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This guide is for the game master to set up their ODD SQUAD themed escape room for
children ages 5-9.



Agent Trainees = Students
Agent Trainer = Facilitator

Agent Trainer should stay in the room with trainees at all times to ensure safety.

Things you will need to gather:

100 pompoms = centrigurps (plus some extras in your pocket just in case)
Odd Squad Case Crest

0dd Squad Case Crest on Manila Folder with instruction sheet and collection box
printable

Numbers, dogs, fruit printouts

Clue cards

Tape

Drawer that can be locked with key

Cipher

ODD SQUAD Agent Badges (number of students)

Find Your Badge Number Printable (number of students)

Pair of shoes

Coat with pocket

Top Secret printable

Provided printables

Things to set up:

Find your badge number copies

ODD SQUAD Agent Badge printable copies

Put an Odd Squad file case in the middle of the room with clue card 1, Top Secret
printable, and collection box printable

Labeled locked drawer with number 5

Numbered cards taped on various things that could hide something (except number
9)

Dogs printouts taped on various things that could hide something

Fruit printouts taped on various things that could hide something

Pair of shoes

Coat with pocket

Cipher - print and assemble



Set up centrigurps and clue cards in the following places:

Where What is inside
Shoe Clue card 2
Key
Somewhere marked with 12 Clue card 1
Centrigurps
Locked drawer marked with number “5” centrigurps
Clue card 3
Somewhere marked with white dog Centrigurps
Clue card 4
Somewhere marked with cherry Centrigurps
Clue card 5
Door Centrigurps
Clue card 6
Pocket of jacket Centrigurps
Secret message to decode
On a wall or somewhere laying about Cipher
Introduction
Script:

Welcome ODD SQUAD agent trainees, to the ODD SQUAD Training Center. To
graduate from trainee to agent you must earn your ODD SQUAD Agent Badge.

Before we begin you must decode your agent number this is how you will be

identified.
g' iy Find Your
U Badge Number

Nows 6o this for your name and join 0dd Sciuad

om=

Now that you have your agent number, we will begin our training simulation. Your
task is to escape this escape room. The door will not be locked for safety reasons,
but do not leave the room unless requested or otherwise instructed. You may ask
your Agent Trainer should you need to leave the room for any reason.

Do not use excessive force or damage anything in this room. Read carefully and
follow the clues to complete the task.




Should any questions come up you can ask your Agent Trainer. You only get 3 hints,
use them wisely. You may begin now.

Instructions for Agent Trainer:

If agents need reminders, tell the agents that it’s important for them to come and deposit
the Centigurps in the Collection Boxes as they are found, so everyone can keep track - and
that they must completely fill each box before starting a new one. Agents should spread out
or work together to find all the Centigurps, depositing them in the boxes as they are found.

A few times throughout, call for a ‘Count up!’ Together students will use their observation
and skip counting skills to analyze and interpret how many Centigurps have been collected.
Each time, choose a child to update their chart by coloring in the Centigurps Counter so the
group can use their math knowledge to determine how many more need to be found.

Continue until all 100 lost Centigurps have been collected. If the agents can’t find all the
ones you’ve hidden, you can pull out the “extras” you kept on hand

Success
Script:
Congratulations Trainees you have earned your ODD SQUAD Agent Badges!




ODD SQUAD Case Crest
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The legacy lives on.




Find Your

Badge Number

Figure Out Your Agent ID Number!

Odd Squad agents have a special number on their badges. The number comes from the letters in
the agent’s name. How does it work? Just follow these steps to find your own agent number.

Decode Your Name!

For example, if your name is Max,
you would decode your name like this:

Add Up the Numbers!

13+1+24=38

Max's badge number is 38. To make it official,
each agent would add the letter “O” to the
front of his or her name, like this: Agent
O’Max, #38.

Now do this for your name and join 0dd Squad!
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TOP SECRET
Attention Agent Trainees:

Something very odd has happened. Agent Octavia got a little too curious and opened up the
Centigurps Containment Unit,and now we have a complete disaster on our hands. 100
Centigurps are on the loose! You have to capture them quickly or else they’ll multiply! Let’s
see what you're made of Agent Trainees, your task is to track them down, gather them up
and use skip counting skills to be sure all 100 sneaky critters have been captured.

While you collect them, it is important to come and deposit the Centigurps in the Collection
Boxes as they are found, so everyone can keep track - and that they must completely fill
each box before starting a new one. Agent Trainees should spread out or work together to
find all the Centigurps, depositing them in the boxes as they are found.

A few times throughout, your Agent Trainer will test you can call for a ‘Count up!’ Together,
use your observation and skip counting skills to analyze and interpret how many Centigurps
have been collected. Each time, choose a child to update their chart by coloring in the
Centigurps Counter so the group can use their math knowledge to determine how many
more need to be found.

Agent Octavia is working on the case outside this room, but she left you a clue to help you
get started.

1
I'm totally freaking out
for our first clue.

Look for it
inside a shoe!

OBJECTIVE: COLLECT 100 CENTRIGURPS BEFORE THEY WREAK
HAVOC ACROSS TOWN!



THE CASE OF THE CENTIGURPS

THAT KEEP ESCAPING
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Clue Cards

CLUE CARD 1

Someone has hidden Oscar’s sandwich
in a kitchen drawer!

The missing sandwich is Oscar’s
favorite: pickles and onions.

The missing sandwich is not in drawer
number one.

It is not in drawer number three.

It’s not in an even-numbered drawer,

: Cats do not like sandwiches or onions. |
E Where is the sandwich? E

Clue Card 1

CLUE CARD 2

There’s a number thief on the loose.
He likes to count by three.
He took number three.

He's very tall.

. He took number six.
E He likes to run fast.

He took number nine.

What number is he going to take next?

Clue Card 2

______________________________________________________
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Clue Cards

CLUE CARD 3

A dog keeps taking Olive's newspaper!

The suspected dog does not have a collar.

) Dlive thinks that dogs with spots smell
strange.

The suspected dog does not take the
H newspaper on rainy days.
‘ The suspected dog is a small dog.
3 The suspected dog stole the newspaper
yesterday.

The suspected dog does not have spots. :

Which dog is stealing Olive’'s newspaper?

-----------------------------------------------------

~
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CLUE CARD 4

Otto was sent to the store to get Ms. 0's
favarite fruit, but he forgot what it is!

The favarite fruit is mostly round.

Ms. O plans to eat this fruit for a snack
today.

The favarite fruit has at least one seed.
The favarite fruit is red.

Ms. 0 does not like apples.

Otto does not like strawberries.

What is Ms. O's favarite fruit?

______________________________________________________
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Clue Cards

CLUE CARD 5

WHAT COMES NEXT? YOU WANT ONE
MORE? FIND THE CLUE BESIDE A
DOOR.

______________________________________________________
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CLUE CARD 6

ANOTHER CLUE... MOVE FAST, WE'LL
CLOCK IT. DISCOVER IT IN SOMEONE'S
POCKET

______________________________________________________



Clue Cards

SECRET MESSAGE

26 14 24

15 3 22 22

You must read this aloud together to exit the
training module.

______________________________________________________



Ciper

1.

2.

3.

Make 2 copies on
cardstock

Cut out the circles (no
numbers)

Using a fastener, poke
a hole in the middle of
the circle to secure the
cut out circles onto the
second copy, so the
wheel spins. Make sure
to match the wheels to
the correct numbers or
else the cipher will not
work.
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@ parents
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