
TEAM SPLAT TAG

TEAM 
SPLAT TAG
GAME SETUP

GROUPS

2

UNRULINESS: Running, Walking

GAME RULES: Classic team tag with randomly changing team bases. Bases are only safe 
while lit with your team's color, not all bases are lit.

The starting game rules are an old fashioned team tag; one team tagging out the other, with 
Splatified safe bases. Add YOUR favorite tag variant to take this game to the next level! 

GAME SUMMARY

YOU'RE IT!
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SPLATS

3–6



HOW IT WORKS

This game runs entirely in one ‘while/true’ loop, with a delay timer added. A while/ do block will 
continue to run, as long as its condition is met. When that condition is the true block, the condition 
is always met, and the loop will repeat as long as the program is running. 

As the loop begins, it lights some number of Splats green and some number purple. 

The colors green and purple alternate lighting up, because it more fairly distributes the colors 
across the Splats. 

With random number blocks, not all of the Splats will be lit up at the same time, adding to the 
complexity of the game play. 

The random number Splat from one to six, still functions well even with less than six Splats 
connected! If the program lights a non-existent Splat number, the game continues normally. 

Try adjusting the round delay, or adding a third team color in the mix.
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SUGGESTED OUTLINE
INTRODUCE EXERCISE
Introduce the activity and assign teams. Explain the game rules and 
demonstrate how to play the game. Lead a class discussion about program 
objectives and potential ways to code this program.

WORK TIME
Highlight how the random number blocks assign safe zones. Support groups 
as they build their own code, encouraging groups to change the colors, add 
sounds, and change up the rules—while documenting and explaining each 
chosen modification. Give groups time to test and debug their code.

GAME PLAY
Lead the full class through multiple games of tag—playing as many teams’ 
programs as possible.

STUDENT SHOWCASE!
Have groups present their modified games and talk through the connection 
to new game rules.
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GOING FURTHER
EXTENSION
Encourage students to find different uses for this code by creating 
completely new game rules. If you would like to play with even more 
bases, build this code on two devices to connect 12 Splats total!

SUPPORT
This game turns six splats into randomly assigned safe zones. Splats can 
be placed on the floor, on chairs, or on tabletops.
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GRADES K—2

CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

1A-AP-10 
CONTROL 

Develop programs with sequences and simple loops, to express 
ideas or address a problem. (P5.2)

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

1A-AP-14
DEVELOPMENT

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

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-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-10 
CONTROL

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

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

4

GRADES 3—5
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