
CAPTURE THE SPLAT

CAPTURE  
THE SPLAT
GAME SETUP

PLAYERS

2–4

UNRULINESS: Running

GAME RULES: Step on the opposing team's 
Splat to get a point, 5 pints wins

This game is an Unruly version of the classic, 
Capture the Flag. Instead of stealing a ‘flag’, 
teams try to run and stomp on the other team’s 
Splat! Students do not play with their own code 
in this activity. Instead, students work in groups 
to understand the program then play the game 
as a class. 

GAME SUMMARY

MUST BEAT 
THE GOALIE 
TO WIN!

NOTES
PLAYING TOGETHER
Small groups can play simultaneously

To control movement, students roll a die to determine 
their # of steps

Once they get to the ‘flag,’ players must successfully 
win a round of rock paper scissors against the goalie(s)

If the player beats the goalie, they can attempt to throw a 
bean bag on top of the Splat to ‘capture’ it

If the bean bag does not land on the Splat, the goalie 
can attempt to make the same throw. If the goalie 
succeeds, the player is out. If the goalie fails, the player 
is free and must return to a designated starting point 
to try again. 

REMOTE PLAY

Splats web-app

Go over the code as a class

A student on each team is secretly given ‘the flag’ (this 
can be done through direct chat)

As a whole class, teams can ask the instructor 
questions in a ‘guess who’ format to figure out who has 
the flags, e.g., “Does this person wear glasses?”

First team to reach 5 points wins

SPLATS
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HOW IT WORKS

This program adds points to the Splat when it is pressed. It uses simple conditional statements, 
the if/do block, to signal when the game is over by lighting the Splat red. 

An if/do block creates a rule for the program that causes something to happen if the if 
condition is met.
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SUGGESTED OUTLINE
INTRODUCE CHALLENGE & KEY CONCEPTS
Introduce the basic game play of Capture the Flag. Explain how students 
will step on a Splat instead of stealing a flag. Lead groups in identifying key 
program needs and devolving and comparing algorithms. Have groups 
write down the game rules and identify key blocks.

BRAINSTORM & INSTRUCTION
Support groups in building their programs and rotating through key roles: 
coding, testing, debugging, documenting, etc. Encourage groups to work 
together when testing and problem solving. 

STUDENT SHOWCASE!
Give groups time to present their game, reviewing key decisions and 
modifications. Make sure to take time to play as many group’s games 
as possible! 
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GOING FURTHER
EXTENSION
Students can add lights and sounds to this activity. Students can also 
come up with their own rules for different versions of Capture the Splat. 
For example, students could add a Splat to the jail that, when released, 
would make a siren sound—alerting the other team of an escape.

SUPPORT
If rounds are too long, change the winning score from 5 to 3. For more 
practice on conditional statements, check out Relay Races.
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GRADES 3—5

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-10
CONTROL

Create programs that include sequences, events, loops, and 
conditionals. (P5.2)

1B-AP-11
MODULARITY

1B-AP-13
DEVELOPMENT

Use an iterative process to plan the development of a program 
by including others’ perspectives and considering user 
preferences. (P.1.1, 5.1)

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)

1B-AP-17
DEVELOPMENT

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

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS

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)

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