The Spy Game

For your eyes only…

In real life, members of an organization don’t always work toward the same goals.  In fact, some people try to achieve personal rather than organizational goals.  There may be such a person in your group.  We’ll call that person a SPY.  Your group may have one or more than one spy.

· If you are a spy, you should do everything you can to hinder your group’s efforts to solve the problem shown at the bottom of this page.  Just be sure not to let anyone know you’re a spy.

· If you think another member of the group is a spy, then you should accuse that person of spying.  Your group members will vote, and if one-half of those agree, the accused person is excluded from any further group deliberations.

· If you are voted out of the group and accused of being a spy, you should never reveal whether or not you “really” are a spy until we get back together as a large group.






____You are a spy






____You are not a spy

The Problem: A man went into a store to buy a twelve-dollar shirt.  After selecting a shirt, he handed the clerk a twenty-dollar bill.  It was early in the day and the clerk didn’t have any change.  So the clerk took the twenty-dollar bill to the restaurant next door, where he exchanged it for twenty one-dollar bills.  He then gave the customer the correct change.  Later that same morning the restaurant owner came to the clerk and said, “This is a counterfeit twenty dollar bill.”  The clerk apologized profusely, took back the phony bill, and gave the restaurant owner two good ten-dollar bills.  Not counting the cost of the shirt, how much money did the store lose?

You score points as follows:

1. 10 points if your group has the correct answer at the conclusion of the exercise.

2. 10 points for each spy correctly identified.

3. You lose 10 points for each spy that your group members do not detect.

4. A spy wins only if the team selects the incorrect answer and the spy remains undetected.

