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GAME SUMMARY

HOW IT WORKS

UNRULINESS: Varies

This program introduces variables. Players will not be
creating a program from scratch, instead they use the
provided code to create their own game. Players can
change as much or as little as they want, but it must be
playable with the number of provided Splats.

GAME RULES: Be Unruly!
This is an open-ended activity. Students are
presented with Splats code and asked to
create their own game. Students will name
their game, write the rules, and lead their
peers in game play.

The starting program uses a variable to determine which
Splat is activated. Variables are a place to store information within a program. The variable changes each loop
when the Random Block selects a new number for the
variable lit up splat.

NOTES
PLAYING TOGETHER
Smaller groups take turns playing
Spread out as much as possible
Students can independently create games
and have a showcase later on
REMOTE PLAY
Splats web-app
Virtual breakout rooms
Students can independently create games
and have a showcase later on
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INTRODUCE OUTLINE & KEY CONCEPTS
Run the code key code for the class. Show the program and have groups
identify the key operations.
WORK TIME
Project or print out the code for the starting program. Support students
as they brainstorm and work together in groups to build their new games.
Have groups break down the sequence of events and examine what the
program is doing. What could be a goal of this program?
GAME CREATION
Students create their game: writing rules, coming up with a title, and making
any code modifications. Write out title and rules clearly. Support groups
in modifying the program for their specific game. Ensure groups are
rotating through key roles such as testing, debugging, documenting, and
game design.
STUDENT SHOWCASE!
Have each group present their game, and give time for the groups to play
each other’s games. Support groups in explaining their modifications
and their key decisions.

GOING FURTHER
EXTENSION
This activity can be done without any provided code—students need to
fully design the code and the rules.
SUPPORT
Provide examples or specific guidelines if students are struggling to
come up with game ideas.
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CSTA
STANDARDS

COMPUTER SCIENCE TEACHERS
ASSOCIATION STANDARDS

ALGORITHMS & PROGRAMMING

GRADES 3—5
1B-AP-09
VARIABLES

Create programs that use variables to store and modify data.
(P5.2)

1B-AP-10
CONTROL

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

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-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-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

COMPUTER SCIENCE TEACHERS
ASSOCIATION STANDARDS

ALGORITHMS & PROGRAMMING

GRADES 6—8
2-AP-11
VARIABLES

Create clearly named variables that represent different data types
and perform operations on their values. (P5.1, 5.2)

2-AP-12
CONTROL

Design and iteratively develop programs that combine control structures, 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.(P7.2)

GAME CREATOR

4

