeers! Have groups share their programs and 
explain why they made the changes the choices they did.
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GOING FURTHER
EXTENSION
Have students change the timing, scoring, and sounds.

SUPPORT
Go through the conditional statements as a full class. Have students 
outline the needed code before programming.
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CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

1B-AP-08 
ALGORITHMS

Compare and refine multiple algorithms for the same task and 
determine which is the most appropriate. (P6.3, 3.3)

1B-AP-15 
DEVELOPMENT

Test and debug (identify and fix errors) a program or algorithm to 
ensure it runs as intended. (P.6.1, 6.2)

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS

1B-AP-10 
CONTROL

Create programs that include sequences, events, loops, and 
conditionals. (P5.2)
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GRADES 3—5

1B-AP-12 
MODULARITY

Modify, remix, or incorporate portions of an existing program into 
one’s own work, to develop something new or add more advanced 
features. (P5.3)

1B-AP-16 
DEVELOPMENT 

Take on varying roles, with teacher guidance, when collaborating 
with peers during the design, implementation, and review stages of 
program development. (P2.2)

1B-AP-17 
DEVELOPMENT

Describe choices made during program development using code com-
ments, presentations, and demonstrations. (P.7.2)

1B-AP-11
MODULARITY

Decompose (break down) problems into smaller, manageable 
subproblems to facilitate the program development process. (P3.2)
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CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

2-AP-10
ALGORITHMS

Use flowcharts and/or pseudocode to address complex problems as 
algorithms. (P4.4, 4.1)

2-AP-17  
DEVELOPMENT 

Systematically test and refine programs using a range of test cases. 
(P6.1)

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS

2-AP-13 
MODULARITY 

Decompose problems and subproblems into parts to facilitate the 
design, implementation, and review of programs. (P3.2)
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GRADES 6—8

2-AP-19 
DEVELOPMENT

Document programs in order to make them easier to follow, test, and 
debug. (P.7.2)
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