
Problem Solving
Code Breakers

During World War II, the Germans used the Engima machine, a cipher machine to 
develop almost unbreakable codes (each code had a possible 
150,000,000,000,000,000,000 solutions).  The machine encoded messages for sending 
and decoded messages received.  With the help of a captured machine and codebook 
and eventual mistakes made in the sending process, experts were eventually able to 
crack the codes and decipher messages.

Explain that codes are symbols (or signals) used to represent or communicate 
something different.  See how many codes and symbols children can think of from 
everyday life.

Create Codes:

Example 1

Move one letter up in the alphabet:
A B C D E F G H I J K L M N O P Q R S T U V W X Y Z
  A B C D E F G H I J K L M N O P Q R S T U V W X Y Z

Using this code, ‘qtmmhmf hr fnnc enq xnt’ means ‘running is good for you’

Example 2

Using numbers 1 - 26 to represent letters of the alphabet:

5120 12152019 156 22575205212520 means ‘eat lots of vegetables’

Example 3

Scrambling letters as in an anagram:

Eatcvi isleeru samen vanigh unf means ‘active leisure means having fun’.

Depending on children’s ages and abilities, you can either set the task of breaking a 
coded message you have created for them, or you can ask them to create a code based 
on a system they devise – or both.
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The Mission – The Hunt for the Time Bomb

For this activity refer to the following documents: 

Map symbols 
Equipment List 
Equipment Checklist 
Picture of locked door.

Tell the children they are secret fitness agents on a mission in the jungle, to find the ticking time 
bomb of inactivity before it explodes.
The time bomb is hidden somewhere in the jungle. If they can’t find it before it goes off, we will 
all be condemned to a life on the sofa!

Divide the class into small teams and give them their Mission Pack. This contains the following:
Map of the jungle (school – indoors/outdoors) labelled with symbols for:

• Lion’s den
• Fat Island in the lazy river
• Jungle Jim’s hut
• Spider’s web
• Snake pit
• Muscle Mountain

Equipment List which includes: money, inflatable raft, pen knife, meat, water, recorder and a 
key.

There is a clue planted at each point on the map which has to be collected.

Each point on the map requires a specific piece of equipment to help at that location:

• Meat for the lions
• Raft to get to the island
• Money to pay Jungle Jim
• Penknife to cut through the spider’s web
• Recorder to charm the snakes
• Water for the team to help them climb the mountain.

Before the team set off they have to match the equipment to the location using the checklist, 
and have it checked off by the teacher.

Prior to the lesson, plant pieces of the picture of the locked door at each location on the map.

Before the children start the activity, help them to orientate the map and talk to them about the 
places on the map and where they are in the school.

When the children have gathered all the pieces of the jigsaw, they have to return to the starting 
point and put them together to make the picture of a locked door. For this they need the key to 
let them into the room containing the time bomb.
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When the activity is over, talk to the children about what worked well and what didn’t work. Ask 
the fastest team to describe some of the strategies they used, and highlight teams that have 
demonstrated good planning, cooperation, team work etc.

To make the task more challenging:

The children have to retrieve the clues individually and only one person can leave the group at a 
time. 

Encourage the children to match the challenges to their individual skills. For example, someone 
musical should take the recorder to the snake pit, the fastest runner should go to the lion’s den 
and the person with most endurance can climb the mountain etc.

Make the map more complex with fewer recognisable “school” buildings.

Place the clues further away from the starting point. 

Place time restrictions on certain activities. For example, the clue from the mountain has to be 
back within the first 10 minutes, otherwise it expires. Encourage the children to plan ahead 
using the instructions you give them.

Map Symbols

Print off a set of symbols per group.
Cut them out and stick them onto a plan of the school, to show the children where to go to hunt 
for their clues.
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Print an equipment sheet for each group.  Ask children to match equipment to location and write 
answers on their equipment checklist.

 

Equipment Checklist

What equipment do you need?
Choose from the Equipment List and write one piece of equipment in each space.
You will have one spare piece of equipment.
Ask your teacher to check your equipment list before you set off to find the clues.

Location Equipment
Lion’s Den 1

Fat Island 2

Jungle Jim’s Hut 3

Spider’s Web 4

Snake Pit 5

Muscle Mountain 6
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Instruction to teachers

Print out enough pictures for one per group.
Cut the picture into six pieces. 
Hide pieces at the locations identified on the map, ensuring there are enough of each 
piece for each group.
You can laminate the pieces so that they can be used again.
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