Lab Escape
PROFESSOR S. HAS GONE MISSING.

FOUR GOVERNMENT AGENTS HAVE DISAPPEARED.

NUCLEAR LAUNCH CODES ARE AT RISK.

LabEscape logo

The fate of the free world is in your hands!

ARE YOU UP TO THE CHALLENGE?

LabEscape now offers 3 separate missions, all part of one story arc following renowned quantum physicist Professor Schrödenberg. Each mission features a unique set of awesome puzzles and challenges, all designed to amaze, delight, and astound! As always, absolutely NO science background is necessary to succeed, only curiosity, good communication skills and a willingness to collaborate with your fellow agents. Plus, we now have the capability to run larger groups—up to 21 people at a time (by prior arrangement via LabEscape@illinois.edu). So choose YOUR adventure today!
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Objective

To implement and assess the impact of a Vascular Surgery-themed Escape Room on medical student motivation, satisfaction, and engagement in CanMEDS roles.

Design

The authors designed an Escape Room combining Vascular Surgery objectives, knowledge-based problems and technical skills into Vascular Surgery-themed stations. Groups of 3 to 4 medical students participated in the activity. Data collected included time to escape, CanMEDS roles covered during the activity, debriefing interview session, and satisfaction survey.

Setting

The Escape Room was installed at the University of Ottawa Skills and Simulation Centre at the Ottawa Hospital, a tertiary care center.

Participants

Medical students in their preclerkship years of study were invited to participate in the Escape Room. In total, 13 medical students completed the experience, divided into 4 groups.

Results

Thirteen medical students divided into 4 groups participated in the Escape Room. Two teams used a collaborative strategy to complete the activity and successfully escaped with an average time of 53.6 minutes, whereas only 1 of the 2 teams completing the experience employing an individualistic strategy successfully escaped. Following the experience, 83% of participants stated that the experience motivated them to prepare beforehand and believed that the experience consolidated the knowledge that they had read. All the participants also reported that the experience encouraged the use of the CanMEDS communicator and collaborator roles. As well, 76.9% of students mentioned that they enjoyed the practical exercises incorporated into the experience and 53.8% stated that they would like to see the Escape Room format included in the medical curriculum.

Conclusions

By combining knowledge-based problems, key learning objectives, technical skills, and CanMEDS themes into the Escape Room, the authors have developed a learning platform that may be more enjoyable and provide an adjunct to traditional didactic lectures.
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https://www.breakoutedu.com/blog/2018/11/26/out-of-box-education-escape-room-classroom-activity
Kids are huddled over sheets of paper with a few large and small locked boxes in front of them. As the noise of chatter fills the room, a giant clock counts down how much time students have left to crack the code and unlock the clues before them.
This is Breakout EDU, an escape-room-style educational challenge designed to get kids to work together and use what they’ve learned in class in an “out of the box” way.

“In the educational industry, the big focus in 21st-century learning is the four C’s — creativity, collaboration, communication and critical thinking,” says Ann Brucker, game developer and community manager with Breakout EDU. “They are actually using all of those right now.”

Today, the hints embedded in the game put these students’ knowledge of cell division — anaphase, meiosis and mitosis — to the test. A story sets up the game’s mission: The kids are told the science teacher left the key to the microscope cabinet on her desk and the evening custodian locked it in a box. In order to see cells and explore, they have to put their own brain cells to use to unlock the cabinet. They have only 30 minutes and, for now, the only clue is a web link written on a slip of paper. Three. Two. One. Go!

Screams are heard all around the room. “Hey, I think I’ve got something!” one boy exclaims. Each cluster of kids has the same set of tools. As one locked box is popped, it reveals a piece of paper showing each stage of cell division jumbled on the page. Once the kids put the pictures in chronological order, they shine the black light found in the first locked box on the back of the paper to reveal a series of arrows that match up with slide lock outfitted with the same directional arrows.

Another lock pops. Kids smile and cheer. With three more locks to open, it’s on to the next clue.

“Making learning relevant and fun is worth a gazillion dollars to me as a teacher,” Lefler says. “Twenty-first-century classrooms must mix up delivery to keep learning fresh and relevant. Teachers shouldn’t always ‘regurgitate facts’ but rather use content knowledge to solve problems, just like in real life.”

When Ann Brucker heard the buzz about Breakout EDU at last summer’s International Society for Technology in Education conference, she was more than a little intrigued about this brand-new startup. She couldn’t, however, even get close to the gutted-out school bus the company used to let teachers give the Breakout EDU games a try.

“So, I ordered a kit when I got home,” Brucker says. The kit, she explains, features a series of boxes, a handful of locks and full access to the platform of games offered through the company.

“School started and I brought it out to a classroom like this, set it up and played it with the kids. I thought, ‘What have I been doing all these years?’ I was talking at kids and teaching them and hoping it all sunk in.”

When she saw the lightbulb go on in kids and saw the lessons they’d learned in class being used within the game, she says, “I had this moment where I thought, ‘I have been doing this all wrong!’” In the past, Brucker says, she found herself “swooping in” to help those kids who were struggling. “All that did was rob them of the opportunity to discover the answer themselves.”

As Brucker talks, she points to groups of kids in Lefler and Thomas’ class.

“You will see some people are sitting back more as observers and others are more hands-on,” Brucker says. “We can look at how these kids work together. Who is the great communicator? Who is the really shy one that we need to keep an extra eye on?”

Right now, Billings School District 2 has 74 kits in classrooms all over town. Lefler and Thomas were thankful for a grant from the Billings Education Foundation that helped put 18 of them at Ben Steele Middle School, benefiting more than 250 kids.

“Simply put, real-life problems aren’t presented in a textbook, worksheet or on a standardized test,” Thomas says. “Real life comes at you in many different ways and students need to be prepared to think on their feet and rely on their knowledge as well as their problem-solving skills.”

Lefler adds that this kind of learning took a little bit of an adjustment at first. “Some students are frustrated for a bit, then have that ‘Eureka!’ moment.”

As the students pack up their kits and revel in their educational victories, it’s clear they love the excitement of trying to beat the clock to put their smarts to use.

“It’s an amazing feeling when you get that lock that you’ve been trying to unlock for five minutes,” says seventh-grader Brandon Huston. “We already know this stuff, but we get to use computers and talk it out with our friends. When we get to do that, it boosts productivity. Collaboration is key. There is always that one person who tries to help guide you to the finish line.”

Next year, teachers who use Breakout EDU will have an extra gadget in their educational tool belt. The company is adding the ability to create student accounts, giving each teacher insight into a student’s grasp of the lessons at hand.

“I can push out a game to students through the platform and it will attach data to the game,” Brucker says. “How long did it take them to play the game? How successful were they? So, for those teachers who do want more of an assessment, you get that added layer of quantifiable data.”

Breakout EDU also wrote a student course that kids can take to learn how to create and publish their own Breakout EDU games. It adds additional learning opportunities to the mix, encouraging the use of creative writing to not only set up the theme of the game but weave the clues together. They learn video production skills to help share their game in a multi-media way.

“This is a game changer,” Brucker says. “It changes the way teachers can supplement knowledge.”

Having used the boxes only twice, Thomas is already surprised at what he’s witnessed in his classroom.

“The first time the students come into the room and see the boxes, they are immediately curious,” she says. “They want to dig in and go for it. Once they realize that they need to do a little content-related thinking, they don’t even hesitate because their curiosity and competitive nature overrides any reservations they may have. My favorite moments come from students who traditionally struggle, but have found success in this area and they have seized the opportunity to learn.”

While these kits will never replace the chapter test, lab time and microscope work, in addition to traditional reading and writing assignments, Thomas says it’s an innovative approach he’s looking forward to cracking open more this coming school year.

“Maybe that new form of delivery or the locked boxes full of mystery are the key to creating a lifelong learner,” Thomas says. “Who knows? These Breakout EDU kits are one more powerful tool in our belts.”

WHAT IS BREAKOUT EDU?

Breakout EDU is an immersive learning games platform. With Breakout EDU kits, teachers can turn classrooms into an academically focused escape room. They facilitate the use of games, and students use teamwork and critical thinking to solve a series of challenging education-based puzzles in order to open a locked box. For more, visit breakoutedu.com/getstarted

WANT A BOX FOR YOUR FAMILY?

You don’t have to be an educator to buy one. Each kit costs $150 and comes with not only the locks and boxes but full access to the platform of games that can be played as a family. You can also get a free account on Breakout EDU and give the featured digital games developed by the Breakout EDU team a try. These games are similar to the hands-on kits but without the physical locks and boxes.
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https://www.theescapeclassroom.com/free-workshop
Can Your Students Escape The Classroom -

The Most Exciting Workshop Your Students Will Ever Do
////////////////
Examining the use of an educational escape room for teaching programming in a higher education setting
In addition to being a well-liked form of recreation, escape rooms have drawn the attention of educators due to their ability to foster teamwork, leadership, creative thinking and communication in a way that is engaging for students. As a consequence, educational escape rooms are emerging as a new type of learning activity under the promise of enhancing students’ learning through highly engaging experiences. These activities consist of escape rooms that incorporate course materials within their puzzles in such a way that students are required to master these materials in order to succeed. Although several studies have reported on the use of escape rooms in a wide range of disciplines, prior research falls short of addressing the use of educational escape rooms for teaching programming, one of the most valuable skills of the twenty-first century that students often have difficulties grasping. This paper reports on the use of an educational escape room in a programming course at a higher education institution and provides, for the first time, insights on the instructional effectiveness of using educational escape rooms for teaching programming. The results of this work show that appropriate use of educational escape rooms can have significant positive impacts on student engagement and learning in programming courses. These results also suggest that students prefer these activities over traditional computer laboratory sessions. Finally, another novel contribution of this paper is a set of recommendations and proposals for educators in order to help them create effective educational escape rooms for teaching programming.
////////////////////////////////

https://teacheveryday.com/escape-room-in-the-classroom/
Using an Escape Room in the classroom is a super fun way to engage your students in any topic. But you do not need to spend countless hours making one, nor do you need to buy locks and boxes.

It is easy to turn (almost) any worksheet into an Escape Room!

 

 

If you are not familiar with the idea of the Escape Room, let me explain. Picture yourself and your closest friends (voluntarily) locked in a room.. You have a to mystery solve – and only sixty minutes to solve it.

You search the room, finding clues and using them to unlock more clues – eventually completing the mystery and Escaping from the Room.

Escape Room companies are popping up all over the place – there is even one now in my own tiny town. And they are expensive! (at least for this teacher’s salary) But people are willing to pay for the experience because it is so much fun.

Now, innovative and clever teachers all over the country have adapted the idea to making an Escape Rooms in the classroom.
I made an Escape Room last year for my high school Biology students for the Ecology unit. It took me over a month to get it all ironed out. It was super complicated, and involved begging, borrowing, and pleading to get a set of locks and boxes to go with it.

But it was awesome! The kids loved it! So I was determined to make at least one more that year.

I didn’t. It was so difficult! I chickened out.
However, I have recently seen another teacher rock a super easy-to-make Escape Room in the classroom that only took her fifteen minutes to set up – and did not even require the locks and boxes.

The basic ingredients of an Escape Room in the classroom are
· a purpose – some type of mystery to solve or goal to reach

· clues – a series of puzzles or questions to solve, one puzzle at a time,  eventually leading to the goal

· something to unlock – a combination lock or access code – The answers are provided by the clues that students solve along the way

· a time limit (optional, but helpful) – students must complete the puzzles, open the locks, and reach the goal in a set amount of time. The choice to use a timer depends on your group of students. A time limit can drive motivation and focus, or it can add too much stress.

I have made an Escape Room just for you to see as an example! You will need this five digit code to get past the first lock: 22331. 
The link to your Escape Room is at the bottom of the post. Feel free to jump there now, or read on to learn how to make one first!

The Purpose
The purpose of the Escape Room in the classroom is like the background story for the mystery, or puzzles, your students are trying to solve. It can be as complex or as simple as you want it to be.
For my Ecology Escape Room, the goal was to find the location of a fuel additive which had been hidden for safe keeping by the scientist who made it.

It is great if the purpose falls in line with the topic your students are learning, but it does not have to. The questions and puzzles which they solve will be full of content. 

Maybe your students are finding a lost treasure hidden away by a made up (or historical) character. Maybe they are searching for an endangered species baby animal, separated from its mother.

They might be finding the destruct sequence for Artificial Intelligence trying to take over the classroom, or the cure for a super virus. Maybe they are racing to beat the bad guys to find the power amulet that will rule the world!

Having a background story makes things more interesting, but is not necessary. The goal can be just to get to the end and complete all of the puzzles.

It is always fun to find and recover something tangible at the end of the Escape Room. A hidden ‘treasure’ can  be a bit of candy, or a coupon for a few points of extra credit.

Students can find a photograph of that baby lost animal, or a plastic jewel. The end could simply be a card that says ‘congratulations – you got a  100% – great job!”.

The Clues
The solution for each clue must be a short word (or series of random letters) or sequence of numbers. These words or numbers will open the ‘locks’ that you have set up (more on those in a bit!), which then leads students to the next lock.

The clues are your content – whatever you want your students to be learning, reviewing, or practicing. This is where we take that old, tired worksheet and turn it into something amazing!

Find a worksheet with multiple choice questions, true false questions, matching, diagrams, and/or fill in the blank. On the worksheet, group the questions into sets of four to five questions each.

Each question set becomes a clue which must be deciphered by your students to get a key code, which will open a ‘lock’.

Since you already have your worksheet and questions, you can whip up an Escape Room in less than fifteen minutes – easy!

Multiple Choice question sets are the easiest to use to make Escape Rooms for the classroom. For example, your first clue can consist of five multiple choice questions.

The correct answers may be – A, C, D, A, B. Vola! You have just made a key code that opens the first lock – ACDAB!

A series of True/False questions can be used in the same way. When answered correctly, the students have the key code to the lock – TFTFF

Likewise, matching questions lead to a sequence of letters than can become a lock solution.

Fill in the blank or questions that have a very specific single word/phrase answer are also easy to use. Set up four or five questions, and have students fill in the answer to each question in boxes, one box for each letter, similar to a crossword puzzle.
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Underline or highlight a particular letter space. When students fill in the answer, the letter in that underlined space is part of the key code. Students will get the clue right only if they have filled in each set of answer boxes correctly.  

I use this type of clue to spell out a particular word. If you want your kids moving around the room (or school campus), the word they spell out may be a location for them to head to for the next clue (Mrs Setzer’s room! the Front Office! the Computer Lab!) A set o numbers can take students to a locker or classroom (room number 224!).

Math questions are super simple to use for an Escape Room in the classroom.  The answer to a single difficult question may be the key code.
Or, for more practice, have students enter answers into boxes, one number per box (like the crossword puzzle again) and underline a particular box for each answer. The sequence of numbers becomes the key code.

Diagrams can be made into key codes too. Give your students a diagram and ask them to label it. The key code can be the first letter of each label, in the order the labels are numbered.
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The only question type that can not be used to make a key code is an open-ended question. These can still be part of an Escape Room in the classroom, but in a different way. (Keep reading to find out how!)
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Something to Unlock
Okay, now that we have a bunch of clues and lock keys, we need some locks!

Of course, you could use actual combination locks that open actual boxes, bags, or bins. And they are so fun! But sometimes the funds are not available to buy them.

And sometimes they are just too complicated to fool with and to re-set between class periods! They are also sometimes unreliable.  Last year, one of my groups got stuck on their final combination lock which just refused to open! Very sad.

So my best classroom friend, Google Forms, comes to the rescue.Google Forms is what makes the Escape Room in the classroom happen! You are going to make a form with a series of locks which will only unlock when the exact correct answer is typed in.

Related:  Using technology to teach more in less time 
At the bottom of this post is an example Escape Room for you to play around with! Don’t worry, its easy to do. Here is how to set it up.
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**Teaching Tip!** Always use the “view” button to try out your Google Form BEFORE you give it to your kids. I have caught SO many mistakes before hand by doing this! This is especially true when making complicated Forms like an Escape Room!

First, create a question and choose ‘short paragraph’ as the question type. In the example here, my question says “Five Digit Lock”

[image: image6.png]Escape Room!

© wm

s LI B: com@e ¢ omarlmoO

neamao



Choose ‘short answer’ for the question option.

Next, click on the three dots at the bottom right of the question, select ‘Response Validation’. This will bring up a handful of options for you to fill in.
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Click the three dots at the bottom right – choose ‘Response Validation’

The first option allows you to select what type of answer you are looking for. Since my question is “Five Digit Lock”  the “number” choice is what I need.
If you want your combination code to be a word, however, you will want to choose ‘text’.

In the second section, choose “equal to” from the drop down menu. This will require the student has to type exactly the right series of numbers to ‘unlock’ it.
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Choose ‘equal to’ from the second choice field.

In the third field, type in your sequence of numbers (or letters). Then in the last field, type a message to your students that will pop up if they get it wrong. “Try again!”
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Put your Five Digit Code into the third field, then fill in what you want your students to see if they get it wrong in the last field.

Be sure that you check the “required” button at the bottom of the question. This ensures that students must answer correctly before being able to move to the next section!

For the next lock, add a new section by clicking the option to the right that looks like two parallel lines. Putting each Lock in its own section of the Google Form gives students access to only one lock at a time. 
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Put each lock in its own section – students have to solve one lock before they can get to the next one.

Students will have to solve each lock before gaining access to the next one. So much fun!

Well, that gives you all you really need to make an Escape Room in the classroom. However, that is not all you can do with the Google Form!

Add sections between locks that extend or enhance the Escape Room experience.
For example,

· Throw in extra content questions. These can be your short answer questions that can not be used for key codes. Students do not need to get them right to move on, but it will give you some data about how well they are learning, or remembering.
· Reflection questions or opinion questions work well for this too.

· Maybe add something completely different! A challenge! Solve a riddle. Decode a cipher (Here is a great list of easy ciphers!).

· Ask another student a question (What is your favorite ice cream flavor?) and record the answer in the Google Form. 

· Instruct them to do something silly (or content-related)  and take a picture of it!

For them to upload a picture to the Google Form, add a question and choose ‘file upload’ as the question format.

Again, none of these extras are necessary, but they can make the Escape Room a lot more fun and interactive!

Time Limit
When you go to an Escape Room, a time limit is not absolutely necessary, but it makes things more fun! The pressure of solving all the clues in a set amount of time is part of the challenge.

A time limit can be great for your students if you feel like it will increase the fun, and/or help them stay focused. It can help the whole class stay at the same pace, and prevent ending up with everyone waiting around for one group to finish.

If you do have a time limit, you will need to think about the penalty for not finishing. Maybe they get points based on the percentage of the challenges they did complete. Or will you want them to finish outside of class?

But you have to know your students. For some, the time limit would just add stress and anxiety.

Want to see an example of how this will look for your students? Here is a Teach Every Day Escape Room I made just for you! This is how it would look for your students.


If you want to see how it looks on the teacher end (and play around with it) click Here. It will prompt you to make a copy, which you can experiment with and use as you like!

Related: Are you in love with Google Forms? Making an Escape Room in the classroom is just one of the seven new ways to use Google Forms!
 

Want to follow this blog and be notified when a new post is published? Subscribe to Teach Every Day and get an email when the next article is posted.

Do you have any awesome ideas for making Escape Rooms? Have you ever done an Escape Room in the classroom? What did you learn from putting it together? Share in the comments!
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Related Posts

· Blended Learning - Teach Your Students More in Less Time
Blended Learning is the answer to so many common challenges and frustrations for teachers. Blended…

· Google Forms in the Classroom for Students to Turn in Digital Work
Your students have created amazing digital work, but how do they get it to you?…

· Increase Learning And Save Time Grading!
We all want to save time grading.  But is it possible to give assignments that…
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The Rise of Educational Escape Rooms

Why UV lights and padlocks are finding their way into classrooms   

ZARA STONE

JUL 28, 2016

In most classrooms, it’s not a good sign when students’ eyes flick to the clock. It means they’re distracted and waiting to get out. In Nicole Naditz’s 12th-grade class in Sacramento, California, the opposite is true; students desperately eyeball the clock, wishing for more time. Naditz’s trick? She’s incorporated a new style of teaching into her lessons that was originally designed for adult games. The increasingly popular escape room has been given an educational twist—padlocked boxes that can only be accessed by decoding verbs, performing math problems, or solving scientific puzzles.

Naditz is no outlier. Over the last year, there’s been worldwide growth in educational escape rooms, and many educators are adapting the concept to fit the needs of their students—in both physical and digital learning environments. They’re an innovative way to bring technology and critical thinking into the classroom, and the benefits are twofold: Games have a history of promoting engagement in a learning environment, and the collaborative elements help students develop social skills.

Naditz shares a narrative with her class before the game begins. The inventor Claire Levine has been kidnapped, and her robot has been reprogrammed to destroy a hospital. To save it, students must activate the kill switch inside a box—but they need to get through four padlocks to do so, and they’ve only got 45 minutes. Multiple locked boxes and clues are scattered through the room—deciphering these leads to hidden keys and combination passwords. There’s a black-light flashlight that reveals hidden messages, and a QR code that directs players to a video containing a four-digit code.

MORE STORIES

Alaska Still Hasn’t Saved Its Universities

ADAM HARRIS

 A student working on a laptop with a textbook nearby.

How They (Online Graduate Programs) Get You

KATERINA MANOFF

Teaching Toni Morrison

MATTHEW A. WATSON

When ‘Back to School’ Means Back to Mass-Shooting Fears

ALIA WONG

“Unlike other forms of games where the player controls an avatar [such as Voki or Minecraft], escape rooms place the player directly into the game,” said Scott Nicholson, a professor of game design and development at Wilfrid Laurier University in Ontario, Canada. “Because of that, the effects of experiential learning can be more effective, as there are fewer barriers between the player and the experience.”

Nicholson has been researching the evolution of escape rooms since 2014 to see how they might fit into an educational program. He is widely considered the global expert on escape rooms, in part because he’s published the first academic discourse in this emerging field. “Escape rooms create a moment of passion around specific topics that then can be used as the spark to then ignite interest in something for a player to learn more about later,” he said.

Nicholson considers the growth of educational escape rooms a signal that educators are willing to adapt their behavior in order to better communicate with their students. “The concept of meaningful gamification is not to provide external rewards, but rather to help participants find a deeper connection to the underlying topic,” he wrote in a recent white paper.

While the use of escape rooms in education is a nascent idea, the first recreational escape room can be traced back to Japan in 2007. Now, there are 4,785 globally, the majority recreational, spanning 75 countries, according to the Escape Room Directory. They vary in design and style, but the basic premise is the same: People are trapped inside a space for a specific amount of time and need to solve a number of puzzles to get out. Puzzles tend to be theme-related; in a prison room, you might decode graffiti, pick handcuffs, or defuse a bomb. Turning this into a classroom activity creates a number of challenges—teachers have to grapple with constraints imposed by classroom size, facilities, and the Common Core standards.

But Brian Mayer, a gaming and library-technologies specialist at Genesee Valley School Library System in New York, believes the payoff is worth the effort. He started looking into the concept in April 2016, after he received a request for a literature-themed escape room from a teacher in his district. “It's been people requesting it from us. We’re not pushing people to do this,” he said.

Mayer and his colleague, Lisel Toates, started brainstorming. They specialize in using game design to demonstrate practical applications of mathematics, technology, and communication skills, and the computer game Minecraft seemed a natural fit for building a virtual escape room. They decided to combine the digital space with real-life physical props to encourage lateral thinking. Plus, if it was successful, it would be easy to share with his 22 school districts, as most game assets could exist on a thumb drive.

The eighth-grade class was studying steampunk literature, so Mayer created a corresponding narrative: An eccentric professor was trying to travel back in time to save his daughter's life in Victorian England. To rescue her, participants needed to activate a portal, which involved referencing work they’d studied in class. Mayer ran his first room in May 2016, and structured it so that students started on their computers and then transitioned to their physical classroom, using the props he’d brought (wacky ink and 3D printed models) to help solve clues they’d encountered online.

He was impressed by how readily students took to the game.“It was social interaction, engagement, and immersion,” he said. “And we’ve had feedback from educators saying that students who don’t respond to traditional classes start to shine [here].”

Students are more likely to retain knowledge when they can apply what they’ve learned, a practice often labeled “active learning” or “constructivism” by education scholars. A 2011 study of physics teachers who changed their teaching method from a traditional teacher-centered approach to an active approach showed that learning improved 38 percent in students’ understanding of kinematics. A different higher education-focused study reported that students learning traditionally were twice as likely to drop out of courses and three times as likely to leave college altogether compared to students using active-learning methods.

To quote the student-development theorists Arthur Chickering and Stephen Ehrmann, “Learning is not a spectator sport. Students do not learn much just sitting in classes listening to teachers, memorizing prepackaged assignments, and spitting out answers.”

So far, Mayer has built three escape rooms, covering history, English, and science, and he has run them a total of five times—twice for students, and three times to show teachers how they work. Now he’ll focus on spreading them through his New York districts and beyond. An upcoming talk he’s slated to give at the American Association of School Librarians is titled “Escape Into the Curriculum.”

Nicholson has observed the escape-room trend growing, both inside schools and in the wider world. In a recent global analysis of escape rooms, he discovered that 8 percent had a purely educational framework, while 22 percent included some educational elements. “Many recreational rooms do have components that are educational,” he said. “Some rooms taught about history and other culturally relevant topics, and some took advantage of an interesting story of local interest and used the room to help players learn more.” Good historic examples are the 1866 Ontario Gold Rush room in Ontario, and the Fall of the Berlin Wall in Make a Break Berlin, in Germany. Some have a more political framework, such as the Cuban Crisis game at Escapology in Orlando, Florida.

Shauna Pollock, a Toronto-based educator and the author of Creating Classroom Magic, a book about using the Disney-inspired principles of magic, safety, and courtesy in teaching, believes educational escape rooms have enormous potential to be effective in schools, since they can be adapted to any subject. “[They can] excite learners and help develop their skills, teaching them content through immersive, engaging play,” she wrote in a recent paper.

This style of puzzle-based learning is well suited for web-based games, which also provide access to a larger audience. In 2012, Arizona State University trialed this by building Science Detectives: Training Room Escape, a click-through online escape room for preK-12 learners. “Instead of the typical lecture, we wanted the student to have fun playing a game that just so happens to require using the Scientific Method to succeed,” said Charles Kazilek, the chief technology officer at Arizona State University.

Kazilek said escape rooms are a “natural problem-solving environment,” and he designed Science Detectives to produce a player summary when completed—something that students can print out for their teachers. They’ve had 98,000 visits to their homepage since launch, and Kazilek is working on a follow-up, Science Detectives: The Case of the Mystery Images, to release later this year. “One of our students commented, ‘It’s okay to trick us into learning.’ These types of games have the ability to do just that,” he said.

At the Rocky Mountain College of Art and Design, Sherry Jones, a games-studies instructor, is admittedly receptive to games in education, but was especially impressed with how quickly escape rooms engaged students. She said they’re structured so that players instantly become active participants, with a vested interest in winning. “In games, you read materials and have a Q-and-A session,” she said. “There’s no hand holding here.” Jones believes that  escape rooms will start spreading through education as a “way to make the classroom a lot more fun.” That, in turn, could create a stronger incentive for learners to engage with their studies. “Escape rooms in education is pretty new,” she said. “There aren’t many initiatives—apart from Breakout EDU, but that’s not a full-scale escape room.”

Launched in 2015, Breakout EDU is a recurring name in the educational escape-rooms space, and what the French teacher Nicole Naditz uses in her California classroom. The company sells small boxes, priced $89 to $119, filled with escape paraphernalia (think padlocks, UV lights, and hint cards), and an empty thumb drive for downloadable lesson plans, created to complement the curriculum. This allows teachers to access the large Breakout community of more than 8,700  members worldwide, and download custom escape games, as well as build their own.

Naditz heard about Breakout EDU at a teaching conference and was intrigued; the idea of engaging students through collaboration, creativity, and critical thinking was appealing. She created two classroom escape experiences for her class, both in French. “In life and work outside of the classrooms, solutions aren't singular, nor are they neatly packaged or synthesized into multiple-choice responses,” she said. “Breakout events prepare students for a more nuanced approach to solving problems.”

“The current K-12 system is obsolete,” said the Breakout EDU founder James Sanders, a former White House Innovation Fellow with a background in education and tech. So he devised a new one, using the escape-room model as a guide. Rather than breaking out of the room, players are trying to break into the box, and every lock involves challenges that create learning experiences.

“Breakout EDU games can help players explore Common-Core topics,” said Nicholson. “The gamification of the content can create short-term intense engagement.” However, he warns that the teachers don’t become obsolete; they need to create time for the class to analyze their gameplay. “Without reflection, we don't learn. Reflection is how we take a short-term activity, connect it into our existing memories, and embed it into our long-term knowledge,” he said. But not everyone agrees. For some teachers, Breakout EDU is overly simplistic. “I think this is a rudimentary step,” said Jones, the games-studies instructor. “It’s great for starting out, as it’s plug and play, but it doesn't push participants to be more active.”

Since this field is still in its early days, it will take some time before there’s a full scale roll out in schools. And because it’s so new, Nicholson’s research is the extent of the data on how escape rooms benefit learners. Educational escape rooms don’t exist in a vacuum; games must align with education standards and student engagement must be supervised. “Escape rooms are a tool, but not a magic wand,” Nicholson said. “They can engage players in the short term but need to be paired with other activities to bring about long-term change.”

But their potential is undeniable. “In the end, who does not like mystery and puzzles?” Kazilek said. “When you combine them with key learning objectives, you have a winning combination.”

/////////////////////////

So You Want to Build a Classroom Escape Room…

It’s easier than you think, and it’s totally worth the effort!

 
WeAreTeachers Staff on March 21, 2019

So You Want to Build a Classroom Escape Room Lesson

Classroom escape rooms (or breakout challenges) amp up the engagement and problem-solving opportunities in your classroom. The trick is to get kids used to the tool so you can use it with any content without having to explain the rules over and over again. Here’s how to make a classroom escape room work for you.

Just a heads up, WeAreTeachers may collect a share of sales from the links on this page. We only recommend items our team loves!

🔐 1. Get your box and locks ready. 

The first thing you have to do is get your box ready and learn how to use your locks.

You can buy boxes and locks or just use digital breakout challenges from Breakout.edu. They are super supportive and can give you a great intro on how it all works.

If you want to build your own box (or you know someone handy), this tutorial can help:

You should have at least three locks to make it fun. Test them out—learn how to set them and how to clear the code. There are so many fun ones to choose from, and all can be found online or at a hardware store.

ABC Lock

3 Digit Lock

4 Digit Lock

Directional Lock

Lockout Hasp (Use this to hold many locks that must be opened one at a time.)

For even more spy fun, add invisible ink to the challenge.

Invisible Ink Pen

Blacklight Flashlight You’ll need this to read the invisible ink!

🔐 2. Set the purpose.

Show kids how to quench their curiosity by teaching them how to find answers. The first step is to decide what the purpose of each escape room challenge is and then to tie every action, clue, and answer to this purpose. Don’t expect the escape room activity to do the teaching for you. Instead use it as a way for students to explore what they’ve learned already. If you want your students to learn the first thirteen British colonies in North America, make sure you send them down a path to discover them.
3. Create a story with puzzles and riddles to help kids understand what they need to locate.

So You Want to Build a Classroom Escape Room Lesson

This is a super fun way to get kids to remember what they’ve learned. Start each escape room challenge with a story featuring a problem that needs to be solved. Don’t tell too much at once. Let the story unfold as students find clues. Ben Franklin woke up on his twelfth birthday and discovered … This first riddle that opens a number lock might have the answer 01-17-18 because that would be the date of Ben’s twelfth birthday!

The great thing about escape rooms is that the puzzles the students need to solve in order to “win” or “escape” don’t have to be overly complicated. Close readings with questions afterward, whose answers have certain letters highlighted, will work just fine. You can also try math problems whose numbers are a lock combination. Or maybe you want to try a riddle about an event in social studies. These can all be used as tasks in an escape room lesson.

It’s often good to make one or two tasks fairly simple. It builds confidence and makes the students more eager to continue. Too many challenging tasks can leave our less confident students readyto quit. The key is a balance between easy, moderate, and challenging tasks.

🔐 4. Organize all the clues and activities.

This step is probably the most fun (aside from watching the students doing the escape room activity) as well as the most time consuming. Once you’ve decided what concepts you’ll be asking the students to review and what types of puzzles you will use, you can begin to organize the activity.

It’s often helpful to role-play (mentally) your activity before you run through it with a class. Pretend you’re the students. What do you want them to do from the moment they enter the room until the moment they’ve “escaped” or “won”? Is anything too easy? Unclear? Make sure they are challenged, but not overly frustrated. Then, build out each step by making sure that it makes sense logically to arrive at the correct answer.

🔐 5. Get everything ready to go.

You have to run through the activity in your mind to make sure you’re not missing anything important. Now it’s time to set out your lock box. If you’ve got a lot of kids and you want to be sure they all participate, you might want two or three lockboxes. Consider asking your PTO for help funding these awesome educational tools or make a project on Donors Choose.

Next, make sure your task stations are ready to go. At each one, you might set up a task card with all the materials needed for this task. If you don’t have a lockbox, consider handing each group of students a piece of paper with four squares on it. Once the group thinks they have solved the task correctly, they write the answer in a square and raise their hands. You’ll check the answer, and if they are correct, you can stamp (or sticker) their box.

🔐 6. Create a buzz!

Get your students pumped for this new experience. Make signs that say something like, “The escape room is coming. Are you ready?” and hang them around the room. Put the box with the lock on it in a prominent location in the room and refuse to answer any questions about it, telling students that they’ll find out soon enough. Students eat this stuff up! You’ll reap the benefits from this front-loading of excitement when your class can’t wait to get started.

🔐 7. Let’s get ready to ESCAPE!

The day has arrived! Today the students will be experiencing your escape room. Feel free to go a little overboard with your theme or decorations (signs with messages like “Do you have what it takes?” suspenseful music, etc.).

Most of all, take a breath because you’re in for a fast-paced, super fun day. Your students are going to love this, and you’re going to love seeing them excited about learning and working collaboratively, persevering through challenges. At the end, they’ll walk out of your room talking about how the day was awesome.

One important thing to remember is that they will be confused and might want to give up. They might fight with each other (and with you!). This is part of the process. It’s messy and not totally clear, but neither is true learning and following up on things you are curious about. Let them push through. 

🔐 8. Take a breath and time to reflect.

Once the escape room activity has ended, make sure that both you and your students make the most of the experience while it’s fresh in your minds. When the students arrive to class the next day, give them time to reflect on their experience. What did they feel they did well? How did this experience enhance their learning? Not only can this be part of the grade for the activity, it will also give you valuable information for your own reflection.

As you reflect, consider both what went well and what didn’t work. Taking time for this integral step in the planning process will make your future escape rooms that much better.

So what are you waiting for? Start planning an escape room today!

Alternatively, Design a School Escape Game yourself:

(Warning: starting from scratch is super fun but takes a LOT of time to do).

If you decide to build your own game, your imagination is the limit when it comes to how simple or elaborate you want to make it.

Plus, you can always start with something simple and build upon it over time as you assess outcomes and collect student feedback (i.e. use your students as guinea pigs!)

To get started, use your subject area to create a related theme, narrative, and objective for students to work toward.

Choose an Engaging Objective:

Create a narrative in which clues and puzzles require students to use the parallels you want them to learn or recount. Then add the magic - make it fun!

Here's why:

These are booooring objectives:

Write a five-page essay exploring the parallels between John Steinbeck’s East of Eden and the Cain and Abel story in the Bible, or

Prove that if two parallel lines are cut by a transversal, then the corresponding angles are congruent.

These are exciting!

Students are production assistants on the Warner Bros. lot in 1954 and must find Elia Kazan’s missing shooting script for East of Eden before anyone discovers it’s missing. Or,

Students must find a lost treasure in an abandoned mine using an old map and their knowledge of geometry.

Here are a few more examples, along with academic subjects that might be a good fit.

Scientists must race the clock to find an antidote to a deadly bioagent (chemistry, social studies).

Detectives must solve a murder mystery (chemistry, social studies).

Archaeologists must find and destroy a cursed historical artifact (physics, history, geography).

Treasure hunters must escape from a cursed Egyptian tomb (history).

WWII spies must uncover a secret German or Soviet plot (history, geography).

Party guests must discover how Jay Gatsby made his fortune (literature).

Space explorers must avoid a collision with an asteroid (physics, astronomy).

Art thieves must steal the right set of paintings from a museum (art history).

Space station engineers must write a program that keeps the life support system online while repairs are made (computer science, physics).
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Collect Fun puzzle ideas

Once you have an idea for your game, come up with a series of clues and puzzles that will lead students toward the objective. Here's a big list of cheap-to-make escape room puzzles to get you started.

You can write your clues on index cards or print them out (you can buy perforated “postcard” paper at most office supply stores) and laminate them. Or you can get really creative and make “clue props” from thrift-store buys or various types of printed paper (distressed parchment, vintage newsprint, graph paper, etc.).

Set up your game so students must answer the questions or solve the problems on each card in order to move on to the next step. You can add to the excitement by locking clues in padlocked boxes, hiding them in books, or requiring students to decode them using cipher keys, using digital locks like this, or even just a traditional key and a locked door.

The more closely you can align these challenges to your subject matter and narrative, the more satisfying the overall game will be, but any multi-step puzzles that require teamwork and communication to solve will give students opportunities to practice valuable skills.

For a more detailed guide to creating your first game, check out this Blueprint for Crafting Your First Escape Room.

Key in padlock

BIG LIST OF CLASSROOM PUZZLES

Keep in mind that, although this type of learning tool is based on escape games, the objective doesn’t necessarily have to be related to an actual escape. Any time-sensitive goal will do. (Handy tip: Zombies beating on the door will transform any goal into a time-sensitive one!)

If your subject area doesn’t immediately bring to mind a specific narrative, you might find some inspiration in this list of escape room themes.

Crafting a Valuable Learning Experience.

The High Wizards have gazed through our seeing-ball into every possible future. Our discovery? There are infinite ways you can design gameplay to enhance both entertainment value and educational outcomes. The more imaginative, the better!

You can test students on formulas or facts when the game is over or use the game as your assessment method.

You can design the game to reinforce facts learned in a previous lesson, such as recognizing parts of speech or elements in the periodic table.

You can add to students’ understanding of Shakespeare by writing clues in Early Modern English.

You can require students to solve mathematics equations to come up with padlock combinations or to answer questions about a book they’ve read to move on to the next step.

Or you can use clues to lead students toward the discovery of previously unknown information.

For example, a history teacher could task students with finding out what happened to Prince Edward V and his brother in 1483. Provide clues that lead students on the same path historians have followed, ultimately revealing that the case goes cold. Such an exercise would provide not only a lesson in history, but in historical research as well.
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Follow-up after the Classroom Escape Game.

Once the game is over, it still serves as a learning tool.

Encourage cognitive awareness by quizzing students afterward on their – and their teams’ – performance during the game. Ask them what they could have done differently to work faster or smarter. Give them an opportunity to examine their successes and failures and share their thoughts on both.

Additionally, you can show students how game tasks mirror actual job requirements in the real world to help them understand why what you’re teaching is relevant. In certain areas, this might also be a great way to introduce students to potential future career options.

To reinforce the critical thinking and problem-solving skills practiced in the classroom, set students a team assignment of making a short 10-minute escape room together.

Give teams of students a topic and the desired learning outcome and encourage them to write clues, design puzzles, and challenges, and put their classmates to the test. You can even start them off with the editable game file that comes with one of the downloadable school escape kits above.
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Well? What Are You Waiting For?

Teachers today must contend with shorter attention spans and more potential distractions than ever before.

It’s time to unleash your secret weapon: the combination lock!

Not only will you engage your students for the full duration of your class (a monumental feat on its own), you’re likely to rekindle the spark that got you into teaching in the first place!

Escape games are a surefire way to transform any classroom into a lively and positive learning environment.

Students will enjoy learning, retain more, and – most importantly – take with them valuable skills that they’ll need when they reach adulthood.

Can your students apply what they’re learning in practical scenarios?

It’s time to find out.
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Score a reusable Escape Room Kit your students will love:

Add one of these escape room kits to your arsenal of teachers resources for massive classroom engagement.

Once purchased, you're free to use it in every class, every year, forever!

They download instantly and are ready to print & party.

You can even edit the game, using PowerPoint, to add your own style and puzzles, as well as using it as a project for students to customize and make their own game.

Note: just email us if you require a Purchase Order (PO) & Invoice.

////////////////////////////

https://www.theescapeclassroom.com/freeworkshop2
