FOUR
SPLATS

PICK A
CORNER!

GAME SETUP

2–4

4

PLAYERS

SPLATS

GAME SUMMARY

NOTES

UNRULINESS: Walking

PLAYING TOGETHER

GAME RULES: Program lights up 4 Splats
and randomly turns off 1 after 10 seconds
This game is an Unruly version of the classic
game, Four Corners. Students build a program
to randomly select which corner is out. Place
four Splats in four corners. Press run to
start the game. Students have ten seconds to
pick a Splat to stand by. If your Splat turns
off,you’re out! Repeat until there is only one
player remaining.

Smaller groups take turns playing
Mark the corner/floor with tape to show where students
can stand
Use colored flags, objects, or hand signals to
choose corner
Use the code and play a completely different game!
For example, turn the code into a 4-sided die and assign
a different exercise for each color (red is push ups, etc.)
REMOTE PLAY
Splats web-app
Students place a hand in a corner of their screen
Similarly, students can use a hand signal or object to
indicate their choice, such as putting up2 fingers for
corner #2
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HOW IT WORKS

This program introduces the use of the random number block. In this program, when any Splat
is pressed the program begins, all four Splats light up, and a delay begins to count seconds down
from 10. After 10 seconds the lights for a random Splat are turned off. Press Run at the start of
each round to restart.
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SUGGESTED OUTLINE
1

2

3

4

INTRODUCE EXERCISE
Introduce the activity and lead students through an example round of
Four Splats. Lead a discussion about the game rules and how they could
be broken down into precise instructions. Discuss the needed program
and what needs to be included.
GUIDED WORK TIME
Give time for groups to brainstorm how to build this program. Have groups
share their proposed programs, including timing, sequencing, and overall
goals. Walk through the essential blocks with the class.
INDEPENDENT WORK TIME
Assist groups in building their own Four Splats programs. Ask each group
to write down the rules for their game and be prepared to present them
to the class. Support groups in debugging their programs and making
key decisions.
STUDENT SHOWCASE!
Have all groups lead the class in playing their Four Splats programs. Give
groups the opportunity to describe the modifications they made, if any.
Restart the Splats after each game to quickly connect to a new device. If
time allows, hold a finals round with the winner from each game.

GOING FURTHER
EXTENSION
Pair this activity with the exercise Red Splat, Green Splat for a more indepth exploration of the random number block. Additionally, challenge
students to come up with alternative ways to code and/or play this game.
Compare this program to the Unruly, four Splat example program, Four
Corners. What are the benefits of using a variable?
SUPPORT
If students are struggling in the brainstorm, consider providing students
with the needed blocks; demonstrating how to use random number; or
hint that the program can be built inside one starting block. For a quieter
game, this can be played seated, students just need color cards to pick
their “corner”.
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CSTA
STANDARDS

COMPUTER SCIENCE TEACHERS
ASSOCIATION STANDARDS

ALGORITHMS & PROGRAMMING

GRADES K—2
1A-AP-11
MODULARITY

Decompose (break down) the steps needed to solve a problem
into a precise sequence of instructions. (P3.2)

1A-AP-12
DEVELOPMENT

Develop plans that describe a program’s sequence of events, goals,
and expected outcomes. (P5.1, 7.2)

1A-AP-14
DEVELOPMENT

Debug (identify and fix) errors in an algorithm or program that
includes sequences and simple loops. (P6.2)

1A-AP-15
DEVELOPMENT

Using correct terminology, describe steps taken and choices made
during the iterative process of program development. (P7.2)

GRADES 3—5
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)
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