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Introduction

Context

“Inclusive pathways to peace, 2024-2-HRO1-KA220-YOU-000279458” is an
Erasmus+ KA2 Cooperation partnerships in youth project, coordinated by Association
Studio B (Croatia) with partners from Serbia (Udruzenje Svetlost), Spain (ASOCIACION
JUVENIL ERASMIAU), and Cyprus (Neolea gia antalagi kai katanoisi - Youth for
Exchange and Understanding). The project aims to engage and empower 181 youth
with conflict resolution skills through game-based educational resources and to
increase the quality of youth work by equipping 130 youth practitioners with new
skills, approaches and tools. The project promotes common values such as tolerance,
inclusivity, and understanding, ultimately contributing to building cohesive and
peaceful societies. After participatory action research and using creative gamification
approach, partners co-created open educational resources — including interactive
escape rooms enhanced with 360° and augmented reality elements — that support
young people in building empathy, communication, and conflict resolution skills. By
combining non-formal education and digital innovation, the project is strengthening
the quality of youth work and contributing to more cohesive, democratic, and peaceful
communities across Europe.
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This guidebook was developed as an intellectual output within the project.

During its implementation, partners collaborated on the creation and testing of
educational escape rooms focused on topics related to peacebuilding, conflict
transformation, empathy, human rights, communication, and cooperation among
young people. Through international collaboration and exchange of experiences, the
project explored how game-based learning and highly participative educational
activities can encourage active participation and meaningful learning among youth.

This handbook was created as a practical support resource for educators, youth
workers, trainers, facilitators, and organizations interested in developing their own
educational escape rooms. Although the original project focused on peace-building
themes, the methods, principles, and tools presented in this publication can be
adapted to any educational topic or learning environment. The handbook aims to
provide guidance for creating escape rooms in schools, youth centers, NGOs,
community projects, training courses, Erasmus+ activities, and other formal or non-
formal learning settings. It includes recommendations on storytelling, puzzle design,
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facilitation, teamwork, reflection, accessibility, and learning outcomes, helping users
transform educational content into engaging and interactive experiences.

By sharing the knowledge and experiences gained through the Inclusive Pathway to
Peace project, the partners hope to inspire more educators and youth workers to use
creative and participatory approaches in their youth work. Educational escape rooms
have the power to make learning more dynamic, inclusive, and memorable while
supporting the development of important life skills and promoting active citizenship.

This intellectual output represents a contribution to innovative youth work practices
and highlights the importance of international cooperation in developing educational
tools that respond to the needs of modern learners and diverse communities.

In recent years, game-based learning has become an increasingly valuable approach
in education and non-formal learning environments. Educational escape rooms
represent one of the most engaging methods for transforming theoretical knowledge
into practical experience. By placing participants in comprehensive scenarios where
they must actively apply information, analyze situations, and communicate effectively,
escape rooms create memorable learning opportunities that are both enjoyable and
impactful.

Educational escape rooms can be adapted to almost any subject area, including
science, mathematics, history, languages, environmental education, digital literacy,
and soft skills development. They can also be tailored for different age groups and
learning environments, from classrooms and youth centers to museums, libraries, and
youth training settings. Their flexibility allows educators to create experiences that
align with specific curricula, training objectives, or competency frameworks.

Escape rooms also foster essential 21st-century skills. In addition to academic
knowledge, participants develop communication, teamwork, adaptability, leadership,
creativity, and resilience. The time pressure and enchanting atmosphere motivate
participants to stay focused and engaged while learning to work effectively under
challenging conditions. Another important aspect of educational escape rooms is
inclusivity. Well-designed activities can accommodate diverse learning styles by
combining visual, auditory, logical, physical, and social tasks. Participants with
different strengths can contribute to the team in meaningful ways, creating a
collaborative environment where everyone has an opportunity to succeed.

This handbook is intended to support both beginners and experienced facilitators in
the process of designing, implementing, and evaluating educational escape rooms. It
offers practical tools, step-by-step guidance, examples, and recommendations for
creating engaging learning experiences that balance entertainment with educational
value.
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2. What Is an Educational Escape Room?

An educational escape room is a game-based learning activity where participants
solve tasks connected to educational goals. During the activity, players work together
to discover clues, complete challenges, and solve puzzles within a limited amount of
time. The main objective is not only to “escape” or complete the mission, but also to
learn through active participation and teamwork.

Unlike traditional educational methods that often focus on passive learning,
educational escape rooms create captivating experiences where participants
become part of the story. Learners are encouraged to think critically, communicate
effectively, make decisions under pressure, and apply knowledge in practical
situations. This combination of entertainment and education increases motivation,
engagement, and knowledge retention.

Educational escape rooms can take place in classrooms, youth centers, museums,
libraries, training rooms, outdoor environments, or online platforms. They can be used
in formal education, non-formal learning, youth exchanges, Erasmus+ projects,
community initiatives, and professional development programs.

The experience usually includes:

A mission or storyline

A series of interconnected puzzles
Team collaboration

Time pressure

N2 20 2 2N 7

Learning objectives and outcomes
> Reflection and debriefing activities
Educational escape rooms can be:
v Physical (using real objects and spaces)
v Digital (online or virtual)
v Hybrid (combining physical and digital elements)

The engaging nature of escape rooms allows participants to experience learning
emotionally and socially, which often leads to deeper understanding and stronger
group dynamics.
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Educational Escape Rooms in Youth Work

In youth work settings, educational escape rooms are especially valuable because
they support non-formal learning approaches. Young people learn through
experience, participation, experimentation, and reflection rather than through
lectures alone. Escape rooms create safe and engaging environments where young
participants can develop personal, social, and professional competences.

Youth workers can use escape rooms to address topics such as:

Human rights Social inclusion
Mental health awareness Digital literacy
Environmental sustainability Active citizenship
Cultural diversity Media literacy
Conflict resolution European values

Why Educational Escape Rooms Work in Youth Work

Educational escape rooms are highly effective in youth work because they:

Encourage active participation Create inclusive learning environments
Increase motivation and engagement Support peer learning
Build confidence and leadership Strengthen problem-solving abilities

Promote experiential and non-formal learning methods

Young people often learn more effectively when they are emotionally involved,
challenged, and motivated by curiosity. Escape rooms transform learning into an
interactive adventure where participants feel ownership of the process and
responsibility toward the team.

For youth workers and facilitators, escape rooms provide an innovative way to
address complex topics in a dynamic and memorable manner. Even simple low-
budget activities can create powerful learning experiences when they are well-
structured and connected to meaningful educational goals.
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3. Benefits of Educational Escape Rooms

Educational escape rooms provide a unique learning environment where participants
develop a wide range of competences through active engagement and collaboration.
Unlike traditional learning methods that often focus primarily on memorization and
passive listening, escape rooms encourage participants to learn by doing,
experimenting, communicating, and reflecting.

Because participants are placed in captivating situations that require quick thinking
and teamwork, educational escape rooms stimulate both intellectual and emotional
involvement. This combination makes learning more memorable, enjoyable, and
effective.

Educational escape rooms help participants develop:

Cognitive Skills
Critical Thinking

Participants must analyze information, identify patterns, evaluate clues, and make
decisions based on evidence. Escape room activities encourage learners to think
carefully and question assumptions rather than simply searching for direct answers.

For example, participants may need to compare multiple clues, identify hidden
meanings, or recognize connections between seemingly unrelated pieces of
information. This process strengthens analytical thinking and decision-making
abilities.

Problem-Solving

Escape rooms are built around challenges that require creative and strategic
solutions. Participants learn how to approach problems step by step, test ideas, adapt
strategies, and overcome obstacles under time pressure.

In youth work settings, problem-solving activities can help young people develop
resilience and confidence when facing unfamiliar situations. Participants often
discover that mistakes are part of the learning process and that persistence leads to
success.

Logical Reasoning

Many escape room tasks require participants to use logic, sequencing, deduction, and
pattern recognition. These activities improve the ability to organize information
systematically and think in structured ways.
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Examples include:
1. Decoding symbols
2. Solving mathematical puzzles
3. Identifying hidden sequences

4. Connecting clues in the correct order

Logical reasoning activities are especially useful for strengthening concentration and
attention to detail.

Creativity

Educational escape rooms encourage participants to think outside the box and
explore unconventional solutions. Creativity becomes essential when puzzles require
imagination, experimentation, or alternative perspectives.

Participants may need to:
> Interpret abstract clues
> Building connections between ideas
> Create solutions collaboratively
> Use everyday objects in unexpected ways

Creative thinking also helps participants become more flexible and open-minded in
learning environments.

Social Skills

Educational escape rooms are highly collaborative experiences that promote
interpersonal communication and group interaction. Since most challenges cannot be
solved individually, participants must rely on teamwork and shared responsibility.

Communication

Participants constantly exchange information, explain ideas, ask questions, and share
discoveries. Effective communication becomes essential for completing the mission
successfully.

Young people learn how to:

> Expressideas clearly
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In multicultural youth work settings, escape rooms also improve intercultural
communication and encourage understanding between participants from different

Listen actively
Give constructive feedback

Coordinate tasks within a team

backgrounds.

Teamwork

Escape rooms create situations where cooperation is necessary. Participants learn
that success depends on collaboration rather than competition.

Team members often divide responsibilities according to strengths and support one
another during difficult tasks. This promotes trust, solidarity, and a sense of collective

achievement.

Teamwork activities help participants understand:

9

9

9

9

The importance of collaboration
Shared responsibility
Group decision-making

Respect for different opinions and approaches

Leadership

Educational escape rooms naturally create opportunities for leadership development.
Different participants may take initiative at different moments depending on the

challenge.

Leadership in escape rooms can include:

9
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Organizing tasks

Motivating teammates

Managing time

Supporting group communication

Encouraging participation

10
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These experiences help young people build confidence and discover their own
strengths within group dynamics.

Conflict Resolution

Under pressure, disagreements and misunderstandings can occur. Escape rooms
provide safe opportunities for participants to practice resolving conflicts
constructively.

Participants learn how to:

Manage frustration Respect different viewpoints
Negotiate solutions Stay focused on common goals

Facilitators can later use reflection sessions to discuss how conflicts emerged and
how the team responded.

Learning Motivation

One of the greatest advantages of educational escape rooms is their ability to
increase motivation and engagement. Participants often become deeply immersed in
the activity because learning is connected to action, challenge, and emotional
experience.

Increased Engagement

The combination of storytelling, mystery, and teamwork captures participants’
attention and maintains high levels of concentration throughout the activity.

Unlike passive learning environments, escape rooms encourage learners to actively
explore information and remain emotionally invested in the outcome.

Participants are usually more motivated because:

Learning feels interactive and Success provides immediate
meaningful satisfaction
Challenges create excitement The experience feels like a game rather

than a lesson
Active Participation

Escape rooms involve all participants in the learning process. Everyone is encouraged
to contribute ideas, search for clues, and solve tasks.

11
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This active participation increases confidence and helps learners feel responsible for
the group’s success. Even quieter participants often become more involved because
the environment encourages collaboration and shared problem-solving.

Emotional Connection to Learning

People remember experiences that involve emotions. Educational escape rooms
create excitement, curiosity, suspense, and achievement, which strengthen
emotional engagement with the learning content.

When participants connect emotionally to a topic, they are more likely to:

Remember information
Reflect on the experience
Apply knowledge in real-life situations

For example, a climate-change-themed escape room may create stronger awareness
and empathy than a traditional lecture because participants experience the urgency
of the scenario directly.

Better Knowledge Retention

Research on experiential learning shows that active involvement improves memory
and understanding. Escape rooms combine practical application with emotional
engagement, making information easier to remember.

Participants do not simply memorize facts; they use information to solve meaningful
challenges. This process strengthens comprehension and encourages long-term
retention of knowledge and skills. In youth work, this is especially important because
non-formal learning focuses on experience, reflection, and practical application rather
than passive instruction alone. Educational escape rooms can have lasting positive
effects on participants. Beyond immediate learning outcomes, they help develop
confidence, adaptability, curiosity, and social connection.

Participants often leave escape room activities feeling:

More motivated to learn More aware of their own strengths
More confident in teamwork situations More connected to the group

For youth workers and educators, escape rooms represent an innovative method for
creating inclusive, engaging, and meaningful learning experiences that combine
education with creativity, collaboration, and fun.

12
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4. Defining Learning Objectives

In educational escape rooms, the goal is not simply entertainment or completing tasks
under time pressure. Every puzzle, clue, and interaction should contribute to a broader
learning process. Clearly defined objectives help facilitators create activities that
combine engagement with educational value and allow participants to gain
knowledge and develop skills through active participation.

Good learning objectives should be specific, measurable, achievable, relevant, and
time-based. This means that the objectives should clearly describe what participants
are expected to learn or achieve during the activity, how this learning can be observed
or evaluated, and whether the objectives are realistic within the duration and
complexity of the escape room.

For example, instead of using a very broad objective such as “participants will learn
about sustainability” it is more effective to define a concrete outcome such as:
“Participants will be able to identify three renewable energy sources and explain their
environmental benefits after completing the escape room.”

Well-structured objectives help facilitators make important design decisions
throughout the development process. They guide the selection of themes, determine
the type of puzzles that should be included, and influence the methods used for
reflection and evaluation after the activity.

When planning an educational escape room, facilitators should reflect on several
important questions. First, they should consider what knowledge participants should
gain during the experience. This may include factual information, understanding of
concepts, awareness of social issues, or familiarity with specific topics such as climate
change, human rights, media literacy, or peacebuilding.

In addition to knowledge, escape rooms are also powerful tools for skill development.
Facilitators should think about which competences participants should practice
during the activity. Depending on the goals of the program, this may include teamwork,
communication, leadership, critical thinking, empathy, creativity, conflict resolution, or
decision-making under pressure.

Another important consideration is how success will be measured. Evaluation in
educational escape rooms does not necessarily focus only on whether participants
“escaped” or completed the mission. Success will also be measured through
participation, collaboration, reflection, problem-solving strategies, and understanding
demonstrated during discussions after the activity.

In youth work settings, learning objectives are often connected to non-formal
education and personal development. For example, an escape room designed around

13
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intercultural dialogue may aim to help participants recognize stereotypes, improve
intercultural communication, and develop empathy toward people from different
backgrounds.

Learning objectives also help facilitators maintain balance between gameplay and
educational content. Without clear objectives, escape rooms can easily become
activities focused only on solving puzzles without meaningful learning outcomes. By
keeping educational goals at the center of the design process, facilitators can ensure
that every challenge contributes to the overall purpose of the experience.

It is also important to adapt objectives to the age, experience, and needs of
participants.

Learning objectives should remain flexible enough to allow creativity and
spontaneous learning moments during the activity. Educational escape rooms are
dynamic experiences where participants often learn not only from the tasks
themselves, but also from interaction, experimentation, and teamwork. A well-
designed escape room creates opportunities for both planned and unexpected
learning outcomes, making the experience more authentic, engaging, and memorable.

Co-funded by
the European Union

those of the European Union
them.
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5. Designing Puzzles and Challenges

Puzzles are the central element of every escape room experience. They create the
structure of the activity, guide participants through the storyline, and provide
opportunities for learning, teamwork, and problem-solving. In educational escape
rooms, puzzles should not only entertain participants but also support the educational
goals of the activity and encourage meaningful engagement with the topic.

Well-designed puzzles stimulate curiosity, maintain motivation, and create a sense of
achievement when participants successfully solve challenges. They encourage
participants to think critically, communicate effectively, test ideas, and collaborate
under time pressure. Through this process, learning becomes active, dynamic, and
memorable.

Educational escape rooms can include many different types of puzzles and tasks.
Using a variety of challenge formats helps maintain participant interest and allows
individuals with different strengths and learning styles to contribute to the team.

Logic puzzles are among the most common escape room activities. These tasks
require participants to identify patterns, make connections, analyze information, and
apply reasoning skills. Logic-based activities encourage analytical thinking and help
participants develop structured problem-solving strategies.

Hidden clues create exploration and discovery within the game. Participants may
need to search the environment carefully, identify concealed messages, or uncover
information hidden in objects, texts, or images. These activities increase attention to
detail and create excitement as participants gradually reveal important elements of
the story.

Matching activities can also be highly effective in educational settings. Participants
may connect symbols with meanings, historical events with dates, countries with
cultural traditions, or environmental problems with possible solutions. These activities
reinforce knowledge while encouraging cooperation and discussion among
participants.

Codes and ciphers are particularly popular because they create mystery and
suspense. Participants may decode secret messages using symbols, number
combinations, invisible ink, or substitution systems. These puzzles encourage
patience, logical thinking, and collaborative analysis.

Physical manipulation tasks involve interacting with objects or materials to reveal
clues or complete challenges. Participants may assemble objects, organize items in
the correct order, unlock boxes, or manipulate physical materials to uncover hidden

15
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information. These activities add movement and tactile interaction to the experience,
making the learning process more engaging.

Riddles encourage creative thinking and interpretation. They often require
participants to think metaphorically, interpret language carefully, or approach
problems from different perspectives. In educational escape rooms, riddles can be
connected to learning topics while also encouraging imagination and curiosity.

Math challenges are useful for strengthening numerical reasoning and practical
application of mathematical concepts. Participants may calculate measurements,
solve equations, identify sequences, or use numbers to unlock clues and progress
through the activity.

Research-based tasks are especially valuable in youth work and educational settings
because they encourage participants to actively seek information. Teams may need
to read documents, analyze articles, examine evidence, or use digital resources to
solve challenges connected to real-world topics such as climate change, human
rights, peacebuilding, or digital literacy.

Regardless of the type of puzzle used, successful puzzle design follows several
important principles.

Instructions should always be clear and understandable. Participants should know
what they are expected to do without becoming confused by unnecessary complexity.
While puzzles should be challenging, the difficulty should come from the thinking
process itself rather than in unclear directions.

The level of difficulty should also be appropriate for the target group. Tasks that are
too easy may reduce engagement, while tasks that are too difficult can create
frustration and demotivation. A balanced escape room gradually increases
complexity, allowing participants to build confidence as they progress through the
game.

Variety is another essential aspect of puzzle design. Including different types of
challenges keeps the experience dynamic and allows participants with different
abilities to contribute. Some participants may excel at logic tasks, while others are
stronger in communication, observation, creativity, or practical problem-solving.

Puzzles should also follow a logical progression throughout the activity. Each
challenge should connect naturally to the next step of the story and provide a sense
of continuity. Participants should feel that they are advancing through the mission
rather than solving unrelated tasks.

Most importantly, every puzzle should connect to the educational objectives of the
escape room. Educational escape rooms are most effective when the learning

16
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content is integrated directly into the gameplay. Participants should engage with the
educational topic through solving the puzzles themselves rather than receiving
information separately from the activity.

For example, in an environmental sustainability escape room, participants might
calculate energy consumption, sort recyclable materials, or decode clues related to
renewable energy sources.

Facilitators should also be aware of common mistakes in puzzle design. One of the
most frequent problems is including random puzzles that do not connect to the
educational topic or storyline. While these puzzles may still be entertaining, they can
weaken the learning experience and reduce the overall coherence of the activity.

Another common issue is using overly complicated instructions that confuse
participants and interrupt the flow of the game. Participants should spend time solving
challenges, not trying to understand unclear rules.

Tasks that require impossible guesses or completely random answers should also be
avoided. Participants should always feel that solutions can be reached through
observation, logic, teamwork, or information available within the activity. Successful
puzzle-solving should depend on reasoning and collaboration rather than luck alone.

Testing the escape room before implementation is extremely important. Facilitators
should observe whether puzzles are understandable, appropriately challenging, and
connected effectively to the storyline and learning objectives. Testing also helps
identify technical issues, timing problems, or unclear instructions that could negatively
affect the participant experience.

Strong puzzle design transforms educational content into an interactive and
meaningful experience. Well-designed challenges encourage participants to learn
actively, collaborate effectively, and remain emotionally engaged throughout the
activity. By combining creativity, structure, and educational purpose, puzzles become
powerful tools for both learning and personal development.

} ¥
ui\

o

S pE A

[

17

Cofunded by the European Union. Views and opinions expressed are however those of

the author(s) only and do not necessarily reflect those of the European Union or the

European Education and Culture Executive Agency (EACEA). Neither the European “ g:;";:m::u”m
Union nor EACEA can be held responsible for them.



6. Structuring the Escape Room Experience

A successful educational escape room follows a clear and carefully planned structure.
Well-organized activities help participants stay engaged, understand the mission, and
progress through the experience in a logical and motivating way. A strong structure
also supports the educational goals of the activity by creating balance between
storytelling, problem-solving, teamwork, and reflection.

Escape rooms can vary greatly depending on the topic, target group, and setting, most
successful experiences include four main phases: the introduction, the main
gameplay, the final challenge, and the debriefing process.

Introduction

The introduction is the first and one of the most important parts of the escape room
experience. |t establishes the atmosphere, explains the mission, and prepares
participants for the activity. A strong introduction immediately captures attention and
helps participants understand their role within the storyline.

At the beginning of the activity, facilitators should clearly explain the rules of the
game. Participants need to know how the activity works, how much time they have,
what materials they can use, and whether hints will be available during the game. Clear
instructions help reduce confusion and allow participants to focus on collaboration
and problem-solving.

The introduction should also present the storyline and create emotional engagement.
Participants should understand the situation, the challenge they are facing, and why
the mission is important. A compelling narrative increases immersion and motivates
participants to become active members of the experience.

For example, participants may be told:

“A dangerous virus is spreading rapidly, and your team must recover the missing
scientific formula before the system collapses.”

or

“A conflict between communities is escalating, and your group must uncover hidden
messages that will help restore peace before negotiations fail.”

These types of scenarios immediately create purpose, urgency, and curiosity.

The introduction should also explain the educational objectives in a natural and
integrated way. While facilitators do not always need to explicitly state every learning
outcome, the purpose of the activity should remain connected to the broader
educational goals.
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In youth work settings, the introduction can also include role assignments to
encourage participation and teamwork from the beginning.

Main Gameplay

The main gameplay phase represents the core of the escape room experience. During
this stage, participants solve puzzles, search for clues, collaborate with teammates,
and progress through the storyline.

The structure of gameplay can vary depending on the design of the escape room.
Some activities use sequential puzzles, where participants must solve one challenge
before moving to the next. This creates a linear progression and helps guide teams
through the story step by step.

Throughout the gameplay, participants continuously discover clues and connect
pieces of information. These discoveries create excitement and motivate teams to
continue exploring and solving challenges. Good gameplay design gradually increases
difficulty while maintaining a balance between challenge and success.

Team collaboration is especially important during this phase. Escape rooms
encourage participants to communicate, share ideas, support one another, and
combine different strengths. Some puzzles may require logical thinking, while others
depend on creativity, observation, or communication skills. This diversity allows all
participants to contribute meaningfully to the team.

In educational and youth work settings, the gameplay phase is also where most
learning takes place. Participants actively engage with educational content through
practical problem-solving rather than passive instruction. For example:

e Inaclimate change escape room, participants may analyze environmental data
and identify sustainable solutions.

e In a digital literacy escape room, participants may investigate fake news and
identify online misinformation.

The gameplay phase should remain dynamic, interactive, and emotionally engaging.
Facilitators should observe participants carefully and provide hints when necessary to
maintain motivation and avoid frustration.

Final Challenge

The final challenge represents the climax of the escape room experience. It is usually
designed as a larger or more complex task that combines information, clues, and
solutions gathered throughout the activity.
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This stage creates excitement, urgency, and a sense of achievement. Participants
often experience increased energy and teamwork as they work together to complete
the final mission before time runs out.

A successful final challenge should feel meaningful and connected to the overall
storyline. It should provide closure to the narrative while also reinforcing the
educational content explored during the activity.

For example:

e Participants may use all previously discovered codes to unlock the final
solution.

e Teams may need to combine information collected by different members.
e The final mission may require cooperation between smaller groups.
e Participants may solve a final ethical dilemma related to the educational theme.

The final challenge often creates some of the most memorable moments of the
experience because participants feel the impact of their teamwork and problem-
solving efforts.

Even if participants do not fully complete the mission, the experience can still be
valuable and educational. Facilitators should emphasize learning, collaboration, and
participation rather than focusing only on “winning.”

Debriefing

The debriefing phase is one of the most important parts of an educational escape
room because it transforms gameplay into meaningful learning. Without reflection,
participants may remember the excitement of the activity but fail to fully process the
educational content and group dynamics.

During the debriefing, facilitators guide participants through reflection and discussion
about the experience. This allows participants to analyze their actions, recognize
learning outcomes, and connect the activity to real-life situations.

Debriefing discussions may include questions such as:

What strategies helped the team Which challenges were most difficult?
succeed?
How did the team communicate under What did participants learn about the
pressure? topic?

How can the lessons from the activity be applied in everyday life?

Discussions allow participants to explore emotions, group dynamics, values, and
personal experiences connected to the activity.
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Facilitators can also use creative reflection methods such as:

Group discussions Reflection circles
Feedback cards Drawing or storytelling activities
Self-assessment exercises Role-play reflections

The debriefing phase helps participants recognize not only what they learned, but also
how they learned it. This strengthens self-awareness, critical thinking, and long-term
knowledge retention.

While debriefing it is suggested to use Kolb’s four-stage model showing how people
learn through experience, involving Concrete Experience (doing/having an
experience), Reflective Observation (reviewing the experience), Abstract
Conceptualization (concluding/learning from the experience), and Active
Experimentation (planning/trying out what you've learned).

ACTIVE CONCRETE
EXPERIMENTATION EXPERIENCE

ABSTRACT REFLECTIVE
CONCEPTUALISATION OBSERVATION

A well-structured educational escape room creates a complete learning journey that
combines storytelling, challenge, collaboration, emotional engagement, and
reflection. Each phase of the experience plays an important role in supporting
participant motivation and educational impact.

When all parts of the structure are connected effectively, escape rooms become
powerful tools for experiential learning, youth engagement, and personal
development.
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/. Creating Teamwork and Communication
Activities

Educational escape rooms are highly effective tools for collaborative learning
because they naturally encourage participants to work together toward a shared goal.
Unlike individual learning activities, escape rooms require communication,
cooperation, coordination, and mutual support to successfully complete the mission.
Participants quickly realize that solving challenges alone is difficult and that teamwork
is essential for progress.

In youth work and educational settings, escape rooms provide safe and dynamic
environments where participants can practice important interpersonal skills while
actively engaging with educational content.

One of the greatest strengths of escape rooms is their ability to create real situations
where communication becomes necessary and meaningful. Participants must
constantly exchange information, discuss possible solutions, listen to one another’s
ideas, and make collective decisions under time pressure. These interactions
encourage active participation and help strengthen trust within the group.

Facilitators can intentionally design activities that strengthen teamwork and
communication by creating puzzles that require multiple participants to cooperate.
Some tasks may involve combining pieces of information discovered by different
team members, while others may require participants to solve challenges
simultaneously in different parts of the room. These types of activities encourage
participants to share discoveries and understand the importance of collaboration. For
example, one participant may find a hidden code while another discovers instructions
explaining how the code should be used. Only through communication and
cooperation can the team progress further in the game. This structure naturally
reinforces the idea that every participant’s contribution is valuable. Assigning
different roles within the team can also improve group organization and increase
participation. Roles help participants understand their responsibilities and encourage
balanced involvement within the group. They are particularly useful in youth work
settings where facilitators want to promote inclusion and ensure that all participants
have opportunities to contribute.

Possible team roles may include:

e Aleader who helps organize the group and coordinate decisions
e A researcher who examines documents and searches for information
o Atimekeeper who monitors the remaining time and helps manage pacing
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e A decoder who focuses on solving codes, symbols, and logic tasks

e A communicator who shares information between team members and ensures
collaboration

These roles do not need to remain fixed throughout the activity. Participants can
rotate responsibilities or naturally adapt roles depending on the challenges they
encounter. This flexibility allows participants to discover different strengths and
practice various social skills during the experience.

Designing tasks for diverse strengths is another important principle in educational
escape rooms. Participants have different personalities, learning styles, and abilities.
Some may be strong logical thinkers, while others excel in creativity, observation,
communication, or organization. A well-designed escape room creates opportunities
for all participants to contribute meaningfully to the team.

For example:

¢ Creative participants may solve riddles or interpret abstract clues
e Analytical participants may focus on logic puzzles and codes

¢ Social participants may support communication and teamwork

o Detail-oriented participants may discover hidden clues

e Practical learners may engage with physical manipulation tasks

This diversity helps create inclusive learning environments where participants
recognize the value of different perspectives and abilities.

In youth work, teamwork-focused escape rooms can also strengthen group cohesion
and social inclusion. Participants who may not normally interact are encouraged to
collaborate closely to complete the mission. This often helps break down social
barriers, reduce stereotypes, and build stronger relationships within the group.

Escape rooms can be especially effective in multicultural and international youth
projects because they create opportunities for intercultural communication and peer
learning. Participants from different cultural backgrounds learn how to cooperate,
negotiate ideas, and solve problems together despite language differences or
unfamiliar working styles.

For example, during Erasmus+ youth exchanges, escape room activities are often
used to encourage integration between participants from different countries. Solving
challenges together helps participants develop trust, empathy, and mutual
understanding in a natural and engaging way.

Facilitators should also pay attention to group dynamics throughout the activity. Some
participants may naturally dominate discussions, while others may become quieter or
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less involved. It is important to create balanced activities that encourage equal
participation and ensure that all voices are heard.

Including puzzles that require multiple simultaneous actions can help achieve this
balance. For instance, one participant may need to read instructions aloud while
another manipulates objects and a third records information. This structure prevents
one person from controlling the entire activity and promotes active involvement from
all team members.

Conflict resolution is another important aspect of teamwork development within
escape rooms. Under pressure, disagreements and frustration may appear. These
moments can become valuable learning opportunities when participants practice
negotiation, patience, active listening, and respectful communication.

Facilitators can later address these situations during the debriefing process by
encouraging reflection on questions such as:

e How did the team communicate under pressure?

o What strategies helped collaboration?

e Were all participants included in decision-making?

e How were disagreements resolved?

e What could the team improve in future cooperation?

Reflection helps participants become more aware of their communication styles and
teamwork behaviors, transforming the activity into a deeper learning experience.

Educational escape rooms also encourage peer learning. Participants often explain
ideas to one another, teach teammates how to solve specific challenges, and combine
knowledge from different areas. This collaborative exchange strengthens both
understanding and group connection.

The sense of shared achievement at the end of the activity is another powerful aspect
of teamwork-based escape rooms. Successfully solving challenges together creates
positive emotions, strengthens confidence, and reinforces the value of cooperation.
Even when teams do not fully complete the mission, participants often leave the
experience feeling more connected and motivated.

Ultimately, teamwork and communication activities are at the heart of educational
escape rooms. They transform learning into a social and interactive process where
participants not only gain knowledge, but also develop empathy, cooperation,
leadership, and interpersonal skills. By creating environments where collaboration is
necessary and meaningful, educational escape rooms prepare young people for
active participation in both educational and social contexts.

24

Cofunded by the European Union. Views and opinions expressed are however those of

the author(s) only and do not necessarily reflect those of the European Union or the

European Education and Culture Executive Agency (EACEA). Neither the European “ g:;";:m::u”m
Union nor EACEA can be held responsible for them.



8. Time Management and Game Flow

Effective time management is one of the most important factors in creating a
successful educational escape room experience. The duration of the activity, the
pacing of the challenges, and the overall flow of the game directly influence
participant motivation, engagement, and learning outcomes. A well-balanced escape
room keeps participants challenged and focused without causing unnecessary stress,
confusion, or frustration.

The recommended duration of an educational escape room depends largely on the
age, experience, and attention span of the participants, as well as the complexity of
the educational content and puzzles.

Forteenagers, escape rooms typically work well within a duration of 45 to 60 minutes.
This timeframe allows for more complex puzzles, deeper storytelling, and stronger
collaboration while maintaining high levels of engagement. Teenagers often enjoy
enchanting narratives, problem-solving challenges, and competitive elements that
require strategic thinking and teamwork.

For 18+, escape rooms can last between 60 and 90 minutes depending on the topic
and level of complexity. Adult participants are often more comfortable with detailed
storylines, advanced challenges, and longer reflection processes. In professional
training or youth work settings, longer activities may also include discussion and
analysis connected to educational goals.

Regardless of the target group, facilitators should carefully plan the pacing of the
game. The beginning of the activity should include easier puzzles that help
participants understand the structure of the escape room and build confidence. Early
success is important because it motivates teams, encourages communication, and
creates positive energy within the group.

As the game progresses, the complexity of the challenges can gradually increase. This
progression creates a natural sense of development and keeps participants
intellectually engaged throughout the experience. Introducing more demanding
puzzles later in the activity also encourages participants to apply skills and information
gained during earlier stages of the game.

Itis important to maintain balance between challenge and accessibility. If puzzles are
too simple, participants may lose interest and feel insufficiently stimulated. On the
other hand, if challenges are too difficult or unclear, frustration can quickly reduce
motivation and negatively affect group dynamics.

Including optional hints is an effective strategy for maintaining a positive game flow.
Hints can help teams overcome obstacles without completely removing the
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challenge. Facilitators may provide hints after a certain amount of time, offer
progressive clues, or allow participants to request assistance when necessary.

The goal of hints is not to solve puzzles for participants, but to support continued
engagement and prevent teams from becoming stuck for too long. In educational
settings, maintaining participant motivation is often more important than preserving
difficulty at all costs.

Facilitators should also actively monitor frustration levels during the activity. Escape
rooms naturally involve pressure and tension, but excessive frustration can negatively
impact teamwork, communication, and learning outcomes. Observing participant
behavior helps facilitators identify when teams may need additional guidance,
encouragement, or clarification.

In youth work settings, emotional dynamics are especially important. Some
participants may become very competitive, while others may withdraw if they feel
overwhelmed. Facilitators should create supportive environments where participants
feel safe to experiment, make mistakes, and contribute ideas without fear of failure.

The flow of the game should feel logical and connected to the storyline. Participants
should experience a sense of progression as they solve challenges and uncover new
information. Sudden interruptions, unclear transitions, or disconnected tasks can
reduce immersion and break participant focus.

Transitions between puzzles should feel natural and meaningful. Each challenge
solved should provide clues, information, or tools that help participants move toward
the next stage of the mission. This creates momentum and maintains excitement
throughout the experience.

Testing the escape room before implementation is essential for evaluating timing and
game flow. Facilitators should observe:

e Whether the activity is too long or too short

¢ Which puzzles take the most time

o Where participants become confused

o Whether the pacing feels balanced

o |f hints are needed too frequently
Testing helps designers adjust their experience and ensure that the activity remains
engaging from beginning to end.

A balanced educational escape room creates an atmosphere where participants feel
challenged, curious, and motivated without becoming overwhelmed. Good time
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management supports both learning and enjoyment by allowing participants to
remain focused, collaborative, and emotionally engaged throughout the activity.

Successful game flow helps transform educational escape rooms into deeply
engaging learning journeys where participants experience achievement, cooperation,
and meaningful learning in a dynamic and memorable way.
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O. Materials and Technology

Educational escape rooms can use simple or advanced materials.

Low-cost materials:

Printed clues Lockboxes
Envelopes Maps
Flashlights Everyday objects
Digital tools:
Tablets
Interactive websites Audio recordings
Google Forms Educational apps

Choose technology that supports learning rather than distracting from it.

10. Facilitation and Game Master Tips

The facilitator guides the experience without solving puzzles for participants.
Responsibilities:

Explain rules clearly Maintain energy and immersion
Observe group dynamics Ensure fairness and safety
Provide hints when needed

Hint strategies:

Progressive hints

Time-based hints
Optional help system
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11. Safety and Accessibility

Educational escape rooms should be inclusive and safe.

Consider:
Physical accessibility Clear movement spaces
Non-hazardous materials Alternative puzzle formats
Language accessibility Neurodiversity considerations
Avoid:
Complete darkness
Claustrophobic spaces

Dangerous physical tasks

12. Adapting Escape Rooms for Different Age
Groups

Teenagers
Competitive elements
Complex narratives
Technology integration
18+

Advanced puzzles

Real-world scenarios
Professional skill development
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13. Assessment and Reflection

Reflection transforms gameplay into meaningful learning.

Methods:
Reflection worksheets
Quiz activities
Peer feedback

Self-assessment

Reflection and Evaluation Methods
Group Discussion

Group discussions allow participants to share their experiences, thoughts, and
emotions after completing the escape room. This method encourages collective
reflection and helps participants connect the activity with the educational objectives.

Example:

After an escape room, participants discuss questions such as:
e What communication strategies helped the team?
e How were challenges solved during the activity?
¢ What did the experience teach about cooperation and empathy?

Reflection Worksheets

Reflection worksheets provide participants with structured questions or exercises
that help them think individually about what they learned during the activity. This
method is especially useful for quieter participants who may feel less comfortable
speaking in groups.

Example:
Participants complete short written reflections such as:
¢ What was the most difficult challenge?

o What skill did you use the most?
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e What would you do differently next time?
Quiz Activities

Quiz activities are used to check understanding of the educational content covered
during the escape room. Quizzes can be fun, interactive, and used either before or
after the activity to measure learning progress.

Example:

After an environmental sustainability escape room, participants answer questions
related to recycling, renewable energy, or climate change concepts explored during
the game.

Peer Feedback

Peer feedback encourages participants to reflect on teamwork and communication
by giving constructive feedback to one another. This method helps participants
recognize group strengths and areas for improvement.

Example:

Participants discuss:
e Which teammate helped the group most effectively?
e What communication strategies worked well?
e How did the team support one another during challenges?

Self-Assessment

Self-assessment allows participants to evaluate their own performance, participation,
and learning experience. This method promotes self-awareness and personal
reflection.

Example:

Participants rate themselves on skills such as:
e Communication
e Teamwork
e Leadership

e Problem-solving
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e Participation during the activity

They may also reflect on personal questions such as:
“What did | learn about myself during this escape room experience?”

Reflection questions:

e What strategies worked best?
e What was difficult?
e Whatdidyou learn?

e How did the team cooperate?
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14. Online and Hybrid Escape Rooms

Digital escape rooms can be delivered remotely.

Platforms: Advantages: Challenges:
Google Sites Remote participation Technical difficulties
Genially Flexible access Reduced physical
interaction
Zoom Multimedia integration Need for clear navigation

Microsoft Teams

Learning Management
Systems

15. Common Mistakes to Avoid

Unclear Weak
instructions ) ULl ( storytelling
puzzles

A, @,
Lack Poor
of : )backup( : time

testing plan management

Also, be careful not to ignore accessibility for diverse groups, and avoid focusing on
difficulty instead of learning. The point is not to make the most complicated escape

room, but a meaningful, enjoyable, fun and engaging learning experience. Always test
the escape room before implementation.
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16. Sample Escape Room Template
Theme: “The Lost Scientist”

Learning Goal: Understand renewable energy systems.

Target Group: Secondary school students

Duration: 60 minutes

Story:

A scientist disappeared while developing a clean energy solution. Teams must recover
research files and activate the energy core.

Puzzle Examples:

1. Solar panel matching puzzle
2. Wind energy calculation

3. QR-code video clue

4. Hidden laboratory password
5. Final combination lock

Puzzle Examples for an Educational Escape Room

1. Solar Panel Matching Puzzle

Objective: Teach participants about renewable energy sources and solar energy
systems.

Setup: Participants receive cards with different types of energy sources and another
set of cards containing descriptions, images, or advantages of each source. They must
correctly match the solar energy cards with the appropriate descriptions in order to
receive a code or clue.

Example:
Participants match:
“Solar Panels” — “Convert sunlight into electricity”

“Renewable Energy” — “Produces low carbon emissions”



When all matches are correct, highlighted letters on the cards reveal a hidden word
such as “ENERGY,” which unlocks the next stage of the game.

Skills Developed:

- Critical thinking
- Collaboration
- Environmental awareness

2. Wind Energy Calculation

Objective: Help participants understand basic concepts related to wind energy
production and sustainability.

Setup: Teams receive simplified data about wind turbine energy production, including
wind speed, number of turbines, or energy output values. Participants must solve a
mathematical challenge to discover the correct numerical code.

Example:

A clue states:
“One turbine produces 250 units of energy per hour. Three turbines operate for 4
hours. Calculate the total energy produced.”

Correct answer:
250 x3 x4 =3000

The number “3000” becomes the code needed to open a lockbox or digital password
system.

Skills Developed:

- Mathematical reasoning
- Problem-solving
- Application of scientific concepts

3. QR-Code Video Clue

Objective: Encourage digital literacy and interactive learning through multimedia
content.



Setup: Participants discover a QR code hidden somewhere in the room. After
scanning the code with a phone or tablet, they watch a short video containing
important information, hidden symbols, or verbal clues needed to continue the
mission.

Example: The video may include a scientist explaining how renewable energy can
protect the environment. During the video, specific numbers or keywords appear
briefly on the screen. Participants must pay attention and write down the clues.

At the end of the video, participants discover:
“The password is hidden in the year renewable energy became the fastest-growing
energy source.”

The answer from the video becomes part of the next puzzle.
Skills Developed:

- Observation,

- Digital competence,
- Team communication,
- Attention to detail

4. Hidden Laboratory Password

Objective: Create mystery and encourage participants to search carefully for hidden
information.

Setup: Participants enter a fictional laboratory where they must discover a hidden
password to access a computer, locked box, or scientific file. Clues are hidden around
the room in books, posters, scientific notes, or objects connected to the storyline.

Example:
Participants find:

- A highlighted word inside a science book

- Symbols written on laboratory equipment
- Numbers hidden under test tubes

When combined correctly, the clues form the password: “GREENPOWER”

Entering the correct password unlocks the next challenge or reveals an important
mission update.



Skills Developed:
> Logical reasoning
> Observation skills
> Team collaboration
> Information analysis

5. Final Combination Lock
Objective:

Combine knowledge and clues collected throughout the entire escape room
experience.

Setup: The final challenge requires participants to use information gathered from all
previous puzzles to open a combination lock, digital safe, or final mission envelope.

Example:

e Thefirst puzzle provides the number “3”

e The wind energy challenge reveals “0”

e The QR video gives “5”

e The hidden laboratory clue reveals “7”
Participants must recognize that the final lock code is: 3057
Opening the lock reveals:

e The final mission solution

e A certificate

¢ A hidden message

The conclusion of the storyline
Skills Developed:

> Team coordination

> Memory and organization



> Problem-solving under pressure
> Synthesis of information

Why These Puzzle Types Work

These puzzle examples combine educational content with interactive gameplay. They
encourage participants to actively use knowledge rather than simply memorize
information. Each challenge also promotes teamwork, communication, and critical
thinking while supporting the overall storyline of the escape room.

By combining physical tasks, digital elements, mathematical thinking, and
collaborative problem-solving, facilitators can create engaging learning experiences
that are both educational and memorable.

Debriefing Questions:

o Whichrenewable energy source is most efficient?
e How did your team communicate?
e What would you improve?



17. Final Overview

Educational escape rooms are powerful tools for active learning because they
combine education, creativity, teamwork, and experiential learning into one engaging
experience. Unlike traditional teaching methods that often rely on passive
participation, escape rooms encourage learners to become active participants in the
educational process. Participants do not simply receive information, they explore,
analyze, communicate, experiment, and solve problems together in dynamic and
meaningful ways.

Successful educational escape rooms combine several important elements that work
together to create both engaging gameplay and meaningful learning outcomes. One
of the most important components is having clear educational goals. Every puzzle,
storyline, and activity should support the learning objectives of the experience. When
educational goals are clearly defined from the beginning, facilitators can design
activities that remain focused, purposeful, and connected to the desired outcomes.

Engaging storytelling is another essential part of a successful escape room. A strong
narrative creates emotional connection, motivation, and immersion. Participants
become more invested in the activity when they feel that they are part of an important
mission or meaningful adventure. Storytelling transforms educational content into an
interactive experience where learners are emotionally engaged and motivated to
participate actively.

Well-designed puzzles are equally important because they create the structure of the
learning process. Effective puzzles challenge participants to think critically,
communicate with teammates, and apply knowledge in practical situations.
Educational puzzles should be balanced, logical, and connected to the learning
objectives. A variety of puzzle types helps maintain participant interest and allows
individuals with different strengths and learning styles to contribute to the team.

Collaboration lies at the heart of educational escape rooms. Most challenges require
participants to share information, divide responsibilities, and work together toward a
common goal. Through teamwork, participants develop communication skills,
leadership abilities, empathy, and problem-solving competences. In youth work
settings, collaborative learning also helps build trust, strengthen group cohesion, and
encourage inclusion among participants from different backgrounds.
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Reflection is another key element that gives educational escape rooms long-term
value. Debriefing and reflection activities help participants process their experiences,
recognize what they learned, and connect the activity to real-life situations. Without
reflection, participants may remember the excitement of the game but fail to fully
understand the educational meaning behind the experience. Reflection transforms
gameplay into deeper learning by encouraging critical thinking, self-awareness, and
discussion.

Educational escape rooms are particularly valuable in youth work because they
support non-formal learning approaches that focus on participation, creativity, and
personal development. Young people often learn most effectively when they are
emotionally engaged, actively involved, and encouraged to collaborate with others.
Escape rooms create environments where learning feels meaningful, interactive, and
enjoyable rather than passive or obligatory.

Anotherimportant advantage of educational escape rooms is their flexibility. They can
be adapted to different age groups, educational topics, learning environments, and
participant needs. Escape rooms can focus on themes such as peacebuilding,
sustainability, human rights, digital literacy, inclusion, mental health, cultural diversity,
or active citizenship. They can also be implemented in classrooms, youth centers,
community projects, Erasmus+ activities, online learning environments, or outdoor
spaces.

Facilitators do not need expensive technology or complex equipment to create
impactful educational escape rooms. Even simple low-budget materials, combined
with creative storytelling and thoughtful design, can produce highly engaging learning
experiences. What matters most is the connection between the activities, the
educational objectives, and the participant experience.

Testing and continuous improvement are also essential parts of the design process.
Facilitators should observe how participants interact with the activity, which puzzles
are most effective, where confusion appears, and how teamwork develops during the
game. Feedback from participants can help improve future escape room experiences
and ensure that activities remain inclusive, accessible, and educationally meaningful.
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Educational escape rooms also encourage lifelong learning attitudes. Participants
often leave these experiences feeling more curious, confident, motivated, and
connected to others. The sense of achievement created through teamwork and
problem-solving can strengthen self-esteem and inspire participants to engage more
actively in future learning opportunities.

MISSION
ACCOMPLISHED!

* Kk ok
GREAT TEAMWORK!

> Mg

=

In today’s changing world where [elpalaalPlaller=]ilelamNelg=ris\iinAR:To o o) =lolI[NYANE g lo!

are increasingly important, educational escape rooms provide innovative
methods for developing both knowledge and essential life skills. They demonstrate
that learning can be interactive, collaborative, emotionally engaging, and enjoyable at
the same time.

The true value of educational escape rooms lies not only in solving puzzles or
completing missions, but in creating memorable experiences that inspire participants
to think critically, work together, reflect on important topics, and continue learning
beyond the activity itself.

Start simple, test thoroughly, and continuously improve your design based on
participant feedback.

The goal is not only to “escape,” but to create meaningful and memorable learning
experiences.
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18. Visuals for Sample Escape Room Template

This final chapter provides a comprehensive visual overview and practical guidelines
for implementing the educational escape room model. The attached infographics
serve as step-by-step guides that connect the theoretical framework with practical
execution in youth work.

Below are a detailed overview of the attached visual materials and their specific
purpose:

1. The Master Process Matrix ("Escape room - Visual - Facilitator swim lane")
presents a complete and detailed matrix view of the entire game flow, tracking
facilitators' activities, participants' steps, required materials, and checkpointsin
parallel.

2. The Facilitator's Roadmap ("Escape room- Visual - Facilitator ") is a structured
guide designed for leaders and educators, focusing on key outcomes, tools,
resources, and tips for successfully conducting the debriefing session.

3. The Participant’s Journey Map ("Escape room - Visual - Payer Version") is an
illustrated, linear roadmap tailored for the participants themselves, visually
guiding them through the seven phases of puzzle-solving while promoting
teamwork and environmental awareness.
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DESIGN &
PREPARATION

(Before the Game)

:
9
0 X
ROOM SETUP

(60-90 min before
start)

v
(3 JF

TARGET GROUP
Secondary School Students

©

Define learning objectives
Develop storyline

Design puzzles and clues
Prepare materials & props

Test game flow and timing

Set up the room
Place and hide all clues
Set locks, boxes, QR codes
Check lighting, sound,
and technical needs

Final test of all activities

Welcome participants
Explain the story and mission
Present rules and safety

BRIEFING
(5-10 min) o Divide into teams
¢ ® Answer questions
® Observe and monitor teams
o Q o Encourage collaboration
GAME o Provide hints if needed
FACILITATION ® Track time and progress
(Up to 45 min) ® Ensure fair play and safety
HINT SYSTEM LEVEL1
(use progressively) Sm::l‘:"u‘diﬁ;:‘l;wp
® Verify the final code
e ® Check all answers
FINAL * Open the final lock
CHALLENGE o Trigger the ending
(5-10 min) * Celebrate the success
® Lead reflection discussion
o Highlight learning outcomes
DEBRIEFING * Connect to real world
(10-15 min) * Encourage feedback
= ® Collect feedback forms
0 o Evaluate learning outcomes
EVALUATION ® Review what worked well
& CLOSURE o Note improvements
(After the Game) * Prepare final report

DURATION
60 Minutes

MISSION

E

Listen to the briefing

Ask questions

* Getinto the story ® 0
« Prepare for the mission (B @5
 Search for clues ®

B

Solve puzzles

&Q
@

Collaborate as a team
Ask for hints if needed

LEVEL 2
——>  More specific clues  —>
or directions
 Combine all codes -

Enter the final code

Open the lock

Discover the mission
outcome

.

Share experiences

Reflect on teamwork J
Discuss what they learned @) @)
 Give feedback AED

Recover the research fil
activate the Energy Core to save
the future of clean energy.

PHASE FACILITATOR ACTIONS PARTICIPANT ACTIONS TOOLS & MATERIALS OUTPUT / CONTROL POINT

THE LOST SCIENTIST

RENEWABLE ENERGY ESCAPE ROOM
FACILITATOR PROCESS SWIMLANE

and

o Storyline document
o Puzzle templates

© Props, locks, envelopes
* QR codes & videos

o Testing checklist

o Clues & puzzle items
® Locks & lockboxes
© QR code printouts
© Station instructions
® Timer & walkie-talkie

© Briefing script
* Rules poster/handout
+ Mission envelope

* Name badges (optional)

* Hint cards (Level 1-3)
® Timer

* Walkie-talkie

o Progress tracking sheet

LEVEL 3
Clear solution or demonstration
(if teams are stuck)

© Final lock / safe
* Mission box

* Certificate
 Final message

o Debriefing questions
* Whiteboard / flipchart
* Feedback forms

* Evaluation forms
* Observation notes
+ Photos (if allowed)
+ Report template

FACILITATOR CHECKLIST DEBRIEFING QUESTIONS EXAMPLES FACILITATOR TIPS

“The future
s in your hangs,
Solve puzzfes,
Think green,
Save the worlq

O

ESCAPE ROOM
DESIGNED & TESTED

Ready for setup

©

ROOM READY

All materials placed
and tested

©

GAME STARTED
Teams are ready
to begin

©

TEAMS PROGRESSING

Challenges solved
and codes collected

Use hints wisely!
Keep the challenge
meaningful.

©

MISSION SUCCESS

Energy Core activated
and mission completed!

©

LEARNING REFLECTION
COMPLETED
Key takeaways captured

©

EVALUATION COMPLETE

Report ready for
improvement

O Story and objectives defined ABOUT RENEWABLE ENERGY (@) i rvtmd e,
O Puzzles created and tosted 3 * Which renewable energy source is most efficient? Let teams struggle productively.
O Materials and props prepared —G = * How do solar and wind energy systems work?
) Room setup completed + Why is renewable energy important for our future? @ Ask guiding questions instead
O Technical equipment checked ABOUT TEAMWORK of giving direct answers.
O ®riefing delivered I @ 33 M i o Souss omenicsbad .8° Encourage all team members
O Teams monitored and supported | « What strategies helped you solve the puzles? GO0 1o participate.
8 :1 nl]s n:’vldtd who: needed How did you divide tasks and responsibilities’ @ Menage time, but keep it fun
o Py Renge veried . ABOUT THE EXPERIENCE and engaging.
iefing completed * What was the most challenging puzzle?
O Feedback colected + What did you learn loday?ngw CRlatatm effo, tmmwark
O Report and evaluation completed * What would you improve next time? A and creativity!
o AR
LEGEND (CONTROL POINTS) @ completed In Prog © textsep M AtentionNeeded P Success Think. Solve. Save. = < (3@
in Progress ntion
THE FUTURE IS GREEN!  \ -

Figure 1. The Master Process Matrix ("Escape room - Visual - Facilitator swim lane")
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THE LOST SCIENTIST

RENEWABLE ENERGY ESCAPE ROOM
@

MISSION

Recover the research files

and activate the Energy Core

to save the future of clean energy!

DURATION
60 Minutes

TARGET GROUP

Secondary School Students is in your hands,

Solve puzzes,

INVESTIGATE
THE LABORATORY

Search the laboratory

for hidden clues.

Examine notes, documents,
objects and QR codes.

OBJECTIVE

Find the first clues
that will lead you to
the next challenge.

EXAMPLE
"Solar Panels” —
“Convert sunlight

into electricity”
Match energy sources with
A 'iy s Correct matches reveal
the correct descriptions the hidden word:

and advantages.

=k @E0EE60

WIND ENERGY Z::::l_f ey

ine produces 250 units
CALCU LATI ON of energy per hour. Three turbines
Solve the mathematical operate for 4 hours.

Calculate the total energy.

250 x 3 x 4 = 3000

challenge about wind

turbine energy production. r iﬁ

QR-CODE EXAMPLE
VIDEO CLUE The video contains clues, numbers
Find and scan the hidden Ofbeycrds you sedto continte.

Pay attention to details!
QR code. Watch the video

and discover important
information.

EXAMPLE

+ Highlighted words in books
+ Symbols on equipment

+ Numbers under test tubes

HIDDEN LABORATORY —
PASSWORD

Search the laboratory for
hidden clues. Combine
them to discover the

Combine the clues to reveal:

secret password. GREENPOWER
FINAL EXAMPLE
COMBINATION LOCK

Use all the codes collected
from the previous challenges
to open the final lock.

4 [ &
3 0 5 7

rmacose[3)0](5)[7]

SR R R - R .

OUTPUT
gﬁmcode

unlocked!

Hidden Code 3

OUTPUT

Qe

unlocked!

Hidden Code 0

OUTPUT

a Third code

unlocked!

Hidden Code 5

OUTPUT

Password
unlocked!

Hidden Code 7

OUTPUT

8 Final lock

opened!

ACTIVATE YOU OBTAIN

THE ENERGY CORE & Final Research Files =

Recover the research files @ scientist's Message r M\§S\u|‘\i 1

and activate the Energy Core @ Mission Certificate COMPLETE |

to complete your mission! & The future of clean energy! @

WHAT YOU LEARN @ DEBRIEFING QUESTIONS () IMPORTANT REMINDERS
0 i i o
4 + How did your team communicate? « Think creatively
Renewable Sustainablity  Scemce  Teamwork& + What was the most challenging puzzle? « Use everything you find
Energy in Action icati . youimprove iyt egy « Have fun and learn!

MISSION C
COMPLETED! ™S

You saved the research
and activated the clean
energy solution!

SOLVE.
SAVE.

THE FUTURE

Think green.
Save the world,

YOU DEVELOP
Q Observation
Q% Curiosity

8% Teamwork

|.» Critical Thinking
Collaboration

Environmental
Awareness

YOU DEVELOP

Mathematical

Reasoning
ég?? Problem Solving
@ Scientific Thinking

YOU DEVELOP
Observation

@ Digital Literacy
@, Attention to Detail

() Communication

YOU DEVELOP

{9 Logical Reasoning
@  Observation Skills
8% Team Collaboration

58, nformation Analysis

YOU DEVELOP

&% Team Coordination

Q[;) Memory & Organization
., Problem Solving

@ Under Pressure

&% synthesis of Information

e —

Figure 2 The Facilitator's Roadmap ("Escape room- Visual - Facilitator ")
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FACILITATOR PROCESS

THE LOST SCIENTIST

RENEWABLE ENERGY ESCAPE ROOM

i § MISSION “The future
TARGET GROUP i is i
‘. .‘ S dary School i c DURATION ((/:' ’ Recover the research files s‘l:;v‘:o :;::I"ds'
. S::::n:sry oo H 60 Minutes and activate the Energy Core Think gree:s |

to save the future of clean energy! Save the world.”

TOOLS & RESOU CONTROL POINT
DESIGN + Define learning objectives * Puzzle templates
+ Develop storyline and puzzles Escape Room * Storyboard @ Design
= * Prepare clues and materials Designed ¢ Clso cards Approved
- + Locks & props
= * Test game flow and difficulty + QR code generator

Clues & props

V
ROOM SETUP * Set up the room and décor 5 y
e + Place clues and hide materials "\ Room Ready Lockbares Rloom Setve
< B B i for Play + Envelopes Checklist
TEPOTS; N .coces ancocks N * QR codes Completed
* Test all puzzles and technology « Audio/Video devices
* Welcome participants « Briefing script
g PRITION ,' ' e All Teams
« Explain rules and safety Teams Ready - « Mission card
Understood
« Present the story and mission Game Started « Rules poster s
the Mission
« Divide into teams * Timer
GAME + Observe team dynamics * Hint cards (Level 1-3)
FACILITATION ~ * Monitor progress Teams + Observation sheet @ Teams On
« Provide hints if needed Progressing « Timer Track
+ Keep the game fair and fun + Notebook
FINAL + Verify puzzle solutions « Final lock / safe P
CHALLENGE + Confirm final code Mission * Certificate )
= V' ) Successfully
. n the final lock / safe « Final envelope
Open the final lock / saf Complated Final envel Completed
ﬁ « Deliver mission outcome * Mission message
DEBRIEFING + Lead reflection discussion Learning * Debriefing guide il s
« Discuss learning outcomes Reflection « Reflection questions @ Questions
« Ask debriefing questions Completed « Whiteboard / Flipchart Discussed
« Highlight key takeaways + Pens & sticky notes
v
EVALUATION * Collect ‘eedbeR forms Evallation . Feedba.ck forms
« Evaluate learning results Report « Evaluation template @ Report
"| + Document lessons learned Completed + Data summary sheet Finalized
* Prepare final report * Report template
FACILITATOR TIPS ; @ DEBRIEFING QUESTIONS LEARNING OUTCOMES
ABOUT RENEWABLE ENERGY
& Beaguide, nota giver of answers. + Which renewable energy source is most efficieat? @ Understand renewable energy systems.
. i 2
¢ 5 108 ke 40 ancoummge tHking: (ﬂ + What are the advantages of solar and wind energy’ " .
obh5 sohe e Hiaon: Z + How can renewable energy help our planet? /i\ :::c‘i ;f;‘""' ic and mathematical
@ Observe team communication. ABOUT TEAMWORK Y
A + How did your team communicate? * Improve problem-solving skills
& Create a positive and safe am | . strategies helped you the most?

i i o9 o
learning environmant. 1 iMhat e younibicges chellaigal 243 Enhance teamwork and communication

& Celebrate effort and teamwork -
b e ABOUT LEARNING 812 Develop digital lteracy
U  What did you learn today that you didn't know before?
+ What would you improve next time? 1 increase enviconmental swareness

+ How can you use this knowledge in real life?

“TOGETHER, WE CAN POWER A BETTER FUTURE.” { THINK. SOLVE. SAVE.

Figure 3 The Participant’s Journey Map ("Escape room - Visual - Payer Version")
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