The Code Book CD-ROM

This CD-ROM is based on ‘The Code Book’ by Simon Singh. There is a mass of information on it, and it is well worth exploring before you let the children lose on it, so that you can direct them to some of the best areas. The CD has been produced as an educational tool, so there is no problem with installing it on the school network.

Navigation tips:

1. When you initially load the CD, the menu you are confronted with contains several circles. Clicking on the ‘Junior Codebreakers’ circle takes you directly to some of the best interactive tools suitable for KS2 children.
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Some of the material on this CD-ROM is quite  The pages start with the most ancient techniques
complicated, particularly in later chapters. used to protect messages from prying eyes. The
first page introduces a form of transposition
cipher, which means that it moves the letters of
the message, creating an anagram.

This section is a collection of pages that are
ideal for junior codebreakers. Just click on the
first page, then follow the red arrow to move
through all 20 pages.

Transposition - Railfence How Freguency Analysis Works

2. Transposition - Latin Square 12 Frequency Analysis Puzzle
3. Transposition - Scytale 13 Digraph Substitution
4. Substitution - Introduction 74 Playfair Cipher
5 Caesar Cipher 15, Homophonic Cipher
6. Caesar Shift Wheel 16, Morse Code
7. Pigpen Cipher 17, Dancing Men Cipher
8 Pigpen Gravestone 18/ Meetthe Enigma Machine

9. Atbash Cipher. 19 Enigma Emulator

10, General Monoalphabetic 20, Codetalkers



 symbol at any time takes you to the main menu. The main menu is arranged chronologically listing codes used throughout history. Decryption tools are marked with a ‘D’, encryption tools are marked with an ‘E’ and video clips from the Channel 4 series, ‘The Science of Secrecy’ are marked with a ‘V’.  

Some highlights:

1. The ‘Frequency analysis puzzle’ is great. It challenges children to decipher book extracts that have coded by substituting every letter in the alphabet with another letter. Clicking on the ‘Choose Ciphertext’ square allows you to pick simple ones aimed at children. At the bottom of the page, several tools provide information to help with cracking the code. Once you have identified swapped letters, entering them into spaces in the alphabet instantly inserts them into the plaintext version. 

Children need to employ data analysis, problem solving and logical thinking skills to crack the code. A stop clock records the time taken, so once children have the hang of it they can challenge their friends. You could set up a class code breaking league table. 

2. The Enigma emulator is a computer simulation of an Enigma machine. Clicking on ‘Show Enigma Wiring’ takes you inside the machine. All the wires are shown in black and you can follow the path of a circuit from the keyboard to the lamp board. It shows how the rotor movement results in a letter being encoded differently every time. You can also change the settings of the machine.

3. On the start-up menu, the ‘Teacher’s Sections’ contains worksheets and lesson plans. They are well worth a look at, even if just for inspiration and guidance.

4. Further CD-ROMs can be ordered at a reduced rate for schools. Details on how to order can be found at : www.simonsingh.net/Whats_Available.html 

