
DJ SPLATS
GAME SETUP

PLAYERS

2–4

UNRULINESS: Standing

GAME RULES: Make Unruly music 
with Splats!  

You have a classroom of musicians! 
Lead students through an exploration of 
sounds and music using Splats. Get 
ready for some Unruliness!

GAME SUMMARY

MAKE SOME
NOOOIIIISE!!!!

NOTES
PLAYING TOGETHER

Smaller groups

This activity can also be done independently via 
the web-app

To celebrate, classrooms can host a showcase to 
share musical creations

REMOTE PLAY

Splats web-app

Virtual breakout rooms

The whole class can also contribute towards one 
piece of music! This can be a one-time exercise or 
ongoing symphony!
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HOW IT WORKS

This is an open-ended activity. Players will explore the four different ways to make music on Splats: 
sounds, recordings, notes, and drums.

Our app uses MIDI numbers to play note pitches. Please refer to the conversion table on the next page 
for the play note and turn off note blocks. The blocks needed for each of the four sound types 
are outlined below. 

To use the recordings block, click on the microphone on the right side-panel to record. Select the slot 
you would like to use and press record. When using the recordings block, select the slot you used 
from the drop-down.

SOUNDS NOTES

DRUMS RECORDINGS
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MIDI NOTE MUSICAL 
CONVERSON GUIDE

MIDI values are numbers that represent notes on 
a regular piano keyboard. For Splats, these notes 
range from the very low ‘C1 (24)’ all the way up 
to the very high ‘C8 (108)’. 

Because there are 12 notes from C to B in each 
octave, you can go up or down an octave by adding 
or subtracting 12 from that note’s MIDI value. 

In the Little Lamb example, the same notes could 
be played, just an octave higher in pitch, by adding 
12 to each of the notes: 64, 62, 60, 62, 64, turns 
into 76, 74, 72, 74, 76. 

These MIDI conversions don’t have to be limited 
to single notes either! You can build and experiment 
with basic three or five note chords played at the 
same time. 

Some examples are C (60, 64, 67), E (64, 68, 71), 
and G# (68, 72, 75) or even a C major pentatonic 
(60, 62, 64, 67, 69).

KEY

EXAMPLE: MARY HAD A LITTLE LAMB
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SUGGESTED OUTLINE
INTRODUCE CHALLENGE & KEY CONCEPTS
Introduce the activity. Tell students they will be creating their own musical 
creations. Students can use any of the blocks from the sounds tab for 
their composition. Everyone will perform their creation at the end of class. 
Show students the MIDI conversion page and explain how it works. Make 
sure to provide the MIDI note reference for students to use while working. 
Show students the blocks needed to code sounds, recordings, notes, 
and drums. Give students 5 minutes to explore the code for each. If your 
students are unfamiliar with music notes, you can also print example 
songs and chords as references.

WORK TIME
Give students time to build their own musical creations. Support groups in 
planning their creations and rotating through a variety of roles: coding, 
testing, debugging, documentation, etc. 

STUDENT SHOWCASE!
Lead a class concert, having students share their musical creations and 
explain key decisions they made in their program development. 

1

2

3

GOING FURTHER
EXTENSION
Have students combine their musical creations. Consider creating a 
full-class band or orchestra! If students are curious about MIDI files and 
how the conversion works, the link from the Code Key is a great resource. 
To extend this activity, challenge students to build specific songs, use 
more Splats, or mimic the sounds of specific environments (sounds of 
the bus, the grocery store, a party, etc.)

SUPPORT
If this activity is too open-ended, provide a song for students to re-create 
on Splats. This activity can be broken up into multiple days, focusing on 
different sound types each day. If students struggle with the MIDI 
conversion table, provide MIDI numbers for select notes or example songs. 
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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

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

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-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 
comments, presentations, and demonstrations.  (P.7.2)
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CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

GRADES 6—8
2-AP-10
ALGORITHMS

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

2-AP-12
CONTROL

Design and iteratively develop programs that combine control struc-
tures, including nested loops and compound conditionals. (P5.1, 5.2)

2-AP-17
DEVELOPMENT

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

2-AP-19
DEVELOPMENT

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

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS
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