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You are a detective tr mg to solve your hardest case et but there’s an-
other spy detective trylng o solve the case before roul Use the coordinate grlds
on page 2 to discover your opponent’s tools before hey are able to solve the

case!
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I You will need: '
' -pair of scissors '
| tape |
| -red marker, pen, or crayon |
] -black marker, pen, or crayon [
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Game Pieces
Cut out each piece caref'ully. Each player 9ei's S pieces.
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Magnifying Glass Candlestick O : Magnif‘ying Glass Candlestick O
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Rope ' Rope
Detective 1 Detective 2
Page 1

© ThuVienTiengAnh.Com



ORRON

ENIESIBOARD;

FIND THE

Detective

(your name)

Directions:

1. Use tape to place the five

tieces from page 1 onto your
oard. (Pieces must be placed

either horizonfally or veri'ically.)

2. Once both detectives are
ready, take turns guessin coor-
dinates (I Spy -2, 5!) to find
your opponents pieces. You and
your o”wnent must repl with
“Caught me!” or “Missed me!”

3. If you hit your opponent’s
mark, mark that coordinate with
a red dot on “OP onent’s
Board.” If you miss your
opponenf’s mark, mark that
coordinate with a black dof.

't. If your opponent hits one of
your marks, mark that coordinate
with a red dot on “Your Board.”

S. Once a piece has been fully
marked, you or your opponenf
must say “You’ve discovered my
[item]!”

6. Once all five of an opponent’s
pieces are found, that player has
found the spy!
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