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Welcome to Terminal Two

 

 



 

Sample Lesson Plan 
 

Game’s Name: Frog Squash 
Time Needed: 45 minutes 
 

Suggested timeline 
 

0 min  Start of class, distribute devices 

5   
 
Students play Frog Squash 10 

15 

20   
Whole class discussion 

25 

30   
Students play Frog Squash 

35 

40  Shareout / closure / writing 

45  End of class 

 
 

1. Class introduction for the students 

● “We're going to play a game where 
you'll be creating your own AI for 
your character. You can command 
them to move.” 

○ What other sorts of commands 
do you think are needed for 
your frog to survive? 

Jump in! 
 
2. Discussion questions 

● Are there commands that help you 
survive longer? 

● Are there commands you wish were 
here? Who can share a way to beat 
an obstacle? 

● How many times can you repeat an 
action, or how long can you wait? 

3. Play more! 

● “Try to see how far you can get by 
repeating an action infinitely.” 

4. Shareout/closure 

● “Who can share something about 
fixing their AI?” 

 

   

 



 

Terminal Two: What is it? 
 

Terminal Two (T2) is a collection of games that guides students systematically through 
the invaluable first steps of learning to code. Focused on the ages 9-15, our games start 
simple, only to unfold into more and more advanced concepts, each teaching a specific 
programming concept. 
 
Our games focus on a child’s desire for play and video games, connecting each 
game’s “mechanics” to a programming concept. A grid-like gardening game is a 
perfect place to teach arrays. Strategic tower defense games can teach instances 
and classes. While in Terminal Two, students will have fun first, but find themselves 
solving problems and tinkering with ideas central to computer science and 
computational thinking. Students will want more, and teachers will be able to use 
video game time as educational. 

 



 

Why Fun First? 
 

Research tells us time and again that relevance, meaning and context are critical for 
learning . Play can enable those three things. When a student is having fun and 1

focused on the task in front of them, learning is natural, as they push and pull at 
the rules and boundaries of the game in their efforts to win. 

Students take something from every video game they play, and we fill ours with 
beakers and basketballs. The more hours someone spends in an activity, the better 
they will tend to be at it. We are creating learning environments in which youth 
want to spend endless hours. 

Terminal Two takes its cues from video game professionals rather than the 
school-like software that dominates the sector. While the vast majority of education 
games out there haven’t risen to the level of delight and joy that are in consumer 
games, Terminal Two bucks the trend and starts with fun. Real game studios build 
our games. 

1 Seymour Papert, Mindstorms: Children, Computers, And Powerful Ideas 

 



 

“Hacking”: Our Core Insight 
 

When he was a child, one of our engineers discovered he could change the audio files of a game 
he was playing. The characters in his game were soon speaking his uncommon home language 
of Galician. Endless has been building educational software for almost a decade, and we 
have heard many such stories of programmers who were kids just wanting to know how 
their games worked. 

Our insight was simple: Students prefer learning through games and play, so build games 
meant to be “hacked.”  

The word “hack” simply means finding a way into something that wasn’t originally intended. 
Knowing that, we let students “hack” a particular element or two inside each game, 
tinkering with how the game works. As they explore, students will learn how AI works, what 
arrays are, how computers use math, and much more. Terminal Two focuses on hacking, 
while its sister product, The Endless Mission, expands this idea into an advanced 
game-making tool for high-schoolers. 

The result of these two trajectories is what we believe to be the most fun way to learn to 
code. 

 

   

 



 

Our Learning Trajectory 
 

Every game in Terminal Two teaches a coding concept. Early games start without formal 
coding, instead focusing on computational thinking, teaching players such ideas as how to 
use abstraction to focus and solve problems. Games advance to more challenging 
concepts, and eventually include proper “syntax”; having players see, modify, and then 
write actual code. 

Each game is also designed to reinforce earlier ideas. Research has shown the importance 
of repeating concepts in multiple environments of increasing complexity to reinforce 
foundational skills and deepen learning. 

Our WebGL Games at a Glance (Available now!) 
 

Find at www.terminaltwo.com/play 
 

Game  Premise  Programming 

  An addictive crossy 
roads game with a twist 
 
 
 
 

Use codeblocks to program your 
animal to follow commands through 
step-by-step execution, logical 
sequencing, loops and conditional 
operations. 

  An immersive puzzle 
adventure game where 
you hack the plumbing 
to return water to your 
village 

Introduction to Javascript and 
programming syntax. Solve puzzles 
through debugging and editing parts 
of real code. Learn about variables, 
logical sequencing, loops, booleans, 
conditional operations, and math. 

 

http://www.terminaltwo.com/play


 

 

Hack your way through 
this side scrolling 
action adventure 
shooting game 

Solve puzzles through debugging and 
editing parts of real code. Learn about 
variables, logical sequencing, loops, 
booleans, conditional operations, and 
math. 

 

Explore and control a 
futuristic megatropolis 
by hacking the city's 
technology for order or 
chaos 

Edit limited portions of real Javascript 
syntax through a code window. 
Compile and run code while 
encountering error messages to teach 
the concept of debugging. 

 

Using the magic of CSS, 
hack your world into a 
unique burst of color 
and light revealing 
hidden objects and 
clues 

Introduction to CSS concepts like 
stylesheets, color hex value, font 
styling, scale and changing style 
attributes of objects 
Introduction to Javascript and 
programming syntax.  

 

A third person action 
adventure game where 
you hack your way 
through a planet of 
haywire robots and 
computer terminals. 

Introduction to Javascript and 
programming syntax. Solve puzzles 
through debugging and editing parts 
of real code. Learn about variables, 
arrays, logical sequencing, loops, 
booleans and conditional operations. 

 

A tower defense game 
where you can hack 
your turrets to defend 
against waves of 
enemies! 

Type directly into the code editor to 
program towers with Javascript. 
Teaches the concepts of classes and 
instances, passing parameters, and 
simple debugging. 

 

An RPG like puzzle 
solving dungeon 
crawling game, and 
more! 

Use codeblocks to move objects in the 
world and program allies to follow 
commands through step-by-step 
execution, logical sequencing, loops 
and conditional operations. 

 



 

 
Our Platform 

 
To empower a broad range of students, our games include a wide variety of genres, such 
as racing, role-playing, and strategy games. The games use many different “core 
mechanics”, sometimes presenting players puzzles, other times skill-based challenges, and 
yet other times big sandboxes filled with opportunities to explore. Terminal Two is built for 
universal appeal and we have a purposefully broad platform. 

The Canyon, the first game (not yet available online), is our introduction, focusing on very 
simple coding concepts, as players code their sidekick cat F3lix and traverse a wild alien 
world full of bugs.  

The games evolve into more complicated challenges, from hacking a frog to hacking whole 
dungeons. 

In The Maze (not yet available online) we introduce code syntax for the first time. Players 
continue their central journey with Ada and F3lix, traversing a sci-fi landscape, turning evil 
robots to friends by hacking them. The player sees real code, but we take it slowly with 
simple drop-down interactions.  

In further games such as The Bunker, students unlock the capacity to get their hands dirty 
in open world scripting, from tweaking a tank’s Artificial Intelligence to writing the code that 
defends a tower. Every game is focused on removing barriers to entry and building learner 
confidence. We spark curiosity to unlock the power of code for players ages eight to 
eighteen. 

How Can I Get Terminal Two? 
 

These games are available on a variety of platforms.  

● Play On TerminalTwo.com - Many of our lighter weight games open right from our 
website at terminaltwo.com/games.  

● The Desktop App - All games can be played on Endless OS, Mac and PC by 
downloading our launcher. The Terminal Two launcher contains a visual map, with 
progress tracking and curricular guidance. Download now at 
terminaltwo.com/download.  

● On the iPad - Many games, like Ovum City, Aqueducts, The Passage and FrogSquash 
are available in the App Store. 

 

http://www.terminaltwo.com/games
http://www.terminaltwo.com/download


 

To see our complete list of games and where each can be found, go to 
https://www.terminaltwo.com/ourgames. 

Read on to learn the details of our platform... 

 

https://www.terminaltwo.com/ourgames


 

Learning Progression and Standards Alignment 
 

 

View the diagram in high resolution here.   

 

https://www.figma.com/file/EXCiO2uAfQvPUYhNd8rd4k/Terminal-Two-Learning-Progression?node-id=0%3A1


 

Curriculum 
 

Terminal Two empowers future teaching, by connecting fun and games to core ideas of 
computer science and computational thinking. We put students in front of beakers and 
basketballs, prioritizing exploration of concepts over test preparation. 

Topics 
 

The Learning Progression chart above is our compilation of various tools, concepts, and 
requirements on the journey to code mastery. 

There are numerous topics in programming, from functions and variables to computer 
hardware, and a variety of ways to determine knowledge and proficiency.  

We’ve organized our understanding of programming into ten overarching topics.  

● General programming concepts 
● Variables (Basic data storage) 
● Conditionals (If, then, else) 
● Loops (The power of computing) 
● Functions (Writing computer commands) 
● Arrays (Storing many items) 
● Syntax (How a computer reads code) 
● Classes (Creating templates and copies) 
● Interactivity (And other quick topics) 
● Hardware (How the physical computer works) 

Terminal Two thinks about its platform and games through the following key lenses: 

● A focus on segmentation - Each of our games teach only one or two topics. Key to 
Terminal Two is the idea that players learn best when they focus, and the games 
reinforce this by tightly linking a particular programming concept to the game’s 
systems. When students are done having fun, they can voice specific new 
knowledge. (Some of our large games do explore several topics.) 
 

● Sequencing topics - We introduce players to each programming topic with basic 
explanations and as they get comfortable, they will discover games further on that 
not only reinforce, but show players other angles and information about the topic. 
 

 



 

○ Topics are divided and presented in a manner independent of each other 
topic. Students excited by any of these topics can then see how they fit 
together in The Endless Mission! 
 

● A transition into syntax and real code vocabulary - Terminal Two waits until later 
levels to let students see real code syntax, and waits again to let them type their 
own code. There is a transition in the platform to help connect players from 
concepts to code. 

 

   

 



 

CSTA Computer Science Standards 
 

Games and play may have been the critical foundations of culture . Our games teach many 2

CSTA Computer Science standards because a game by its nature provides many lessons. 

A [Terminal Two] game: 

● Requires interaction and player investment. 
● Provides an engaging space for testing theories. 
● Asks players to make comparisons and interesting decisions. 
● Has players engage in challenging and thoughtful activities repeatedly. 
● Responds to the player’s behavior. 
● Teaches players to evolve their thinking and behavior. 

 

Playing (“hacking”!) our games aligns with key standards of computer science below!

 

2 Johan Huizinga, Homo Ludens (Gallimard, 1938) 

 



 

How to use this guide 
 

The rest of this guide is a tool for educators, regardless of coding experience or knowledge. 
It explains the core concepts being taught in each game, how to extract lessons for 
students, and more detailed explanations of programming. 

Setting up Terminal Two 
 

This guide focuses on versions available directly on the www.TerminalTwo.com website. 

To access any game you will have to wait for the game to load. (Game file size is listed on 
each game’s page.) Playing the games requires a keyboard, and either a mouse or 
trackpad. 

Playing the games 
 

Introducing each game 

The guide provides an overview of each game’s premise, controls, programming concepts, 
and some helpful information. The most value comes from experiencing the games 
oneself, as they are intended to take a player through the learning process.  

This guide expands and attempts to give context to the elements in each game, in addition 
to giving background both on how or why a game is constructed as it is. 

During the game 

We provide brief classroom context for each game, including goals for students, discussion 
prompts, and share-out ideas. 

Lesson planning 
It may take 1-3 minutes to access the web games, as some of them are high-end 3d games. 
We suggest letting the kids play for 10-15 minutes, and then either have a class discussion, 
or pausing and recontextualizing some of the game, helping them question why it works as 
it does. 

The following may be useful frameworks for 45 and 25 minute plans, trying to give at least 
15 minute periods of play. 

 

http://www.terminaltwo.com/


 

 

0 min  Start of class, distribute devices    0 min  Start of class, distribute devices 

5   
 
Students play game 

  5  Students play Game 

10  10 

15  15  Recontextualize while letting them 
continue playing 

20   
Whole class discussion 

  20  Students play game 

25  25  Whole class discussion 

30   
Students play game 

     

35   

40  Share out / closure / writing       

45  End of class       

If you do not have enough devices or computers for every student, have students partner up and 
practice “pair programming”, a method of coding used by professional programmers (see the 
footnote for more info) . Consider having all the pairs compete against each other, so partners 3

must collaborate, but enforce that each player gets their turn “driving” and “navigating”. 

Notes Before You Dive In 
 

 
Terminal Two games advance in difficulty! Later games (such as Tiers Four and Five) may be 
better suited for older students (12+), or as extra credit. 

Tools Available to Help 
 

● The Coding Glossary - Summarizes the basic teachings of each programming topic 
○ The glossary includes information on which T2 games explore a given topic 

● The Hacker’s Guide (coming soon) - A tool to provide fiction, and more fun 
student-facing content outside of each game. 

○ Links to external resources, such as fun videos and other partner content 
that can expand and deepen their knowledge of the topic 

○ Journaling tools 
○ On-going progression 

3 Learn about “pair programming” with students here! https://www.youtube.com/watch?v=vgkahOzFH2Q 

 

https://www.youtube.com/watch?v=vgkahOzFH2Q


 

Want to get involved?  
 

We’re always interested in instructor feedback! We have the data, but you see that data in action. 
See the end of this document for more information about how to send us feedback! 

   

 

https://forms.gle/6mXucQbQYJa8GfGJA


 

Terminal Two Games 

   

 



 

> Level One (Codeblocks) 
Required Knowledge: None 
Broadly: Conceptual, not technical. 
The entry into Terminal Two and code in general. Helps players understand 
that code has a few central elements. 

__________________________________________ 
 
Frog Squash     

 
 
Do you have what it takes to cross these treacherous roads? You must dodge 
arrows, saws, and fireballs and not get squashed! Choose from eight different 
animals to cross these perilous roads. The key is survival to amass lots of loot and 
once you master the roads, hack your animal's AI and go farther than ever before!  
 

 
● Complexity - Simple  

○ The website should pop right into the game. Players can choose 
difficulty (how many obstacles), character type, and that's it. ("Code 
Mode" is locked in the On state in the web version of the game.)  

● File size - (small) 24 megabytes 

 

 



 

 

● Premise  
○ Instead of directly controlling the frog (or whichever character is chosen) 

the player designs its artificial intelligence. This can be a single 
straightforward list of commands, or it can include loops and 
conditionals.  

● Teaches  
○ Basic execution order 

The character will do each action on the list of actions, starting from the 
top, moving down the list. If a Repeat exists, this action or set of actions 
will repeat as a block.  

○ Basic Loops 

The player can repeat actions using the Repeat command by "nesting" 
commands inside the repeat section. Choose a certain amount of times 
(1-9) to repeat the action, or set to "infinite", and the character will repeat 
this loop forever (or until the character runs into something bad).  

○ Basic Conditionals 

"If/Else" can be added to the command sequence. When the If/Else line is 
run, the computer will tell the frog whether an obstacle or danger is 
nearby. The player can "nest" a command underneath. The command 
activates if the "if" is true. Turn on the "else" option, and you can place a 
command that will activate if the "if" is false: no danger or obstacle is 
encountered.  

If/Else is known as a "conditional", when the computer chooses between 
options based on information. It is the fundamental idea behind 
programming. If A, do B. Else do nothing, OR do C.  

● Interface  
○ There is a toolbox filled with the commands the player can use: 

move, wait, repeat, if/else. 
 

 



 

 
● Skill-based, top-down arcade game  

○ Try to advance as far as possible, getting points for every step forward. 
The player loses a heart when getting hit by a danger or going into 
water. The player can optionally grab coins to unlock new animal types 
to play. (The animal types have no effect on gameplay, they are just 
visual changes).  

○ Extra info - Based on the classic game Frogger, in which a frog tries to 
cross traffic (dodging cars) and then a river (by hopping over logs). A 
modern (unconnected) take called Crossy Road was successful on 
mobile devices. Frog Squash uses aesthetics styled after this new 
version, and then adds a programming interface.  

● Controls  
○ The character can move in the four cardinal directions (though the camera is 

set at an angle). In the full game the player can use arrow keys to play as a 
traditional game. In the coding version, the player must drag command 
blocks into the command area and hit run to execute those commands to 
move their character around. They run in the order they are listed, top to 
bottom.  

○ The game is a reaction-based game, but the coding mode completely 
overrides that premise, instead making gameplay about learning to code 
navigation.  

● Progression/advancement  
○ Played in rounds, and the player always starts from the beginning. Each 

round the player has three chances (hearts) to keep going.  
○ Generates a new level each time 

played.  
○ Does not get any harder the further one progresses, but the player will 

eventually mess up, or get caught in the midst of multiple dangers.  
○ The difficulty determines how many obstacles there are in the 

game.  

Like most classic arcade games, the extrinsic (or external) reward is gaining 
progressively higher scores, while the intrinsic reward (a player's internal 
motivation to play) is gaining skill. Unlocking characters to play as helps give 
another reward along the way. The difficulty options allow players to make 
the game more or less difficult to reach higher scores.  

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

We're going to play a game where 
you'll be creating your own AI for 
your character. You can command 
them to move. What other sorts of 
commands do you think are needed 
for your frog to survive? 
 

 

Possible 
goals 
 

Can you get a score of 10, 20, 40?  The player can get a pretty good score 
if they use the various move 
commands, but they will have to keep 
changing these commands. That's 
what the other tools are for. 

Get 5 coins in a single run  Coins are hard to reach, and the 
treasure chests contain multiple coins. 
(How many?) 

Midgame 
recontextualizing 
 

Try to see how far you can get by 
repeating an action infinitely 
 

 

How long a command list can you 
make? 
Does that make it easier or harder to 
win? 
 

● The more you write code in 
advance, the more you can 
deal with specific problems. 
But the more code you write 
as one big command, the more 
it will probably only work in 
one situation. What happens 
when the level changes? Will 
that code still work? 

● Part of the work of a computer 
programmer is to balance how 
complex or simple to make 
code. A good simple program 
can be useful in many 
situations, but it may be 
lacking in important details. On 
the other hand, the 
programmer can write a tool 
to do something very 
particular, but then it may only 
work in that situation. 

 



 

Discussion: 
In the middle 
of play 
 

Are there commands that help you 
survive longer? Are there commands 
you wish you had? 
 

Using the "If/Else" conditional, the 
player can let the character "Wait" 
while dangers are passing, or change 
direction if encountering an obstacle 
like a rock. 

What can you tell me about the 
numbers in the game? How many 
times can you repeat an action, or 
how long can you wait? 
 

Frog Squash uses numbers called 
“integers” for the code interface. 
Integers are whole numbers and 
cannot contain decimal values. So 
when you set a timer, it only can run 
every second, and actions can repeat 
1-9 times. In other programs, coders 
might use numbers that contain 
decimal values. But in this game if the 
AI could move half a space, or operate 
on decimal value timers, that would 
require the interface to be far more 
complicated! 

Share Out: 
After play 
 

Could you play better than your 
code? 
Why? 
 

The AI tools we provide players are 
simple, and do not provide as 
complicated an understanding of the 
game world as a player sees. The 
player can see all around their 
character for many spaces. But the AI 
tools we provide only can see one 
space in front of the character, and so 
the character AI can end up getting 
trapped in a way a person would not. 

 

 



 

> Level Two (Seeing Code) 
Required Knowledge: None 
Broadly: More computer-centric ideas 
Ideas that start to get grander in scale, that start to take advantage of storage, 
math, overlapping rules, etc. 

__________________________________________ 
  
 The Maze     

 

 

 
● Complexity - Simple  

○ After loading, the game will immediately start 
● File size - (large) 83mb 

   

 



 

 
● Premise  

○ To get players comfortable with code, the game presents various code 
that the player can look at, but can only minimally affect. In addition, 
as the game gets deeper, it shows the code executing in sequence. The 
premise is to help players see a few basic changes causing noticeable 
changes to the game world. 

● Teaches  
○ Execution Order 

Code is executed in order. Commands may include repeating 
sections or jumping to other areas, but an attentive player can 
find the sequence of questions in code. 

There are diamonds that can be lit different colors. The code to 
change the colors has multiple lines of the same command. Note the 
last command is the one that sticks. 

○ Booleans 
Many times simply turning an object to on or off is enough to 
change the path for the player. There might be many ways for 
systems to be controlled, but often code still simply has many 
on/off values. Similarly the player can discover that they can 
disable turrets, change the text a screen will display, or the target 
of an angry robot. 

○ Arrays 
Arrays are containers for information, and many games 
represent 2 or 3 dimensional space with arrays indicating x 
(left/right) and y (up/down) values. 

Near the end of the webGL version, there is an array in which the 
player must turn on all of the objects in an array. 

● Interface  
○ The programming interface is a code window with simple dropdowns 

for the player. 

 



 

 
● Action-adventure puzzle game 

○ The player is exploring a faraway world filled with characters and 
adventure (only hinted at in the webGL version). Using basic 
navigational and puzzle-solving skills, the player must navigate a 
variety of mazes, and disable and enable various defenses and 
devices. The player sees actual code syntax, but is restricted to very 
limited interaction, to lower the entry barrier. 

○ Extra info - There is a side plot with Amelia Earhart, another lost 
explorer, and there are many characters in this world that just want to 
be understood. 
 

● Main Controls  
○ Press WASD to move 
○ To run, hold shift while moving 
○ The player automatically jumps over gaps when moving (if the gap is small 

enough) 
○ Mouse or trackpad to move the camera 
○ Press H to hack devices and certain robots (when near and facing them) 
○ Press E to interact with characters and certain objects. 
○ Some characters will speak when you approach. 
○ (In hacking interface) Tap highlighted text to change it using a dropdown 

menu 
○ (After obtaining the EMP) Left click or single tap to aim, right click or 

two-finger tap to shoot. 
 

● Progression/advancement 
○ The game is split into levels that must be played in sequence. Each 

level is further split into small maze or puzzle sequences. 
○ First the player will learn just to control the protagonist, then they will 

face dangerous robots and must hack them to disable their defenses, 
then edit the code of immobile security elements, and progress into 
more complex device manipulation. 

 

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

This game is filled with mazes 
and robots. Many of them are 
dangerous, but with simple 
changes to the code you can 
survive. 

Players will be looking at a lot of 
pseudo-code, but they will only be able to 
edit a small amount. This is to help 
acclimate them to what code looks like. 

Possible 
goals 
 

Try to change all the diamonds 
to different colors in the main 
hub. 

The last line of changeable code is the 
important line. Players can make every line 
the same and it will just change the 
diamond to the same color three times, or 
they can alternate, or choose three 
different colors. 

This is an important element of code, that 
once a function is made, it can be called 
once, twice, or a thousand times, and the 
code will execute each function in order it's 
written. 

Make two robots fight each 
other!  

The security robots inside the mazes will 
attack the player. But if the player gets 
close they can hack and change the target 
of any robot to other robots. 

A common tool of games is having opponents 
turn on each other, because it's often quite 
simple in code, even if it would not be in life. 

Midgame 
recontextualizing 
 

Do you know what any of the 
hacked code does that you've 
seen? 

When hacking robots, there is additional 
code to give the player a sense of how the 
AI works. This is a simplified version of how 
actual game enemies might work. 

There is an array in the game, 
have you found it?  

This can be found at the very end of the 
WebGL version. Objects in an array are 
identified by their location rather than a 
name. So code might refer to the 4th 
object in the array. 

Many arrays exist in the full game, in which 
the player will activate things in 
multidimensional arrays, like locations in a 
garden. 

 



 

Discussion  Who are the characters? What 
makes the robots different from 
each other? 

Not only are the robots given different 
types of interaction with the player, they 
have lots of "personalities", to give 
dimensionality to the world. Encourage 
players to question the other ways the 
robots are different, or how easily they 
could have all been made bad or good. 

Are there tools you wish you 
had? How might you make this 
game harder or easier? 

The game includes an auto-jump, which is 
uncommon, but since jumping is not a 
central part of gameplay, it made sense to 
remove it for this game and focus on more 
important elements like the puzzles. 

Anything that a player can do must have 
controls, and must also have additional logic 
to react to the various ways a player might 
abuse the ability and break the game more 
easily. (We want players to hack our games, 
but we control the hacking toward the most 
interesting changes.) 

Share-out  What was a surprising thing that 
happened during the game? Can 
you explain why it happened? 

   
   
   
 

                           

 



 

Aqueducts     

 

 

 
● Complexity - Simple  

○ The website will pop right into the game. Upon hitting Play (the only 
option) there is an introductory video that lasts about 45 seconds. It 
can be skipped at any time by pressing the skip button. Once past this, 
there are five game levels and a "level editor" (in the web version). The 
complete game has 15 levels. 

● File size - (medium) 52mb 

   

 



 

 

● Premise  
○ Objects in a game are controlled by code, and in this game many can 

be opened up to reveal hackable values. Changing the code will 
change the object in the game. 

■ Explanation - A bridge may have a "length" variable set to 1, but 
the bridge doesn't cross the gap, so changing the length to 5 will 
extend the bridge. 

● Teaches  
○ Variables 

Changing a number in the code changes how the code/object 
works.  

○ “String” Variables 
Some variables are letters and words, instead of numbers. These are 
called strings. A string is a group of letters, numbers and symbols 
inside quotation marks. "Hello, world" is a string. The player can 
change water in the game from LIQUID, SOLID, GAS and this will 
actually change the object. 

○ Math 
Often in code, one object's attributes control another. One object's 
height could be determined by multiplying a different object's height 
by 2. 

Often to simplify design and construction, one handful of numbers control 
everything else. If you change the size of a character in a game, a 
programmer may make that also affect the weight, and speed, and other 
related variables. In this way, Aqueducts connects series of platforms in later 
levels. 

● Interface  
○ Many objects can be opened, revealing a small programming window. 

Only one or a few of the aspects of the code may be changed per 
object. 

 



 

 
● Puzzle game, looking down on the player, with minimal camera 

movement. 
○ The goal on each level is to connect all the pipes together. When near 

a pipe, "hack" it to rotate and connect it to other pipes. Once this is 
done, a door appears. To reach the door, the character may have to 
hack other objects like platforms and bridges to change their position 
and scale. This may include changing water between ice, liquid, and 
steam to access different areas. The water must be in liquid form for 
the pipes to work. If the character ever ends up in a bad place, they 
will be reset to the nearest surface with no bad consequences. 

○ Extra info - A linear puzzle game, the player is trying to bring the 
water back to their village, by traveling through various locations and 
reconnecting all the pipes that have been moved and changed. Using 
the idea of "hacking", the player can open up and edit bits of code for 
various objects, and change one or two "variables", to change things 
like rotation, state of matter, and length of an object like a bridge. The 
game also comes with a simple level editor for players to create their 
own puzzles. 
 

● Main Controls  
○ Move by tapping the mouse somewhere on the screen. 
○ Right-click on "hackable" objects to open up their code.  
○ While looking at code, any text with a box around it can be modified by 

tapping on the code and selecting one of the dropdown options. 
○ Restart, change audio, or go to the level select by using the menu in the 

upper right corner of the screen. 
○ Clicking the eye in the bottom right will highlight all hackable objects. 
○ Zoom in or out with the mouse wheel. 

 
● Additional Control Details 

○ If the character can move to a location, they will start walking. If they 
can't travel to where clicked, they will not move. 

○ The character must be within a certain proximity of an object to "hack" 
it. (Red highlights mean an object is too far away to be hacked, white 
highlights indicate an object within hacking range.) 
 

 



 

● Progression/advancement 
○  There are five levels in a sequence, and each one must be completed 

to open up the next. (The full game has fifteen levels.) 
○ Levels include increasingly complex information the player can edit 

when hacking, such as math operations and strings. (The full game has 
many more tools.) 

○ The game is designed to be played once, or perhaps a couple times to 
unlock all the stars. 

○ There are bonus goals for each level that give the player stars, and the 
main menu shows how many stars the player earned on a level. 

○ Each level has a star hidden somewhere. For example, turning some 
water into steam may reveal a star in the riverbed. 

 

 

 

 

 

 

 

 

   

 



 

 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

This game lets you change the world in 
all sorts of different ways. You can 
rotate pipes, change the height of 
platforms, turn water from a river into a 
cloud. You're changing real code to do 
this. 

 

Possible 
goals 
 

Can you get every star in the levels?  The stars exist off the beaten track, 
and players may have to turn a 
river into a cloud to descend into 
the riverbed, or climb into an area 
behind other obstacles. 

Can you beat all five levels?   

Midgame 
recontextualizing 
 

Try out the level editor! How many 
hackable pipes can you place? 

The "level editor" lets students 
build their own pipe puzzles. The 
editor is a simplified tool and does 
not allow them to build levels as 
complex as in the main game. 

Can you make every platform the same 
height? (Levels 3 and 4) 

Is there a way to make the math of 
the platforms all be the same? 

Discussion  Can you solve all puzzles in any order, 
or do some of them require you do one 
thing first? 

Sometimes the player has to 
navigate to one area to change 
another area. 

Notice how the code writing is in 
different colors? Can you see any 
similarities between any writing that's 
the same color? Are there certain 
words? Are nouns always the same 
color? 

Programming tools often change 
text colors to help coders easily 
scan to see actions, loops, 
numbers, etc. The program is built 
to automatically recolor words, 
numbers and punctuation 
depending on whether they are 
names, actions, conditionals, loops, 
and more. So the programmer just 
writes the word and it's 
automatically recolored. 

Share-out  Who can share something about trying 
to change the numbers in the game? 

 

 



 

> Level Three (Syntax) 
Required Knowledge: What code is 
Broadly: Getting into technical demands 
What does it mean for players to actually modify or even write code? This is 
hardware, the player must pay attention to the details. 

__________________________________________ 
  The Passage     

 

 
● Complexity - Challenging 

○ After loading, the game will immediately start 
● File size - (medium) 53mb 

 

● Premise  
○ A world filled with dangers, but our character has the ability to hack into 

and repair various platforms doors and switches. The player can make 
platforms move, rotate them, and more by editing and filling out the 
code. 

 



 

● Teaches  
○ True/False 

A lot of the early puzzles involve getting the code to activate by filling out 
the empty spots and turning things on, or setting values to "true".  

As players reach later levels, the opposite may be true. They may want objects 
to be on while the player is not using them, and off while the player is. 

○ Code Properties 

When looking at the code, sometimes there will be a period. Before the 
period should be listed the object (like currentPlatform), and then after 
the period is the attribute to modify (speed, rotation, isPressed). After an 
equal(=) sign, you place the value you want (true, false, 0, 90, 1, 2, 3, etc) 

A lot of code talks about objects in relative terms with a single name, like 
"currentPlatform" or "thisButton" or "nextTick". 

○ Code Consistency 

Pay attention to what things are called. Good programming is about 
naming things consistently and clearly. In this game, often the same type 
of item will have the same code, so once a player has learned a type of 
item once, others can easily be hacked again. Similarly if having trouble 
with a platform or healthpack or similar, look for another one and see 
what its code looks like. 

● Interface  
○ The interface is a representation of what actual game code might look like 

for each object, but with a handful of text missing. The player can drag 
words and numbers into the different empty slots. 

○ When playing, positions of drag-n-drop elements may be correct, but be wrong 
for progress. (Like you can tell a platform's movement to be true or false. Both 
are technically right, but only one will help you cross the acid pool.) 

 
 
 
 

 
 

 



 

 
 

 
● "Sidescrolling" puzzle platformer 

○ The player must traverse a series of levels, "hacking" a variety of 
objects along the way to move or activate platforms, doors, switches, 
and health packs. The player must avoid or eliminate hazards, such as 
acid pools, crystal spikes, and strange monsters on her way to the end. 

○ Extra Info - Like Super Mario, this game is a "platformer", based on 
the idea of jumping from platform to platform to traverse a world. 
(One reason this type of game is popular is that gravity is fun and easy 
to understand.) 

● Controls  
○ Press A and D to move left and right. 
○ Jump - Either press W or Spacebar, as chosen by the player in level 1. 
○ Push boxes along floors to then jump onto, to reach higher areas. 
○ Press H to hack objects (when a blue grid appears behind them) 
○ While in the hacking interface, drag words and numbers from the left 

side onto the empty slots. 
○ (After unlocked) Shoot laser with right- or left-click(1- or 2-finger tap). 

 
NOTE - If the player hacks an item incorrectly, it will not do anything. The 
player must reorder and rearrange until something happens.  
This interface presents very formal naming and methods, but that also 
means that similar objects will often have similar code. Figuring out one 
door's code will teach the player how most doors work. 
 

● Progression/advancement  
○ There are several levels to navigate, progressively larger and 

more challenging. If the player is injured or falls in a poison pool, 
they lose one heart. Even if they lose all of their hearts, they will 
just reset to the nearest platform they were on. 

○ There are a lot of healthpacks that can be opened and coded to 
help players. An attentive player will notice that they can choose 
the number of hearts (1-3) to get from the healthpack. 

 

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

This game is filled with lots of dangers, 
but all the helpful objects have 
unfinished code! As you're playing, can 
you read any of the code? 

A learning opportunity for this game is 
seeing how objects often use the same 
code, and having players look for patterns. 
Many object behaviors can be set to "true" 
or "false". Many lines start with "var", 
which declares that the code is making a 
new variable. Functions often begin with 
"on", like "onPressed", "onImpact", 
"onTick", which tells you when this function 
will be called. 

Possible 
goals 
 

Reach level 3.   

Try not to take any damage from 
dangerous items. 

Careful for the purple spikes. They're small 
but dangerous. 

Midgame 
recontextuali
zing 
 

Numbers usually mean the speed of 
the object, the rotation, or how much 
health it gives. Are there any other 
numbers? 

There are some places where the game 
checks whether the player is holding the 
right amount of keys. (Certain doors 
require the player to find a number of 
keys.) 

Can you find the health packs and 
make them give you different amounts 
of health? 

The player will make the game harder if 
they make a healthpack give them 1 heart 
instead of 2 or 3. 

Discussion  Does the code look more like 
sentences or math equations? 

It's a bit of both! Code is a series of 
questions, commands, and "assignments" 
(changing the value of something). Coders 
want their work to be understandable for 
themselves and other coders they're 
working with, so objects often have 
descriptive names rather than just x or y. 

What’s your favorite way to change the 
code? 

Sometimes the player gets to add more 
skills to Ada, like letting her shoot a laser, 
or drop through platforms. Other times she 
can use "pressure plates" to cause other 
platforms to move. 

Share-out  What items were the easiest to fix? Did 
you try to use those a lot, or other 
items? 

 

 



 

Ovum City 
 

 

 

 
● Complexity -  

○ The game starts immediately once loaded 
● File size - (large) 75mb 

 

● Premise  
○ Players debug code, looking for spelling, punctuation, and logic errors. 

Some of these things must be fixed, others can change whether the 
machine works as intended, or works strangely, letting the player take 
advantage of its state. 

● Teaches  
○ Debugging 

There are two concepts to debugging code: 

● Technical errors - E.g. misspelling, putting punctuation in the wrong 
place, using a number when the code needs a letter.  

● Design errors - Choosing to move an elevator left and right, when it 
is supposed to go up and down." 

 



 

Technical errors confuse computers, as they translate code very specifically, 
and these issues generate errors or create other problems, like freezing the 
computer. These moments may happen in the middle of software working, it 
will reach a broken section of code, and then anything might happen. 
Information might be lost, it might freeze, it will skip the operation. 

A programmer may build a system that moves an elevator in any direction. 
The code may work, but it won't serve its purpose. Or another example is that 
code might operate slowly by doing more work than it should. 

○ Code comments 

Comments are code that the computer ignores. Any green text (seen after 
"//") is a code comment. Comments allow the coder to write out what the 
code is doing, in a readable format. This game has a lot of code comments 
to help players understand what different lines are doing, and to give 
hints on what could be wrong.  

○ Loops 

There are some "for" loops and "while" loops, which repeat code. This 
might be a password that checks one letter or number at a time if the 
submitted password is correct. Or it might take a number, multiply it, then 
repeat and multiply the new value, and then repeat this again several 
times. 

● Interface  
○ The player can see what real javascript looks like. Purple text can 

be changed, and pressing the Run button will try to initiate the 
code. If anything is broken, the interface will show an error in red, 
and the player can edit the code and try again. 

○ Computer programming interfaces are built to let the coder know 
that they've written things incorrectly, and that is the point of the 
errors. 

 

 
 

 



 

 
● Third-person open world puzzle game where the player hacks machines. 

○ The player can run around a futuristic 3d city and access the code 
inside various machinery (elevators, security drones, VR machines). 
Much of the machinery isn't working, and the player may fix or further 
mess with the technology. The player can gain XP (experience points) 
by getting code to work, allowing them to hack into more complex 
machines. The player can earn money or steal it by hacking ATMs, 
letting the player purchase other tools and information. If the player is 
caught by the security drones while hacking, they are sent to jail. 

○ The complete game has several other areas with more interesting toys 
(like a hoverbike), and a conclusion to the story. 

● Controls  
○ Press WASD or arrow keys to move 
○ Press Spacebar to jump 
○ To run, hold shift while moving 
○ Mouse or trackpad to move the camera 
○ Press H to hack devices (when near and facing them) 
○ Run up to certain characters (with exclamation points above their 

heads) to speak with them or learn more about them. 
○ (In hacking interface) Tap highlighted text to change it using a 

dropdown menu 
○ (In hacking interface) Tap Run button to test the code 

If the player runs code that creates an error, it notifies the security forces, and if 
the player is caught in drone camera beams for the next minute, they will be sent 
to jail. 

● Progression/advancement  
○ The goal of the game (in the web version) is to open the gate to area 2. 
○ Objects have different security levels, and the player starts at level 

one. To complete the web version, the player must solve several 
machines to earn XP and unlock higher level hacking puzzles. 

○ The game has a "chaos meter", and it's up to the player whether they 
want to make machines go haywire, raising the chaos in the city, or 
returning order to things. 

○ The player can explore various corners (and roofs) to find 
money. 

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

You're going to look and debug the 
code running various machines in a 
cyber city. See whether you can get the 
same code to work in different ways. 

If something isn't working maybe run 
around the city more to see what else can 
be hacked, or whether there are people 
who can help, need help themselves, or sell 
player improvements. 

Possible 
goals 
 

Return order to the city!  Lower the chaos meter by getting 
machinery to operate as intended. 

Get arrested and then break out of jail.  If a player is caught under a drone's 
camera beam while hacking, they will go to 
jail. (It's possible to break out.) 

Midgame 
recontextuali
zing 
 

Is it possible to tell what’s going to 
happen before you press “Run”? 

Looking at each device before hacking it, a 
player should be able to figure out what it's 
intended to do, or what a broken version 
might do. 

Can you connect any of this code to 
the real world? 

ATMs do have security protocols, elevators 
do have elements that control their speed, 
are there other elements that make sense, 
or are there elements in this game that 
don't seem real? 

Discussion  Is some of the code the same? Why do 
you think that is? 

The elevators all have very similar code; the 
drones have similar code, etc. But they are 
often broken in different ways. 

Is there any code we want to 
understand? 

Have a player walk you through one of the 
puzzles they're looking at, and see if the 
class can understand what it's doing 

Share-out  Did anything surprising happen?    

   

 



 

White House     

 

 
● Complexity - Straightforward, with a first-person control scheme that may 

be difficult for those unused to it. 
○ The game immediately begins after loading. 

● File size - (large) 59mb 
 

 

● Premise  
○ Computers can show different colors onscreen. In addition, website 

creators can change details of multiple elements at once by assigning 
style templates. The player can change all the colors in the game's 
world with the paint gun, and rapidly change even more details with 
the style gun. 
 

● Teaches  
○ Colors onscreen 

Colors are stored in the computer as a number. Websites store colors 
within six "hexadecimal" numbers (looking like #FFFFFF, or #3D4DC7), 
which determine the amount of red, green, and blue in the color.  

 

 



 

○ CSS styles 

In CSS, a creator can build templates, or "styles", so that each of an 
element type is styled the same. In White House, a player can hack a 
tree object, change its "wood" and "leaves" colors, and then shoot the 
style gun to change all trees to have that same set of colors. 

In CSS, a web designer might use a "style" template to make every button 
the same size with the same outline color. By editing the "style" the creator 
can modify every button's details at once, without having to individually 
change every detail of every object whenever wanting to make a change. 

● Interface 
○ There is a color palette to choose colors, and a style editor modeled 

after web CSS syntax. 
 

 
● First-person sandbox puzzle game where the player has a paint gun. 

○ The player begins in a completely uncolored room. All the surfaces are 
blank and white. The player immediately finds a paint gun to color the 
world. Various tasks require the player to color certain objects specific 
colors to open doors and gates through the world. All the while the 
player can change most objects any color desired, using a palette tool 
to change colors.  

○ Extra Info - The game explores CSS syntax, a form of code used to 
make websites and control fonts, colors, sizes. In later levels in the full 
game, the player must also resize objects, change text and other 
attributes. 

● Controls  
○ Use the mouse or trackpad to move the camera. 
○ Left-click (1-finger tap) to paint surfaces. 
○ Right-click (2-finger tap) to ""copy styles"" (only available once 

outside of the house) 
○ Use either WASD or the arrow keys to move around.  
○ Press H to open up the paint palette picker to change painting colors 

(or styles once unlocked). 
○ Press the number keys 1-6 to save a range of colors for use. 

 



 

○ (Once unlocked outside) 
■ When pressing H, the player can press the style or paint 

buttons in the upper left to change how the paint gun operates.  
■ While in style mode, the player can right-click to zap objects 

and access and choose colors for their different elements. (Like 
trees have a ""wood"" and ""leaves"" color, while terrain just has a 
single color.)" 
 

● Progression/advancement  
○ There are three rooms in the house which each have a puzzle 

where the player has to color items correctly to get outside. 
Once outside, the player can then copy or edit "styles", which 
allows the player to change multiple colors on an object at once. 
There are a handful of additional objects the player can color 
correctly to get little secrets, like changing the time of day, or 
causing the pages of a book to flip. 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

In this game, you get to recolor the 
world anyway you want. Look at 
how easy it is to change the color of 
objects. 

(NOTE: There are puzzles that require 
very specific shades of colors, so try 
multiple shades of a color if a door 
doesn't seem to be opening) 

Possible 
goals 
 

Color the house all one color, or 
maybe color every single object in a 
room different colors. 

 

Find the Style tool and change all 
the details of the outside of the 
house with a single click. 

 

Midgame 
recontextualizing 
 

Does the style tool look like when 
you outline a paper? 

Style elements can exist inside of other 
elements 

Do you notice anything changing in 
the palette picker besides the color 
itself in the paint tool? 

The text is the color's representation 
in RGB (red,green,blue). The # at the 
start indicates this will be a 
hexadecimal number, followed by six 
digits. Each hexadecimal digit can have 
16 values instead of just ten (so it can 
have 0-9, but after 9, it adds A-F), the 
first two digits represent how much 
red, the second two how much green, 
and the final two the amount of blue. 
The lower the value, the darker; the 
higher the value, the brighter towards 
white. 

Discussion  Notice how this gun changes things 
rather than destroys them. 

 

Do you see anything interesting 
about the arrangements of colors 
in the palette tool? 

 

Share-out  Were you surprised by any event 
that happened?  

 

   

 



 

> Level Four (Code Creation) 
Required Knowledge: Prog. foundations 
Broadly: Writing code to act ingame 
The player must write proper code, while learning more advanced concepts. 

__________________________________________ 
 
The Bunker     

 

 
● Complexity - Challenging 

○ The game has a main menu, from which you must select Start Game, 
then select mission 1. 

● File size - (large) 124mb 
 

 

● Premise  
○ Write code to construct defensive towers to defend a base from 

attacking forces. Create new code objects and write functions that 
change various attributes of each tower. Like true code, this game 
demands precision, but also encourages creativity.   

 



 

● Teaches  
○ Instances 

Each tower in the game is a copy of a single template. In 
object-oriented programming, a "class" is the name of the template 
and, when running, the program builds "instances", or copies, of the 
class. Each tower shoots, looks for enemies, and works the same, but 
each tower is also unique, in that each copy exists in a different 
location, can shoot different distances, and it can be edited without 
changing the others. But if the class template is changed, ALL the 
instances will change. 

"Object oriented programming" is just one type of programming structure. 
It is built on the idea of different code "objects" that have data and 
procedures that talk to other objects of the same or different type. 

○ Passing parameters 

Sometimes functions need additional information. This is called 
sending the function a "parameter", which is simply a piece of 
information. Passing a parameter means sending a function additional 
information it can use. In The Bunker, the player sends functions 
different values. Perhaps making the laser damage very high, while 
setting a low firing distance, or vice versa. (There is a limit to the 
cumulative value of range, damage, and fire rate to keep the game 
fun.) 

You could write code to make a character jump one meter in the air, and 
just write Jump(). But maybe you want the jump height to vary. In that case 
you could pass the function a "parameter", like jump height. Then 
whenever you run the action, you say Jump(3m), or Jump(2m), and it would 
jump as high as told. 

○ Debugging 

The player must type code correctly. The code is available, and can 
have some variance in the parameter values, but it still expects perfect 
capitalization, correct spacing, etc. 

The Bunker contains a "documentation" tab in the coding interface 
because this is a very common and important tool for programmers. 
Coding languages have particular vocabulary or syntax that may be 

 



 

difficult to remember, and programmers rely on the ability to easily 
access documentation or have autocompletion tools. Thus, Bunker 
surfaces this concept. (NOTE: There may seem to be errors in the 
documentation, but these are intentional. The fiction of the game is that 
the player's allies are slowly decoding the "ancient" documentation. The 
text also contains little flavor text and hints about the backstory.) 

● Interface 
○ A text editor is available when opening any tower. Players can write a 

predetermined number of functions, and pass the functions different 
numbers and strings to change the tower's attributes. To make the 
tower work, the player must "Run" the code successfully. A debug 
window will explain if any code does not work, and documentation 
exists alongside the editor to show what code can be written. 

○ This is not an actual code editor, in that the player cannot write any 
Javascript, it only works with a handful of predefined functions. 
 
 
 
 

 
● Tower defense strategy game 

○ The player is tasked with constructing laser turrets on platforms to 
defend against multiple waves of tanks, hover buggies, and drone 
copters. Each level consists of specific locations where the player can 
spend resources (earned through destroying enemies) to construct a 
turret. The player must complete each turret by writing the code, 
determining the tower's rate of fire, damage per shot, and range that it 
can shoot. These are important because the enemies follow paths 
through the level, and certain locations are better than others. 

○ Extra Info - The tower defense genre is built on the idea of the player 
being immobile while there are numerous enemies following clear 
simple behaviors in their drive to reach the player's base. It is very 
mechanical in structure, and the fun is seeing lots of AI elements active 
on screen once, trying not to be overwhelmed. (Popular games in the 
genre include Bloons TD, Fieldrunners, and Kingdom Rush.) 

 



 

● Controls  
○ General controls 

■ Start button - Begins the enemy attack. Once begun, cannot be 
stopped. It's wise to set up as much defense as possible before 
pressing Start. 

■ Pause button - Return to the menu or restart the mission. 
■ Speed up button - Causes the game to run much faster. Can be 

toggled on and off. 
■ During tutorial segments, the player may have to press a button 

on the speech popups or follow specific directions to continue. 
○ Tower interface 

■ Tap on a platform to bring up the menu. 
■ (When no tower exists) Create a New Hack opens the platform 

code. (Only works if enough material) 
■ Hack - Opens the code interface. 
■ Boost - Increases the energy limit for this tower, and opens the 

code. 
■ Sell - Removes the tower and returns money to the player. 

○ Code interface 
■ Code space - Code a tower here 
■ Documentation - Explains the different code that can be 

written in the code space (includes fictional notes on top of 
important details) 

■ Run - Executes the tower code. If the code is broken, it will 
return an error. Each code command must be on different lines, 
spelled and capitalized correctly. 

○ Class interface (not in WebGL demo) 
■ Select the base to open its code 
■ Spend materials to increase the available energy for every 

tower. 
■ Spend materials to make towers automatically know whether 

to fire at air or ground units. 
■ Edit the templates to not have to write each tower every time. 

(Must hit Run to save the template.) 
 

 
 
 
 

 



 

● Progression/advancement  
○ The game is separated into missions. Each mission has an 

increasing number of enemies that appear at an increasing rate, 
of different types.  

○ The player can receive 1-3 stars at the end of each mission, 
based on how much health the player's base has at the end of 
the mission. Only the base takes damage, and only when 
vehicles reach it. 

○ Each mission more and more of the "documentation" is 
exposed, showing the players more functions they can write to 
increase the abilities of each tower, eventually opening up the 
base class to let the player modify all of the towers at once. 

There are several overlapping systems, but the general sequence for 
the player is to choose which platforms to build a tower, then code 
or copy code into the tower interface. Once materials have been 
spent, the player must watch and see if they are successful at 
destroying enemy vehicles. The player may want to modify their 
code to adapt to different enemy types or fix poor solutions and, as 
they earn materials, they must build or upgrade the energy for 
towers. 

 

 

 

 

 

 

 

 

 

 



 

 

  FOR STUDENTS  EXPLANATIONS 

Introduction: 
Premise 
 

The Bunker involves 
writing actual Javascript 
to build towers to 
survive an approaching 
army. 

Players need to build in the right places, set their 
fire rate, damage, and range as high as possible to 
survive. They should also keep building or 
upgrading towers. 

There are also enemies that require the player to 
change between "AIR" and "GROUND" in the 
setType("GROUND") function. Players must pay 
attention to this. 

Possible 
goals 
 

Fill every single tower 
spot with a tower. 

The early game it's more valuable to have more 
towers, as each new tower costs less than 
upgrading a tower, but if a tower is in a great spot, 
it will be able to reach enemies more easily than 
other tower locations. That's part of the strategy. 

Get three stars after the 
first mission. 

What's required to be perfect? The player must 
keep building as they earn material, they must 
change tower type as air and ground vehicle's 
approach, and the code must be correct. It's 
easy to see when a player isn't fully using their 
tower's possible energy, because the tower will 
emit little lightning sparks. 

Midgame 
recontextualizing 
 

Is it possible to win with 
a tower where two of 
the values are set to 
one and the third is set 
to 12? 

The player could set range and fire rate to 1 and 
damage to 12. This would require enemies to be 
very close, but would result in a lot of damage per 
shot. Or they could set range to 12 and rate and 
damage to 1. The fun of the game is messing 
around with these! 

To play optimally, these numbers should be in a 
similar range, but it's fun to test the edges of the 
numbers. 

What are ways that 
each tower is similar? 

These are "instances", and they all have the same 
types of attributes and behaviors, but each can 
have its attributes set to different numbers. They 
are built from templates called "classes". 

These towers are almost the perfect metaphor, as 
they are all copies of a template, but once built, are 
editable individually. 

 



 

Discussion  Can you explain what 
the different numbers 
in the code do?   
   

They set different attributes for the tower. 
 
 
 
 

Is it easy to code these 
towers? Are there parts 
that are hard? 

The documentation that exists is there to teach 
you and also to help you so you don't have to 
memorize everything perfectly. Programmers 
often use documentation and other tools to help 
them code. 

Share-out  Did you fail when you 
didn't pay attention to 
something? 

It's easy to not notice that a tower is coded wrong, 
or to miss a little text error, or to not fully use the 
energy values. Coding requires a lot of 
precision.Notice how this gun changes things 
rather than destroys them. 

   

 



 

> Level Five (Advanced Code) 

Required Knowledge: Comfortable w/ code 
Broadly: Advanced code puzzles 
What is possible with computers. Only one or two games may broach this level of 
challenge. 

__________________________________________ 

 

   

 



 

What is next for Terminal Two? 
 

Alongside our commitment to refining and expanding our current offerings, 
Endless Studios is working toward several initiatives. 

● Building new features 
● Supporting the code education community 

a. Hour of Code initiative - Code.org 
b. CSTA - partnership 
c. Classroom Pilots 

We need your help! 
 

Our platform is built to empower your students and get them excited about 
learning. 

Here is a link to the online form for feedback: 

● Is it working? Tell us your stories! 
● Are you having trouble with any particular aspect? Let us know. 
● Have ideas for features? The Endless roadmap is informed by our customers. 

 

https://forms.gle/6mXucQbQYJa8GfGJA

