
 

Spore: Impact Guide 
For Teachers 
 

Developed in 2008, Spore, published by Maxis, is considered the brain 

child of Maxis co-founder Will Wright. In Spore, the player follows the 

evolution of an organism all the way from the single-cell stage to the 

space exploration age. Designed for ages ten and up, Spore is a very 

immersive experience with many of the player’s choices, especially at the 

tribal stage and onward, having real consequences in the game's world. 

The goal of the game is to create a species and a civilization that one 

would be proud to call their own. How one goes about accomplishing this 

goal can vary greatly; their civilization can be war-like, using weapons to 

get what the player wants or peaceful, using words to get the desired 

result. The choice is up to the player. 

  

 

Theme: Evolution 

While Spore is not meant to mirror the real-world evolutionary process, it does offer one the ability to 

understand the evolutionary process in general.  The ability to survive, interact with other creatures, and 

move on to the next stage are all important in the physical evolution stage of Spore.   

We’ve provided a lesson plan to help students think about how evolution works in the game and how it 

relates to the real-world. We also have a worksheet to help students reflect on their play. Do you have other 

lessons you might use? Share them with other teachers and students at gamesandimpact.org. 

How to use this guide: Teachers – We’ve identified several interesting or important themes in the game.  

We recommend that you play through the game and reflect on it as a player first, then think about how 

to incorporate it into your class. How have you experienced these themes? Will students experience them 

as well? How do they align with how you might normally teach them? Are there other important ones 

present in the game? What kind of impact does your play allow in the larger world? Answer the 

questions we’ve provided – but feel free to add more at www.gamesandimpact.org. 

We have also included potential lesson plans and classroom activities, as well as handouts for in-class 

student reflection or homework.  

Warning: Questions contain some spoilers about the games.  
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Class Activity (85-125 minutes) 

Grade Level:  6-10 

Teacher Materials: Computer, projector (optional), Spore 

Teacher Pre-req: Play Spore through the Creature Stage, use Player Impact Guide (recommended) 

Student Materials: Computer (individual or group), Spore 

Summary of Goals: To get students to think about evolution in a new way; to try to figure out what 

the best way for a species to evolve is (to be aggressive and war-like, passive and peaceful, or 

somewhere in the middle). 

Lesson Plan:  

The day before the activity, students are to be divided into two groups; one being the aggressive, war-

like group, the other being the passive, peaceful group.  With each student on their own computer 

have them create and play their creation up until the creature stage. The students in the aggressive 

group are to have the body parts they add on be more defensive; these students’ creatures are 

expected to be stronger and more capable of taking down another creature than the peaceful group.  

The students in the peaceful group are to have body parts that are more social; these students’ 

creatures are expected to have more allies, but are weaker physically than the aggressive group's 

creatures.  When everyone finishes, they are to discuss and write down what worked and what didn't 

work with their creatures.  They are then to choose (or the teacher may choose) a representative to 

discuss their findings with the rest of the class.  After the class discussion, each student is to write 

down some of the features they think the most successful creature in the game would have. 

Discussion Prompts:  

Did you have a certain goal in mind during the evolution process? How quickly did you complete the 

activity, as compared to others in your group and the rest of the class?  Was it difficult to complete 

the task with the restrictions? 

Deliverables: 

 Handout/worksheet (attached) 

 Group write up 

 Class discussion write up 

Activity Timer (this is only a guideline, feel free to modify to compensate for time or student interest) 

 1st Session 

o Spore Introduction: 5-10 minutes 

o Cell Stage: 25-35 minutes 

o Next session preparation: 5-10 minutes 

o If time permits, start on Creature Stage 

 2nd Session 

o Creature Session: 30-45 minutes 

o Group discussion: 10-15 minutes 

o Class discussion: 10-20 minutes 

 

 



 

Questions for Teachers 

 Do the students need to play through Spore once before doing this activity?  Are 
your students capable of picking up a game for the first time and doing this 
activity? 

 Did the enjoyment of each student depend on the group s/he was in?  Did more 
aggressive students have more fun in the aggressive group, and vice versa? 



 

Name: ___________________________   

 

Spore Evolution Activity 
 

Instructions: You just finished playing through the Cell Stage and part (if not all) of the creature stage.  

This worksheet is divided into two sections, corresponding to each stage.  Please answer the questions as 

well as you can in order to figure out if your type of species could have been improved upon. 

 

 

Cell Stage 

 

How many times did you die?  What would you have done differently in order to avoid death?  If you 

didn't die at all, what was your secret? 

 

 

 

 

How easy was it to find food?  Did you find yourself wishing that you were in the opposite group at any 

point because of your difficulty in finding food?  How do you think this relates to the real world? 

 

 

 

 

 

What was your biggest difficulty in this stage?  How did the restrictions of your group determine your 

actions?  Would you have done differently had you not had these restrictions? 

  



 

Creature Stage 

 

 

What did you do first when you entered the creature stage?  In other words, what was your first goal?  

Do you think this goal mirrors the unconscious goal of a creature when it enters land for the first time in 

the real-world? 

 

 

 

 

 

 

 

 

In your play-through, how important was your relationship with other creatures in the world?  Did you 

add any other creatures to your pack besides your own?  If not, do you wish you had? 

 

 

 

 

 

 

 

 

What advantages did your creature have that the creatures in the other group did not have?  What 

advantages did the creatures in the other group have that your creature did not have?  Do you think a 

balanced approach would have been better than one extreme or the other?  Please defend your answer. 

 

 

 

 

 

 

 

 



 

Theme: Design 

After the Cell Stage and the Creature Stage, Spore adds more design elements, as opposed to physical 

evolution elements.  For example, in the Tribal Stage, players are able to outfit their tribe.  In the 

beginning, the outfits have utility and serve a purpose, some of which increase the tribe's “gathering” 

ability, or “combat” ability.  As the game progresses the design focus shifts from the creature (or citizen) 

to vehicles, buildings, and cities. 

We’ve provided a lesson plan to help students think about designing and testing their creations. We also 

have a worksheet to help students reflect on their play. Do you have other lessons you might use? Share 

them with other teachers and students at gamesandimpact.org. 

 

Class Activity (45 minutes) 

Grade Level:  6-10 

Teacher Materials: Computer, projector, Spore 

Teacher Pre-req: Create a creature in the Spore “Create” section 

Student Materials: Computer (group), Spore 

Summary of Goals: For students to use knowledge gained from previous activity to design a 

creature which is well-equipped for fighting as well as making allies. 

 

Lesson Plan:  

Have students get into small groups of three or four, depending on class size.  Each group is to 

design a creature in the Spore “Create” section.  Taking the knowledge gained from the previous 

activity, have each group design a creature that is both well-equipped for fighting as well as making 

allies.  At the end of the allotted time, each group is to submit their creature to the teacher and the 

teacher will display each creature in front of the class.  The students will then vote on what 

creatures win the following categories as well as write down their own opinions: 

 Scariest looking creature 

 Most lovable creature 

 Ugliest creature 

 Most likely to survive the next stage of evolution 

 Least likely to survive the next stage of evolution 

 

Discussion Prompts:  

What are necessary traits to be able to survive the next stage of evolution?  If you were able to 

design humans, what would you change?  Would you barrow any traits from other creatures to help 

our survivability?  Would you barrow any traits from other creatures to make our lives easier? 

Deliverables: 

 Handout/worksheet (attached) 
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Questions for Teachers 

 What were some of the discussion points that you overheard your students talking 
about? 

 What other categories, if any, would you add? 

 Is there a particular line of question that brought out more discussion than other 
lines of questioning?  Why do you think this is the case? 

 

 

 

 

  



 

Name: ___________________________    

 

Spore Design Activity 

 
Instructions: You have just finished designing your creature with your group.  After sharing your 

creation with your teacher, it is now time to decide which creature falls into which category.  Please 

answer the following questions: 

 

What was the scariest creature?  What feature made it the scariest?  What evolutionary benefits can 

it have in being the scariest creature? 

 
 
 
 
 
What was the most lovable creature?  What feature made it the most lovable? What evolutionary 
benefits can it have in being the most lovable? 
 
 
 
 
 
 
What was the ugliest creature?  What feature, or features, made it the ugliest? What evolutionary 
benefits can it have being the ugliest? 
 
 
 
 
 
 
 
What creature was most likely to survive the next evolutionary stage? Why? 
 
 
 
 
 
 
 
What creature was least likely to survive the next evolutionary stage? Why? 

 

 


