
VOTING MACHINE

VOTING 
MACHINE

This program highlights the difference between the two 
starting blocks: when program starts and when splat 
pressed. It also introduces the concept of scoring. 

The different colors for Splats 1 and 2 identify which Splat 
is which for the vote, so they must light up at the start. 
The Splats light up with the when program starts block. 
Votes are counted within the when splat pressed blocks.

NOTES
PLAYING TOGETHER

Students remain seated in designated spot

Use hand signals to vote rather than 
pressing Splat

Individually play using web-app and ask 
neighbors/partners to cast votes verbally

REMOTE PLAY

Splats web-app

Virtual breakout rooms

Have a member of each small group
share their screen for voting

GAME SETUP

SPLATS

2
PLAYERS

2–4

Program Splats to become a voting machine! 
Each group chooses their own voting topic 
and participates in a group vote at the end of 
this activity. Voting Machine can be used 
as a low-movement introduction to Splats.

UNRULINESS: Walking

GAME RULES: Press the Splat to add a point 

GAME SUMMARY HOW IT WORKS

GET READY 
TO VOTE!
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VOTING MACHINE

SUGGESTED OUTLINE
INTRODUCE EXERCISE
Introduce the activity and the program students will be building. Play an 
example voting machine and guide a full-class vote. Model a voting 
machine using thumbs up or flashcards. Have students discuss the goals 
of their voting machine program.

GUIDED WORK TIME
Have groups select their voting topics. Introduce the essential blocks and 
give students time to explore how they work. What are the different ways 
we can program this game? 

INDEPENDENT WORK TIME 
Assist groups in building their programs. Have students customize their 
program based on their voting topic. Support students in working through 
bugs. Have groups brainstorm other ways they could build this game. 
What are other games you could play using this code? 

EXERCISE RECAP
Review the program as a class and ask groups to share out their programs. 
Have students describe the choices they made during program 
development. Are there other games you could play using this code? 

STUDENT SHOWCASE!
Have the class rotate through every group’s voting machine. Have each 
group announce the winner!
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GOING FURTHER
EXTENSION
Add sounds, a stopwatch, or a countdown timer. If you have enough splats, 
have students add additional selections. Additionally, have students label 
their Splats by recording sounds. This project can also be completed as an 
independent activity.

SUPPORT
Voting topics can be assigned or restricted to specific categories. Clarify 
the distinction between when splat pressed and when program starts—
this can be tough!
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VOTING MACHINE

GRADES K—2

CSTA 
STANDARDS
ALGORITHMS & PROGRAMMING

1A-AP-08
ALGORITHMS

Model daily processes by creating and following algorithms 
(sets of step-by-step instructions) to complete tasks. (P4.4)

1A-AP-09
VARIABLES

Model the way programs store and manipulate data by using 
numbers or other symbols to represent information. (P4.4)

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)

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-15
DEVELOPMENT

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

1A-AP-17
DEVELOPMENT

Describe choices made during program development using code 
comments, presentations, and demonstrations. (P.7.2)

COMPUTER SCIENCE TEACHERS 
ASSOCIATION STANDARDS
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