
TIME 5-15 minutes

THE GAME Ask players to gather inacircle and close their eyes. Tell
them they are all detectives and will be given amystery to solve. Walk
cpnckly around the circle and secretly tap one person, who becomes
the spymaster. Make sure all eyes stay closed! Circle the group several
more times so that the spymaster's identity is not given away.

Ask players to open their eyes and mingle around the room
whispering positive comments to each other, such as "You have a'
^ea augh or I^i^e the wayyou treat people." The spymaster should
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