
FITNESS CIRCUIT

FITNESS
CIRCUIT
GAME SETUP

UNRULINESS: Running, Jumping, Push-ups

GAME RULES: Run sprints, do push-ups, jog in place!

It’s time for a Splat Fitness Circuit! Start with sprints at a running distance, and then move the 
Splats together for push ups and jogging in place!

GAME SUMMARY

BREAK A 
SWEAT!
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HOW IT WORKS

This code uses an if/do with an and/or connector block 
to track the exercises. 

The when program starts block sounds a whistle on 
start, and later code sounds one again when ten of each 
activity has been completed. 

Each Splat tracks its score differently, to enable tracking 
of different types of exercises. 

Splat one adds to its score when it is pressed alone, 
resetting when either Splat’s score is ten. This is a 
great way to track sprints or laps that press one Splat, 
than another. 

Splat two adds one to its score only when BOTH Splats 
are pressed at the same time. This is how things like push-
ups, and jumping jacks could be tracked. 

With both scoring mechanisms running at the same time, 
pressing the Splats one after the other will sound a 
whistle every ten reps, AND when both Splats are pressed 
at the same time, ten times in a row. 

Simple code with endless uses!
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SUGGESTED OUTLINE
INTRODUCE EXERCISE
Introduce the activity and demonstrate each exercise in the circuit. 
Brainstorm as a class what a program would need in order to track all 
three exercises. List key requirements and breakdown challenges.

GUIDED WORK TIME
Introduce the essential blocks. Talk through the code for each when splat 
pressed block. Lead a class discussion about why the two blocks of code 
are different. Have groups look at the four Splat example, ‘Race in Place 
Deluxe.’ What are some key similarities and differences between the games?

GROUP WORK TIME
Support students as they build their programs. Encourage students to test 
their programs throughout the building process, and rotate through a variety 
of roles. If groups use code from ‘Race in Place’ support them in attributing 
the borrowed code correctly.

STUDENT SHOWCASE!
Give groups time to complete their circuits! Have groups present their code 
and discuss additional exercises to add in.
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GOING FURTHER
EXTENSION
Have students add additional exercises and Splats!

SUPPORT
Provide students with the and connector and or comparison blocks. Have 
students write out how the scoring needs to work for each of the exercises 
before they start to code.
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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)

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS

1B-AP-10 
CONTROL

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

4

GRADES 3—5
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1B-AP-11
MODULARITY

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

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)

1B-AP-14 
DEVELOPMENT

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



CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

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-12
CONTROL

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