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1. Students sit in a circle. One goes outside and is nomi-

nated ‘The Detective’. 

2. The teacher silently selects a ‘Wink Murderer’ from 

the seated students. 

3. When the detective is invited back inside, they must 

stand in the centre of the circle (this is so that their 

back is always facing a portion of the class). 

4. The wink murderer will surreptitiously wink at fellow 

students who will “die” (slump or dramatically mak-

ing 1 sound effect). 

5. The detective may have 3 guesses in 90seconds. 

6. I encourage the detective to turn around the circle 

and I encourage the wink murderer to wink quite a 

few times to give each of them a sporting chance. 

7. Once the murdered is either revealed or detected, 

they become the detective and the process can re-

play itself.  
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