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Splash! – A New Way to Play: A Quick Guide for Getting Started

This guide contains seven basic activities to acquire and get started with using Splash! on your Android and/
or iOS devices. In general, a tablet device is recommended over a phone, simply because a larger screen 
size makes it easier to manipulate and see the icon-based interface. To learn more and to access additional 
resources, visit the Creative Learning Exchange’s website at clexchange.org/splash.  

Activity 1: I want Splash! on my device.
The first step is to download the app 
onto a mobile device or Chromebook. If 
the device is owned by a school/district, 
access to the app stores will likely be 
blocked. If this is the case, the school’s 
IT department will need to install 
the app. To download the app on an 
unlocked device,
1. Open either the App Store from 

an iOS device or the Google Play 
Store from an Android device or 
Chromebook. 

2. Do a search for “Splash! – A New 
Way to Play.”

3. Download Splash! It’s free for 
download and use on as many 
portable devices as you would 
like, including phones, tablets, and 
newer Chromebooks.

4. 

Play 
to see what happens

Double-tap on the screen
to deselect any particular tool, to open the
the Properties panel or to exit
the Properties panel. 
When in doubt, Double-tap!

Undo or redo 
your last action

Add model
parts

Subtract 
model parts

Multiply 
model parts

Divide model
parts

Graphical Function
used to show how two 
elements are related

Settings
to adjust parts, 
e.g., the time frame 

Help
for assistance with 
the app

Model name

Containers
to hold stu�

Pipes
to change the
amount in a container

Controllers
to adjust (slide, switch,
and step) other parts

Auxiliaries
to a�ect pipes
and each other

Arrows
connect parts

Trash 
parts you don’t want

Return 
to main screen

Open Splash! Notice that the app 
switches to a landscape view. This allows you to have a wide view for creating models and also to have the 
capacity to share via a projector.

5. Tap the + to name and start a new model or choose an example model to start exploring.

Activity 2: Explore the Main Screen
Notice the image of the main screen. 
All the models parts are on the left, 
while the mathematical functions are 
on the right. The top and bottom of 
the screen contain general editing 
and navigation buttons, e.g., delete, 
undo and redo.

The settings allow for general changes 
to the model, such as the timeframe 
in which it runs.

To use any part or function, just drag 
it onto the workspace in the middle of 
the screen. 
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Activity 3: Create Containers & Pipes
Containers represent an amount of “stuff,” concrete (e.g., water, individuals, money) or abstract (e.g., 
happiness, confidence, perceived value). Pipes represent the rate in which that “stuff” grows or declines over 
time. To create a first and simplest possible model,
1. Tap the + to add and name a new 

model.
2. Tap your new model to open the 

design screen. 
3. To create a new element, drag it 

onto the workspace (or tap it once 
to select a part and tap on the 
workspace to place it). Create a 
container and pipe. 

4. Label by double-tapping on model 
parts. Type names for the container 
and pipe, e.g., “Water in” and 
“Water.” Double-tap anywhere on 
the screen to close the panel. 

5. Tap “Play” to see what happens over 
time.

6. Tap the top-left arrow to return to 
the design screen. 

7. Double-tap any model part to open 
the Properties panel again and change values. Try different numbers and play again.

8. Finally, try adding to your model by connecting a pipe on the right side (that goes out). How does that 
change the model’s behavior?

Activity 4: Add a Circle and Arrow
In addition to containers and pipes, circles and arrows allow you to show what influences the pipes which then 
influences the amount of “stuff in a container. A circle represents information, while a connecting arrow shows 
what affects what. To create your first circle/arrow connection,
1. Use the model from Activity 3 and 

drag a circle onto the workspace. 
2. Connect the circle to the pipe by 

tapping the arrow and then dragging 
your finger from the circle to the 
pipe. The arrow should stick to both 
sides. 

3. Tap “Play” and watch what happens.
4. Return to the design screen by 

tapping the arrow at the top-left. 
5. Change the circle value by double-

tapping the icon. The Properties 
panel will open on the right. You can 
change the value from ‘1’ to another 
number, e.g., 0.1, 5, 10....

6. Close the panel and play again. 
7. Repeat steps 4-6 to try different 

settings.
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Activity 5: Sliders
Splash! allows for a variety of ways to input settings. One of these is through a slider, which allows you to set 
a range of inputs, even changing those inputs as the model is running. Other inputs (e.g., a switch) are also 
available, but are not described in this quick guide. 
1. Using the model from Activity 3, 

drag a slider onto the workspace. 
2. Connect the slider to the pipe by 

tapping the arrow and then dragging 
your finger from the slider to the 
pipe. The arrow should stick to both 
sides. 

3. Tap “Play” and watch what happens.
4. Change the slider value by dragging 

the dot in the middle to the right 
(higher amount) or left (lower 
amount). Play again.

5. Play again, but this time, change the 
slider value as the model is running.

6. Return to the design screen. Double-
tap the slider. The properties panel 
opens to adjust the slider’s minimum 
and maximum values.

7. Keep playing with different slider 
settings. 

Activity 6: Another Kind of Container
Sometimes, another kind of container can better tell a particular story. For example, if you have a bank 
account, it’s possible to remove more money than you have, causing the balance in your account to become 
negative. You’d owe the bank money! 
1. Create a container; double-tap to 

open settings, and title it, “Money in 
bank.”  

2. To allow negative values, select 
“can go negative.” Notice that the 
container now has a symbol (+) on 
the front of it and a lid on top. 

3. Add a pipe going out called 
“Withdrawals.” 

4. Play the model to see what happens 
to the amount of money.

5. Change withdrawals to ‘5’ and play 
again to see what happens to the 
amount of money. Can you see that 
the container’s liquid is now a grey 
color? Grey indicates a negative 
amount. The container also has a 
negative number and sign.

6. Keep playing with different amounts 
for withdrawals. You could also add a pipe going in for deposits.
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Activity 7: Graphs
Graphs are a key component for understanding the behavior of a model. With Splash!, you can see the “stuff” 
moving through pipes and into/out of containers. It’s also very helpful to see this behavior on a graph and be 
able to compare graphs for various model parts. Notice that a graph is created for each of the model’s parts.
Graphs help us understand the how and why of models.
Activities:
1. Look at the labels on the graphs, explaining how to open and use graphs.
2. Find the graph that has a grey horizontal line that’s labeled as ‘0.’ This kind of graph will appear if your 

container has a negative number in the container at any time during a run. 
3. Look at each of the graphs shown. What do you notice? What can you learn from them?

• Think about how the knowledge graphs relate to one another. Notice that knowledge rises, while adding 
knowledge goes down. What is happening and why? Think about how the goal affects the model’s 
behaviors.

• What causes the money in the bank to become negative? How could you prevent that from happening?
4. Using models you created in previous activities, practice finding, opening, and displaying data on graphs. 

Double-tap
any graph to 

enlarge it.

Press and drag 
upward to see 
other graphs.

    

Tap another 
graph to 

enlarge it.

Press and
drag across the 

graph to see 
the values at 

the top.
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Activity 8: Another Kind of Pipe
Sometimes, another kind of pipe can better tell a particular story. If the same “stuff” goes in and out of a 
container in the same way, you can create a pipe that can flow both in and out. Each of these examples are 
highly simplified without all parts to show how these systems really work. For each of these examples, set your 
model to run for 300 time units.

Example 1: A bungee jumper’s distance 
from the jumping platform
When she jumps, she travels faster and 
faster toward the ground (velocity). Her 
distance from the platform increases. 
Then once the cord is stretched out, her 
direction reverses and she travels back 
toward the platform. Her distance from 
the platform decreases. 
1. Create this simple model, labeling 

the parts as shown. 
2. As before, to allow the pipe to go in 

both directions, double-tap it and 
then select “can go negative.”

3. Distance should start at ‘0’ and the 
slider should have a range of -5 to 5. 
Add a lid to the container, so nothing 
spills out.

4. Now play the model and adjust the 
slider as it’s running. Try to create a graph, as shown, illustrating how a bungee jumper might fall and rise 
over time until the end of the “ride.”

Example 2: A product on store shelves
People buy the product, and the stock of 
products goes down. Sometimes people 
return them. Imagine what would 
happen if more people were returning a 
product than were buying them..
1. Create this simple model, labeling 

the parts as shown. 
2. As before, to allow the pipe to go in 

both directions, double-tap it and 
then select “can go negative.”

3. Start with 300 “Products on shelves” 
and 5 “Product deliveries.”

4. Now play the model and adjust the 
slider as the model is running. Try 
to create a variety of graphs and tell 
a story for each one. Consider what 
would be happening “in reality” for 
each graph to happen.
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Activity 9: Math Functions
Underlying any dynamic model are mathematical relationships. If you don’t see yourself as a “math” person, 
don’t let this scare you. Splash! makes the math in models easy. If you have a basic understanding of the four 
basic math operations ( – + - X and ÷), this will be a piece of cake! 
1. Notice that four icons to the right 

contain math operations. These 
allow you to create an equation for 
other model parts. 

2. Create one of the four examples 
shown. To get a math operator, tap it 
and then tap the screen.
• Add the different kinds of donuts 

to determine the total sold per 
day.

• Subtract tickets sold from total 
tickets to determine the number 
of tickets available.

• Multiply the number of workers 
by the number of widgets each 
worker can create in a particular 
amount of time.

• Divide the number of rabbits by 
the number of acres to figure out 
the number of rabbits per acre.

3. Play the model.
4. What do you notice? 

• What happens to the pipe of 
widgets per day? 

• What happens to the number of 
rabbits per acre?

• What happens to the donuts sold 
per day? 

• What are the number of tickets 
available? 

5. Note that if you want to track these 
over time, you’ll need to add more 
parts, including containers and pipes. 
If desired, add some additional pipes 
and containers to see what happens. 

Activity 10: Next Steps
This guide is just a taste of what’s possible with Splash! – A New Way to Play. Make sure to check out the 
Creative Learning Exchange website for more:

• Video demonstrations
• Articles describing and analyzing the how and why of the Splash! design
• Curriculum materials, such as SplashCards, a self-paced step-by-step guide to creating a series of models 

from simple → more complex


