Spies Resource Guide

This kit is designed to be used with a wide range of children, from elementary age to teens.  We’ve even thrown in a couple of songs that you could use in a “Secret Agent” Storytime.  Below you’ll find activities, crafts, and program ideas that you can use to host a spy themed event at your library.
Games and Activities

Mystery Boxes

Cover and decorate about five medium size boxes. Cut an opening large enough for a child to insert a hand. Place a mystery item, such as a sea shell, inside each box. Children put their hands in each box and try to guess what the items are by touching them. Place mystery boxes throughout the children’s area or line up a group of them.

Guess Who?

List 10 clues about different book characters on a wall or poster board. Display the books containing these characters scattered beside the clues. Ask the children to solve

the mysteries. Here is an example:  This young detective has a mind that works like an encyclopedia.  Who is he? Answer: Encyclopedia Brown.
Fingerprints

Contact the police department and invite an officer to speak to the children about fingerprinting. If possible, ask them to fingerprint the entire group of children. If not, here is a simple way to give each child one fingerprint to take home.
Materials

A few sheets of newspaper

Scotch tape

Markers

Package of 3” X 5” unlined index cards

Magnifying glass
Directions

Distribute one index card and one marker to each child. Ask them to write their name on the index card. When finished, ask them to raise their hand and an adult will come by to get their fingerprint. Each child should be given a piece of newspaper. They will rub their finger back and forth on the newsprint. An adult will then take a piece of tape, place it

sticky side down on the finger, peel off the tape with the fingerprint on it, and carefully place the tape on the index card to show the print. Let each child examine their fingerprint with the magnifying glass. Depending on the number of participants, you could do one or all ten prints for each child. 

Spy Catchers: World Famous Spies

Photocopy pictures of famous spies from library books. Under the pictures, list information like name, country, or secret name, etc. Challenge the children to a library scavenger hunt to find as much information as they can about each of the spies.  After they have collected all of the information about the spies, you can say that they have all been “caught” and that the mission was successful.

Clue Me In

Write a series of 6 to 8 clues that will lead to various books on the shelf in the library. Clue #1 would lead to clue #2 and so forth up to clue #8. Have fun making up clues! Form the children into pairs and give each pair a set of clues. When the children find the books, let them exchange their list of clues with each other. Afterwards, talk about clues. What kinds of clues are easiest and which are more difficult? Older children may want to write their own set of clues!
Ghost Writing
Materials

Milk

White paper

Thin paintbrushes

An iron

Small cups
Directions

Give a sheet of paper and a paintbrush to each child. Pour the milk into small cups. Each child will dip the paintbrush into the milk and begin writing a secret message on a sheet

of paper. Wait for the message to dry completely and become invisible. When dry, turn the sheet over and use the hot iron to press the side of paper opposite the side where the milk message was written. The heat from the iron will cause the carbon compounds in the milk to break down and produce carbon, which is black. The children will then be able to

read their “ghost writing”.
Invisible Ink

You will need lemon juice, white paper, and flat toothpicks or paint brushes. Follow the same procedures used above for the ghost writing to write secret messages.
Spy Interrogations

Designate one child as the captured spy. He/she will sit in the middle of a circle. Each participant seated in the circle will ask a question. The private eye is only allowed to say “tomato”. The first person to make the private eye laugh becomes the next private eye. Here are some examples of questions. “What is the name of a Russian spy?” Answer: “Tomato”. “What is the code name for James Bond?” Answer: “Tomato”.
Who’s the Thief?

You will need a small bag of pennies and a blindfold. One player will be the designated detective and will be blindfolded with his/her back to the other participants. The bag of gold (pennies) will be placed under the detective’s chair. One participant from the group will steal the pennies. When the blindfold is removed, the detective can ask three yes or no questions to get clues, such as “Was the thief wearing tennis shoes?” or “Was

the thief wearing a baseball cap?” The detective then gets three guesses to catch the thief. If the thief is caught then the detective gets another turn. If not, the thief becomes the next detective.
Assignment: Secret Message Relay Race

Divide participants into two teams. Give the first child on each team a spoon and a ping-pong ball. A secret message must be delivered. The first team to successfully deliver the message accomplishes their mission. The ping-pong ball is the secret message. The child must reach the masking tape marker on the other side of the room, walk back to the line, and hand the spoon with the ping-pong ball to the next child. If a child drops the ball, he/she must pick it up and count to ten before proceeding. The first team of children to complete the secret assignment wins.
Catch the Spy

This is like the game of “Red Light Green Light”. Select one child to be the “spy”. Line up all other children behind a masking tape line. The spy will be facing away from the participants.  Spy says “green light” and the children start to walk towards the spy. Spy says “red light” and the children must stop. If a child continues to walk when spy says “red light”, then that child is out. The first child to reach the spy becomes the new spy.
Shadow Play: What Am I?

Select about a dozen items and project their images onto the wall using an opaque projector in a darkened room. Ask the children to guess what they are.
Inspector Says

This is a “Simon Says” game with one child playing the part of Inspector. Participants must follow the orders of the inspector only if the word “Inspector” says is used in the command. The last one remaining becomes the new Inspector.
Here are some suggestions:

Inspector says tie your shoe

Inspector says hop on one foot

Crawl on the floor (If a child does this, he/she is out.)
In What Order Did This Happen?

Here’s a chance for kids to practice their memory skills! Make up two identical sets of index cards with motions such as the ones below written on them.
Hopped in on one foot

Grabbed a sheet of paper

Touched someone’s head

Sneezed three times

Twirled around in a circle

Dropped a ball on the floor

Ran out waving

Ask a volunteer or staff member or volunteer to learn the motions and practice performing them in sequence. When the children are seated, welcome them to the library. Divide the children into teams and introduce the program by saying that their spy memory skills will be tested and that they should pay very careful attention to everything that happens. After the welcome and introduction, the volunteer will hop into the room and perform the sequence of actions and then leave the room.  Distribute a mixed-up set of cards to each team and ask them to discuss what happened and put the cards in the order in which the volunteer or staff member performed them. Make several sets of cards and repeat the game, or let each team have fun making up a set of action cards and performing them for the other teams to put into sequence.
Secret Codes

Let teens learn to sign their first name using the sign language alphabet or practice sending a message by Morse code. Form the teens into pairs. Give each team a piece of paper containing a short, simple phrase. Let them learn to sign it. Each pair will stand in front of the others and sign their phrase. Give a prize to the first teen to “read” it correctly. 

Or  create a secret code message such as “Reading Is Fun” or “Your mission is to read.” Display the message on the bulletin board and have a contest to see who can be the first to solve it. 
Acronym Challenge 
Ask teens to find the meaning of the following acronyms: CIA, OSS, NSA, MI6, KGB, CI, FBI, IC, DOS, UNCLE. Direct them to the Acronym Database at 
http://acronyms.silmaril.ie/cgi-bin/uncgi/acronyms and to books in your library to locate the answers.
Code Maker

The children sit in a circle, facing each other. The librarian chooses a child to be the “Code Breaker” and places a blindfold over his/her eyes. The librarian then silently points to another child who becomes the “Code Maker”. The Code Maker performs an action and claps in a rhythm. The group repeats it several times. Then the Code Breaker removes the blindfold. The children continue to perform the action and clap in rhythm. The Code Breaker must guess the identity of the Code Maker while the group repeats the code. When the Code Breaker successfully guesses the identity of the Code Maker,

that child becomes the new Code Breaker. The former Code Breaker chooses a child to be the new Code Maker.
Spy Handshake Game

Rules:  The goal of this game is to guess which child is the spy. One child is selected as the “Host” of the party who begins the game. Everyone else sits down and closes their eyes. The Host selects the Spy by patting one child on the head. The game begins when the Host announces, “Welcome to my (tea, slumber, rock & roll, birthday, dance) party.” Everyone gets up and pretends to be at the kind of party named. They walk around and shake hands with the other guests. The Spy must remove guests from the party by gently scratching or tickling the inside of their hands when shaking it. The Spy does not

have to eliminate everyone whose hand they shake. A victim waits ten seconds before leaving the party very dramatically. It is very important for the victim to wait ten seconds and shake other children’s hands so as not to give away the identity of the Spy. A child may guess who the Spy is at any time after at least one person has left the party. If the guess is wrong, he or she must leave the party, too. A child cannot refuse to shake

another’s hand. The person who correctly guesses the identity of the Spy becomes the Host of the next party.
Detective Scavenger Hunt

Give each child a piece of paper or a notebook, a pencil, and a crayon. Act as their guide for the scavenger hunt and direct them to do the following questions, or make up your own.  Tell the children that this is to teach them how to observe, investigate, and report on a location.

· Step out into the checkout area of the library, close your eyes, and listen for a moment. Open your eyes and write down at least three sounds that you heard.
· Are there plants in the library? Write down how many different kinds of leaves can you see? Draw the shape of leaf you like best. Why is it your favorite?

· Find three items and make three “mystery rubbings”. To make a mystery rubbing, place a sheet of paper over an object and rub it gently with a crayon until the outline of the object becomes visible. Note: Librarians may wish to set a number of appropriate items on a table for the children or suggest possible items.

· Think of two clues apiece to help people guess what the rubbings are. Write down the clues underneath the mystery rubbing.

· Look around the library and find a good place to hide. Write it down.

· Find something that is living and something that is dead. Write them down.
Agility Course

Set up an obstacle course to work on physical agility.  Have children crawl under barbed wire (yarn), toss a grenade (a tennis ball) into a target area (bucket), and practice shooting a target with a water gun.  Try the obstacle course as a relay.

M
Have someone else from your library introduce your program as M giving out a mission.  
Have M enter in a suit, dark sunglasses, and with a briefcase. M will thank them for accepting the mission and explain the details. They would need to follow clues, decode messages, and locate contact people in order to discover the location of a stolen artifact.  
Globe-Trotting Secret Agent Adventure

Structure your secret agent program as an adventure around the world.  Give all of the children pretend passports to be stamped in different areas of the library that represent different countries.  Have them solve a different mystery in each country before they are given a clue that will lead them to the next country.  

Laser Maze

Thread red yarn or ribbon around a room.  Have the children try to crawl through the maze without touching the ribbon.  You could also hang bells on the ribbon so that they will ring if a child touches one.  
Songs

Here We Go Round the Mystery Trail

(Sing to Here We Go Round the Mulberry Bush.)
Here we go round the mystery trail, mystery trail, mystery trail,

Here we go round the mystery trail, so early in the morning.

This is the way we wear our hats, wear our hats, wear our hats,

This is the way we wear our hats, while we walk on our mystery trail.
This is the way we hold our spy glass, hold our spy glass, hold our spy glass,

This is the way we hold our spy glass, as we walk on our mystery trail.

This is the way we search for clues, search for clues, search for clues,

This is the way we search for clues, as we walk on our mystery trail.
This is the way we close the case, close the case, close the case,

This is the way we close the case, cause a mystery we have solved!
Tippy Tippy Tiptoe

Tippy, tippy tiptoe,

There they go,

Ten brave detectives

Walking in a row. (march your fingers on your lap)

They walk to the left. (fingers to the left)

They walk to the right. (fingers to the right)

Then forward. (forward)

Then backward. (backward)

Tippy, tippy tiptoe,

There they go,

Ten brave detectives

Walking in a row. (march your fingers on your lap)
Ten on a Case

There were ten on a case

And the sergeant said, “Get moving, get moving.”

So one started moving and went out the door.
There were nine on a case

And the sergeant said, “Get moving, get moving.”

So one started moving and went out the door.
There were eight on a case

And the sergeant said, “Get moving, get moving.”

So one started moving and went out the door.
There were seven…

There were six…

There were five…

There were four…

There were three…

There were two…

There was one on a case

Who shouted out loud, “I solved it! I solved it!”
Crafts

Spyglasses
Materials

Toilet paper rolls

Construction paper

Glue

Hole punch

String

Markers
Directions

Distribute two toilet paper rolls to each child. Let the children cover the rolls with  construction paper or decorate them with markers as shown in the illustration. Next, they glue the rolls together, side by side. Punch a hole on each side of the rolls and tie string through the holes so that children may hang their spyglasses over their neck and start spying!
You can find more ideas and templates for spy themed crafts at:
http://www.topspysecrets.com/kids-spy-equipment-for-free.html
