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Introduction 
 
 

“There are no extra pieces in the universe. Everyone is here because he or she 
has a place to fill, and every piece must fit itself into the big jigsaw puzzle.”  

Deepak Chopra 
  
  

  
The present toolkit is addressed to educators that want to convey and raise awareness 
to young people, fostering antidiscrimination feelings and inclusive communities’ 
values. It suggests to educators how to engage young people, and how to use an 
educational escape room for youth work, activities, and workshops in order to have 
practical tools to be used by other organisations and educators across Europe. 
Furthermore, they will learn how to use an educational escape room and implement an 
innovative teaching methodology by replicating the scenarios or by designing their 
creative version of an educational escape room once gained the specialist knowledge 
that this toolkit aims to provide.       

  

Based on the competencies and know-how held by the University of Coventry and 
Eufemia Associazione, the Escape Racism consortium developed a new toolkit for 
educators constituted of General recommendations for using Escape Rooms as a 
methodology for education and raising awareness; Details and management of groups 
dynamics; Guidelines on how to create an educational escape room with different steps 
to take, logistics and materials; 10 different how-to guides to replicate Escape racism 
escape rooms and the results of the testing phase that should be useful for educators 
to better understand impact and troubles.   
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The 10 scenarios and their guidelines were tested by the partners once they created the 
escape rooms in their spaces. In total were implemented ten scenarios of different 
escape rooms related to the topics of racism, discrimination, borders, modern slavery, 
disability, and bullying. The designed escape room scenarios were built and placed in 
dedicated spaces in each partner organisation’s facilities to replicate escape racism 
workshops and educational escape room training. 

  
Namely, CEIPES dedicated a room inside its Rise Lab, the Escape Room that was 
decorated by an Italian street artist and furnished to be always ready to play. The Rise 
Lab, Center for Innovation Empowerment and Networking, is located in a property 
confiscated from mafia entrusted by the Municipality of Palermo and it is placed in one 
of the most disadvantaged neighborhoods of the city of Palermo. In this way, CEIPES 
can directly involve young people with fewer opportunities that live in that area. Coventry 
University used the Disruptive Media Learning Lab, an experimental unit comprising 
academics, learning technologists, subject librarians, educational developers, and 
researchers. Designed to promote open dialogues, collaborative work, and exploratory 
play for all interested in defining the 21st-century university. This strategic place will be 
very useful to spread the Escape Racism methodology among teachers and the 
academic population. Eufemia used space inside a multifunctional youth center and 
artistic center situated in Torino that currently running as an educational escape room, 
involving young people and educators highly interested in this game educational 
methodology.   
ASPAYM located the escape room in one of 15 wooden cabins of "El Bosque de los 
Sueños" a superior tourist lodge run in Cubillos del Sil. This facility, managed by the 
organization, will engage young people from that Spanish rural area and, as it is fully 
adapted for people with disabilities, it is accessible and inclusive to all young people. 
Annually, more than 2000 young people are passing through this resort, in this way 
ASPAYM supports both, the impact and the sustainability of the project.   
Támaszpont MOPKA created the Escape Racism escape room inside the facilities of its 
youth center, very much attended by international youth as Tàmaszpont is a member of 
the European Network of Youth Centres for International and Intercultural Learning. 

  
During the first phase, while the consortium was planning the structure of this valuable 
tool, each partner involved and was supported by experts in human rights and anti-
discrimination, researchers and trainers that use non-formal education methodologies, 
who, with complementary competencies, have made a significant contribution to the 
final result of the Escape Racism Toolkit. 

  
Escape racism KIT (Handbook and Toolkit) is at the base of the Escape Racism – a 
toolbox to promote inclusive communities - project. It is the result of fruitful cooperation 
among all partners that provided their expertise, as well as the knowledge of the local 
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contexts and the expertise for different and specific target groups such as refugees, 
migrants, and non-formal education that brings an added value to the Toolkit. 

 

 

General Recommendations for Using Escape Rooms 
as a Methodology for Education and Raising 
Awareness 
 

Within his book ‘Homo Ludens’ (Huizinga 2014)1 looked at the effect of play on the 
learning experience and came to believe it took a central role within human learning 
processes and our understanding of the world whilst also enhancing social interactions 
and relationships with others.  This led to the development of new learning and 
engagement strategies, including the theory of ‘Meaningful Play’.  Meaningful play is 
defined as what occurs when the relationship between activities and actions are built 
into games as both discernible and inherent content.  The term is often used when 
describing the effects and benefits that the activity of playing has upon a human being, 
such as learning or behavioural change.  When this is combined with the dissemination 
of information it creates an environment where curiosity drives the learner forwards with 
a sense of wonder and excitement as they encounter new and interesting gamified 
educational paradigms. 

Escape Rooms utilise many of the practices and outcomes related to the theory of 
meaningful play, making them an ideal educational tool.  They provide an experience 
within which players can immerse themselves, suspending disbelief, and become part 
of the games narrative as they work to uncover and decipher clues, make decisions, and 
uncover facts.  Playing against the clock within a defined time limit also encourages 
aspects of time management, whilst working collaboratively as a team ingrains a 
greater knowledge and understanding of teamwork.  Escape Rooms come in a number 
of different formats.  The most popular of these are those where a group of players are 
locked into a room filled with materials, puzzles, and clues, which they must solve in 
order to be released.  It is also possible to purchase an ‘escape-room-in-a-box’ which 
contains all of the materials required to play a specific escape room.  Card games which 
utilise a companion app are also available, as are fully digital escape room experiences.  
Indeed, one of the escape rooms presented by Escape Racism is intended to be played 
fully online using a web browser. 
When creating an educational escape room, it should be themed as closely as possible 
to the subject you are trying to teach.  Deep research should be performed around your 
topic in order to understand the facts, subtleties, and nuances of it.  When making an 

 
1 Huizinga, Johan. 1970. Homo Ludens: a study of the play element in culture. London: Maurice Temple Smith Ltd. 
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escape room about a human experience, it’s a good practice to try to find, read, and 
listen to first-hand accounts from those who have experienced it.  Once you’ve 
performed your research, begin by writing a background story for the game, this will 
allow you to define the context of the escape room, the characters who might inhabit it, 
and raise ideas for the clues, puzzles, etc which form it.  When creating the clues, 
puzzles, and games that will drive your experience try and tie them to the subject matter 
covered by your game.  If you find creating puzzles is difficult there are a wealth of online 
websites that offer up imaginative ideas that can be adapted for your own purposes.  
However, do not discount off-the-shelf puzzles and games, such as jigsaw puzzles, 
which can be adapted to form part of your experience.  Make your puzzles in stages and 
build them into a game gradually, with one puzzle leading into the next whilst allowing 
the players to progress towards the conclusion.  The importance of this should not be 
underestimated as it will allow your game to flow naturally from start to end. 

Finally, consider how you will introduce and debrief your players.  These are important 
as they will provide context and information to the players allowing them to better 
understand the subject you are teaching.  Use an introduction to set the scene of the 
game and provide some background information.  Use a debrief to explain the games 
content and more detailed information about the subject it was created for.  Try to tie 
information in with your game or the puzzles you have utilised as it will create a deeper 
connection for the players and therefore greater learning will be achieved. 
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Details on group dynamics  
 
The educational escape room is an extremely flexible tool that can be adapted to 
different contexts and target groups. For this reason, the following indications offer 
hints (but not strict guidelines) on the main things to keep in mind when setting up a 
room and running a session.  
 

Booking management 

Do not underestimate this part of the process: a good booking system can save dozens 
of working hours and make the experience much more enjoyable for the management 
staff. It is important to find a booking system that is easy to access for attendees and 
easy to manage for organizers. We suggest an online booking system whose link is 
integrated into the press release, social channels, website, newsletter,... 
When managing shifts, keep in mind the time required for debriefing and rearranging 
the room: do not rush, take your time (testing is good to know how much time you need 
to rearrange a room after each round). 

During the booking phase it is good to ask: the number of participants and their age, so 
to analyze the type of turnout, a telephone number to communicate with the group more 
easily and an email address to send the follow-up material. 
Tip 1: if you need to organize the group of facilitators (maybe they are volunteers from 
the organization, or young people involved in the project), it might be useful to close the 
reservations 48 hours before, in order to be sure to cover all the shifts and also to free 
the facilitators if their slot is empty. 
Tip 2: we recommend a location easy to reach by your target group. If you aim to involve 
youth from that neighborhood in the suburban area, better not to open the room in the 
city center and vice versa. 
Tip 3: people tend to play during the afternoons and evenings, especially on weekdays, 
while on weekends it is good to open for the mornings as well. Exception: schools! 

 

Dress code 
Wearing a shirt from the organization or something else that appeals to the project 
eases the recognition of the facilitators and their role. 

 

Welcoming 

The aim of the activity is educational and the first tool for education is relationship. 
Be sure you create the conditions for a connection with the group: it is a fundamental 
step for the success of the activity! 



 

 

   Pag. 8 

 

You can start introducing yourself, asking them about who they are and how they got to 
participate, finding a common interest, breaking a joke... 
The topic covered by your escape room has to be introduced as soon as possible. Before 
the game, quickly but meaningfully, show some materials and resources so that they 
can get some information on the subject. You can come back on those in the debriefing 
part. 
Then, before entering the room, it is necessary to explain what an escape room is: the 
best way to do it is to let them explain (if they have already played one) so we only have 
to integrate with any additional information.  

Tip 4: if you want to start on time, tell the group to come 10’ before their starting time. 
 

The story 
To introduce the participants to the game and present the mission to them you can use 
multimedia contents (videos, photos...) but it is good for the facilitator to contribute with 
a little...cabaret!  
It is important to bring the setting closer to the participants trying to understand the 
aspects that may interest them the most.  
 

The game 
During the game you should be able to observe the group dynamic in a discreet way. In 
fact, people appreciate playing freely while knowing that they can ask for suggestions if 
necessary.  
Observing and listening to the players is essential to be able to give suggestions at the 
right time (not too soon because otherwise the "challenge" effect is lost, but not too late 
because being blocked for a long time on a puzzle is boring) and in the right way (the 
first suggestion should not be too explicit and direct and must be lowered into the 
setting as much as possible, if the group still does not solve the puzzle the suggestions 
become more and more clear). 
Tip 5: note down the difficulties encountered by the group or the aspects that engaged 
them the most. These are excellent starting points for the debriefing. 
Tip 6: if your game is designed in such a way that is mandatory for the group to complete 
the tasks, be careful in time checking and support them so as to finish in time. This 
might be the case for an adventure that has a plot twist or a meaningful discovery at the 
end. 
On the other hand, if the group is enjoying and they don’t need to complete all the steps 
to have a good discussion after that, there is no need to squeeze them up if they are 
late. They might even come back for another round and still have fun. 
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Debriefing and call to action 

Once the game has concluded, by the players either escaping or running out of time, it 
will be time to debrief them. You can start asking the participants to write some 
keywords on some post-its, and then ask some open questions. 
Start the debriefing by focusing on the participants' feelings about the achieved result, 
and whether they managed to leave the room or not. 
Introduce, then, a reasoning and a possible debate on the topic covered by the escape 
room scenario, and from parallelism to the present, they live to continue to reflect on 
the meaning of the experience through questions that requires participant opinions and 
reflections. 
Finally, try to achieve feedback on the dynamics of the game and puzzles. 
 
Once concluded the debriefing suggest some local activities or groups where young 
people could volunteer or play effective activism to fight against racism and 
discrimination by contributing to their inclusive community. 

 

Conclusion 

Or the art of say goodbye. 
A group photo in the room is a great way to keep track of the participants and at the 
same time leave them with a nice memory. 
If you have some spare or dedicated budget, a gadget closely related to the topic, or the 
project is a good opportunity to remind them about the good resolutions.  
Tip 7: be extremely careful with privacy and data collection. Always ask for the people 
permission to use their photo.  

Tip 8: collect emails to send follow-up material and to keep in touch with people.  
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Guidelines for Setting Up Escape Racism Escape 
Rooms  
 

Escape Racism has created a series of 10 educational escape room experiences for you 
to construct and run.  Each escape room is related to a topic selected by the consortium 
in the hope that they will be used to combat issues within society and change social 
attitudes.  Five topics are covered, with two escape rooms related to each.  The topics 
are Racism & Discrimination, Bullying, Disability, Modern Slavery, and Borders.  A series 
of handbooks, guides, and videos have been created containing instructions for creating 
and running these rooms, all of which can be found upon the escape racism website; 
https://www.escaperacism.infoproject.eu/resources/ 

Within the handbooks and guides, you are provided with all of the information required 
to purchase, construct, and run the escape rooms.  A narrative storyline detailing the 
background story of the escape room is included and these will help you to understand 
the games better when you run them.  The storyline will also help by supplying detail 
and ‘flavour’ which aids the educational aim.  The contents of each escape room are 
listed, allowing you to easily purchase the materials you will require to construct 
them.  Some of these materials may require a degree of construction or 
modification.  For example, items may be included within the escape rooms kit which 
you will need to print out whereas other materials may need to be combined or modified 
before they can be used.  Where this is the case, information about how to do so is 
provided.  In some instances, red herrings are used within the game.  The aim of these 
is to misdirect the players when playing the game, adding an element of selective 
gameplay.  Red herring items may be swapped for other items where desired but try to 
keep them related to the context of the game where possible. 

Detailed instructions on how to set up each room provide the necessary information for 
constructing the escape room itself.  These show which items should be placed where, 
for example, you may need to place a pack of playing cards in a box prior to locking it 
and placing the box in a specific location within the room.  Alongside this, information 
about how the puzzles work in combination with each other, to allow the players to 
escape, are supplied.  These should be read fully if you are to understand the how the 
mechanics of each game work.  Finally, within the handbooks and guides, information 
on how to run the games can be found.  These sections supply details on how to 
introduce your players to the escape room, run it, and then perform post-session 
debriefings with the players.  These are important sections which will give you 
opportunity to drive home information about the related topic. 

Video guides can also be found upon the website.  These act as visual aids for setting 
up and running each escape room.  Within the videos, you can view sections and gain 
tips on introducing your players to the escape room, the storyline associated with each 

https://www.escaperacism.infoproject.eu/resources/
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game and its connection to the related topic, how to set up each escape rooms 
contents, how to run them and debrief your players at the end of the session. 

 

 
  



 

 Guilty? The last 
word to you! 

 
ESCAPE ROOM GUIDE 

Escape Racism: Toolbox to Promote Inclusive Communities 
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Introduction 
This escape room is intended to create a scenario in which players have to take a decision on a 
case of racism and discrimination as judges. During the game, players will receive information 
on the context where they are playing, which is futuristic and dystopian. They will also find in 
the room information about the fact for which they are called to take a sentence. The game 
develops on two levels, the game itself, through the resolution of clues, and the path that leads 
to the final decision to be made, which is unrelated to the resolution of the games but closely 
connected in its meaning. 

The scenario is structured so that the participants are in a path of identification in which they 
have to make a decision on an event that happened following racial laws in a dystopian future. 
The purpose of the escape room is to create a path of raising awareness on how a person may 
feel being victim of discriminatory laws, putting them in a position of judgment.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 

 

 

3 
 

 

 

Narrative 

The context 
It’s the year 2059 in Sicily. A very strange trend is spreading in the Italian region: blond 
people are less and less frowned upon by the rest of the population and are increasingly 
excluded from society. Media and influencers started to make fun of people with blonde hair. 
Brown hair colour is seen as the Sicilian hair colour, a symbol of identity that must not be put 
in discussion, so that all other colours have less value. The trend became a major problem, 
because more and more people adapted the behaviour of the so considered “fun” videos in 
their everyday lives. Over time, a huge exclusion of people not having brown hair started in 
Sicily and a clear separation by hair colour started in the society.  
It is December 3, 2059 and the sicilian government needs to get more votes. For this reason 
the president decides to follow the major trend that is spreading very fast in the island, 
issuing a special decree for the protection of brown people. It is decided to separate blonde 
hair persons from people with other hair colour in public life as the first government in Italy. 
An official register with all the blond people is built so that there are special quarters where 
blond people live, special schools for blond children, places to play, supermarkets,  they can 
only stand in the back of the bus and not sit in the air-conditioned front with comfortable 
seats, and marriage between people with brown and blond hair is forbidden. The general 
situation is that people with blond hair have less rights. 

The fact 
Luca is a 28 years old guy. He has brown hair with a natural blond streak on the back of his 
head.  One day, he is going by bus to the office. Because he always starts working very early 
in the mornings, he was falling asleep in the bus and didn’t hear people talking about him. 
Someone discovered the blond streak. According to the new decree, it’s possible this guy 
sleeping in the bus coloured his hair to use the comfortable air-conditioned part of the bus, 
while other people with brown hair don’t have the chance to take a seat in the crowded bus! 
Luca’s neighbour is on the same bus and once she noticed the streak in his back, she called 
the police. Luca goes to a precautionary arrest and a group of judges, according to the special 
decree, is called to take a decision on his case, in a very secret room. The judges will not 
leave the room until they won’t take the final judgement on Luca’s case. 

 

 

 

 

 

 
 



 
 

 

 

4 
 

Required materials 
To create the setting and puzzles for the “Room of judgement”, you will need a room, where 
it is possible to positionate the materials and furniture listed below. It is not difficult to create 
this scenario since it is a kind of office with some materials useful for the games: a wardrobe, 
a table, chairs, a library with books. The latter of these can also act as a red herring for players 
and help to hide game items. 

Elements for the room: 

• 1x wardrobe 
• 1x table with drawer 
• 1x chest  
• 1x library 
• 10 or more x general books 
• 1x magnetic board 
• 1x square puzzle rubber mat as carpet 
• 1 x photo frame in the shape of a wooden tree to hang on the wall (or just a draw) 
• 2 (or more) x chairs (optional) 

Game items 

• 1 x secret diary with lock  
• 1 x key of the secret diary 
• 1 x magic wooden box 
• 1 x  glass vase 
• 1 x plant (fake) 
• 15/20 x corks 
• 1 x clock with a hidden box 
• 1 x phone 
• 1 x watering can (or pitcher) 
• 1 x wooden  
• 1 x chain 
• 2 x lock with 4 numbers combination 
• 1 x lock with 5 letters 
• 1 x wooden box 
• 1 x lockbox with 3 numbers combination 
• 1 x compass 
• 1 x wooden hammer 
• 1 x buzzer 

Items to be prepared or printed: 

• 5 x pictures for the genealogical tree 
• 5 x instagram screenshots of Luca’s profile 
• 1 x printed morse code  
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• 1 x printed decree 
• 1 x answering machine creation with riddle 
• 1 x map with symbols standing for (north, south, east, west) 

 

Combination and Puzzle Boxes may be substituted for standard wooden or cardboard boxes 
with holes cut into them through which a combination lock can be inserted in order to lock the 
box shut. The following materials may also be included to act as red herrings, although other 
objects may be substituted should you desire: 

• 1 x police report 
• 1 x ICD - 10 book copy (pages on skin diseases) 
• Assorted Old Newspapers or Magazines 
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Preparation 
Some of the materials used within the escape room will need to be prepared. In some cases, 
preparation of materials may require ‘do-it-yourself’ (DIY) skills. Please seek assistance if you 
feel uncomfortable doing this yourself. 

1. Prepare a laptop or a tablet placed inside the room with the two opening videos, as the 
first thing players will see, in order to be immersed in the story of the game. The first 
video is a newscast in which the scenario of history is given (the new racist laws in the 
Sicily of the future) and the second is the testimony of the person who witnessed Luca's 
arrest on the bus.  

2. Create the genealogical tree of Luke's family. You can use characters like the ones from 
the game "Guess Who?" or choose random photos, with blond-haired people and 
brown-haired people. The tree must contain all characters except 5 photos. For each 
character make sure that there is the photo and the numerical date of birth in the form 
of 08/10/1990 under the photo. Print the family tree sheet with the 5 missing photos 
(with blank spaces) and the 5 photos on another sheet. Under the photos of the missing 
characters there must be the date of birth and the days of the months must be of 5 
different colors: blue, red, yellow, green, purple (choose the colors based on the 
colored numeric lock you can find on the market). These 5 single photos will be hidden 
inside the room in different places. 

3. Procure a wooden magic box: a small box that is not easy to open, you can easily find 
one on the internet. Be sure it won’t be too difficult to be opened: this will be the first 
short game to solve. Put inside the box a post-it with this sentence: “Time is...too short 
when you have fun, too long when you get bored...a hint when you play!” 

4. Prepare the police report, that is a red herring, which serves to provide elements of 
Luca's story. Make sure there aren't too many numbers in the report, which can be too 
misleading. 

5. Procure a clock with a hidden box behind. Hide inside the hidden space behind the 
clock the photo number 1 and a sheet with a printed Morse code. If you don't have a 
clock with a hidden box available, you can alternatively attach the photo and morse 
code to the back of the wall clock so it won't show when the clock is hanging. 

6. Prepare sheets with Instagram screenshots of Luca's profile (a fake profile, you can 
create images with photoshop). The aim is to hide a phone number in the sequence of 
sheets arranged in order on the whiteboard, next to each other. In each sheet insert a 
photo and a descriptive caption. There must be one or two hidden numbers in the 
photo. For example, a photo with the birthday cake, with the number on the cake, a 
descriptive caption about Luca's life. 

7. The telephone number must be of one of the facilitators or a registered answering 
machine. Prepare a riddle of medium difficulty to enter on the answering machine or 
to say over the phone when players call during the game. Example of a riddle: "If you 
stand on top of me, I'm still ... if you move away, I spin like a top. Give the definition 
using an intermittent code". 
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8. Print a sheet with the morse code and put it in the back of the clock. Procure a button 
that allows a short and a long beep; if you don’t find it, use a free phone app called a 
"buzzer". This game allows the participants to have photo number 2 from the facilitator 
who can manually pass it. 

9. Print a sheet with a compass and geographic coordinates drawn. Next to each 
coordinate (north, south, west, east) draw a different symbol, which could be a setting 
sun, a sun with clouds, a moon, a star. 

10. Print a sheet in which you have drawn a path and in sequence the symbols 
corresponding to the coordinates (therefore a sun, a moon, etc.). 

11. The path must be created based on the space available in the room. 
12. On the floor, place the coordinates on which the participants will move following the 

path created. The ideal would be to have a rubber mat formed with squares set like a 
puzzle, of two different colors, so that visually you have a chessboard. 

13. Get a secret diary that closes with a small padlock. Inside the diary, hide photo number 
3. Also, on the pages write Luca's reflections, this tool is also very useful to provide the 
player with further information on the character's history. 

14. In the last reflection of the diary, write a note about a friend of Luca who was arrested 
for being blond. Give a physical description of the boy. On the next page insert photos 
of Luca's friends scattered with a 4-digit code next to them. The one next to the photo 
corresponding to the description of Luca's friend is the code that will be used to open 
the chest. 

15. Prepare and print some pages of the ICD-10 book concerning the skin diseases. You can 
find it easily on the internet. This will be a red herring. 

16. Prepare the racist decree and print it. The racist decree is a useful element to provide 
further details of the dystopian scenario of a future Sicily based on racial laws. The 
decree contains a game: in the articles of the decree, add extra letters that make the 
word misspelled (for example in the word “must” add an “r” → “Mustr). The extra 
letters are used to form the word that unlocks a padlock with letters (suggested word: 
race). 

17. Set up the fake plant: create a mechanism that allows you to hide a code at the base of 
a plant pot. Get a transparent jar and put inside a laminated leaflet with a code visible 
and legible from the outside. Cover the base and the code with corks. Place a plant with 
holes in the base of its pot at the top of the big pot so that there is space (about 20 cm) 
between the base of the pot and the base of the plant. The plant is better if it is fake, 
so as not to ruin it. Once the plant is composed, try to pour the water on the plant and 
see that once the caps are raised, it is possible to read the code. 

18. Prepare the final lockbox with the colored numeric lock and set it with the month 
numbers of the 5 missing photos. Alternatively, you can use a simple 3-digit padlock 
and insert inside the previous lockbox a sheet with the 5 colors drawn and the phrase 
"if it is divisible by 2, it is not to be considered". Which means that players must use the 
3 odd digits of the months of the missing photos. 

19. Put a wooden judge's hammer inside the final lockbox with a sheet that says "The time 
has come to deliver the sentence. Before leaving the room, the committee decides on 
Luca's innocence or guilt by carrying out a symbolic action from the decree ". In the 
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decree it is necessary to insert an article concerning the decision of the judges on the 
case of Luca. 

 

Creating the room 

The location that you use for this escape room must be large enough to contain all of the 
materials required to play the game plus approximately 4-5 players. It should not, however, be 
so large that objects and materials are spread over a wide area. If you have access to a larger 
space such as a classroom, assembly hall, or gymnasium, you could mark out the boundaries 
of the escape room using hazard tape. If you do create a room in this manner, make sure that 
your players are aware that they should not step outside the boundaries whilst playing and, if 
you want to be especially harsh, impose a time penalty on them for doing so. To create the 
room, use the following steps: 

1. In the room there should be a cupboard or cabinet with doors to put inside: the wooden 
magic box and the police report. 

2. Place the family tree sheet on one wall in the room and hide the 5 missing pictures in 
the right places. 

3. Hang the clock on a wall of the room after placing photo number 1 inside the hidden 
box (or behind the clock). 

4. Create a space in a nook with a small table or a stool to place the buzz in.  
5. Create a "board of clues" and place it on one of the walls of the room. 
6. Place the sheets with the images of the instagram screenshots on the whiteboard with 

magnets or thumbtacks, in order so that the sequence brings up the phone number. 
7. Place a table in the center of the room and place a compass and the computer or tablet 

on top for the initial videos. 
8. Attach the path map sheet to the sides of the closet (or to another piece of furniture in 

the room) so that it is slightly away from the checkerboard rubber mat. Put a post-it 
note on the paper that says "do not touch". 

9. Place the foam squared carpet under the table 
10. Place the key under the final square of the path to open a secret diary. 
11. Place the picture number 3 inside the diary 
12. Place a bookcase in the room, where you put the secret diary, the ICD-10 Book and a 

few other books (not too many, and not even misleading) 
13. Prepare the chest: put inside a watering can full of water (place it so that the water 

does not spill), and a box closed with a lock. 
14. The letter combination padlock that opens with the word "race", should be positioned 

for closing the desk drawer (or another closed box). 
15. Place photo number 5 inside the drawer closed by the letter combination lock. 
16. Fix the vase with the plant on the furniture by attaching it to a sheet of paper attached 

to the furniture. It is important that the vase is smooth and totally transparent. 
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17. Put photo number 4 in the lockbox inside the chest and close it with the padlock set 
with the code at the base of the plant. 

18. Place a whiteboard or flipchart with a marker near the exit door in which the players 
will write the final sentence "guilty" or "innocent". After this last action the escape 
room will be over and the de-briefing will begin. 

19. Place the final lockbox under the judgment board.  
 
 

Example set-up image 

The following image shows an example of how-to set-up the escape room taken prior to initial 
play. 
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Game goals and puzzle connections 
The game was built along parallel lines, which all lead to the 5 photos that will complete the 
family tree. Photos 1, 2 and 3 can be found independently in the first phase of the game, as 
the elements are present in the room from the very beginning. Photos 4 and 5 constitute a 
second level of the game, which begins with the opening of the chest. 

Once the photos have been found, the final stage of the game begins, leading to the players' 
final decision as to the facts of the story. 

The following structure is built into the game. 

1. Inside the wardrobe (which is open) they will find the wooden magic box, which will 
lead to the clock, where they will find photo number 1. 

2. Looking at the Instagram screenshots, they will get a phone number.  
3. Using the telephone at their disposal, players will call the number found in the 

screenshots, and listen to an automatic message on the answering machine with a 
riddle. They will transmit the answer via Morse code by looking at the alphabet 
provided. They will get picture number 2. 

4. Looking around the room, they will notice a compass on the table, a map with a 
path posted on the closet, and a sheet of coordinates on the whiteboard. By 
following the directions given by the map and using the compass to determine 
which is north, you will be able to find the square of the board where the key to the 
secret diary is. 

5. Once they open the secret diary, they will find photo number 3. 
6. Reading Luca's testimonies in the diary, they will find the game that will lead them 

to recognize Luca's friend who has been arrested and the combination to open the 
chest. The second level of the game begins. 

7. Inside the chest they will find the decree with the racial laws, the watering can with 
water, and a combination lockbox.  

8. By putting water into the fake plant, they will find the code that allows them to 
open the lockbox. Inside they will find photo number 4. 

9. Analyzing the racist decree, they will find a word that will allow them to open the 
drawer in which photo number 5 is located. 

10. By analyzing the complete family tree, it is possible to have all the dates and 
numbers colored. By interpreting the sheet with the colors that was in the drawer, 
it will be possible to find the code to open the final lockbox. 
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Game flow chart 
The following chart serves to represent how the games connect with each other and how the 
game flow unfolds. 
 
 

 
 

Legend: 
Blue: element for the puzzles 
Red: red herring 
Orange: box to unlock 
Green: Important element to find to escape  
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 How to Win  

To complete the game, players must have put together all the photos, and open the final 
lockbox. Inside the last box they will find the hammer and a sentence that will lead them to 
make a decision on Luca's case. 

The end of the game has a double meaning: the end of the path of games and the symbolic 
end of the time available to decide on the case. The players have to write on the board if Luca 
is guilty or innocent and this will officially end the game. 

 

Facilitation 

For the introduction use the two videos created to let the participants understand in which 
context they are playing. The first one will give the context that is the background in which the 
fact is developed. The second video will give the players the references of the fact on which 
the scenario is built on. Be sure that the players understand what their goal is and start with 
excitement and curiosity.  
During the game it is important that the group is in a good mood. It does not matter if they are 
stuck with a puzzle, as long as they have fun with that, but if they are getting bored, the 
facilitator should intervene to help them.  
According to the group age and skills, hints can be provided either verbally by asking questions 
in the style of a player, ‘what’ that in the bottle’ or written down in a note and thrown into the 
room. When providing hints try not to make them obvious and most importantly of all, do not 
solve any part of the puzzle for the players yourself.  
Important note: The final action is the basis to start the debriefing phase, so be sure that the 
group won’t run out of time. 

 

Debriefing the Players 
Once the game has concluded, start the debriefing with the players. The debriefing should 
begin by asking the players how they feel and what they think they have discovered.  

The fact that the whole game has been developed on two parallel lines, that of the game and 
that of the decision on Luca's case, gives the trainer the possibility to reflect on what this 
process meant for the players, having to decide on the case. 
In the final moment, in which they have to make the decision, the players have a few seconds 
to decide together what the verdict should be. The debriefing begins with the very last step of 
the room.  
The facilitator can take a cue from what the players said at that time to start the debriefing. 
During the game process, if players make any comments related to the story or as a comment 
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on the room topic, the trainer can make some notes for use in the debriefing. 
The objective of this phase is to collect the feelings of the players in a role where they have to 
decide on a case in which racist laws are applied. 

Luca’ episode, taking place on a bus, recalls the racial laws of the USA in the 1960s, when black 
people were ghettoized in cities, in schools, and in buses they could not sit next to white 
people. The debriefing should focus on the situation between blond people of the game 
context and black people and how similar they are. 
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Introduction 
“Exodus through the space” is settled in a dystopic future where the eruption of a huge volcano 
put the Earth in danger and all human beings have to leave planet earth. Players are inhabitants 
of the earth who must pass the tests related to prejudice and discrimination to be able to live 
in the new planet in peace with the other inhabitants. In the end the last test allows to acquire 
"citizenship" in the new planet.  
One of the goals of this scenario is to understand and analyse the fear - and consequent 
discrimination - towards the "foreigner", trying to reverse the perspective. The participants of 
the escape room, indeed, will be the people who will have to win the trust of the inhabitants 
of another planet. 

Moreover, they will understand and experience how difficult it is for migrants coming from 
some parts of the world to move because of the scarce "power" of their passports and how this 
reality makes them even more subject to racism and discrimination. They will empathize with 
the condition of a person discriminated against only because of the status of migrant, who 
moves to seek better living conditions. They will also learn and understand the level of racism 
and discrimination across Europe against different groups (migrants, Roma people, Jewish 
people, etc.) and how the individual can take action to combat racism and discrimination. 
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Narrative 
The imminent eruption of a huge volcano that has remained dormant for centuries has 
suddenly put the Earth in danger. 

All human beings are therefore forced to leave planet earth and take refuge elsewhere: the 
safest place is the recently discovered planet WHAKAORANGA.  

This planet is ten times the size of the earth and is inhabited by creatures called hunga ruarua. 
It is possible for humans to live there thanks to the presence of water, oxygen, and all vital 
elements.  

It seems to be the only place that can guarantee salvation, that's why the inhabitants of the 
earth begin to move.  
The creatures of the planet Whakaoranga, however, are very worried about the arrival of 
humans, who are not seen in a good light: they could "bring diseases" or "steal the work". 
All new arrivals must momentarily live in various identification centres and pass tests in order 
to be welcomed and integrated into the host society on the new planet. 
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Required materials 
To create the setting and puzzles for the “Exodus trough the space”, you will need a room, 
where it is possible to divide it in two separate areas trough a rope or a curtain. The first room 
represents the planet earth where players have to find the right way to travel to the safe planet. 
Once found the key to the second room, players will be inside the centre of identification of 
the planet WHAKAORANGA, where from a window with bars it is possible to see the earth and 
other planets. Inside this room they must pass several tests to gain citizenship.  

 
Elements for the room: 

• 1x table   

• 1x locker with doors   

• 10 x or more books  

• 1x pouf (optional)  

• 1x locker 

• 1x sofa  

• 1x magnetic board  

• 2x chairs (optional)  

• 2x stools  

• 1x rubber puzzle mat  
   

Game items:  

• 1x secret diary   

• 1x glass jar   

• 2x coins of 2€   

• 1x coin of 1€  

• 5x coins of various types  

• 1x Swiss army knife  

• 1x sleeping bag  

• 1x hiking hat  

• 1x pack of bars  

• 1x pack of medicines  

• 1x pack of patches  

• 1x rope  

• 1x water bottle   

• 1x box of hiking shoes  
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• 1x compass  

• 2x padlocks with combination of 4 numbers  

• 1x padlock with combination of 5 numbers  

• 1x padlock with combination of 3 numbers   

• 1x UV Invisible Ink Pen Flashlight  

• 1x battery for flashlight  

• Chains to close the cabinet and the boxes (optional)  

 

Elements to be printed:  

• 1x crossword puzzle  

• 1x maze with different planets (60x60)  

• 1x interview with the inhabitant of Wenerau 
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Preparation 
Some of the materials used within the escape room will need to be prepared. In some cases, 
the preparation of materials may require ‘do-it-yourself’ (DIY) skills. Please seek assistance if 
you feel uncomfortable doing this yourself. 

1. Prepare a smartphone with a voice record of the first message from Bea. You can find 
the text in the Exodus through the space Materials. 

2. Print the Maze in format 60x60 and a small copy to attach to the diary 
3. Use an old diary and transcribe the text of the diary underlining the bold words and 

then attach on the first page the maze that leads to Wakaoranga. 
4. Print the permission to stay and cut it into 4 parts (1. Heding in dark green; 2. Planet 

with the limitless permission approved; 3. 1 heart, 1 heart, circulating blood; 4. 
President signature). Write on the back of each piece one number, it will be the 
combination to escape the room, once the players will find all the pieces and will put 
them together. 

5. Write on one wall of the second area, with UV Invisible Ink Pen Flashlight, the 
sentence “He’s lying there looking at the TV upside down, sit where you’d sit.” 

6. Print or paint on the wall the window to the earth from the identification center in 
the second area of the escape room. 

7. stick a piece of paper with the corresponding number on the following items: 1 Rope; 
2 energy bars; 3 sleeping bag; 4 Switzerland army knife; 5 bottle; 6 medicine; 7 
trekking shoes; 8 hat; 9 Compass; 

8. Print Bea’s letter, you will give it to players at the beginning. 
9. Print the red herrings “Interview to a Wenerau inhabitants” and cut it into 6 parts and 

put them on the whiteboard with magnets or thumbtacks. 
10. Prepare a big jar made of glass and build a cap with a tiny slit, put inside some coins 

and attach a piece of paper outside with the words “SAVE”. 
11. Reproduce a newspaper page with articles on diversity and inclusion and the climate 

crisis, migration, and refugees (you can find a printable example on Exodus through 
the space materials). 

12. Draw or print in a sheet of paper the reverse side of 2 coins of €2 and one of €1. In 
the order you prefer, it will be the code to open the three-digit padlock.  

13. Print the padlock cards of people rejected to access to the space shuttle or reproduce 
them by paying attention to the name of the people. Each name must have different 
colour and specific number of letters (necessary to open the colours padlock): e.g., 
blue, red, yellow, green, purple (choose the colours based on the coloured numeric 
lock you can find on the market) and the number of letter of the name corresponding 
to the number chosen in the related colours e.g.: 4 blue Jhon; 7 red Martina; 6 Yellow 
Mileva; 5 green Marco; 5 Purple Hajar. These 5 cards will be hidden inside the room in 
the envelope under the stool. 

14. Print the crossword or make one yourself on discrimination issues. The solved letters 
will open the lock with 5 letters through a meaningful word.  

15. Draw up a quiz online through a platform like a google form and ask some questions 
on discrimination and racism based on European statistics on ethnic minorities and 
their discrimination. At the end of the quiz will appear the stellar map. 

16. Create a free QR code linked to the quiz and print the QR to place in one box in the 
second area. 
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17. Place fluorescent stars stickers on the rubber puzzle mat, following the map of the 
stars. 

18. Procure a wooden magic box: a small box that is not easy to open, you can easily find 
one on the internet. Be sure it won’t be too difficult to be opened. Put inside the box 
the piece of the permission to stay with the dark green heading. 

19. Put the key to the main door of your room inside the closet and using a chain, secure 
the closet with the last padlock of 4 numbers. 

 

Creating the room 
The location that you use for this escape room must be large enough to contain all of the 
materials required to play the game plus approximately 4-5 players. It should not, however, 
be so large that objects and materials are spread over a wide area. If you have access to a 
larger space such as a classroom, assembly hall, or gymnasium, you could mark out the 
boundaries of the escape room using hazard tape. If you do create a room in this manner, 
make sure that your players are aware that they should not step outside the boundaries 
whilst playing and, if you want to be especially harsh, impose a time penalty on them for 
doing so. To create the room, use the following steps: 

1. Divide the room with a rope or a curtain, in the middle of the room that acts as a 
door. Put on it a three-digit padlock and if the players don’t open that lock, they can’t 
go to the other half of the room.  

2. Set the three-digit padlock according to the order of the reverse side of the coins 
drown in the sheet of paper. 

First area of the escape room: 
1. Hang the stellar map on the wall. 
2. Place a pouf and two stools in the room 
3. Place a library with several books and among them put the travel diary that contains 

clues to the first padlock.  
4. Place a Chest with items to fix the first lock (Rope; energy bars; sleeping bag; 

Switzerland army knife; bottle; medicine; trekking shoes; hat; Compass;) 
5. Set the first padlock with the code related to the objects in the chest combined with 

the bold words in the diary to create a combination of 4 numbers (e.g. 1945) 
6. Put inside a wooden box the newspaper article and the sheet with the back of the 

three coins and lock it with the first padlock. 
7. Place the magnetic board with the red herring on the table. 
8. Hang on the magnetic board an extended magnetic antenna.  
9. Put on the table post-it and a pen, and some misleading objects. 
10. Store in a glass jar with a small slot, some coins, and the torch's small battery (useful 

in the second area). Make sure that there is one coin for each coin back drawn on the 
paper, so that following the order of the drawing, players can get the code of the 
second padlock to access the second area.  

Second area of the escape room: 
11. Attach under a stool an envelope with cards of people not admitted to the ship, 

useful to solve the code of the coloured lock. 
12. Hang on one side of the closet the crossword. The solved letters will open the lock 

with 5 letters through a meaningful word. 
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13. Place inside the second chest a case containing the torch and a fragment of the 
residence permit with the president’s signature. The box is closed by chains secured 
by a padlock with letters (solution letters from the crossword puzzle). 

14. Write with UV Invisible Ink Pen Flashlight, the sentence “He’s lying there looking at 
the TV upside down, sit where you’d sit”. 

15. Put inside the magic box the piece of the permission to stay with the dark green 
heading and, place the wooden magic box under the sofa. 

16. On a coffee table rests a wooden case closed by a coloured padlock. Inside are kept a 
fragment of the residence permit (permanent residence permit) and the QR code to 
answer the quiz. 

17. The box on the coffee table is locked by a padlock with coloured numbers. Set the 
combination in relation to the numbers of letters and colours of the name reported in 
the padlock cards of people whose access to the spaceship was denied (envelope 
under the stool). 

18. Once stuck fluorescent stars stickers on the rubber puzzle mat, in correspondence 
with the red star (in the picture) hide under the piece of the puzzle the piece of 
permission to stay with the sentence One head, one heart, circulating blood, with 
another number in the back for the last padlock.  

19. Store inside the closet a real key to being inserted in the door to exit the escape 
room. The closet is closed by a chain secured by a padlock composed of 4 numbers. 
The combination is made by the 4 numbers on the back of each piece of the 
permission to stay. 
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Example set up image 
The following image shows an example of how-to set-up the escape room taken prior to 
initial play. 

 
 

Game goals and puzzle connection 

1. The game begins with Bea’s letter, then they will listen to the audio recorded on a 
tablet that tells of the beginning of the exodus away from planet Earth, to space. 

2. The maze on the wall and inside the diary suggest that the destination is 
Whakaoranga.  

3. From this clue, the guys should understand that, on the diary, they have to look for 
the page that talks about the Whakaoranga landing and use the highlighted words to 
find the code through the object in the chest. Each object in the chest is numbered 
and there are objects that do not serve in any way.  

4. Following this hint, and reordering the objects in the first chest, players will be able to 
open the lock of the box on the table (code of 4 numbers).  
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5. In the box on the table, they will find a newspaper with an interview about climate 
migrants and a sheet with the back of three coins.  

6. The back of the three coins must relate to the coins inside the glass jar that says 
"save", the order of the back of the three coins represents the code to open the 
padlock that leads to the second room. To get the coins there is an extendable 
magnet antenna hanging on the magnetic board.  

7. The paper with the article on climate migrants provides some of the solutions to the 
next crossword puzzle and is a food for thought. (All the other objects on the desk 
and the interview to a Whakaoranga inhabitant hanging on the magnetic board are 
not needed, they are to distract). 

8. Once they enter the second room, they should find the envelope under the stool on 
the right. If they find it first, they can open it, but they must be given the hint to use it 
later.  

9. In the second room, the goal is to find the combination to open the cabinet that 
contains the key of four numbers.  

10. On the side of the closet is hung the crossword. The resolution of the crossword is 
used to open the box inside the chest. 

11. Inside this box, they will find a piece of the permission to stay with a number on the 
back (one of the final padlock numbers). 

12. At that point, they should use the envelope hidden under the stool to open the box 
that is on the coffee table (the solution is given by the letters that make up the names 
written on the identity cards inside the envelope, each name is written with a 
different colour, each number of the padlock is of a corresponding colour.  

13. Inside this box is another piece of the residence permit (Unlimited permit) with 
another number behind it and a sheet with a QR code.  

14. They have to scan the code that will lead them to a quiz (you can discuss the right 
answers for the debriefing). At the end of the quiz will appear a constellation with a 
star marked in red, the same drawing with fluorescent stars stickers on the rubber 
puzzle mat: the players will have to find the corresponding star on the ground, lift the 
rubberized to find another piece of the permission to stay (1heart, 1 head, circulating 
blood) with another number behind.  

15. The last piece of the residence permit is in a box put on the ground under the sofa, 
thanks to the clue written on the wall that reads "It’s beautiful lying to watch the TV 
upside down, sit where you would put yourself".  

16. To read the sentence they should put the battery (that is inside the jar of glass) in the 
torch, turn off the light and point the torch light on the wall.  

17. Once found all the pieces, they should be able to compose the combination and open 
the padlock that secures the closet. Inside it, they will find the key to open the door 
and start a new life in Whakaoranga. 
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Game flow chart 
The following chart serves to represent how the games connect with each other and how the 
game flow unfolds.  
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How to win 
To complete the game, players must have put together all the pieces of the permit to stay, 
and, through the code inside it, open the last lock that contains the key to go outside the 
room  

The end of the game has a double meaning: the end of the path of games and the symbolic 
acceptance in a different society after a hard path to the integration and acceptance, 
symbolized by the achievement of the permission to stay.  
 
The players have to use the key to exit the room. 

 

Facilitation 
Before starting the game, make a small introduction by dropping players into the story. 
Then, warns players that objects in the room that are locked by a padlock, even if they can be 
opened otherwise, cannot be used until the combination of the padlock is found. There’s a 
rope in the middle of the room that acts as a door, and if they don’t open that lock, they can’t 
go to the other half of the room. Items once used to solve a puzzle, no longer needed. 
Moreover, let them keep a phone without connection, it will be useful later. 

During the game it is important that the group is in a good mood. It does not matter if they are 
stuck with a puzzle, as long as they have fun with that, but if they are getting bored, the 
facilitator should intervene to help them. According to the group age and skills, hints can be 
provided either verbally by asking questions in the style of a player, ‘what’ that in the bottle’ 
or written down in a note and thrown into the room. When providing hints try not to make 
them obvious and most importantly of all, do not solve any part of the puzzle for the players 
yourself. 
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Debriefing  
Start the debriefing by focusing on the participants' feelings about the achieved result, 
whether they managed to leave the room or not.   

If you have completed your residence permit, ask how they feel about getting a residence 
permit for all humans on the new planet, and what reference they see in today’s reality, 
What position they find themselves in and if other people encounter difficulties in this 
regard.  

Similarly, if you have not managed to get all the pieces of the living room, as this makes them 
feel. From this parallelism, continue to reflect on the meaning of the experience: 

• How did you feel during the game? (or at some specific/significant time) 
• Have you noticed any parallels between play and reality? 
• What would you do if a similar incident happened to you? Or a friend/a? 
• Do you think our society is doing enough to avoid discrimination? 
• Do you think that this experience has led you to reflect and to have more awareness 

on the theme of stereotypes and discrimination? In what way? 
• In your opinion, does the experience of the escape room help to reason about certain 

dynamics that characterize our society in terms of racism and discrimination? 

 

On the dynamics of the game: 

• Were there any particularly frustrating moments during the game, when you didn’t 
know how to proceed? 

• Are there any games you didn’t fully understand? 
• How did you feel inside the group? 
• Are there any passages in the game that you would change? 
• Which games did you find most exciting/dynamic/fun? 

 

For the youth workers:  

• Do you think you want to use this educational tool as part of your work? 
• Do you think this experience can help young people to raise awareness about racism 

and discrimination? 
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Introduction

No Borders is an Escape Room created within the Erasmus+ project “Escape Racism”, which

aims to fight discrimination and racism through educational game. Specifically, No Borders

deals with borders and highlights the issues related to barriers in the world, with particular

reference to the importance of historical memory to avoid making the same mistakes as in

the past.

Using the Berlin Wall as a historical metaphor, the narrative leads the player to recognise the

evidence of the problem, which is still widespread on all continents, and to draw parallels

between the two situations.
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Narratives

Monika lived in her Berlin home for many years, living the Wall on her own skin from its
construction to its fall. Separated from Heinz, a boy with whom she was in love, after a
period of despair she began to investigate the reality of East Berlin and then of walls
throughout the contemporary world. Her research is collected in a diary and various
documents and has been left in the house so that it becomes a museum.

The players, Monika's grandchildren, return to Berlin years later to prevent the German
municipality from demolishing their now uninhabited house. Only once inside they will
discover  the extraordinary story of their grandmother and the Berlin Wall.

For a detailed description of the story to welcome groups, see 'How to play the game'.
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Required Materials

- 5x Old thick books (500+ pages)

- 1x Closed cabinet with doors

- Rope, cord

- This printed material:

https://drive.google.com/drive/u/0/folders/10wZX_7ScEsYZ-5mhBUiQXnXHe08tpBJb

- 5x Wooden pegs

- 2x Alphabet padlocks with 5 gears

- 4x Padlocks with keys

- A lanyard/string for holding a pendant around the neck

- 3x Numerical padlocks with 4 gears

- 1x Numerical padlock with 3 gears

- 1x Old diary or notebook with blank pages

- 1x Suitcase

- 1x Trunk or large box

- 1x Strong box

- 1x Working voice recorder

- 1x Nightstand

- Old clothes and toys

- 1x Padded plush/soft toy

- 1x Small cubic box

- 1x UV lantern

- 1x UV marker pen

- 1x Berlin Wall map

- 2x Metters of thin chain

- 2x Coffee tables

- 2x Old doilies

- Any antique ornaments

- 1x Old telephone

- 1x Cot or bed

- Blankets and pillows for the bed

- 1x Carpet at least as big as the trapdoor

- Various photographic materials (an old camera, some rolls of film, negatives of some

photos…)

- 1x Sound box with the following music:

https://drive.google.com/drive/folders/1uwL6lj8v8ttjj2nYDxeytP-0njyAoBBr?ths=tru

e

- 1x Construction helmet or workman's harness

- 1x Gas panel or dummy hatch opening

- 4x Geolocalisers

- 2x Metres of black and yellow tape
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Preparation

Glue the pages of two of the old books together, so that they become unreadable, and cover

their covers with a sheet of paper aged with yellow or grey paint.

Take two of the old books and cut out a cavity between their pages and glue them together

so that they look like boxes, as in the picture:

Take the last old book and cover the cover with the STASI coat of arms on a neutral

background. On the first page, the index page, glue a bookmark that is visible from the

outside. On page 161 of the same book, add, glued in, the diary page on the STASI files and

mark beside it the letters and numbers forming the words P A G I N A C E N T O. On page

100, add in pen the sketch of a van and the numbers 12 17.

Take the box and put the UV torch inside. Add the words 'Let’s shed some light on the

situation!' inside the box. Close the box.

Write the numbers 1 0 0 on the map along the route of the Berlin Wall with a UV marker.

Take an old telephone and create an empty space inside it, for example by unscrewing the

handset or removing the battery: this will be one of the spaces for the bugs (small device for

recording and broadcasting sound).

Print out the following photographs:
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Write the respective descriptions on the back of the photographs, taking care to highlight

some of the letters (written in red here):

1. Photo of the tunnel. Text: “In 1964, 57 people escaped to the west through an

underground tunnel, since then remembered as “Tunnel 57””.

2. Picture of the Berlin Wall. Text: 'The Berlin Wall was more than 140 km long. In 1962

a second wall was built in parallel to double the 'security'".

3. Photo of the hot air balloon. Text: 'In 1979 the two families of Strelzyk and Wetzel

crossed the wall in a hot air balloon, carried by the wind. The balloon was sewn
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together in great secrecy with a gas cylinder and a stove pipe and rose 2000 metres

above the ground".

4. Photo of the truck. Text: 'The goods crossed the Berlin Wall at the

"Heinrich-Heine-Strasse" crossing point. In 1962 Klaus Brüske drove a lorry at top

speed and broke through the barriers at the checkpoint. He was shot dead in the

driver's seat but saved his two companions.

5. Photo of a photo booth. Text: 'Many photographers played an important role in

documenting divided Berlin. Rudi Meisel was allowed to cross the wall and take

pictures to dismantle prejudices about one side or the other. A book now collects his

most famous shots. []".

Cut out part of the seams of the stuffed toy so that it is possible to insert a small object

inside (this is where the bug will be placed).

Take the final bag and make three spaces for three padlocks, so that if you do not open all

three you cannot find out what is inside. To each space respectively add the inscriptions: 'In

memory of Hauswald Harald', 'In memory of Kurt Wordel and Harry Deterling' and 'For

Conrad Shumann and all people who make a choice'.

Decorate the small cubic box with the colours red, yellow, green and blue. Along the

opening, make a hole for a padlock to keep it closed. On the opposite side, on one of the

surfaces, make a slot for a padlock hook to come out, as in the photos below:

Add colour stripes on the four-digit padlock, each next to one of the numbers. Use the

colours red, yellow, green and blue.
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Add coloured letters on the geolocalisers that correspond, on the alphanumeric cipher, to

the numbers that open the coloured banded padlock (pictured above). By finding the four

geolocalisers and holding the cipher, it will be possible to link each letter to a number and

each number to the colour to be "opened" in the padlock. Add a locking system to the

cabinet that allows a padlock to be inserted. Add a locking system to the cabinet that allows

the insertion of a padlock.

Add a locking system to the trapdoor that allows the insertion of a padlock.
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Creating the Room

Insert the diary page of 27 February 1962, the one with the alphanumeric decoder and the

one with the drawing of a bug, into the trapdoor. Also insert one of the bugs (it does not

matter which one). Close the trapdoor with the alphabetical lock and the code MUSE[],

place it against a wall and cover it with the carpet.

Place the bed with the blankets and pillow on top of the carpet.
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Insert a second bug into the sleeve of grandma's dressing gown (it doesn't matter which

one), roll up the sleeve and place the jacket on top of the bed together with other clothes.

Next to the bed, place the nightstand. Put some old clothes in the drawers and, on top of

them, the diary pages of 30 May 1961 and 16 June 1961, in two different drawers. Above the

nightstand, put an old picture and any ornaments. Attach other old photos to the wall above

the bed.

Against another wall, not far from the wardrobe, place a small table and on it, on top of a

doily, place the open diary in plain view. In the diary, insert the pages 11 December 1960 and

20 December 1960, which will be easy to read. Next to the diary place the xylophone with

the stick to play it.

On the wall behind the table, attach the calendar to which the Frank Sinatra concert ticket

will be hung.

Place the third bug (it doesn't matter which one) inside the soft toy with the secret

compartment and add the diary page 1 January 1963. Place the soft toy with the other toys

in the toy box and place it under the table with the diary.
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On the opposite side of the same wall, place the second small table, place a doily and the

old telephone on it. Place the fourth and last bug in the unscrewed telephone handset and

decorate the wall with a mirror and some photographs of Grandma.

Put the tape recorder in the tin box after checking that the batteries are charged along with

the diary page 20 August 1961. Close the tin box and put it in the suitcase with some clothes

and the diary page of 13 August 1961 in plain view. Close the suitcase with a number

padlock and code 5322 and place it near the wardrobe.
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Place the wardrobe against a wall, furthest from the entrance to the room.

Stick the map of Berlin on one of the inner doors. Attach the string to the two inner doors,

so that the string stretches when you open the wardrobe. Attach the pictures to the string

with the wooden pegs, taking care to put them in order so that the writing forms the code

MURO[].

Add an old camera, film and negatives of old photos to one of the inner shelves on the left.

Among these objects, place the box with the inscription ‘Let’s shed some light on the

situation!’ inside and put the UV torch and the diary sheet 'Since Berlin came together

again' inside the box. Close the box.

Close the STASI book with the number padlock with the code 100 and place it on one of the

inner shelves on the right.

Place the diary sheets beginning with 'Today' in the final box.

Put the printed diary sheets 'Only photography made me free' and the key to a padlock in

the book with a camera on the cover.
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Close the ring of the final box bearing the name Hauswald Harald with that padlock. Close

the book with an alphabetical padlock bearing the code MURO[] and place it on one of the

right-hand shelves.

Put the diary sheets printed "On 15th August 1961" and the key to a second padlock into the

book with a soldier on the cover. Use this padlock to close the ring of the final box with

Conrad Shumann's name on it. Close the book and put it among the others.

Put the printed diary sheets "On 5 May 1963" and "On 23 October 2019" into the book with

a van on the cover. Also insert the last remaining key and use the corresponding padlock to

close the ring of the final box with the names Kurt Wordel and Harry Deterling. Close the

book with a number padlock and the code 1217 and put it together with the others.

Add a few randomly chosen closed books between the others.

Place the final box, closed three times, as low as possible on the right-hand side of the

cabinet.
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Insert a key lock inside the little cubic security box and lock the cabinet with it. Hang the key

on the lanyard so that it can be handed over after the test phase at the start of the game.

Put the printed diary page 'I will be king' in the box. Close the safety box with the coloured

band lock and code 3345.

Hang the eviction notice near the entrance door and add some yellow-black safety strips

near the entrance.

If necessary, place a chair for the facilitator inside the escape room and put the music box on

top of the cabinet or in an easily accessible place.
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Example set-up images

The following image shows an example of how to set up the escape room taken before the

initial game.
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How to play the game

Before entering:

Players are ushered into the escape room and placed in a place where they are comfortable,

such as around a table. Here they are given the introduction:

"The last time you were in Berlin you were ten years old.

You have a happy but confused memory of it, like the one you have of a place where you

spent your summer holidays during a mostly forgotten childhood. A place of carefree days,

afternoons playing with cousins and grandmother's delicacies, before she moved to the

warmth of the Mediterranean to rest her tired bones.

You certainly did not expect to have to go back to that house for a reason such as the one

you have now. In fact, it was a phone call from your grandmother, who was very agitated,

and then a phone call from your lawyer that made you pack your bags in a hurry and get on

a train: for reasons of urban redevelopment, so says the municipality of Berlin, the house

will be demolished to make room for a modern shopping centre. After all, it hasn't been

inhabited for over ten years and hasn't been renovated in over twenty years.

And there's nothing you can do about it.

But while you're on the train, packing up the most precious and cherished furniture in your

grandmother's memory, an e-mail from your lawyer gives you hope: apparently there is a

clause in German law that says if a building is of historical or cultural importance it cannot

be demolished. Your lawyer can only help you so much. Now it's up to you: you have to

explore the house from top to bottom, dive back into the past and bring back the stories of

Berlin, in the hope of saving a house that perhaps means a lot to you.”

After a pause, the narrator adds: 'Before entering grandma's old house, however, it is good

to remember that Berlin has its own history and that this history is important.

Not so many years ago, the modern, multicultural German capital was a divided city: you

could not freely enter every building, walk freely in the streets, freely express your ideas.

That is why you will be subjected to a short compliance test. People, you now know, are

divided: into conformists and nonconformists'.

The players are tested. Whoever achieves the lowest score on the test is singled out and

shown to everyone: he is given, as a sign of recognition and shame, a pendant (the key

hanging from the lanyard).

Link to compliance test:

https://docs.google.com/document/d/1TRykjZy8a4w8HKi6HS-Qb0HJFA6h3of0qSbR9PA3naI/

edit?usp=sharing

After registration, players are let into the escape room. Upon entry, they are handed the

envelope from their lawyer, which contains the Lawyer's Letter and the Historical Evaluation

Form.
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Inside the room

1) A diary is found with some pages torn out. In the diary the love story between the

grandmother and Heinz is told (see the padlet for the texts) and how it began at the

Frank Sinatra concert. In the calendar hanging on a wall, one can find a ticket from

the Frank Sinatra concert, on which there are directions to the venue (5 3 22, the

code that opens the black suitcase). Under the calendar (inside a drawer of the

bedside table), some detached pages of the diary. Following the chronological order

of the pages is a way of putting the games in order.

The moment you start reading the diary, Elton John's 'Nikita' starts softly.

At this stage the diary pages are read: 11 December 1960, 20 December 1960 (in the

diary) 30 May 1961 and 16 June 1961 (in the bedside cabinet)

2) The suitcase is locked with a padlock which is opened with the combination from the

previous game (5322). As well as various useless objects, it contains some pages from

the torn diary which continue the narrative, talk about music and the hope of

escape. It contains an audio file in a recorder that repeats the same four notes RE MI

FA MI (from the song Another Brick in The Wall, but you don't have to understand it).

When played correctly on the xylophone, they allow you to read, in sequence, the

letters under each note on the instrument. The resulting code, MUSE opens the

trapdoor (closed by a five-letter padlock, MUSE[]).

Here is the diary page 13 August 1961 and, inside the recorder box (so that it can be

read later), the page 20 August 1961.

3) The trapdoor turns out to be bricked up. The diary pages found here talk about

delusions, about STASI, about the fear of being discovered. Inside the trapdoor is a

drawn image of what a bug looks like. The invitation is to try and find them, the

grandmother has hidden them herself to see how easy it is not to see them. One of

the bugs (it doesn't matter which one) is already inside the trapdoor along with the

sheets. A small alphanumeric decryptor is proposed in the pages, like a draft of a

bigger job. The grandmother is doing research.

Here are the diary pages: 27 February 1962, page with alphanumeric code + bug

pattern. When the players open the trapdoor, Van Zandt's 'Checkpoint Charlie' starts.

4) Players search for bugs. Each one has a letter of a certain colour on it, which can be

turned into a number using the code found in the trapdoor. They are hidden

throughout the room. Once found, you have four letters and then four numbers.

Those who make it easier can help the search by playing the bugs. The hardest bug to

find is the diary page 1 January 1963.

5) The wardrobe is locked by a padlock inside a small box. The box is in turn locked by a

number padlock. This lock has a coloured strip next to each number. The numbers
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obtained from the bugs, correctly assigned to the colours, allow the code 3345 to be

opened.

6) Inside the box, a fingerprint reader or, alternatively, a key lock. The player registered

at the beginning puts in his or her fingerprint, or uses his or her key: the wardrobe

can now be opened.

As the players cross the threshold of the wardrobe, David Bowie's "Heroes" starts up

and lasts even as they are in room 2.

Inside the box, page from the diary "I will be king".

The wardrobe

The wardrobe in turn contains many toys, as if it were a miniature room. In semi-darkness,

illuminated by small LEDs, inside is a kind of bookcase with doors.

1) One of the books, with a soldier climbing over the wall on the cover, can be opened:

inside it is hollowed out and contains the first key and texts about illegally crossing a

border and desertion. The key opens one of the three locks on the final box. As soon

as they open this first book, the Scorpions' 'Wind of Change' starts to play softly.

2) Amidst the many books, in the bookcase, one easily finds a UV lantern, in the shape

of a marker pen, accompanied by the inscription 'let's shed some light on the

situation'. By pointing it at the map, which represents the situation of the wall in

Berlin and which hangs on one of the inner doors, one can see numbers along the

path of the Berlin Wall. The resulting code is 100.

3) Code 100 opens the lock on the STASI book, which bears their emblem on the cover.

The very obvious bookmark in the book leads to a page where the numbers 1 6 1 are

circled. If you go, then to page 161, you will find a text which talks about the STASI

files and which has the letters P A G I N A C E N T O underlined. If you go to page 100,

you will find some markers which refer to motor vehicles (the drawing of a truck,

underlined words such as "TRAZIONE", "MOTORE", etc.) and the code written 12 17,

which opens the next book.

4) The book with the truck on the cover can be opened with the code 1217. Inside are

the second key and some texts about the use of motorised vehicles by migrants. The

key opens the second of the three locks on the final box.

5) In plain view at the opening of the cabinet are a number of photographs hung in a

specific order. They represent some important concepts concerning the situation in

the GDR. Behind each picture there is an inscription explaining the content. In the
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order of the pictures there are some letters highlighted on the back of the various

pictures, forming the word MURO[], the code of the last book.

6) The last book, with a camera on the cover, is locked with a five-letter padlock that

opens with the code MURO[]. Inside, there are several sheets on the situation of

photography in the GDR and the last key.

7) The final box is closed by three padlocks. On each of them is written the name of a

character from one of the three books. By using the keys found in the books in the

correct padlock, this box is opened. By inserting the dates found in the books into

the respective locks, the last box is opened. Inside, the grandmother's latest writings

on the importance of historical memory. Starts "Another Brick in the wall" from Pink

Floyd.
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Game Flow Diagram
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How to Win

When players open the three locks of the final box they can access the last narrative.

However, the game is not yet over. As the hands of the clock tick away, workers from the

Berlin municipality approach to demolish the house. The only way to stop the machines is to

hand over to the representative of the municipality (the character played by the facilitator)

the document suggested by the lawyer, now filled in. Here the players can express on paper

what they have discovered inside their grandmother's house, indicating the most important

and the most evocative elements and suggesting an alternative solution to demolition. They

should be free to write down what they want, there is no real correct answer: even deciding

to let the house be demolished and maybe transfer some objects to a museum can make

sense, although the trapdoor is of historical and structural importance in the building.

When the players hand over the completed card to the facilitator, the game ends. After

reading the document, the facilitator decrees the end of the story (e.g. with the sentence:

"As a result of your handing in the document to the Berlin City Council, Grandma's house

will not be demolished").
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Facilitation

During the game, the facilitator will play the role of an employee of the Berlin municipality,

present to allow the players to collect the last things before the demolition of the house.

The facilitator can decide to hurry them up, indicating how much time is left until the arrival

of the workers, possibly maintaining a gruff role and giving any advice about the game as

random phrases ("Well, in my time they didn't play such strange instruments!"). However, it

is advisable to modulate the tone of the facilitation on the proceed in a linear and smooth

way, the facilitator may almost never intervene.

The municipal employee wears a distinguishing element (such as a helmet or bib) at all

times: when this element is put down or removed, the facilitator steps out of his/her role.

Introducing the Game

The game focuses on the concept of historical memory and on the concept of barriers that

prevent people from moving. At the time of the introduction, the facilitator should clarify

the themes that are going to be addressed, even if only briefly, and state that the aim of the

Escape Room is not to grade the best or rank the players, but to allow a narrative

experience. Take the time to calmly go through each found text and each part in its entirety,

trying to be a team player and to reflect on what you are going to face.

An integral part of the game is the final debriefing, which should be announced in the

introduction: you will discuss what you have discovered during the game and collect the

impressions of those who have played. The experience will last, in total, about 90 minutes.
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Debriefing the Players

When the game is over, we move on to the debriefing, which follows these steps:

- Exiting the activity: it is advisable to move to a different room from the one used for

the escape room to conduct the debriefing. All game objects are left behind and a

different setting is prepared in the new room: chairs are arranged in a circle, perhaps

water is offered to the players. This helps deroling and allows a more relaxed

atmosphere during the conversation.

- Emotional phase: the open question is asked: "How are you? / How do you feel?". Let

the players answer as they feel, trying to allow everyone to have their say. You can

proceed in a circle to allow everyone equal space. After the first impressions, try to

get more specific about the feelings felt, e.g. by providing the speaker with an

emotion wheel, so as to allow a wide use of vocabulary, or a thermometer of

emotional intensity to help the speaker analyse himself.
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- Descriptive phase: the focus then shifts to a brief overview of what you did. "What

did you experience?", "What did you do?", "What was the escape room about?" can

be questions to ask. Again, it is important to try to understand what message the

players got from the game without suggesting one, instead trying to understand

what they will take home in general. Give the opportunity to partly retrace the

activity performed or to give space to what struck them most during the game,

without forcing a precise analysis which will be done in the next phase. The

descriptive phase can also be useful to retrace the memory of what was seen, as well

as completing the deroling process of those who played, thus bringing everyone back

to reality.

- Analogue phase: a reflection on the individual games. Here the facilitator can

contribute with a small list, remembering to make use of the skills demonstrated by

those who played ("I saw that you were very good at this specific part, would you like

to tell how you solved the puzzle?"). The commentary of the players is free, even

with criticism.

At this stage it is useful to take up the compliance test, which recalls several elements

of the game, and ask for feedback on the issues raised.

- Call to action: "How does what happened resemble real behaviour?". In this phase

you would like to invite the players to an active change in their lives: what they have

learnt in the escape room should not stay in that room but be brought back into daily

action. Again, you can start with the players: "How do you think you can act to make

historical memory more central in your life? Do you think there are ways to

counteract the barriers between people? How do you think you can act?

- Conclusion: In the final phase one can tell something about the project and how it

works or was built. The questionnaire can then be presented to those who have

played.

In order to answer the questions of the players and to get general hints on the content of

the debriefing, here is some general information. If necessary, the players can be given a

booklet (or a QR code referring to it) so that they can keep the information:

https://drive.google.com/file/d/1TIjcWx16efPsTGOsL4rpEUI4FqxA2CHF/view?usp=sharing

The escape room is divided into two parts: the room and the wardrobe. In the room the plot

leads us to investigate a love story from the grandmother's past of which we know nothing,

but this soon becomes a secondary topic. Some reflections found in the diary, some objects

in the room quickly make us understand that the grandmother was investigating the reality

of East Berlin, what life was like under a regime. The story thus changes from the story of a

division to a narrative about what it was like to live under oppression and what it meant, day

after day, to want to escape. When the wardrobe opens, everything changes again: through

the pages of a diary we understand how even today in the world the walls are numerous and

divisive, how stories that seem to us to have passed are still current and present. The point is
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no longer a person's story, but the concept of historical memory itself, which not only makes

us remember, but can also help us interpret the present.

Every game and trial exhibited in the course is metaphorical in some way.

The initial test is inspired by the one in the escape room Wer ist wer by the We are Muesli

collective (https://www.wearemuesli.it/wiw). Each question is designed to deal with part of

the escape room: it is not certain that at the end of the game the answers given by the

players in the test will have remained unchanged (perhaps a reflection could be made on

this as well?). Psychologically, on the other hand, it may be interesting to understand a

number of dynamics regarding the tests: did the players expect to have to take one? What

kind of questions did they expect? Did they foresee that one of them would 'lose'? Could

they guess who? Did they answer sincerely or to try to conform to an imaginary regime?

The podcast '1989' by Riccardo Gazzaniga (https://storielibere.fm/1989-wind-change/) has a

strong focus on the role of music during the Soviet regime and in the DDR: the Moscow

Music Peace Festival is an event of that year comparable to the western Woodstock, in

which the Lenin stadium saw the presence of the biggest stars of world rock. Sound

references during the escape room are easily found in the historian's narrative. In general, a

reflection can be made on the role of music as a social and/or political instrument.

The World Press Photo (https://www.worldpressphoto.org/) is a non-profit organisation

founded in 1955. It is also the world's most prestigious photography competition, awarding

prizes once a year, continuously since its inception, to the most representative photos of

that year. In addition to this, it organises meetings, workshops and seminars around the

world.

There are also other agencies and associations that deal with photojournalism and handle

some reportage, such as IOM (https://www.facebook.com/IOM/).

Some of our stories are inspired by the Italian play "Die Mauer"

(https://marco-cortesi.com/il-muro-spettacolo/), from which the short film Vomag wins the

short prize at the 70th Italian Film Festival. In it, historical accounts and interviews alternate

with the emotional spectacle.

The Stasi, or Ministerium für Staatssicherheit, was founded in 1950 with the aim of

monitoring the misbehaviour of all East German citizens. After the fall of the Wall, citizens

stormed into their offices and despite the destruction of much of the secret material, many

archives can still be consulted. Entry into the Stasi was not easy: often the children of the

agents themselves were recruited, counting on their blind and unshakable faith. For two

years, they were then secretly monitored and dossiers were written on their private lives,

while teachers, neighbours and acquaintances were interrogated. If offered a job,

acceptance meant a series of social and economic privileges, refusal often meant social

stigma and the risk of losing other jobs.
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German government website with archives on the Stasi:

(https://web.archive.org/web/20070703024302/http://www.bstu.bund.de/cln_042/nn_715

182/EN/Home/homepage__node.html__nnn=true__nnn=true);

story of a redeemed agent:

(https://web.archive.org/web/20090209041228/http://myspystory.com/intro.html).

Insight into the fall of the wall:

https://www.berlin.de/mauer/it/storia/apertura-del-muro/ (on the same site there is also a

reconstruction of the historical route and some killings during the crossing attempts).

The phenomenon of Ostalgie (https://aspeniaonline.it/il-muro-invisibile-che-resiste/) is a

kind of feeling of sadness for the fall of the GDR, an equivalent of the Italian 'si era meglio

quando si era peggio', socially very present even today in the German capital.

27

https://web.archive.org/web/20070703024302/http://www.bstu.bund.de/cln_042/nn_715182/EN/Home/homepage__node.html__nnn=true__nnn=true
https://web.archive.org/web/20070703024302/http://www.bstu.bund.de/cln_042/nn_715182/EN/Home/homepage__node.html__nnn=true__nnn=true
https://web.archive.org/web/20090209041228/http://myspystory.com/intro.html
https://www.berlin.de/mauer/it/storia/apertura-del-muro/
https://aspeniaonline.it/il-muro-invisibile-che-resiste/


Escape Racism: Toolbox to Promote Inclusive Communities.
Project Number: 2019-2-IT03-KA205-016906

28



Fight Racism
The tour of the world in 45’

ESCAPE ROOM GUIDE
Escape Racism: Toolbox to Promote Inclusive Communities



INDEX

Introduction 3

Narratives 4
Daryl’s story 4
Dima’s story 5

Required Materials 7

Preparation 8

Creating the Room 10

Example set-up image 11

How to play the game 13

Game Flow Diagram 15

How to Win 15

Facilitation 16

Introducing the Game 16

Debriefing the Players 17

2



Introduction

The Tour of the World in 45’ is one of 10 escape rooms created by the EU Erasmus+ project,
Escape Racism, to highlight and combat social and racial prejudices worldwide. As in any
escape room game, the object is to escape from a locked room in as short a time as possible.
In order to achieve this, players must solve a series of clues and puzzles that point them
towards the game’s solution.

The issue of the escape room concerns discrimination due to borders. Not only material
boundaries, such as walls and barriers, but also abstract ones, such as bureaucracy,
education and culture.

While playing The Tour of the World in 45’, and with the following debriefing with the
facilitator, the participants will gain knowledge about the systemic discriminations that affect
us as human beings, simply because we were born in a specific country rather than another
one. The group will reflect about the privileges connected with life in a “western” country
and get to experience a small part of the challenges that migrant people face during their
journey for a better life.
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Narratives

In a not too distant future, humanity feels in complete control of space and time. Science has
broken down all borders and barriers. To demonstrate this supremacy, the most powerful
men on the Earth make a bet: to go around the world in just 45'. You represent the candidate
team to attempt the mission. Before embarking on the mission, however, you will need the
necessary training: follow our experts and get ready for this great adventure!

At the end of the room players have to make an important choice: continue alone or come
back with the group.
Depending on the choice made by the group, there will be two different endings and the
facilitators can read Daryl’s story or Dima’s story.

Daryl’s story
Daryl is an Ethiopian boy born in the Kirkos neighbourhood of Addis Ababa. He left his
country at the age of twenty. He arrived from Ethiopia in Italy in 2007 and now lives in Rome.

“I tried to enrol in Addis Ababa university without success, so I began working as a
carpenter. Business went quite well, but I was unhappy about the political situation in
my country and became a supporter of the opposition, being involved in the protests
following the 2005 elections.

Clashes with police forces were frequent and there were roadblocks. That day I went
to the Kirkos market area to see if my mother was okay. There was a lot of agitation
there; the police had sent officers to shoot at human height. My mother and I were on
our way home when a bullet hit a neighbourhood kid in the neck. His name was
Katcho. He was near me when he was shot. Everyone was running in every direction
and we entered a house to wait for the agitation to stop. Then I took my mother
home, and when it seemed to me that things had calmed down, I went out again, but
the situation was disastrous. Two soldiers were shooting at people like in a western
movie.

I decided to leave the country and my family supported me in this choice.

The journey lasted a long time, during which I passed several borders, got caught in
Libyan prisons and suffered from a bad fall from a truck during the journey between
Kufra and Benghazi.

While we were there there was no shade and only at sunset we could find some
behind a dune. It was like that for nine days. For seven days we continued to protest
and say that we should leave; on the seventh day the black Libyans tried to get
everyone into one car, but there was no place for everyone and people fell out of the
car: in a way it must have been fun from the outside. Thanks to the sand no one really
got hurt, but people who fell began to run in tears behind the car. Everyone wanted to
sit in the center of the car and a woman who spoke Arabic begged the driver not to
continue the journey because people would fall and get lost, but he did not listen and
had no intention of doing so. He proceeded deliberately zigzagging and most people
fell; I think he did it to show us that there was no way to get out of there. After that
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the car was brought back to the camp and the people who had fallen had to walk
back. The woman kept crying and I think she insulted the driver. Then he beat her.

After several attempts, I managed to reach the Italian shores via boat, leaving all my
family and friends behind me. There is no way for them to rejoin me and I do not have
enough money to travel back to visit my people.”

Dima’s story
Dima is a young Syrian woman, here we tell her story, her journey between expectations and
costs - both in human and economic terms.

“In the second half of the Sixties my grandfather moved to Bologna to study
medicine, taking with him his two children. A few years later, despite being offered
Italian citizenship, he decided to leave the country with his whole family, now with
four kids, to return to Syria, his homeland.
My father, 17, will find himself having to learn Arabic and live in Damascus.
As an Italian native speaker, he will have no difficulty in establishing himself as a tour
guide and building, together with my grandfather, a small empire. Meanwhile, he
marries a Syrian woman of Palestinian origins, with whom he will have four children.
And that's where I come in.
The outbreak of war in 2011 interrupts our happy fairytale: my father is co-opted by
government officials and forced to collaborate as a translator, participating in military
training and arms trading between Italy and Syria.
On one of these occasions he comes to learn that the military helmets supplied to the
Syrian army bearing the words "Made in Italy" were actually made in Israel.
This was actually known by the people who held higher positions, and when my
father, naively, told the officers that he knew, he was soon threatened, sent to prison
for three days and ordered to keep this information for himself.
This was the straw that broke the camel's back. We are now in 2014 and the borders
are not yet closed: my father asks for a visa to go to Italy but he is denied twice. He
therefore decided to contact my mother's sister who had lived in Spain for many
years, and she was able to help him obtain a tourist visa to Spain.
Thanks to the deals between countries of the Schengen area, he then manages to
eventually get to Italy, where he obtains international protection.
Through family reunification practices, he finally manages to get my mother and my
two brothers, who were still minors at the time, to Italy.
For my sister and I, however, things are not that simple since we were both already
of age.
My sister goes to Lebanon to apply for a visa for Italy as a student but she is denied,
the cost of the operation is € 5,000. She then tried to apply for a visa to enter Spain
to reunite with my aunt, but was again denied, and again, the cost was another
5000€.
Exasperated, she decides to try to illegally cross the border between Turkey and
Greece.
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For € 10,000 she buys a fake ID but she is soon stopped at the airport. She tries a
second time (another € 10,000), but again she is stopped at the airport.
The real problem wasn't the fake documents but the lack of knowledge of the Italian
language that left her literally speechless in front of airport officials.
Her last option was to try to reach Italy by sea, so she buys a ride aboard a Russian
dinghy (2000 €).
Once she realizes the real size of the boat and the actual number of passengers,
she’s scared for her life and changes her mind, but the trafficker points a gun to her
head and forces her to board. The crossing is not easy: twice the waves force them
to turn back and on the third attempt the boat capsizes. Fortunately the Greek coast
is close and she can swim. On Greek land she is given a provisional document with
which she reaches Athens and from there, thanks to a false Italian identity card paid
1500 €, she finally arrives in Italy.

For me, the journey was even more difficult. In 2012 I was pregnant and I was living
with my husband in Duma, on the outskirts of Damascus. Isis and rebels competed
for the outskirts of the capital, they were daily bombings and I was forced to flee, first
seeking refuge in my parents' house, then trying to obtain a visa for study purposes
(the cost would have been € 5,000), but by now it was very difficult to get one, so my
father suggested that I try the road through Turkey, but I know I can't take the same
journey as my sister: I have a little girl and it's too dangerous.
A sudden call, however, seems to give some hope. Dad got direct contact at the
embassy that could help me get a visa for Italy. I drop everything and go, but as
soon as I enter the embassy,   I am sent home.
Desperate, I head to Aksaray Square: I buy two life jackets, some tape and plastic
bags. I go to the smugglers' meeting area and buy a ride for the next day. I paid 4000
€ each, and with this price I was promised a trip on a safer boat. That night I couldn’t
sleep.
At dawn I receive a message with the coordinates for the location of the departure,
my daughter and I are ready to leave.
That same day, I received another phone call from my father, with the promise of
another visa. There is no time to think it through, I abandon the sea route (losing the
money) and go back to the embassy and 15 minutes later, I have my passport
stamped. I will later discover that those 15 minutes were the most expensive of my
life: € 1000 / minute.
In November 2015, I arrived in Italy for the first time with my daughter.”

Note: stories can be recorded or readed to players. The first option is the most immersive
and emotional one.
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Required Materials

To create the setting and puzzles for “The Tour of the World in 45’”, you will need a space
that can be divided into two parts so that from one side to the other you can hear but not
see.

The elements that constitute the puzzles are already intended as scenography, but you might
wish to add some materials to improve the environment.

- 2x Mannequins + clothes
- 1x Handbag
- 16x Passports
- 1x Numerical carpet from 1 to 8
- 2x Shoes
- 1x Turnstile
- 1x Curtain
- 2x Small tables
- 1x Alarm clock
- 2x 4 digits Combination lockboxes
- 4x Coins/tokens
- 1x 3 digits Combination lockbox
- 1x Lego policeman
- 1x 4 digits Locker
- 2x 3 digits Locker
- 1x Transparent lockable vase
- 1x Chest
- 1x Small box (10x5x7)
- 1x QR code
- 1x Video of the dance
- 1x Copybook
- 1x Time Zone Map of the world
- 1x Bulletin board
- 20x Push pins
- 1x Minefield map
- 1x Map of town
- 1x Chair/armchair
- 1x Pencilcase
- 1x Speaker
- 9x Printed texts
- 8x Symbols printed on paper
- 2x Audio files with personal stories
- 5x Audio effects

7



Preparation

Some of the materials within the escape room will require preparation before they can be

utilised. In some cases, this may require some basic ‘do-it-yourself’ (DIY) skills. Please seek

assistance if you feel uncomfortable doing this.

- Draw a + symbol on the right shoe and a - symbol on the left one
- Dress the mannequins and draw a “tattoo” representing the blank map of North and

South Korea on one arm
- Set the alarm clock on 9:00 and write “local time in Berlin” on it
- Print the following texts/images and pin them on the billboard:

https://drive.google.com/drive/u/0/folders/1R9cuDKaAfJByLAXjslWbIa9dIAxAUZA5

- Cut out a piece of the copybook cover (5x7). From the piece remove three parts as in
the image:

https://drive.google.com/drive/u/0/folders/1HG2kNVHEp2kngbf9vtykp8uWM4I-A3r
G

- Write the texts in the copybook about obtaining citizenship and UN:

https://docs.google.com/document/d/1vkRmoHvfyk08DGQjRtrZzH38TcDC8vrIHOyYy
wM5jFY/edit

And
https://docs.google.com/document/d/19jKhwEYnE6lHRnMF4yx64O0szRkNZcnmKdH
yBpaQrho/edit

- Stick the symbols on the map as to create a path/combination (see the image:
https://drive.google.com/drive/u/0/folders/14m4lkVWt5-HHTPpQli9MHkFDgh_yBs1
N )

- Place 1 coin/token in a 4 digits lockbox (code 1217)
- Create the QR code to open the video of “This is America” of this web page

https://escape4change.wixsite.com/racism

Code: cgj

- Print the QR code and lock it in the transparent vase, with the 4 digits locker (7023)
- Place the piece of copybook cut out into the small box, with the Lego policeman.

Write inside the box “Police caught you! But you obtain something anyway…”. Lock
the box with the 3 digits locker (310)

- Place 3 coins/tokens into the 4 digits lockbox. Write into the lockbox the message
“3coins but only 2 choices: 1) continue your journey alone 2) Rejoin the team. Set the
box with the code (0413)

- Print the following text with instructions:

https://drive.google.com/file/d/1Rph2yVE_Jjldm-w9G8Gqcs-Nad7Uqa_C/view?usp=s
haring

Lock the instructions into the pencil case (with the London images in the second
room) with the 3 digits locker (617)

- Prepare the turnstile to be used with 1 coin/token. Write on it the following
instructions: Door locked. Insert 1 coin. 1 coin = 1 person.
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https://drive.google.com/file/d/1sFTH2R_WM4Ric2QaNqDwuTf3fQRpOlkO/view?usp
=sharing

- Print the following alphanumeric text:

https://drive.google.com/file/d/1GQeRnq_68YcjV7Xj9bYrSa9MouhjMC5U/view?usp=
sharing

- Download the sound effects: training camp sound effect; thrilling music; police siren;
cheers and applauses; failing music. Or use these ones:
https://drive.google.com/drive/u/0/folders/1xgJn-5YEFnXUiMDBvOGMvz2gY9sxgNw
X

- Register the two stories or use the file here

https://docs.google.com/document/d/10rKbDQDjwQR-fp-g67UZflPHznJvC_IK8g2ajXlr
VeY/edit?usp=sharing

- Print a board with the following message to end the game: “3 coins to get out”.
- Print this minified map and hang it near the billboard:

https://drive.google.com/file/d/1T3kJueze2r1QQGegyqCnGjP0EDh6nySj/view?usp=s
haring

- Print the 16 Passports. Here the file:
https://drive.google.com/file/d/1_JEfcvd3a8FzCc0LrN9ZjyptQbhAVd4V/view?usp=sha
ring

- Print the Time Zone Maps. Here the file:
https://drive.google.com/file/d/1i3ydNlHCRFIjJJC1yM4HuRQkucJWrM0e/view?usp=s
haring
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Creating the Room

The location that you use for the Fight Racism - Escape Room must be large enough to
contain all of the materials and allow a group of 5 people to play smoothly.
We set-up the Escape Room in a room of 5 x 5 m.

The set-up must provide for the possibility of separating the room into two parts:
- 5x4m room number 1
- 2x2m room number 2

You can do this with a curtain, a separè, or a wooden fence. The important thing is: the
players should communicate from one room to the other one, but not see each other.

ROOM 1
Place the turnstile between in the first room, to make a threshold to the second room.

Hang the curtain/wall/separè between the rooms 1 and 2.

Place the mannequins in one of the corners of the first room.

Place the passports in the handbag and put it on the shoulder of the mannequin without the
tattoo.

Place the paper with the hand images and letters in the hand of the other mannequin.

Place the carpet on the floor, in front of the mannequins. Place the left shoe on number 4
and the right one on number 5.

Place the chest in the opposite corner of the mannequins. Place inside the transparent vase
and the small box. Place the copybook on the chest.

Place the table in one of the corners let free. Place the alarm clock and the 4 digits lockbox
with 1 coin/token, both on the table.

On the wall close to the table, hang the time map zone.

On the other walls hang the billboard and the minefield map.

ROOM 2
Hang the city map on the wall.

Write on the wall, close to the city map: “Welcome! Obtain citizenship as soon as possible!”.

Place a small table and the armchair in the room.

Place the pencil case and the four digits lockbox with 3 coins, on the table.

Hide the paper with the alphanumeric text about the UN somewhere in the room.

Hang the message with the instructions to get out, on the wall (or if there is a door to get
out, on it).
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Example set-up image

The following image shows an example of how-to set-up the escape room taken prior to

initial play.
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How to play the game
Entering the first room the players meet two instructors (the mannequins): they propose
them four challenges after which they will obtain the knowledge and tools necessary to
travel.
Game #1: the group needs a starting point for their mission and a passport that allows them
to travel without problems. Through this game we want to focus on the existence of "weak"
(Iraq, Afghanistan, Syria, Somalia...) and "strong" (Germany, Sweden, New Zealand...)
passports and how complicated it can be to apply for them.

The players will have the opportunity to consult two texts. The first explains the meaning of
the color of the passports and some symbols; in the second, a standard procedure for
obtaining citizenship is presented (birth certificate, penal certificate, residence permit, receipt
of payment of the contribution of 200 euros, residency in all places where one has lived in
the past 10 years, date of first entry into Italy, income received in the last 3 years with tax
returns, revenue stamp of 16 euros).
From the first text they get the two clues (color and symbol) necessary to identify the right
passport among the 16 present, from the second they get the two missing numbers
necessary to complete the code: 7023.

Game #2: the players have to deal with body language, with the typical gestures of all the
countries they will cross. Through this game they will learn similarities and differences
between the various countries.
Comparing the instructions on the billboard and the message in the hand of the mannequin,
they will get the right code: cgj.

Game #3: to avoid accidents along the way, players have to deal with different artistic
manifestations and cultural expressions. In this game they learn and perform a
choreography of the song “This is America” by Childish Gambino (a collection of traditional
dances from different African states), a song that tells about the American cultural mix and
its contradictions.
When playing the song and dancing it on the numerical carpet, they will sum the numbers
touched with the right foot and subtract the ones touched with the left one. The total and the
final code is 12.

Game #4: to organize the logistics of the trip it is essential to take into account the time
zones (as Jules Verne teaches). In this game, players will have to locate a mysterious
country by deciphering a blank map and find the correct local time.
The blank map is tattooed on the mannequin's shoulder and the hints on the billboard are
about North and South Korea. The alarm clock is set on local time in Berlin at 9 ‘o’ clock.
The time zone map shows Korean time +8 compared to Berlin, so the code is 17 (the actual
time in Korea).

12 and 17 have to be combined to open the 1-coin lockbox on the table.

After solving the first four challenges, the team gets one token. Inserting it into the turnstile, it
allows one player to get to the second room. Only one of them will pass to the other side.
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Suddenly the group will find itself divided. From this moment on, the players have to
communicate and share information while facing the difficulties of distance and experiencing
the consequences of an unexpected separation.

The player who crosses the threshold must obtain the citizenship of the new country. S/he
needs to ask the other members of the team for support, as part of the clues are in the first
room. In fact, only those who remained in the first room know the correct procedure for
obtaining the documents that are written in the copybook.
Following the instructions and connecting the dots on the city map, the player discover 3
numbers that open the pencil case: 617.

As soon as citizenship is obtained, the dynamics are reversed: the “migrant” player has
access to useful information for the team that is now trying to cross the border and reach the
second room. Thanks to the indications the team is able to discover the surveillance
positions on the map/minefield and to identify the correct path to get to the end of the game.
The path is composed of 31 steps, multiplied by 10km (written on the map), it gives 310km,
that is the code necessary to open the little box.

Unfortunately, solving the challenge is not enough, players are stopped at the border! (The
Lego policeman inside the little box).
Encountering a smuggler, however, allows them to help once again the single player in the
other room: in the little box there is the piece cut out from the copybook that, repositioned in
the right place, highlights four words in the UN text: not trust the interpreter. The migrant
player can read, with the alphanumeric text, the last code: 0413.

At this point the migrant player opens the last 4 digits lockbox, gets 3 tokens and will have to
choose how to use them: continue alone and fully integrate into the new country or give the
team another chance to cross the border?
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Game Flow Diagram

How to Win

Once solved the final puzzle and opened the safety box, the player locked in the second
room has two choices: s/he can use the coins to rejoin with the rest of the group (this action
unlocks Daryl’s story), or s/he can continue alone the adventure in the new world (this action
unlocks Dima’s story).
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Facilitation

Whilst they are playing the game, it is important that the players enjoy themselves. It is fine
if they become stuck on one puzzle, as long as they are having fun trying to solve it. However,
if the players become bored, the facilitator should intervene to assist them.

According to the age of the players and their skills, hints can be provided either verbally, by
asking questions in the style of a fellow player such as ‘what’s that in the bottle’, or by
writing a note which guides the players and throwing it into the room for them to find. When
you provide hints, try not to make them too obvious. Most importantly of all, do not solve
any part of the puzzle yourself as this will take the players sense of agency away from them.

Important Note: Some escape rooms are designed in such a way that it is critical to win the
game and get out of the room; because this will reveal an important fact highlighted within
the debriefing phase.  In cases such as this, ensure that the group won’t run out of time.

If this is not the case, and the group has uncovered enough elements about the escape
rooms topic, there will be no requirement that they win the game, so do not over facilitate
the escape room experience.

Introducing the Game

Begin by welcoming your players to The world tour in 45’ and, when you are ready to begin,

guide them to the doors leading into the escape room. Give them the following introduction

speech, or create one of your own.

In a not too distant future, humanity feels in complete control of space and time. Science has
broken down all borders and barriers. To demonstrate this supremacy, the most powerful
men on the Earth make a bet: to go around the world in just 45'. You represent the candidate
team to attempt the mission. Before embarking on the mission, however, you will need the
necessary training: follow our experts and get ready for this great adventure!

Important note: the players are not aware of the plot twist they are going to experience. The
introduction (the call to play) differs on purpose from the real story they are going to listen to
at the end of the game.
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Debriefing the Players

The debriefing is the most important part of the whole experience. Players are invited to
discuss and confront each other about the feelings, thoughts and ideas that have emerged
during the game. Since the "Fight Racism" escape room ends with a meaningful testimony, a
good way to start the debrief is to ask players to share their emotional state. By giving voice
to their emotions and listening to those of others, they have the opportunity to express
feelings that could otherwise compromise the debriefing. After giving space to the
immediate sensations, the facilitator helps the group to “cool down” to focus on the game.
The objective of the debriefing is to start from the game experience to acquire knowledge
on the topics addressed. The facilitator helps the group to create connections between the
topics discussed and the daily life of each participant, in this way the players will have the
opportunity to reflect on the concrete ways in which they can get involved in addressing the
problem of racism. This is exactly what makes the game "educational".

Speaking of walls and discrimination, the first image that usually comes to mind is precisely
that of the barriers placed on the borders between states to prevent the transit of people.
The game of the map/chessboard represents in its elements some obstacles that migrants
are forced to face risking their own lives. But the walls aren't just the physical ones. “Fight
Racism” aims to represent some invisible walls that help to foster various forms of racism.
The passport and the citizenship games give the group the opportunity to reflect and discuss
the strength of some papers and the weakness of others and how challenging it can be to
obtain citizenship in a country. The struggle of the Somali refugee Abdullahi Ahmed to
obtain the same citizenship that years later will prevent him from returning to his country,
the eternal waiting for Mehdi Ali in the Melbourne hotel to request asylum or the hunger
strike of 450 people united in moving "Union de sans papiers pour la régoularisation" are
just some of the stories that can be told to understand how bureaucracy can contribute to
the discrimination of certain groups of people. The choreography of Childish Gambino's song
"This is America"   represents, through an incredible symbolic universe, the condition of the
African American population in the USA. Therefore the game of mime, dance and the
interpreter are a way to experience alternative modes of expression to words: in fact the
language itself can be a tool used to discriminate and create inequality.

Overall, the "Fight Racism" escape room aims to represent both the journey of those who
leave and the expectation of those who remain. In the passage from the first to the second
room and in the final choice, the group finds itself experiencing first hand some ethical
complexes that are the basis of the dramatic experiences that migrants live. Since the
debriefing itself can be a "heavy" moment, it is important that the facilitator concludes the
moment by paying attention to any elements of hope such as the work done by NGOs
offering humanitarian aid or the SDGs goals aimed at fighting discrimination and reducing
inequalities.

Below you can find some useful links.

Passport ranking: https://www.passportindex.org/
Walls and barriers: https://www.vox.com/a/borders

This is America:

https://www.wired.it/play/televisione/2018/05/08/this-is-america-donald-glover-childish-ga

mbino/?refresh_ce=;
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https://deerwaves.com/storie/riferimenti-this-is-america-childish-gambino ;
https://www.splcenter.org/hate-map

Stories about papers:

https://cafebabel.com/it/article/i-sans-papiers-di-bruxelles-hanno-fame-di-giustizia-60f1413
2f723b37b439a3638/

https://www.repubblica.it/protagonisti/Abdullahi_Ahmed/
https://www.facebook.com/watch/?v=192111558713212
(https://www.torinoggi.it/2020/03/03/leggi-notizia/argomenti/cronaca-11/articolo/coronavirus-a
bdullahi-bloccato-in-aeroporto-a-parigi-non-posso-viaggiare-perche-sono-italiano.html?fbclid
=IwAR39B9yePtJsQ0zUI-_NsGcn4tsZa1sBIdv_C0YoliNJNCVSNEmLxE8mBfU)

Language and discrimination:
- https://www.bbc.com/worklife/article/20210528-the-pervasive-problem-of-linguistic-ra

cism
- https://www.universal-translation-services.com/language-discrimination-examples-in-

10-languages/

SDGs facing racism:
- https://sdgs.un.org/goals/goal4
- https://sdgs.un.org/goals/goal5
- https://sdgs.un.org/goals/goal10
- https://sdgs.un.org/goals/goal16

18

https://deerwaves.com/storie/riferimenti-this-is-america-childish-gambino
https://www.splcenter.org/hate-map
https://cafebabel.com/it/article/i-sans-papiers-di-bruxelles-hanno-fame-di-giustizia-60f14132f723b37b439a3638/
https://cafebabel.com/it/article/i-sans-papiers-di-bruxelles-hanno-fame-di-giustizia-60f14132f723b37b439a3638/
https://www.repubblica.it/protagonisti/Abdullahi_Ahmed/
https://www.facebook.com/watch/?v=192111558713212
https://www.torinoggi.it/2020/03/03/leggi-notizia/argomenti/cronaca-11/articolo/coronavirus-abdullahi-bloccato-in-aeroporto-a-parigi-non-posso-viaggiare-perche-sono-italiano.html?fbclid=IwAR39B9yePtJsQ0zUI-_NsGcn4tsZa1sBIdv_C0YoliNJNCVSNEmLxE8mBfU
https://www.torinoggi.it/2020/03/03/leggi-notizia/argomenti/cronaca-11/articolo/coronavirus-abdullahi-bloccato-in-aeroporto-a-parigi-non-posso-viaggiare-perche-sono-italiano.html?fbclid=IwAR39B9yePtJsQ0zUI-_NsGcn4tsZa1sBIdv_C0YoliNJNCVSNEmLxE8mBfU
https://www.torinoggi.it/2020/03/03/leggi-notizia/argomenti/cronaca-11/articolo/coronavirus-abdullahi-bloccato-in-aeroporto-a-parigi-non-posso-viaggiare-perche-sono-italiano.html?fbclid=IwAR39B9yePtJsQ0zUI-_NsGcn4tsZa1sBIdv_C0YoliNJNCVSNEmLxE8mBfU
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Introduction 
Victor’s Story is one of 10 escape rooms created by the EU Erasmus+ project, Escape Racism, 
to highlight and combat social and racial prejudices worldwide.  As in any escape room game, 
the object of Victor’s Story is to escape from a locked room in as short a time as possible.  In 
order to achieve this, players must solve a series of clues and puzzles that point them towards 
the game’s solution. 

Whilst playing Victor’s Story, it is hoped that the players will enjoy playing the escape room 
and become better educated about the lives of those people who are imprisoned by modern 
slavery and, in particular, forced labour.  These crimes are globally systemic. According to a 
report by the International Labour Organization and Walk Free Foundation, approximately 
40.3 million people were the victims of modern slavery in 2016.  Of these, 24.9 million people, 
almost the entire population of Australia, were thought to be the victims of forced labour and 
made to work in often physically strenuous roles for little, if any, recompense via threats and 
coercion from individuals, criminal gangs, and even state authorities who all profit from the 
activity.  Unfortunately, it is a sad fact that that at least some of the food and clothes that 
each of us purchase will have been created by means of forced labour somewhere within the 
production chain meaning that we also, as private citizens, benefit from these illegal activities, 
albeit indirectly. 
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Narrative 
Victor is a university graduate with a degree in engineering.  Up until a few years ago, he held 
a well-paid position within a manufacturing company, which meant he was able to enjoy a 
decent standard of living with his wife Katerine and son Artem.  This sadly changed when 
Victor lost his job. 

Over the following months Victor struggled to find work and took out a series of loans to help 
cover the cost of living.  During this time, he also met and became friends with John. John 
would constantly talk to Victor about how great life was in the west, claiming it would be easy 
for a man of Victor’s skills to find work.  One day, John mentioned that his friend Gary owned 
a small engineering company in the UK was willing to give Victor a job.  Victor explained to 
John that he could not leave Katerine and Artem behind, neither could he afford the cost of 
flights and accommodation.  The next day John called Victor and said that Gary had offered 
to arrange Victor’s paperwork and let him live in one of his properties, once he was back on 
his feet, Katerine and Artem could join Victor in the UK. John even offered to pay the cost of 
Victor’s flights.  Victor initially refused the offer, but after speaking at length with Katerine, 
decided that this was too good an opportunity to pass up.  He phoned John and accepted his 
offer. 

A few days before his departure, John called around with Victor’s tickets and the details of his 
flight to London.  He told Victor that everything was arranged with Gary who would meet him 
when his plane landed and drive him to his accommodation.  Victor spent the next few days 
preparing to leave home for a new life, knowing that he might not see his family for some 
time. 

Gary met Victor at the airport and, taking his suitcase and documents, walked him to a van 
where a man got out and beckoned him to take the passenger seat before getting in himself.  
Gary got into the driving seat and started to drive in silence for around 45 minutes before 
stopping outside a shop.  The unnamed man got out and pulled Victor from the van before 
pushing him through a side door, up a flight of stairs and throwing him through a door into a 
room full of dirty looking mattresses and rubbish.  Gary entered and looking Victor in the eyes 
said, ‘you work for me now until you’ve paid off what you owe John’, ‘we know where your 
family are and if you try to run, we’ll kill them’.  The two left the room locking the door behind 
them.  Sometime later, the door was unlocked, and a group of dishevelled looking men walked 
in, collapsing one-by-one onto the mattresses without saying a word. 

The following day, Victor and the rest of the men were woken early and bundled down the 
stairs into the back of a van.  The van drove for some time before stopping.  The doors opened 
and they were beckoned out, ‘pick up a shovel and start working, and remember to keep your 
mouths shut or it will end badly for you’ they were told.  Victor picked up a shovel and started 
digging. 

Victor has become a victim of modern slavery, and it is our players job to discover information 
about Victor’s life during this time.  Did Victor manage to escape, and if so, how? Only through 
uncovering clues, completing puzzles, and discovering artefacts will our players find out.  Key 
to this will be Victor’s diary, which helps to explain his life as a modern slave, and also provides 
some clues and even the eventual key to his release. 

 



 

4 
 

Required Materials 
To create the setting and puzzles for Victor’s Story, you will need a decent sized room, or 
space to mark one out, and a range of materials which are listed below.  You may also wish 
to increase the player’s immersion by dressing the room with materials such as old food 
wrappers, containers, drink bottles, cans, and old newspapers.  The latter of these can also 
act as a red herring for players and help to hide puzzles in plain sight. 

 Victor’s Diary Pages (included within the kit) 
 3 x Foam Camping Mats 
 3 x Blankets 
 1 x Vase 
 20 x Bobby Pins 
 1 x Jigsaw Puzzle (200 pieces) 
 1 x Small Sheet of Plywood 
 1 x 10cm (L) 2cm (W) x 2cm (H) Length of Wood 
 1 x Packet of Blu Tack 
 3 x Combination Lockboxes 
 1 x Lockbox with a Key 
 1 x Puzzle Box with Opening Instructions 
 1 x Crosshead Screwdriver 
 1 x Tape Recorder 
 1 x Tape (containing music) 
 4 x Batteries (to fit the tape recorder) 
 1 x Length of String (1m or 3ft in length) 
 1 x Small Magnet (must fit the neck of the vase) 
 1 x Table Lamp (with a short cord) 
 1 x Black Light Bulb (to fit the lamp) 
 1 x Black Light Marker 
 1 x Extension Cable 
 2 x 4mm Crosshead Wood Screws 
 1 x Pack of Standard Playing Cards 
 1 x Plug Socket 
 1 x Tube of Superglue 
 1 x Key 
 Lemon/Orange Juice or Orange Flavour Effervescent Tablets 
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Combination and Puzzle Boxes may be substituted for standard wooden or cardboard boxes 
with holes cut into them through which a combination lock can be inserted in order to lock 
the box shut.  The following materials may also be included to act as red herrings, although 
other objects may be substituted should you desire: 

 1 x Torch 
 1 x Old Mobile Phone 
 3 x Pictures of Numbers 
 Assorted Old Mats or Carpet 
 Assorted Used Food Wrappers 
 Assorted Used Food Containers 
 Assorted Used Soft Drink Cans 
 Assorted Used Soft Drink Bottles 
 Assorted Old Newspapers or Magazines 

Preparation 
Some of the materials within the escape room will require preparation before they can be 
utilised.  In some cases, this may require some basic ‘do-it-yourself’ (DIY) skills.  Please seek 
assistance if you feel uncomfortable doing this. 

 If you are running the game for English speaking players, print the diary pages that are 
included within the escape racism kit.  If you are running the game for non-English 
speakers, print out the blank diary pages, also included, and translate the originals 
into your own language; see the section entitled ‘The Diary’ for more information. 

 Take one of the foam camping mats and mark it’s with the letter ‘V’.  Mark the 
remaining mats with random letters.  This indicates that they belonged to someone. 

 Build the jigsaw puzzle and flip it over so that the blank side is facing upwards.  It might 
be helpful to use cardboard or a sheet of plywood to help with this, if you do so then 
leave the cardboard or plywood in the escape room so that the players can use the 
same method to turn the puzzle over.  Write the combination to lockbox 1 onto the 
blank side of the puzzle using large writing, flip the puzzle back over and remove some 
of the pieces with writing on the back.  When you create the room place some of 
these, so the writing is visible on a flat surface alongside the jigsaw puzzle. 

 Take the 2 x 2cm length of wood and cut out 4 sections at intervals of 2.5cm.  This 
should give you 4 pads of wood that you can glue into the corners of lockbox 1’s 
interior.  now cut a piece of plywood sized to fit as tightly as possible into the base of 
lockbox 1, ensuring that it sits on top of the pads that you have created.  Close to one 
of the longer edges, drill 2 x 3.5mm holes into the plywood and screw 2 x 4mm screws 
into them.  These will act as a rudimentary handle which will aid the removing of the 
false bottom you have created. 

 Remove the ‘recording protection tab’ from the music tape.  Cut or rip a piece of paper 
to fill the resulting hole.  Write the combination to lockbox 2 onto the paper, crumple 
the paper up and push it into the hole.  Using a marker, draw an ‘X’ or a dot next to 
the hole to highlight it to the players. 

 Open the pack of playing cards and select 4 cards from the deck at random.  Write one 
number from the combination to lockbox 4 onto each of these.  Make a note of the 
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cards and the numbers written on them; for example, if the combination to lockbox 4 
were 7524 you might write ‘7 = 5 of clubs, 5 = 3 of diamonds, 2 = Queen of spades, 4 
= 9 of hearts.’  Now write numbers at random onto each of the remaining 48 cards 
and shuffle the deck together before replacing it into the packaging. 

 Take a piece of paper and, in order of the combination, write or draw the names of 
the cards which the combination appears on. Using the previous example (7524) this 
would leave us with a piece of paper containing the legend ‘5 ��, 3 ��, Q ��, 9 ��’. 

The Diary  
If you are creating the game for English speaking players, the diary which is included as part 
of the escape room’s kit can be printed out and used directly.  If you are creating the game 
for players who do not speak English, print the blank diary pages, also included, and translate 
the text from the English version onto them using a biro or felt tip pen.  Try to make the 
writing as legible as possible whilst retaining the feeling of handwriting.  It does not matter if 
you make mistakes as long as the text remains relatively the same, this will only add to their 
authentic feel.  

When generating the codes on the final page, look for letters within your translations which 
spell out the words ‘Forced Labour’.  Then, within the code, indicate the page using the day, 
i.e., Monday 7th January becomes 7, followed by the line number and finally the position of 
the letter upon that line to give you a code consisting of three separate numbers.  For 
example, in the English version of the diary, the code 7-1-1 would provide us with the letter 
‘A’ from the word ‘Artem’.  It is also good to include the phone number for a local national 
helpline where possible, and other personal things such as the child’s drawing which helps to 
connect Victor with the player. 

Creating the Room 
The location that you use for the Victor’s Story escape room must be large enough to contain 
all of the materials required to play the game plus approximately 2-4 players.  It should not, 
however, be so large that objects and materials are spread over a wide area.  If you have 
access to a larger space, you should mark out the boundaries of the escape room using hazard 
tape.  If you create a room in this manner, ensure the players are aware that they shouldn’t 
step outside the boundaries whilst playing and, if you want to be especially harsh, impose a 
time penalty on them for doing so.  To create the room, perform the following steps: 

 Take the foam camping mat that you’ve marked with a ‘V’ and roll it up, as you do so 
place diary pages 1 (Monday 7th January) and 2 (Wednesday 9th January) inside.  Tie 
the camping mat up to ensure that it doesn’t become unrolled and reveal the diary 
pages during the game unless a player examines it. 

 Within the false bottom of lockbox 1, place the playing cards and magnet.  If the false 
bottom is loose, place blu-tack onto the wooden pads and push the false bottom down 
onto it.  Remove the 2 screws. 

 Place diary pages 3 (Thursday 10th January) and 9 (Saturday 25th July), the 
screwdriver and batteries into Lockbox 1, on top of the false bottom, and lock it. 

 Open the tape recorder battery slot and place the length of string inside it.  Flip the 
tape recorder over and place the tape into it. 
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 Place diary page 5 (Tuesday 12th February), the blacklight bulb, and the extension 
cable into Lockbox 2 and lock it. 

 Place the lamp near a power socket, ensuring that it can be plugged in and switched 
on.   

 Taking the instructions for opening the Puzzle Box, transcribe them onto a surface, or 
ideally a number of separate surfaces spread around the room.  Surfaces can be walls, 
floors, or even tabletops.  If you prefer not to do this, then simply transcribe the 
instructions onto paper and tape them to the walls.  The surfaces should be further 
away from the plug socket than the lamps cable will allow it to reach.  

 Place diary pages 6 (Wednesday 17th April) and 7 (Thursday 18th April), and the 2 x 
4mm screws into the Puzzle Box and close it. 

 Place diary page 8 (Thursday 13th June) and the playing card cypher which you have 
created into Lockbox 3. 

 Place the key to Lockbox 3 and approximately 20 bobby pins into the vase.  Fill the 
vase with a weak lemon of orange cordial mix. 

 Place diary page 4 (Friday 11th January) and the lone key into Lockbox 4. 

 Place the jigsaw puzzle and the removed pieces onto a flat surface. 

 Distribute all of the materials (lockboxes, puzzle box, camping mats, blankets, etc), red 
herrings, and set dressing around the room in a seemingly random manner.  Try to 
hide the lockboxes in locations which are not obvious by covering them with old mats, 
newspapers, camping mats, blankets, etc.  Once this is done, and you are happy with 
the layout, take a photograph to use as reference when resetting the room for a new 
group of players. 

Set-Up Example Images 
The following images show how we set up the escape room for a series of testing sessions.  As 
you can see, with the exception of the lamp, which needs to be near a plug socket and the 
instructions for opening puzzle box 3, which need to be within reach of the lamp cord and 
extension cable, there is no defined locations for the objects within the room other than those 
described within the section ‘Creating the Room’.  Use your own best judgement when laying 
the room out, and try to hide lockboxes, etc, where possible. 
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Game Goals and Puzzle Connections 
The game should play out in a relatively structured manner.  However, it doesn’t matter what 
order the players uncover clues and hints as they will need to complete each of the puzzles in 
order to find and decipher the code-words that are required to complete the room.  The 
following structure is built into the game. 

 Examining the foam camping mats should reveal diary pages 1 and 2. 

 Completing the jigsaw puzzle and looking at the reverse side should provide the 
combination for Lockbox 1. 

 Opening Lockbox 1 will provide the screwdriver, some batteries, plus diary pages 3 
and 9. 

 Looking at the tape, which is in the tape recorder, should reveal the paper with the 
combination to Lockbox 2. 

 Examining the tape recorders battery slot, should reveal a length of string.  Players are 
guided to this by the discovery of the batteries within Lockbox 1. 

 Within Lockbox 2, the players will find a blacklight bulb, an extension cable, and diary 
page 5. 

 By using the blacklight bulb and the extension cable with the lamp, players should be 
able to search the room for the diagrams that shows them how to open the Puzzle 
Box. 

 The Puzzle Box contains 2 screws, which can be used to pry open the secret 
compartment in Lockbox 1, plus diary pages 6 and 7. 
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 Within Lockbox 1’s secret compartment is a pack of playing cards and a magnet. 

 The magnet can be tied to the string and used to pick up the key which is hidden within 
the vase full of lemon or orange cordial. 

 The key can be used to open Lockbox 3, within this should be found diary page 8 and 
a cypher associated with the pack of playing cards. 

 Using the cypher with the playing cards should reveal the combination for opening 
Lockbox 4. 

 Within Lockbox 4 the players will find diary page 4 and the key to exit the room. 
 The player should use the codes written on diary page 9 to decipher 2 words “Forced 

Labour.  The first number of each 3-digit code refers to the date of the diary entry, i.e., 
10 refers to the page headed ‘Thursday 10th January’.  The second number refers to 
the line, i.e., 12 refers to the 12th line of text from the top.  The third and final number 
refers to the letter within that line, including spaces, i.e., 11 refers to ‘F’. 

Game Flow Diagram 
The following flow diagram shows how the items within Victor’s Story connect together and 
can be utilised to escape the room. 
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How to Win 
To complete the game, the players must have firstly found each of the individual diary pages.  
The final page comes with a key, which is meant to indicate the exit to the room. However, 
players should not be allowed to exit until they have deciphered the 2 code-words which are 
provided on diary page 9.  Once the players have uncovered these the game ends.  If the 45-
minute timer runs out and the players have yet to complete the game, then halt them by 
telling them that time is up. 

Facilitation 
Whilst they are playing the game, it is important that the players enjoy themselves.  It is fine 
if they become stuck on one puzzle, as long as they are having fun trying to solve it. However, 
if the players become bored, the facilitator should intervene to assist them. 

According to the age of the players and their skills, hints can be provided either verbally, by 
asking questions in the style of a fellow player such as ‘what’s that in the bottle’, or by writing 
a note which guides the players and throwing it into the room for them to find. When you 
provide hints, try not to make them too obvious.  Most importantly of all, do not solve any 
part of the puzzle yourself as this will take the players sense of agency away from them. 

Important Note: Some escape rooms are designed in such a way that it is critical to win the 
game and get out of the room; because this will reveal an important fact highlighted within 
the debriefing phase.  In cases such as this, ensure that the group won’t run out of time. 

If this is not the case, and the group has uncovered enough elements about the escape rooms 
topic, there will be no requirement that they win the game, so do not over facilitate the 
escape room experience. 

Game Dynamics 
Within this section, we will discuss the process of running Victor’s Story including how you 
should go about introducing the room to your players, how the clues within the room will be 
uncovered and are connected, how the game is ‘won’, and finally, how you can debrief your 
players.  This latter process is extremely important within Victor’s Story as it will allow you to 
provide wider context to modern slavery and highlight other areas of the subject which are 
not necessarily covered by the contents of the escape room. 

Playing with Large Numbers 

If you wish to play the escape room with a larger group there are some options are open to 
you.  You may decide to utilise a style of play similar to the popular UK television programme 
‘The Crystal Maze’, whereby some players enter the room and the remainder of the group 
observe from outside.  The observing players may then shout things out to the players within 
the room, highlighting things, or asking them questions.  The players within the room can also 
interact with the observers, telling them what they have found, and asking for advice.  

Another option is to utilise a tag team format, where some players begin within the room and 
others observing from outside.  However, the players who begin the game in the room can 
then be swapped for players who are observing after a set period of time, perhaps five or ten 
minutes.   
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A final option for playing the game with large groups might see one or multiple observing 
players being used to disrupt the game.  These players should be selected prior to the game 
starting and then briefed on how best they can disrupt the game.  In the case of Victor’s Story, 
this might mean telling the disruptors which objects are red herrings and having them draw 
the players attention to them, away from the real elements of the puzzle, or simply 
highlighting how the diary code is cracked so that they can give poor advice.  If you find and 
create new additional options for playing with large groups, then please let us know! 

Introducing the Game 
Begin by welcoming your players to Victor’s Story and, when you are ready to begin, guide 
them to the doors leading into the escape room, or just outside the area you have delineated.  
Give them the following introduction speech, or create one of your own: 

Welcome to our escape room which we call Victor’s Story.  The room you are about to enter is 
part of an on-going investigation into modern slavery.  Several victims of modern slavery have 
recently been held in this room against their will.  One of the victims, a man called Victor, 
recently managed to somehow escape, and was picked up by the police after calling the modern 
slavery helpline (swap this for a modern slavery helpline in your own country).  He has agreed 
to assist the police with their investigation and is being looked after in secure accommodation.  
Victor has mentioned that he kept a diary, and this may be of particular interest to you.  By the 
way, don’t worry, the people alleged to have held him against his will are currently in police 
custody.  You are here today to uncover any evidence of criminal activity and try to explain how 
Victor managed to escape. A final word of warning, you may find some of the things you find 
within the room upsetting, if you decide that you cannot continue then please make us aware 
that this is the case.  You have 45-minutes to look around for clues beginning from the time I 
start the clock.  Once 45-minutes has passed, whether you have managed to escape or not, we 
will reconvene for a debrief.   

The game begins in 5, 4, 3, 2, 1… 

Debriefing the Players 
Once the game has concluded, by the players either escaping or running out of time, you 
should debrief them.  The debriefing should begin by asking the players what they think they 
have discovered.  Ask them to explain the contents of the diary to you and explain that this is 
the evidence you were looking for.  If the players have completed the game but have 
questions about a specific aspect of it, how one of the puzzles should work, for example, then 
explain the workings to them.  If the players did not complete the escape room, but instead 
ran out of time, tell them that they will have to play the escape room again to see what extra 
secrets it holds. 

Finally, explain the story of the escape room to the players, throwing in details about modern 
slavery and forced labour. 

We believe that Victor is a victim of modern slavers who brought him to the UK using false 
promises of work.  The slavers then used his family as leverage against him by threatening to 
kill his son if he should run away.  This is a crime that is often overlooked, and the people who 
are taken are misunderstood and hidden away, but unfortunately, modern slavery is a 
worldwide problem.  There are thought to be over 40 million people enslaved worldwide at this 
point in time and the number continues to rise year on year.  Some of these are forced into 
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prostitution, whilst others are exploited by criminal gangs, some people are even taken with the 
explicit purpose of harvesting their organs, which often results in medical difficulties and death.   

Approximately 25 million people are thought to be enslaved as forced labourers.  That is to say 
that they’re held captive, primarily by mental or physical threats, and forced to labour for little 
or no recompense.  Many of them are told that they will be released once they have worked off 
the debt that they ‘owe’ to the very people who have enslaved them.   

It is a sad fact that each of us have benefited from slavery in some small way, as much of the 
food we eat and the clothes we wear will have, in some small part, have been a product of 
modern slavery.  Victor is one of the lucky few who escape their captors and flee to freedom by 
contacting the Modern Slavery Hotline where he got to speak to an advisor who gave him quick 
access to support services. 

If you’d like to find out more about the issues surrounding modern slavery, then please take a 
look at www.anti-slavery.org or www.modernslaveryhelpline.org.  Each of these websites 
contains information about the problem and what to do should you encounter it.  Thanks for 
your time and I hope you enjoyed playing Victor’s Story. 

If you are running Victor’s Story in a country other than the UK, please change this information 
so that it is relevant to your location. 
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Introduction

Fast Fashion is one of 10 escape rooms created by the EU Erasmus+ project, Escape Racism: Toolbox
to Promote Inclusive Communities, to highlight and combat social and racial prejudices worldwide.
As in any escape room game, the objective of Fast Fashion is to escape from a locked room in as
short a time as possible, although it is situated online. To achieve this, players must solve a series of
clues and puzzles that point them toward the game’s solution. 

When players participate with Fast Fashion, the takeaways desired are that each player will have
enjoyed the online experience, and come out with a greater understanding of modern slavery and
the people who suffer through the calamity of forced labour, sexual abuse, and worker’s rights and
conditions. The garment industry operates under secrecy and deception with almost a total lack of
transparency, allowing ongoing explications of its workers and their rights. Systemic human rights
abuses pervade the global garment industry, from poverty pay, long working hours and denial of
trade union rights to significant risks to workers’ health and safety through unsafe buildings, heat,
lack of ventilation, no access to clean drinking water and restricted access to the bathroom and use
of dangerous chemicals. Violence and abuse are commonplace, and workers are often attacked or
even killed for joining a union and demanding better working conditions. It has been known from
media reports over several years that illegal operations and practices have been active in garment
factories within the U.K. for most of their biggest fashion brands.
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Narrative

Navya, a young, aspiring woman, immigrated to the U.K. with her family when she was a child, where

she obtained her British citizenship. She attended school and college, where she performed above

average and earned enough qualifications to go to university. Although money was rather tight with

her family, she wanted to ensure extra income for her parents and younger brothers, who were still

at school. From a young age, Navya had a talent for sewing; and regularly created her clothes from

old curtains and cushion covers. Knowing that she already possessed the skills and talents needed for

the field of work she wanted to pursue, Navya started her job search in factories for some of the

biggest, global fashion companies, mostly located in the city that clothes the world, her hometown.

Navya comes across many garment factories, where there are plenty of vacancies to choose from.

She got a call back from one of the factories and was asked to meet with them, the factory she’d be

working for is one of BeYou’s supply chains. She arrived for her interview and induction, where she

was welcomed by the team leader and supervisor, who gave her the lowdown on work policy,

payment, and rights, which seemed very sparse. After some time and without checking her

right-to-work papers, they offered her a position on the hemming station. Regardless of it not being

on the sewing station like she’d hoped, Navya was quite ecstatic by the news.

The next day, Navya woke up at quarter to five to her early morning alarm. Whilst she was eager to

start, she knew it would be a long day. She got dressed, grabbed her breakfast, and made her way to

the bus stop. Her bus was running somewhat later than usual, which made her feel quite anxious.

She knew the journey would take half an hour to get to the factory, she didn’t want to be late on her

first day. The bus crawled up ten minutes later than scheduled, the bus was empty to a degree which

meant Navya could occupy the back-window seat, the best seats on any bus. When she bought her

day ticket for £4, she wished the bus would magically arrive on time. Not meeting Navya’s wish, the

bus arrived ten minutes later than was scheduled at the destination. Building up a sweat, she runs

towards the factory, where she can see the rest of the latecomers storming through the doors of the

factory. She sprints and manages to catch the door before it shut on her, a few familiar faces catch

Navya’s darting eyes and made their way over to her. “We only told you yesterday that you must be

here before 6 am.” The team leader raised his voice, “It’s 6:08 am now. You’re getting a strike for this,

keep this up, and you’ll be out before you know it!”

The employers guided her and other new workers through to the workroom, where she’d spend

most of her time. Upon arrival, all the women on the factory floor had their heads bowed down with

mountains of cloth on either side of them. They were well-reserved from one another whilst all

listening to the same radio chimes.

After a while, Navya’s hands became tight and sore from the repetitive task; they had endured

several needle pricks which inflamed her skin as time passed. The droning of the radio bellowed out

across the factory floor, along with the tinny sound of sewing machines, filled the room as if it were

an orchestra amidst the cloth jungle.

4



By three o’clock, everything seemed to be in order. Workers rounded up the clothes in groups and

gathered them all into one spot for arranging. They had an exhausting time hemming and

re-hemming, stitching, and re-stitching the same clothes again. Navya had been feeling discouraged

by her first day; it was fast-paced as she’d imagined, but it lacked a convivial atmosphere that she

didn’t expect. Once four o’clock approached, the supervisor came out of his office and rallied the

workers’ attention.

“We are still low in numbers of garments needed for BeYou’s requested inventory, which all need to

be shipped out by 8 pm tonight. Because of this, you’ll all have to stay on until half seven now. We’ll

hand out more assignments to you and will begin in twenty minutes.” Navya, already aware she’d

been working for ten long hours with only a half an hour break, approached the supervisor to breach

the question of overtime pay. The supervisor looked at her with a plain expression before answering.

“Everyone here is obliged to work the hours they are told to hit deadlines. Overtime is needed when

the work hasn’t been finished on time. There are no other options, so no, there is no overtime pay.”

7:30 pm comes and goes slower than ever. Navya was exhausted; the thought of having to get the

bus after a long shift was painful to think of. However, the thought of receiving her payment straight

away seemed to be very rewarding after a horrendously long day. As she queues up to clock out and

receive her first payment, she witnesses a few people up ahead gathered around a team leader, one

in tears, the others in disbelief. Their jobs swept from under their feet; they were only taking home

half of what they’d worked so hard to earn. Navya got to the office to check out and the collection of

her earnings. The supervisor looks up at Navya briefly, then down to the sheets of paperwork and

money at the side of the cluttered desk. He started to count the notes and coins, which were stacked

piled on top of one another and gathered the total together. Navya reached her hand out to accept

the money; the supervisor placed the money on the opposite side of the desk to her, which looked

pitiful.

‘This is all I’d earnt. This is all I’m worth.’ Navya thought to herself.
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Creating Groups and Online Rooms1

This entire chapter is extracted from ‘A Guideline to Creating a Virtual Escape Room (VER) in
Microsoft Teams and Zoom’, which is available on gchangers.org. 

 VER Channel Settings on Microsoft Team and Microsoft OneDrive (SharePoint) or Google Drive
Each group member can collaborate using the team meeting functions, whether it’s via voice or
video conferencing. It is recommended that one learner shares their screen with their group to see
the room folder contents available in the external cloud folders collectively. When a group answers
Step 1’s mission correctly, they can advance to Step 2, which instructs them to solve the new mission
puzzles to unlock the next room in the activity. Mission objectives in each step of a room will always
have a connection, so group members may find they will need to relook at the puzzles and clues they
may have missed to solve a code. Facilitators can join the private team channels to assist if needed. 

Instructions on Creating a VER Channel in Teams
1. Ensure you have an email address assigned to Microsoft Outlook.
2. Open Microsoft Teams Online or download the Microsoft Teams application using the email

address associated with Microsoft Outlook.
3. Create a spreadsheet of participants, ensuring you have their names and email address to

assign them to specific groups.
4.  Open Microsoft Teams and select ‘Join or Create a team’ from the left-hand panel. 
5.      Select ‘Create a team’, and when a new window opens, select ‘Other’ from the team types

on offer.
6. Click the ‘…’ icon shown next to the team's name and select ‘Add channel’. When a new

window appears asking you to add a channel name, description, and privacy settings, name
each channel appropriately, for example, Group 1, Group 2, etc, and set the privacy setting
for each group to ‘Private’.

7. You can skip the process of adding members to the groups at this time.
8. Click the ‘…’ icon shown next to the team's name and select ‘Manage Team’. When a new

window opens, add your facilitators and players to the team. 
9.      If these are external to your organisation, you can add them using their email address.
10. Click the ‘…’ icon next to a group to assign the relevant facilitators and players to it using the

‘Add members’ option. This is performed by typing their names or email address in and
selecting their details from the drop-down menu. Repeat this process until each facilitator
and player has been assigned to the correct group channel.

11. To limit the ability to edit settings to facilitators only, select the ‘Manage teams’ option (see
step 8) and select the ‘Settings’ option. Open the ‘Member permissions’ tab and deselect the
following options for your players:

· Allow members to create and update channels
· Allow members to delete and restore channels

12. Please note, there is a choice between Microsoft OneDrive (Sharepoint) and Google Drive to

use as the external cloud-based folder for VER, depending on feasibility and preference. For

instructions about hosting materials on Google Drive, please see page 8. 

13. Once your teams are created, upload the prompt reports for each group channel by selecting
the ‘Files’ tab at the top of the screen. 

1
Sarah Kernaghan-Andrews (2021) Coventry University | Disruptive Media Learning Lab, A Guideline to Creating a Virtual

Escape Room (VER) in Microsoft Teams and Zoom
https://gchangers.org/wp-content/uploads/2021/04/handbook-creating-your-own-virtual-escape-room-gchangers.pdf
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Instructions on Hosting VER Materials on Microsoft OneDrive (SharePoint). 
1. Ensure you have created all the prompt letters for each step in your chosen word processor

before you start.

2. Once the team channel has been created and the settings have been adjusted, go to

the  OneDrive website and sign in to access the cloud storage system. 

3. Under ‘My Files’, create a new folder and enter the name of the VER. Open the folder and
create the same number of folders created in Teams and name them Room 1, Room 2, etc.  

4. Open ‘Room 1’ and create another 2 new folders and name them ‘ACCESS ROOM 1 STEP 1
HERE’ and ‘ACCESS ROOM 1 STEP 2 HERE’. 

5. Open ‘ACCESS ROOM 1 STEP 1 HERE’ and upload the curated materials for this folder. When
you’ve uploaded everything, back and open ‘ACCESS ROOM 1 STEP 2 HERE’ and upload the
curated materials for this folder. 

6. Repeat the last two steps for the rest of the rooms and their steps’ materials.
7. When all the rooms and steps’ materials have been uploaded, go, and open the ‘Room 1’

folder too, right-click ‘ACCESS ROOM 1 STEP HERE’ and select ‘Copy link’. 
8. Open the prompt letter for Room 1 Step 1 and type in the following ‘ACCESS STEP 1

HERE: Hold down the SHIFT key and click on the link to open folder’. Highlight ‘ACCESS STEP
1 HERE’, right-click and go to ‘Link’, insert the link copied from the folder to add the URL and
click ‘OK’.

9. Repeat steps 7, 8 and 9 for each step and apply them to the appropriate prompt letter.
10. Test all the links redirect users to the right location and make any changes if necessary. If

everything is correct, export all the letters as PDFs.
11. Once the letters have been exported into PDFs, open them via Adobe Acrobat or Preview and

re-export and save the PDFs with each encrypted password applicable to the prompt letters.

Go back to Microsoft Teams and add each prompt letter to each group’s Files tab. 
Check again that all the links within the prompt letters open to the correct Microsoft OneDrive
folder; and that they function correctly.

VER Channel Setting on Zoom and Google Drive
Using Zoom is a good alternative if one's not familiar with Teams or does not have access to it
through their workplace. Zoom can assign participants into breakout rooms within a scheduled
meeting and enables participants to share their screens with the rest of their group. A host can also
broadcast a message across the active breakout rooms, for example, inform them of how much time
is left before the game finishes. 
As a host, it is possible to invite more than one facilitator within the meeting to co-host and assist
with the facilitation of the remote activity. The host and co-host/s can then jump in between
breakout rooms to check and prompt participants if needed; they can share links to the letters of
each room step for learners to read through and begin their missions. Links attached within the
letters will redirect learners to Google Drive where folders to each room will contain all the evidence
and clues. The participants will be temporarily restricted to access the other rooms and materials to
prevent the groups from skipping parts of the VER. 

Instructions on Hosting VER Materials on Google Drive
1. Ensure that you have created all the prompt letters for each step in your chosen word

processor before you start.
2. Create or sign in to a Gmail account and open ‘Google Drive’ at the top of the page. 
3. Select ‘New’, create a new folder and enter the name of the VER. Open the folder and create

the desired number of folders representing each room and name them Room 1, Room 2, etc,
and a separate folder for ‘Letters’.  
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4. Open the Room 1 folder, create another 2 new folders and name them ‘ACCESS ROOM 1
STEP 1 HERE’ and ‘ACCESS ROOM 1 STEP 2 HERE’. 

5. Open ‘ACCESS ROOM 1 STEP 1 HERE’ and upload all the curate materials for this folder. When
you’ve uploaded everything, go back and open ‘ACCESS ROOM 1 STEP 2 HERE’ and upload
the curated materials for this folder. 

6. Repeat the last two steps for the rest of the rooms and their steps’ materials.
7. When all the rooms and steps’ materials are uploaded, go back to ‘Room 1’ and right-click

‘ACCESS ROOM 1 STEP HERE’ and select ‘Copy link’. 
8. Open up the prompt letter for Room 1 Step 1 and type in the following ‘ACCESS STEP 1 HERE:

Hold down the SHIFT key and click on the link to open the folder.’ Highlight ‘ACCESS STEP 1
HERE’, right-click and go to ‘Link’, insert the link copied from the folder to add the URL and
click ‘OK’.

9. Repeat steps 7 and 8 for each step and apply them to the appropriate prompt letter.
10. Test all the links redirect users to the right location to make any changes, if necessary, if

everything is correct, export all the letters as PDF.
11. Once the letters have been exported into PDFs, open them either via Adobe Acrobat or

Preview and re-export and save the PDFs with each encrypted password applicable to the
prompt letters. 

12. Go back to Google Drive, open ‘Letters’ and upload all the prompt letters. These letters are
shared only with players via their links; they mustn’t be shared as a folder.

Instructions on Creating a VER Breakout Rooms in Zoom
1. Ensure you have access to Zoom within your organisation to arrange meetings and breakout

rooms within the online activity. Download Zoom onto your desktop and work online via
the website to create breakout rooms.

2. Create a spreadsheet of participants, ensuring you have their names and email address to
assign them to specific groups.

3. Log in via Zoom’s website, select the ‘Meetings’ tab on the left-hand panel and click on
‘Schedule a Meeting’. Enter in the details about the VER:

a. The topic names
b. Description
c. The date and time it shall take place
d. The duration (recommended time between 1 to 2 hours)
e. The time zone (this is important to address if the online activity outreaches other

European countries).
4. On the security settings, enable a waiting room within the meeting to allow the hosts to

admit players into the call once they are ready to start the introduction.
5. It is required to allow video settings for both hosts and players, although some players might

not want to be on video, it’s recommended to have this option available. Leave the audio
settings on both.

6. Navigate to ‘Meeting Options’, tick ‘Breakout Room pre-assign’, here a dropdown appears
with the option to create the rooms, clicking on ‘Create Rooms’ to continue this step. A new
window will appear, add rooms by clicking the ‘+’, rename the breakout rooms to desired
group names, and add participants using the email addresses provided to you. 

7. To add alternative hosts to facilitate the call, add them using their email addresses and finish
by clicking ‘Save’ at the end of the webpage. 

8. On the day of the VER, ensure you have all the right links ready to share with players. Do this
by opening each prompt letter from the ‘Letters’ folder on Google Drive, going to ‘Share’ and
copying every link to paste them into a new document, and labelling them so they’re all
together in one place. 
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9. Start the introduction by sharing any digital materials created for the VER, such as a video
explaining the activity and answering any questions learners may have before they start. 

10. Once participants are ready to start, unlock the rooms by going to ‘Breakout Rooms’ and
selecting ‘Open All Rooms’. When the breakout rooms are unlocked, send the participants
into their assigned breakout rooms, and join each room one at a time to send them a link to
the first prompt letter to start the VER. Remember, you can send broadcasts to and close all
rooms at any time. 

Required Digital Materials

To begin the puzzle creations, you’ll need to follow the resource links provided within this section
alongside the descriptions of what each digital file represents. You can also choose to find your
digital files and images to use in your virtual escape room, do ensure all digital components
downloaded are copyright free and ideally licensed as Creative Commons
Attribution-NonCommercial 4.0 International (CC BY-NC 4.0). 

 All digital materials will need to allocating into six different folders that serve as locked rooms and
items within the VER. Most of the components were made in Adobe Illustrator and Photoshop; if the
text needs altering to fit the desired language, then the .ai and/or .psd files will need to be accessed.
All images and files are accessible via the shortened links which redirect to Dropbox. 

Room 1: Step 1 - Factory Room: 
● Images of blocked fire exits
● A copy of an outdated health & safety notice form
● Thermometer: Temperature readings of the factory floor
● Images of sheets of plastic cellophane ceiling
● Cigarette buds
● Frayed electrical cabling
● BeYou clothing price tags
● A half-finished plate of food
● Health and Safety site safety notice board
● Time system machine
● Room 1 Step 1 password hint

Room 1: Step 2 - Factory Room: 
● A piece of paper with the words Addition Dovelike Intreat – an anagram of riddle = Fire
● Symbols of alphabet 
● Room 1 Step 2 password hint

Room 2: Step 1 – Navya’s Bedroom: 
● Newspaper clipping of school competition 
● Navya’s money diary
● Photo of bruising on wrist
● Navya’s phone– chat windows
● Sketchbooks with fashion drawings
● Sewing kits and cloth
● Room 2 Step 1 password hint
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Room 2: Step 2 – Navya’s Bedroom: 
● Emoji poster chart on the wall
● News articles about fast fashion factories
● Dictionary definition of an ‘acronym’
● Room 2 Step 2 password hint

Room 3: Step 1 - Factory Office: 
● Factory’s purchase log
● Factory’s books
● Factory emails
● Outdated national minimum wage poster
● Old Workers’ payslip
● Money boxes 
● Calculator
● Room 3 Step 1 password hint

 

Room 3: Step 2 - Factory Office: 
● Hexadecimal chart
● Decimal Chart
● Recent worker’s payslip 
● Pythagorean numerology
● Maths equation
● Post-it Note
● Room 3 Step 2 password hint

 

Fonts and Styles
● Reenie Beanie - https://fonts.google.com/specimen/Reenie+Beanie 
● Davys Crappy Writ - https://www.1001fonts.com/davyscrappywrit-font.html 
● Caveat - https://fonts.google.com/specimen/Caveat 
● Victor Handwriting - https://www.1001fonts.com/victor-handwriting-font.html 
● Bebas - https://www.dafont.com/bebas.font 

 
Access to Puzzle Materials
All final puzzles and materials are available on the Escape Racism’s Fast Fashion webpage for
download from Google Drive. Please note that the editable files included are formatted as
.ai and .psd files, as the materials were all created in Adobe Illustrator and Adobe Photoshop. 

Game Goals and Puzzle Connections

Players have been tasked to help a specialist slavery investigator from a charity assigned to
investigate a modern slavery accusation report within the U.K.
During this game, players need to research evidence and decipher clues in three different locations
provided to look through. The whistleblower, Navya, is a young woman who has given you an insight
into clues and access to the factory floor, her bedroom, and the factory office to analyse and declare
the investigator’s findings.

Key: Yellow = Artefact Red = Red Herring Green = Answer
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Room 1 - Factory Room:
1. Examine the photograph of the blocked fire exits – the conclusion should be recognised as a fire
hazard.

2. Players should note that the health and safety notice situated on the factory floor is outdated by
six years, which means the current factory tenants are not complying with the law.

3. Players should identify the health and safety site safety notice that lacks relevant legal
requirements at the factory. Clues leading to health and safety are giving players a hint on the
answer.

4. Examine the frayed electrical cabling located next to the pile of cloth scattered on the floor next to
workstations – Should recognise the exposed electrical wiring has a high possibility of causing a fire,
especially with the cellophane ceiling hanging above the workers.

5. Thermometer – The heat building up is likely to affect workers and cause health concerns such as
fainting; whilst using machinery.

6. An Image of a plastic cellophane ceiling – this should identify as a fire hazard

7. Cigarette butts - It is illegal to smoke within a workplace in the U.K. due to increased fire risks; and
other serious health hazards such as developing long-term/terminal illnesses from second-hand
smoke.

8. From all the evidence seen here in Room 1, they should be able to identify the national law
violated is HEALTH&SAFETY – do provide information that the password might include a special
character that players have to enter to access the next step.

9. Using the guide provided to players with some of the alphabetical letters added to the puzzle,
players should decode the anagram of the riddle:
‘I eat to live and drink to die’.

10. Using the clues from the previous step, players should get FIRE from the riddle and move on to
the next room.
 
Red Herrings:
1. BeYou price tag introduces players to the Retailer but is not a contributing clue for this room.

2. A half-finished plate of food is there to show the conditions of the factory but does not indicate
any clues to players.

3. The symbols of alphabets are a red herring – there will be some symbols placed throughout
images and documents that add up to a word that is the wrong answer.

4. The time system machine has a symbol hidden within the image. This has no relevance in the
game that could lead to any positive impact for the players.
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Room. 2 – Navya’s Bedroom:
1. Navya’s money diary from the past three months indicates she’s been paid very little for the work
she does and barely has enough left over from contributing to her parent's income.

2. Photographs of bruised wrists indicate physical assault inflicted onto Navya, but unsure why or by
who.

3. The newspaper clippings of the school competition will provide the players with a background
story of Navya, letters are highlighted within the article which is of interest for players to assemble,
making the work GRABBING to describe the bruising on Navya’s wrist.

4. A chat on Navya’s phone is available for players to look through, some of the messages are
encrypted with emojis, she looks like she’s been talking to a close friend of hers.

5. A news articles on a city’s fast fashion industry are open as tabs on Navya’s laptop which explore
in-depth into FORCED LABOUR.

6. Navya has looked up ways to disguise her problems by using an acronym.

7. An emoji poster chart is on her bedroom wall, to decode her messages, which come out
as SEXUAL COERCION.

8. Combine the acronyms of FORCED LABOUR and SEXUAL COERCION together to get FLSC

Red Herrings:
1. Sketchbooks show players the illustrations created and continue to make

2. Sewing kits and cloths are in her room don’t reveal anything to the players
 
 

 
Room 3 – Factory Office:
1. Players will need to investigate a passage of the factory’s purchase log to some encoded numbers
and letters, part of the hexadecimal puzzle. Players should notice A = 10 and F = 15 corresponds with
the hexadecimal chart in the final step.

2. The office has an outdated poster displaying 2017’s national minimum wage poster, where they
can see workers earn £3.50 as stated under the current rates section. It's over four years out of date
to what (at the time) the current minimum wage should be.

3. Examine the factory’s emails which are available on the computer, players will see correspondence
with the Retailer’s recruitment agency discussing subcontracting to the factory to be the supply
chain. Players should also take note of the dates of the correspondence, the year is 2020 and the
minimum wage is £8.72. Players must think of a way to work out the cost difference between the
factory’s emails 2020’s national minimum wage to the figure displayed on 2017’s national minimum
wage poster. They’ll see that the difference between the two wages is: 5.22
4. Players will see an encoded clue within the national minimum wage poster – which is part of the
hexadecimal puzzle and should be kept note of by the players. N.8 = N.50 translates to £3.50.

5. Players should investigate through the worker payslips in Room 3 Step 1 & 2 to sort the numbers
and equate them into the puzzle. They should align 32 as a hexadecimal value and translate it
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to 50 as a decimal value.

6. Upon looking into the hexadecimal chart and the decimal chart available to the players as a
guideline, they should work out the payslips, purchase log and poster that the worker works on
average 50 hours per week for £3.50 per hour.

7. The post-it note provides players with the equation they need to decode and calculate to retrieve
the correct answer.

8. Players can refer to the maths equation available to them to understand how to calculate
hexadecimal into decimals. 

9. With the findings, players must calculate the total payment on a week wages (50 multiplied by
3.50) and translate AF as being 175
AF
A = 10 x 16¹ [x1] = 160
F = 15 x 16⁰ [x0] = 15
= 175

10. Another way to figure out the answer if players are struggling is to subtract the total income from
each payslip.
i.e. 2527 - 2352 = 175
Only suggest this hint if the clock has less than 2 mins remaining; when the players are struggling.
 
Red Herrings:
1. The calculator has a false figure on its display, which will give players an inaccurate answer they
need to escape the room.

2. The money box full of cash does not reflect on your whistleblower’s daily wages needed to escape
the room.

3. The Pythagorean numerology is a red herring; as it is not relevant to the hexadecimal cypher and
encryption.

Prompt Reports

Prompt reports are featured throughout the VER to aid players in the right direction. They provide

crucial information and objectives for the following stages of the rooms’ steps which need to be

solved. The reports contain details uncovered from the previous room steps and provide players with

the investigator’s insight into the scenario.

Each prompt report should follow the narrative written for each room; any expectations to adaptions

depend on the desired location setting. Prompt reports must contain links to the external

cloud-based storage shown below.
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Templates for each prompt report are available as Microsoft Word documents which allow editing,

whilst locked prompt reports are in PDF formats ready for a VER game setup. The passwords for each

locked PDF are listed below.

Passwords:
(All passwords must be entered CAPS LOCK ON and if necessary, include special characters, no
spaces.)
Room 1 Step 1: N/A
Room 1 Step 2: HEALTH&SAFETY
Room 2 Step 1: FIRE

Room 2 Step 2: GRABBING

Room 3 Step 1: FLSC

Room 3 Step 2: 5.22

Final Report: 175
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Game Flow Diagram

The flow diagram shown below indicates how the structure and design of the VER game should be

constructed and presented to players in each group.

How to Win

VERs can be won in one of two ways if the VER is played in a competitive style with the group against
each other and within the 1-hour time limit, then whichever group completes all the room steps and
cracks codes and puzzles the quickest wins the VER. If conducted as a group exercise, they must solve
the clues and puzzles before the 1-hour time limit runs out. If a group fails to complete the VER
before the time is up, facilitators must stop them and end the game. 

Facilitation

Players must enjoy themselves whilst they’re playing the VER, there may come a time when they get
stuck on a clue or puzzle, but it can be visible that each team is having fun and working together
whilst they aim to solve it. Although, if it’s proven that the players are struggling and becoming
disengaged, the facilitator should intercede and support them with the use of stimulating hints or
questions.

Demanding on the age of the players within the VER and their skillsets, facilitators can provide hints
within the group chat channel or verbally via the video call. Try asking questions that
thought-provoke players into a direction that will guide them to an answer, although, don’t be too
obvious with the questions or hints as it’s important for players to be able to conclude the answer
themselves and that the puzzles aren’t solved for them. 
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Game Dynamics

This section discusses the process of Fast Fashion which players will be participating in. It will also
elaborate on how facilitators should introduce the players to the virtual escape room, how the play
modes are structured into the game, how the VER is won or completed, and how facilitators should
debrief the players. When debriefing your players on Fast Fashion, facilitators will be able to expand
on the context of modern slavery and highlight areas of the subjects, which aren’t covered by the
contents of the virtual escape room. 
To begin the activity, everyone starts in the general channel for the pre-session briefing in the format
of a video conference. Players are introduced to the VERs before the start of the session at this stage.
Afterwards, a video is shown to the participants which introduce the module and VERs objectives
and activities. The structure and flow of the game feature a 2-step play mode:

● Step 1 is designed for players to focus on the learning activities and objectives associated
with the mission of the room, which is articulated in the letter for Step 1.

● Step 2 is the puzzle-based gameplay for cracking the code using the findings from Step 1 of
the rooms. From there, the code is used to unlock the next room’s Step 1 letter for players to
proceed.

 

Introducing the Game

To begin the Fast Fashion game, do ensure that everyone who’s scheduled to participate in the
activity is in the general channel video call. Once all the players are in the video call, facilitators can
begin to introduce the setup of the game and assure all players know which teams they’ll be working
in. A video will be provided within the general channel under Files, this will need to be played to
everyone as it will set the scene of the game and provide additional information that players will find
useful and incorporate whilst they play. 

Address the players before the VER starts that they must use caps lock on (all uppercase) when
inputting the passwords into the prompt reports, and advise there may be special characters within
the passwords that they should be aware of. 

Vocal pointers when introducing the game:
- Disclaimer: the virtual escape room experience you are about to enter contains topics covering
sensitive issues, such as sexual crimes, physical assault and slavery. If you find any of these topics
distressing, you have the right to be excused from the activity.
- There are three rooms to escape from presented in folders. Each room has two steps that must be
investigated and evaluated before moving into the other rooms.
- The step folders contain one report; the team must read the reports to learn the objectives in each
space. The reports have external hyperlinks that will redirect to rooms you need to go to.
- When inputting passwords into the reports, make sure ALL CAPS is on, and you may need to use
special characters depending on the nature of the passwords.
- It is recommended that one person shares their screen with the rest of the team.
- You and your team have 1 hour to complete and break out all of the rooms.
- Do you have any questions before we begin?

 The video transcript:
“I woke up at quarter to five to my early morning alarm, got dressed, grabbed some breakfast, and
made my way to the bus stop. My bus was running 10 minutes late, which made me feel anxious. I
paid my fare and wished for the bus to magically arrive on time.
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As I was late, it was 06:08 am when I arrived at the factory. I got a strike and was threatened that I
wouldn’t have a job to come back to if I kept this up. Not a great start on my first day… Everyone
looks so distant on their stations, I tried smiling at an older woman, but she refused to look at me.
The only thing with a voice it seems is the morning radio. 
My hands are so sore… I can feel each pinprick on them as they’re swelling up. The radio chimes and
tinny noise of 100 sewing machines are driving me crazy, they’re droning on and on and getting into
my head. I’m exhausted, everyone looks it too, but we’ve just been told we’ve got to stay on until 7:30
this evening, despite already doing a 10-hour day. There isn’t any overtime pay for this. 
It was a hard first day, but I was able to collect my wages at the end of overtime. I went into the
office where the manager sat, he barely looked at me after he’d counted the money and dropped it
all onto my side of the desk. It looked pitiful. “This is all I’d earnt. This is all I’m worth.” I thought to
myself. 
Three months later, I feel drained and dehumanised. This job is torturous, and I don’t have anybody to
turn to, my parents rely on this money so much. After searching relentlessly on the internet at home, I
came across something that could be of some help… it just requires me to fill out a form. 

Name: Navya Anand
I am contacting you because…: I think I might be a victim.”

Debriefing the Players

Once the game has closed, whether it was from a team completing it the quickest or the clock
running out, facilitators will have to debrief them on the activity. Facilitators should start by asking
them what they believe learners had discovered during the VER, what they think the answer was for
the step they could not complete in time and explain what was needed from the evidence to crack
the code to the next stage. 

If a team completed the VER by either beating other teams or the clock; they might have enquiries
about a particular part of the activity and the clues and puzzles. For example; was there a faster way
to solve puzzle A?
Facilitators can answer and explain how the puzzles are solved quickly. If players couldn’t complete
the virtual escape room within the time limit or lost to another team, facilitators should tell them
another way to play the game again to beat it to the clock and uncover the ending of the VER.  

This is also a good opportunity to go into the story depth and provide information on modern slavery,
and the effects it has on victims.

“Navya fell victim to modern slavery within the UK fast fashion industry. Her employer took
advantage of profiting from supply chain contract deals with fashion labels, such as BeYou, and has
exploited employees like Navya for very little pay and respect for their human and worker rights. 
 
It is estimated that 10,000 garment workers are paid as low as £2 to £3 per hour compared to the
national minimum wage of £8.72 in 2020. This wage is alleged commonplace within garment
factories as they tend to avoid the national minimum wage, sick pay, and entitlement to work
documentation. Due to this practising of illegal employment, workers miss out on £2.1 million per
week or £27 million in total. There is still a call for supply chains and government bodies, such as the
Home Office, to rectify and imply better protection for vulnerable garment workers who have
endured violations. 
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Navya’s employers also took advantage of her ethnicity as most garment workers are from a minority
ethnic group, whilst around a third were born outside of the UK. Most workers in the fast fashion
industry are women, who are at higher risk of being subjected to workplace sexual harassment or
assault. 
 
These workers are most vulnerable to abuse because of their immigration status, language skills and
the lack of support systems. Modern slavery is not just about forced labour or sex trafficking; it also
applies to people who have restricted working rights and access to a decent living wage. This kind of
modern slavery is hidden within the shadows or behind closed doors to some of the most recognised,
fastest-growing fashion brands the UK has.
 
Navya was lucky to have removed herself and others from the supply chain and factory's poor
working conditions and ethics. By reporting to the Modern Slavery Hotline*, she had instant access to
the help and support she needed after taking that initial daunting step to whistleblow in the first
place. 
 
If you would like to find out more about the issues surrounding modern slavery, please look
at www.anti-slavery.org or www.modernslaveryhelpline.org. To learn more about modern slavery in
the garment industry, please visit www.labourbehindthelabel.org. Each of these websites contains
information about the problem and what to do should you encounter it. Thank you for your time; I
hope you enjoyed playing Fast Fashion.”

If you are running Fast Fashion in a country other than the UK, please change this information to best
suit your location.  
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Escape Disabware
ESCAPE ROOM GUIDE

Escape Racism: Toolbox to Promote Inclusive Communities



Introduction

The goal of this escape room is to raise awareness about discrimination and isolation against

people with disabilities, which is represented in the fictional apocalyptic future, where

people who cannot keep up with the uploads of the software are pushed aside from society

by an Artificial Intelligence. The game will motivate the participants to take action against

this way of thinking and think about how they can change this situation in real life.
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Narrative

2200, a year of new hope and opportunity, or so they say. After what happened during the

first half of the 21st century, humanity has decided to embrace science. Technology is no

longer a tool, but part of our souls. People have decided to improve their abilities by

installing hardware on their own bodies. But at what cost?

People used to replace their hardware when it became obsolete, but we have reached a

point where some bodies can no longer cope with technology updates, a point where it is

easier to replace the biological parts of ourselves instead of the steel parts.

Technology is now integrated into people's bodies, and communication and people's abilities

are improved thanks to technology.

All these implants that people have, require updates, powered by Master Artificial

Intelligence (M.A.I).

The problem occurs when the bodies are no longer suitable for the most recent updates to

their implants (due to disability). Faced with this situation, MAI decided to separate these

people from the rest of society since they are not adapted to the new technology they are

building and therefore, for the design of a new society that it is building, since it tries to

build an “ideal” society.

The consequence for people with impairments in the body (disabilities) who cannot access

the updates is the disconnection of the rest of the people who do have access to the

updates. This effect is called a disabling virus or as it is commonly known by the people of

this society: DISABWARE.

People still do not know its cause and those who do not experience this virus do not care

about the problem.

The idea is to address the issue of people discriminated against because of their disability for

not having the same opportunities to access technology and how disability affects this

reality, and Artificial Intelligences can be useful but also misleading as they only care about

your heuristics.

We may not be able to fix everyone's implants, but we need to modify M.A.I. so that we can

create a more inclusive society where no one is left behind.

The character Shift Xi is introduced, she is an IT expert and has discovered this conspiracy

but has gone missing. We enter her house and discover a message in a notebook, where she

tells us to finish her mission: modifying M.A.I. 's software by installing an arsonist in its

system.
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Required materials

To create the setting of the room, you will need a space with 3 rooms and a list of materials.

You may also decorate the room with an apocalyptical and technological approach.

● 1 x Notebook

● 1 x Jacket

● 1 x ultraviolet light torch

● 1 x World map

● 1 x Poker cards deck

● 1 squared battery, 5 classic batteries, 3 button batteries

● 1 x Bed sheet

● 1 x Mobile phone

● 1 x Recorder

● 1 x piece of string

● 2 x magnets

● 1 x little folder

● 1 x plastic transparent box

● 1 x cutter

● 4 x classical music cassettes

● 1 x Turning Lock

● 1 x Movement lock

● 1 x Color lock

● 1 x word lock

● 1 x Key box

● 4 x Numbers locks (3 digits)

● 8 x Wooden or cardboard boxes with holes cut into them

The following materials may also be included to act as red herrings and decorations,

although other objects may be substituted should you desire:

● 1 x jumpsuit

● 1 x helmet

● Some ancient electronic devices (mobile phones, GPS, walkie talkies, walkman…)

● Cables

● 1 x clock

● 1 x toy robot

● 1 x crime scene appearing sealing tape

● Reflecting plastic sheets
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Preparation

Some of the materials used within the escape room will need to be prepared. Please seek

assistance if you need help.

1. In the notebook, you need to write in the 4 first pages:

a. First page: a message from Shift Xi “I need to stop this! In my mobile phone, I

have configured the arsonist to alter M.A.I.’S software, but in order to install it

you will need a code. I cannot risk writing it here, but… remember how I like

the old music cassettes.”

b. Second page: the sentence “the second word of the song”

c. Third page: turning instructions “In order to get to M.A.I.’s laboratory you

need to take three turns to the right passing the door number 0 and stop at

the door number 15, then take a turn to the left passing the door 0 and stop

at the door 28, and lastly take a turn to the right without passing by the door

0 and stop at number 3. That is her lab.”

d. Fourth page: written with invisible ink “trip nines”. You can use an invisible ink

pen or lemon juice with a small pen brush.

2. Print the “Composers collage”, indicating the order of the cassettes: Tchaikovsky,

Beethoven for violin, Beethoven for piano, Mozart.

3. Print the “Batteries drawing”, indicating the order of the batteries: squared, classic,

button.

4. Print the “Sign language alphabet”

5. Print the “Movement directions”, which tells a story about the spreading of the virus

through different directions on the map.

6. Print the “Matrixes”, cut them individually and laminate them.

7. Take the poker cards deck and write numbers in each card. Take one of the “9” cards

out, and in the remaining three, write the numbers 8, 2, 6 (the number 8 in the “9 of

spades” card, the number 2 in the “9 of hearts” card and the number 6 in the “9 of

clubs”). In a piece of paper, write the order of the suits: spades - hearts - clubs).

8. Print the “Colors card” which indicates the number of colors for the color lock.

9. Print the “Sign language card”

10. Take a bed sheet and sew two pieces of cloth onto it, making two pockets. Then put

inside the pockets the “Matrix 2” and the “sign language card”.

11. Print a calendar of the year 2200 and write some notes on random days of each

month. In the 3rd of December box, write the sentence “this week there have been

312 new cases”.

12. Print the “Puzzle”, cut it into eight to ten pieces (it is better if they are simple cuts,

rather than complicated ones) and laminate them, and divide them into 2 parts.

13. Print the “Letter grid”, which will be useful to solve the pattern of the mobile phone.

14. Print the “Code in braille” and the “Braille translation” to solve the braille code.
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15. Take the mobile phone and set the pattern following the order of the letters

indicated in the “Puzzle”, using the “Letter grid” to guide you. Create two shortcuts in

the homescreen: one for the notes app and one for the gallery app.

a. In the notes app, write a note with this message “There have been 862 new

cases”. Create another note with a video in it. This video should be the

videoclip of Daft Punk’s Technologic song.

b. In the gallery app, delete everything and upload the “final video”.

16. Take the recorder and record one audio saying these three words in order: “disability,

virus, software”. Write the letter “S” on the back of the recorder.

17. Take the piece of string and tape one of the magnets to the end of it. Make sure that

it does not unstick.

18. Take the plastic transparent box (with cover) and with a cutter, make a slot in the

middle of the cover. It should be wide enough to pass the little folder through it, but

not enough to be able to put in your hand or fingers. Tape the cover to the box with

duct tape and tape the box to the floor or to the table, also with duct tape, in order

not to be able to move the box.

19. Put the “Matrix 4” in the little folder and glue one magnet to it, and put it inside the

plastic box.

20. Take the four cassettes and write a code in each one:

a. Tchaikovsky: F3

b. Beethoven violin: A1

c. Beethoven piano: D4

d. Mozart: G2

Creating the room

The location that you use for the Disabware escape room must be large enough to

contain all of the materials required to play the game plus approximately 4-5 players. It

should have enough space for the players to move around the room, considering the

different movement aids they may have (wheelchair, walker). The room should be accessible

for everyone and the boundaries should be clear. To create the room, use the following

steps.

Room 1

1. Take the jacket, put the Key 1 in the inside pocket and the “Composers collage” in a

normal pocket, and place it on a hanger or on a chair.

2. Place the Notebook on a table.

3. Hang the World Map on the wall.

4. Hide all the boxes in different places.

5. Decorate the room with the jumpsuit, helmet, electronic devices, cables and the

crime scene appearing sealing tape.
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Room 2

1. Put the Bed Sheet on a chair or couch (depending on what room you have available),

with the “Sign language card” and “Matrix 2” inside its pockets.

2. Hang the Calendar on the wall.

3. Hide the “Letter grid”, the “Code in Braille” and “Braille translation” in different

places around the room (for example, tape them in the back or bottom of some

chairs, or under a table…).

4. Put the transparent box on the floor or on a table, and tape it with duct tape, in

order not to be able to move the box.

5. Hide all the boxes in different places.

6. Decorate the room with more electronic devices and cables, the toy robot and more

crime scene appearing sealing tape.

7. Tape the reflecting plastic sheets on the walls.

Example set-up image

The following image shows an example of how-to set-up the escape room taken prior to

initial play.
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Game goals and puzzle connections

The game should play out in a relatively structured manner. However, it doesn’t matter what

order the players uncover clues and hints as they will need to complete each of the puzzles

in order to find and decipher the code-words that are required to complete the room. The

following structure is built into the game.

1. Finding the Key 1, players can open the Key 1 Box. Inside, they find the ultraviolet

light torch and the paper with the order of the batteries.

2. Inside the notebook they find different pages:

a. Turning instructions

b. “Second word of the song”

c. Blank page

3. With the turning instructions, they open the Turning Lock and open the Turning Lock

Box. Inside, they find the Sign Language Alphabet and the Movement directions.

4. When associating the Movement directions with the World Map, they can open the

Movement Lock box, where they find the Cards deck, the Suits order and Matrix 1.

5. With the light torch they can see what is written in the Blank page of the notebook

“trip nines”.

6. Relating that sentence with the cards deck and the suits order, they take the three

nines of the deck and order them following the suits order instructions, and they see

a code, with which they can open the Lock box. Inside they discover some batteries.

7. If they count the number of batteries and put the numbers in the order indicated by

the “Batteries order” paper, they find a code with which they can open the other

Lock box. Inside, they find a Colors card and the Key to Room 2.

8. Once in Room 2, using that Colors card they can open the Color lock box, where they

find half of a puzzle.

9. If they move the bed sheet, they can realize it has pockets, where they find Matrix 2

and the Sign Language Card. They can translate the card with the Sing Language

Alphabet, found in Room 1, and they get the message “third of December”.

10. If they check out the third of December on the calendar, they will find the message

“this week there have been 312 new cases”. The number 312 is the code to open one

of the Lock boxes, where they find Matrix 3 and half a puzzle.

11. When they put together the two halves of the puzzle, they obtain a newspaper,

where in the text, there are some letters highlighted.

12. When they find the hidden “Code in braille” and “Braille translation”, they can

translate the message, which is the code to a Lock box, inside which they find a

mobile phone. However, the mobile phone is locked by a pattern.

13. When they find the hidden “Letter grid”, they relate it to the mobile pattern. The

pattern will be determined by the order of the highlighted letters in the newspaper

puzzle. Now they can unlock the mobile phone.
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14. Inside the mobile phone, there are two apps on the main screen. One of them (the

gallery) is locked by a 4 number code, but the other one is a notes app, where there

are two notes:

a. There have been 862 new cases.

b. Daft Punk’s Technologic videoclip.

15. With the 862 code, they open a Lockbox where they find a recorder. If they play the

audio, it says 3 words: “Disability, virus, software”. On the back of the recorder there

is an “S” written. If they think about in what position the S is in those words, they get

the numbers 3, 5 and 1. 351 is a code for another Lock box, inside which they find a

magnet with a string.

16. With the magnet they can hook the little folder inside the transparent box, through

the slot. Inside the little folder, there is Matrix 4.

17. If they remember the notebook, they can check the page with the sentence “the

second word of the song”. Looking at the videoclip on the mobile phone, the second

word that appears on the screen is the word “point”. That is the code for the Letters

lock box, where they find 4 cassettes.

18. Written on each cassette there is a code:

a. Tchaikovsky: F3

b. Beethoven violin: A1

c. Beethoven piano: D4

d. Mozart: G2

19. Each of the Matrixes has different sets of letter+number on it.

a. If you look only at F3, the shape of a number appears: 9

b. If you look only at A1, the shape of a number appears: 8

c. If you look only at D4, the shape of a number appears: 1

d. If you look only at G2, the shape of a number appears: 3

20. The order of the matrixes is determined by the order of the Composers found inside

the jacket in Room 1: Tchaikovsky - Beethoven violin - Beethoven piano - Mozart.

21. With the code 9813 they can open the locked gallery app, where they find the “Final

video” with the final message of the Escape Room.
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Game flow chart

The following ow diagram shows how the items within the scenario connect together

and can be used to go from one room to another and then solve the game.
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ROOM 1

ROOM 2
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How to Win
To complete the game, the players must find the “final video”, which indicates that they have

been able to install the arsonists in M.A.I. 's system. Once they find the video, the game

ends. If they have not been able to find it (that is, to find the final code to the gallery app in

the mobile phone), then halt them by telling them that time is up.

Facilitation
Whilst they are playing the game, it is important that the players enjoy themselves. It is fine

if they become stuck on one puzzle, as long as they are having fun trying to solve it.

However, if the players become bored, the facilitator should intervene to assist them.

According to the age of the players and their skills, hints can be provided either verbally, by

asking questions, or by writing a note which guides the players and throwing it into the room

for them to end. When you provide hints, try not to make them too obvious. Most

importantly of all, do not solve any part of the puzzle yourself as this will take the players

sense of agency away from them.

Important Note: Some escape rooms are designed in such a way that it is critical to win

the game and get out of the room; because this will reveal an important fact highlighted

within the debrieng phase. In cases such as this, ensure that the group won’t run out of

time.

IF this is not the case, and the group has uncovered enough elements about the escape

rooms topic, there will be no requirement that they win the game, so do not over facilitate

the escape room experience.

Debriefing the Players
Once the game has concluded, by the players either escaping or running out of time, you

should debrief them. You can start asking them to write some key words on some post-its,

and then ask some questions:

1. Have you played any escape room which reflects on a similar topic?

2. Do you consider the story of the escape is far from our reality?

3. Do you think technology helps accessibility and inclusion or it promotes isolation and

discrimination?

Let the players express themselves and create a debate around the topic of discimination,

disability and prejudices.
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Introduction

The goal of this escape room is to make people reflect about the importance of accessibility

and how we usually do not know about the objects that make people’s lives easier. In this

scenario, these objects are hidden and protected by three very defensive nymphs, who want

to preserve the normative world, but the players must recover these objects in order to

grant accessibility for people with disabilities, as the most powerful weapons for inclusion.
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Narrative

This escape room is set in a natural environment, a mythological and mysterious garden that

we must try to access to get the objects that the Hesperides, three nymphs who take care of

their wonderful garden, have kept.

"The Garden of the Hesperides" is that magical place of the goddess Hera, where the most

precious goods for humanity are kept. To safeguard her possessions, the goddess Hera

entrusted Egle, Eritia and Arethusa, the Hesperides and sunset nymphs, with the protection

of her precious objects.

This time, to protect the prevailing normative world, Goddess Hera has ordered the

Hesperides to hide objects she considers threatening in order to destabilise and break with

the normative world. The only limited world in terms of human diversity that she knows of

and that the Hesperides try to protect from social inclusion and diversity.

Your mission is to find those objects, the most powerful weapons for inclusion, the objects

that are able to make the world more accessible to everyone. But beware! The Hesperides

have set hundreds of traps to prevent us from entering their garden, on the other side of the

door... so look around you, use your intuition and above all, don't run out of time!

The idea of this escape room is to publicise and raise awareness of the different accessibility

devices that enable people with disabilities to go about their daily lives in an inclusive way,

just like the rest of the population.

These objects will be kept by the Hesperides to protect the regulations and prevent society

from being more inclusive, but the aim of the participants is to find them, take them away

from the Hesperides and give them to the world to generate a more inclusive society.

Some of the elements that the participants will come across may be very familiar objects

that we take for granted and that we take for granted in order to be able to carry out our

daily lives in a satisfactory way, and there will also be other objects that are not so well

known and more striking but that are nonetheless essential for the lives of people with

disabilities.

The idea is to reflect on each of the elements that the participants have encountered once

the escape room time is over so that they can give us feedback on whether they know them

or not, if they know how to use them, etc.
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Required materials

To create the setting of the room, you will need a space with 3 rooms and a list of materials.

You may also decorate the room with a mystical and nature approach.

● 1 x basin (big enough to put water in it and three glass bottles)

● 3 x glass bottles

● 1 x horoscope

● 1 x mechanical parcheesi

● 4 x cloth pieces

● 1 x plastic snake

● 1 x tangram game

● 1 x battery

● 1 x mirror

● 1 x roll of adhesive tape

● 3 x rings

● 3 x little purses

● 1 x set of gold, silver and bronze coins

● 3 x different shaped big leaves

● 1 x flute

● 3 x clay jars

● 1 x light torch

● 1 x wicker basket

● 3 x plastic oranges

● 2 x plastic lemons

● 4 x plastic pears

● several rocks

● some plastic ties

● 1 x walking stick for blind people

● 1 x wheelchair

● 1 x glasses

● 1 x pair of crutches

● 1 x set of adapted cutlery

● 9 x numbers locks (3 digits)

● 1 x numbers lock (4 digits)

● 1 x movement lock

● 1 x letters lock

● 1 x bike lock

● 9 x wooden or cardboard boxes with holes cut into them

● 1 x magic box

● 1 x key box
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You will also need to print some materials on paper (explained later in this document):

● Message

● Horoscope

● Objects List

● Hieroglyphics alphabet

● Stars instructions

● Hieroglyphics

● Stars

● Leaves series

● Music score

● Poem

● Score code

● Constellation

The following materials may also be included to act as red herrings and decorations,

although other objects may be substituted should you desire:

● flowers

● flower petals

● rocks

● leaves

● tree branches

● plants

● LED ligths

Preparation

Some of the materials used within the escape room will need to be prepared. Please seek

assistance if you need help.

1. Fill the basin with water

2. Print the “Message” in a piece of paper, roll it and put it in one of the three glass

bottles. then put the bottles in the basin with water.

3. Print the “Horoscope” and hang it on a wall.

4. Print the “Objects list” and put it in a lock box.

5. Take the cloth pieces and draw one arrow in each of them, indicating different

directions: up, left,right, down. Glue them to the compartments of the mechanical

parcheesi, in that order, and draw another arrow on top of the beginning

compartment indicating the direction to which players should look at the cloth

pieces.

6. Draw the number 126, using roman numerals (CXXVI), on the plastic snake, and put it

in the movement lock box.

7. Take the tangram and draw , then divide the pieces into two sets.
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8. Print the “Hieroglyphics alphabet”.

9. Take the first set of tangram pieces, the battery, the mirror and the Hieroglyphics

alphabet and put them in a lock box.

10. Take the roll of adhesive tape and with it, make a maze on the floor, with one entry

and three different exits, but only one of them is correct when you try to exit the

maze.

11. Fill two of the three purses with different random coins, and fill one of them (the

correct one) with 5 gold coins, 4 silver coins and 6 bronze coins.

12. Take the three rings and hook them to the little purses, and then tape the rings to

the floor, one purse next to each exit of the maze, being the correct one on the

correct exit.

13. Print the “Stars instructions” and the “Hieroglyphics” and put them in a lock box.

14. Put Key 1 (the key which opens the second room) in a letters lock box.

15. Print the “Stars”, four in total, one with 6 points, one with 10, one with 12 and one

with 14, and place them on the ceiling, wall or tree in order of the number of points,

from highest to lowest.

16. Take the three sheets of paper and draw on one the number 5, on another the

number 9 and on another the number 1. Place them on the floor.

17. Print out a series of leaves similar to the leaves you have placed on the ground,

leaving three blank. These blank spaces are the code for the leaves on the floor.

18. Take the rolled up sheet music with red notes (la, si and do), roll it up and put it

inside the flute.

19. Take the key that opens the lock on the wheelchair and put it inside the magic box.

20. Put the magic box and the flute into a lock box.

21. Put the wheelchair secured with a padlock in one place.

22. Put the crutches secured somewhere in the room with a padlock.

23. Place some rocks on the floor and hide a key in them. This key will open the box with

half a tangram in room 1.

24. Place the other half of the tangram and the code for a score (do=3, la=1 and si=2)

inside a lock box.

25. Place on the wall a papyrus with a poem with key words that are in order.

26. Place the three words from the papyrus in the amphorae and put the numbers

indicating the order of the words. This code will open the box with the score and half

of the tangram.

27. Take the pencil and draw on it some lines that are half of the drawing of three

numbers.

28. Put the torch in a lock box. This lock box can be opened with the flute score and the

score code.

29. On a piece of cardboard, wall or tree draw a constellation that forms the other half of

the lines that make up the three numbers on the lantern.

30. Put the glasses in a lock box. You can open this box with the torch, the constellation

and the torch battery you got in room 1.
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31. Take a fruit bowl and put 3 oranges, 2 lemons and 4 pears in it.

32. Take the adapted cutlery and put it in a lock box closed with a coloured padlock. You

will be able to open this box thanks to the colour code on the fruit bowl.

33. Secure the cane to the wall, railing or any other place with a padlock. You can get the

cane with the instructions of the stars in room 1 and the stars with different points in

room 2.

Creation of the room

The space used to develop the "Garden of the Hesperides" escape room must be large

enough to fit all the materials for the game, as well as 4 or 5 players. The most

recommended space is outdoors, two garden spaces separated by a fence or door, and thus,

make up the two rooms. If you do not have outdoor space, you can make the first room in an

indoor space with a good decoration and atmosphere, and the second room in a garden. If

you do not have outdoor space, the most recommended thing to do is to have a good props

with artificial gardens, leaves, flowers and all the elements that set the atmosphere of the

outdoors and nature, to set the Hesperides Garden, especially room 2.

Room 1

1. Take the basin with the bottles.

2. Tape the horoscope to the wall.

3. Put the parcheesi somewhere.

4. Draw the maze on the ground and glue the bags with the coins.

5. Hide all the safe deposit boxes in different places.

6. Decorate with all the elements of a garden if you are going to make this escape room

in an interior space.

Room 2

1. Put the wheelchair in a locked place.

2. Put the sheets on the floor with the numbers and the series of sheets with the code

nearby.

3. Place the amphorae together and the papyrus hanging from a tree or any other

element.

4. Place the rocks and hide the key in them.

5. Hook the pole to a wall, tree, door or railing.

6. Hook the crutches to a wall, tree, door, or railing.

7. Hide and place the lock boxes in different places in the garden.

8. Decorate and set the scene correctly if you are in an interior room using leaves,

flowers, artificial gardens, etc.
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Example set-up image

The following image shows an example of how-to set-up the escape room taken prior to

initial play.

Game goals and puzzle connections

The game should play out in a relatively structured manner. However, it doesn’t matter what

order the players uncover clues and hints as they will need to complete each of the puzzles

in order to find and decipher the code-words that are required to complete the room. The

following structure is built into the game.

1. With the paper that is inside the bottle of the basin with water they find the result of

the riddle that is on the wall with the horoscope. They will know that the answer is

"aries" and the numbers 2, 9 and 3.

2. With that code 291 it will be possible to open the lock box that contains the list of

objects that the hesperides keep.

3. In Parcheesi you can find a cloth in each compartment. That cloth indicates the

directions that must be followed to open the address lock. This code is up, left, right

and down.

4. In a box placed in the room you can find half of a tangram.

5. Once you open that box you will find a snake that has the numbers 126 drawn in

Roman numerals CXXVI.
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6. With code 126 you can open a lock box that contains these three things:

a. Tangram template

b. flashlight batteries

c. Mirror

7. In the labyrinth that is drawn on the ground you can find the bag with the correct

number of coins. The correct exit from the maze gives the bag with the correct coins.

8. The coins will be 5 gold, 4 silver and 6 bronze. The code is 546.

9. With that code you can open the box that contains:

a. Instructions of the stars "half of the points you must consider only from one

star always". This message is written backwards, so that it can be deciphered

with the mirror.

b. Hieroglyph with the code AYRHR.

10. With the AYRHR code you can open the lock box that contains the key to access the

second room.

11. Once inside room 2 you will find three leaves on the floor that each have a number 5,

9 and 1 written on them.

12. In another place, you will be able to find a series of number with leaves, you will see

that the correct order of the numbers of the leaves thanks to that series is 591.

13. With this code you can open the lock box that contains:

a. A magic box

b. Flute

14. Once they manage to open the magic box, inside they will find the key that allows

them to open the bike's lock.

15. Inside the flute they have found, inside is a sheet of sheet music rolled up with notes

in red (la si do).

16. The amphorae have words and numbers written on them. In one amphora there is

the number 7, in another the 0 and in another the 1.

17. On the wall there is a papyrus with a poem in which the words of the amphorae

(fruits, nymphs and gold) are written in an orderly manner "The trees in this garden

do not have fruits like any other. They are the most coveted fruits belonging to the

goddess Hera. In the custody of the Hesperides , those nymphs of the sunset, are the

golden apples, which if you are not skillful, you will never be able to see".

18. With the order of the words of the poem and the numbers of the amphorae they

obtain the code 701.

19. With this code they open the lock box that contains:

a. Half tangram

b. Score code do=3, la=1, si=2

20. With the half of the tangram that they just found and the other half that they have

from room 1, they get the code 681.

21. With the code 681 they manage to remove the padlock from the crutches.

22. With the code from the sheet music plus the sheet music rolled up with notes in red

that was inside the flute they get the code 123.
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23. With the code 123 they manage to open the lock box that contains the flashlight.

24. With the flashlight, the constellation with half the numbers, and the battery from the

flashlight in room 1 get the code 439.

25. With the code 439 they open the lock box where the glasses are.

26. In the fruit bowl there are 3 oranges, 2 lemons and 4 pears. This is how they get the

code 324.

27. With this code you can open the colored padlock that keeps the box in which the

adapted cutlery is.

28. The stars stuck somewhere have 12, 14, 10 and 6 points. With the instructions of the

first room in which it says that they must pay attention "to the middle of the points"

the code 6753 is obtained.

29. With the code 6753 you can open the padlock on the cane.

Game flow chart

The following ow diagram shows how the items within the scenario connect together and

can be used to go from one room to another and then solve the game.
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ROOM 1

ROOM 2
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How to Win
To complete the game, the participants must find the objects that the Hesperides have kept:

a wheelchair, glasses, crutches, adapted cutlery and a cane. If the time is up and they

haven't had time to get all the items, stop them and tell them the time is up.

Facilitation
While playing, it is important that the players have fun. It's okay if they get stuck on a puzzle,

as long as they have fun trying to solve it.

However, if the players get bored, the facilitator should step in to help them.

Taking into account the setting of the escape room, it is interesting that the facilitators can

be characterized by characters similar to those that may be in the Garden of the Hesperides,

such as nymphs, for example.

Depending on the age of the players and their abilities, clues can be provided verbally, by

asking playmate-style questions such as what's in the bottle?, or by writing a note that

guides the players and tossing it into the water or room for them to meet.

When you provide clues, try not to make them too obvious. Most important of all, do not

solve any part of the puzzle yourself, as this will rob players of their sense of agency.

Important note: some escape rooms are designed in such a way that it is essential to win

the game and get out of the room; because this will reveal an important fact highlighted

within the informative phase. In cases like this, make sure the group doesn't run out of time.

If this is not the case, and the group has discovered enough elements on the escape room

theme, there will be no requirement that they win the game, so don't make the escape

room experience too easy.

Game Dynamics
At the beginning of the game it is very important that you present the game and the escape

room as well as the rooms in which it will take place.

We can make a presentation of the escape room in which we expose the theme or the

participants read it on a poster, for example. We will emphasize before starting the objective

of the escape room: find the objects that the Hesperides keep in their garden and that allow

inclusion.

We must give the indications that all the clues are used only once to achieve an objective,

which will be to open a box or find an element. It is important to tell them that it is not

necessary to rip, throw or break any object from the materials of the escape room, since

they all open or can be solved easily. We must also tell them that all the clues that are found

have a use to solve some enigma of the escape room.

They are given the time they have to solve the escape room and are allowed access to the

room to start the game.
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Debriefing the Players
Once the game has concluded, by the players either escaping or running out of time, you
should debrief them. It is important to create a climate of reflection and sharing the group
experience, since we can learn about the impact that the escape room has had and the
power to raise awareness about disability that it may have had on the participants.

If some of the participants did not know some of the objects that have been discovered, it is
important that we say what they are for and how they are used, in this way we can further
contextualize the escape room on disability.

You can start asking them to write some key words on some post-its, and then ask some
questions:

1. Have you ever done an escape room that reflects on a similar topic?
2. Do you know all the elements that the Hesperides kept?
3. What is the intention of the Hesperides in hiding these accessibility objects?
4. To what extent are these objects essential for inclusion?
5. Do you think that this type of experiences can help inclusion?

Close: framing the escape in the project, intention of the escape, accessibility, inclusion and
awareness of the reality of people with disabilities around the invisible barriers of everyday
life.
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Introduction to objectives and goals of the specific room

The main goal of this outdoor escape room is to let the participants experience
bullying and cyberbullying, from each part of the circle of bullying, and also to make
them understand the phenomenon of bullying. Through the game the participants
have an opportunity to investigate the story about two nations who have a long
history to be ancient enemies, as a member of one of them. The debriefing will be an
opportunity for them to reflect on the complexity of this issue and on how they can
contribute to a positive change.

1. Narrative line

Our story is about two different nations who live in neighbouring countries. One of
them is Vigronc and the other one is the imaginary nation of the participants.

According to the story, the two countries have a long history to be main enemies. We
as a protectors of our nation (the group of the participants) are asked by the nation to
protect them against the Vigroncs who want to attack our country. So we decide to
brace ourself and go to a battle against our enemy.

Through the 7 stations we figure out step by step, how dangerous are the Vigroncs
and why they want to attack our home.

Task of the stations:

- 1. Build up our country/nation- What is the name of the country, how we
look like, what is our national treasure and what is our superpower

- 2. Build a totem pole together which can protect our country while we go
for a war.

- 3. Solve 5 puzzles to finds the way to the Vigronc’s country
- 4. Break down the wall between our country and the Vigronc’s
- 5. We are very close to the army of our enemy and also to the war. But

then we get a message from one of the protectors of Vigronc's country. We
have to solve the puzzle to figure out the message. (according to the
message they were afraid of us for a long time, and because of this they
collected their best soldiers to be safe. When we left our country and
started our journey to them they also started to prepare for a war, but in
reality they wanted peace.

- 6. We have to send a message to the Vigronc’s army that you also want to
live in peace with them.

- 7. Solve the puzzles and conclude a peace treaty with our new friends.
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2. Game flowchart
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3. Mechanics

The following part is dedicated to describing the materials and the set up.

3.a Required materials (list)

In order to create this scenario, you will need to find a route at your location, on
which the participants will find the different stations, where they shall solve the
puzzles you made. The route must not be longer than 2 kilometres, and the more
exciting and varied it is, the more will the participants enjoy it. At the stations, you will
have to place the QR-codes, created by Actionbound, which will make it possible for
anyone to unlock the next puzzle.

For creating a hybrid escape room like this, you will require the following materials:

ActionBound subscription

1x Laptop/ PC where you can create the bound

1x smartphone/ participant team

1x printed QR code / station

1x poster with the description of the game

The other materials will be determined by the puzzles you create, but these are the
ones you cannot leave out.

3b. Preparation of materials

In order to make this hybrid escape room work, you must create a bound in the
application. For that, you will not be required to have any advanced computer skills,
just some basic knowledge and understanding.

Here is a description for the type of tasks you can use:
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Information: with that option, you can give some information for your participants, for
example details of the story, etc. It can be in a text format, but it can also be a picture
or a video.

Quiz: you can give some questions, to which the participants have to answer in order
to go further in the game. You can give them possible answers, or you can leave it
totally up to them.

Mission: You can task your participants with a mission, which they might solve
however they see fit, only their creativity can bind them. In order to prove the
completion of their mission, they can upload a picture or a video for you.

Find spot: This option is very useful, as it uses the GPS coordinates of the next
location to help the participants in finding it.

Scan code. We highly recommend using this feature at every station before an
actual task, because it prevents the participants from skipping some parts of the
adventure! The application will generate a specific QR code for every station, which
the players will have to scan in order to see the next puzzle.

Tournament: you can use this feature if you want your participants to compete
against each other.

5b Attitude of Facilitators

The facilitators should be kind but firm. Calm and consistent. It is really important
that s/he should be patient. S/he needs to focus on the group. Facilitators need to
know that they are not leaders, but helpers, who empower the participants, who calm
the players if the situation requires. If needed, they should act as a mirror that is
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often very helpful. E.g. In case of questions, just repeat what a participant says
instead of interpreting it.

S/he should use his/her own personality, but it is important to be professional and
mindful.

Don’t forget that questions are often more important than the answers themselves.
Therefore if you need to ask, try using open questions. Make sure that the
participants understand there are no wrong answers.

Create an open atmosphere, a psychologically safe place. Let the kids open up, let
them speak. Lift them, give them feedback. In case something is not going as
planned, do not worry. Summarise what has happened. It is advisable to reflect on
the happenings.

Be helpful, but do not lose your role. Be friendly, but not buddy friendly. Be
empathetic, but keep a little bit of distance, do not get too emotionally involved in
order to avoid making it a therapeutic group. Guide them if needed, while letting
them open up.

Focus on the overall objectives: learning, information sharing, self-reflection,
sensitization, creating empathy towards the topic and each other, creating a
connection with the topic. Meanwhile, pay attention to the group-dynamics, react to
the situations, since the objectives can be met in many different ways. There may be
situations, when the group does not proceed as planned, but the objectives can still
be met, the group might get there in a different way. Adapt to these situations.

During the outdoor escape room we created open and closed puzzles according to
the solution. It means some of them require an exact answer/solution, but others can
be solved in different ways as well. It is very important as a facilitator to be open to
different ideas of the participants even if they have a different solution of the open
puzzles than you expected before. If they are still involved in the story let them be
creative.

Example: Once with a group of 16 years olds we had a superpower to be able to ride
a bike in the air without a bike. When we arrived at the 4th station they said,why
should we break down the wall if we can ride above? So we figured out together how
our superpower works in practice, and then we rode above the wall together.

This role requires being fully present. Close out all the disturbing elements for the
duration of the session. Be prepared and consider the limits of the facilitator’s role.

5c How to win the game

To complete the game, the participants must have found all of the stations and
solved all of the puzzles to figure out that the main problem between the two nations
is fear from an unknown and different. The puzzles led them to conclude a peace

6



treaty and win the game. If the 90-minute timer runs out and the players haven’t
completed the game yet, they lose the game, but still you can have a debriefing
session with them to go deeper into the topic.

For the winners we created a badge, which says you are a superhero.

6 Debriefing

Focus: Decrease the number of cases of bullying and cyberbullying through
understanding the phenomenon and trying out some strategies which can help
youngsters to recognize the bullying and also to avoid being a victim.

Target group: 10-12 participants

Time: around 1x60 minutes

Venue: Youth Centre or public area, community institutions (playground, park,
church square, city street, library, museum, etc.) It is important that they be popular
and safe places.

Tools:

- 14 chairs or pew
- symbolical costume

Suggestion: The workshop is more effective if you have 2 facilitators to lead the
process.

1. Evaluation and self- reflection

7



Main goal is to be on the same stage, and reflect on their feelings and the story itself.
We recommend it for the development of trust within the group, which helps the
self-reflection process, and also to go deeper into the topic.

We recommend choosing two or three from the exercises below:

- “Research and meeting” 10 minutes

Everyone is moving with eyes closed, slowly, gently, without speech. When we meet
someone, greet him/her without words and gently. Use only movements, and then
move on. Meanwhile, the referee gives instructions: - Stop in front of someone,
inspect his/her face, then move on - Let the hands greet each other - Let the fingers
be angry, let the hands fight each other and let them reconcile - Find someone who
has the same length of hair as yours, if you have found him/her, join hands and go
on together

The instructions can be modified and expanded as required.

- Blind Snack – 10 minutes

We are standing in a queue, at arm’s length from each other, and everyone is
blindfolded. We ask the participants to grab a rope with their right hands. From the
first player, we take off the blindfold and s/he will be the eye of the snake. The
challenge is to get from point A to point B through all kinds of terrain and obstacles.
The referee shows the way but s/he does not interrupt and does not give instructions
but s/he takes care of warding off the pre-eminent threats. The eye of the snake is
always the first person who can decide either to give instructions or to remain silent
and not to indicate the change of ground/obstacles to the others. We change the eye
of the snake in specified intervals (depending on the number, in 2-3 minutes); who
was in front, stands at the end of the queue and puts his/her blindfold. In the game,
everyone has to lead the snake at least once until the final destination.

- This is a/n …” game- 5 minutes

We are sitting in a circle; the referee holds up an object and everyone has to tell
what comes to his/her mind about it. e.g. about a bottle of mineral water - This is a
microphone (first player) - No, this is a rolling pin… and so on until you have ideas.
Version: We create small groups and within 2-3 minutes, we have to collect the most
possible use patterns of the given object. Then we summarise the results

- Scare-mongering- 10 minutes
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The players are sitting (standing) in a queue. The referee whispers a sentence into
the ear of the first person, then s/he forwards it to the person sitting next to him/her,
and so on, until we reach the end of the line. The words, because of hearing aside,
can be amusingly distorted by the end of the game. The last person says the
sentence aloud and we compare it with the sentence said to the first person.

- Rainforest- 3 minutes

The instruction is as follows: stand in a close circle and always do what the one
standing on your left does. The leader starts it, and s/he changes the movement if
everyone does the previous movement. The movement sequence is as follows:

1. Rub your palms first slowly, then harder!

2. Smack with your fingers!

3. Drum with both hands on your thighs!

4. In addition to drumming on your thighs, beat with both of your feet, too! Repeat the
movements from 4 to 1 backwards (first beat only on your leg, smack with your
fingers then rub your palms)!

5. The rain stopped, the sun came out!

- “Atoms” – leaded imagination- 5 minutes ( Ask your participant to
create different atoms with concrete numbers of components)

example: Now create atoms with 2 components, find your pair.

tip1: Pay attention to the numbers of your participants, when you choose a number
be sure that nobody will be alone.

tip2: You can use any kind of activities which can help the participant to focus on
each other and calm down

2. Raising awareness

The main goal is to go deeper into the topic, and raise the awareness of the
participants regarding the phenomenon of hate against the unknown and different.
Let's define in their own words how they recognize the phenomenon itself and what
opportunities they have in these situations.

We recommend choosing one from the exercises below, or from your toolkit:
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- Mural Painting- What happened? 20 minutes

Towards wall painting, the road leads through getting to know the painting technique,
the creation on a large surface area, in a large size and together and through
learning its basic principles. This means that first on an A/4-size paper, then on
canvas sheets, individual, small groups and whole groups joint paintings are made.
The participants use all along the 3 primary colours only (red, yellow, blue), as well
as black and white, and they mix any further colours from them. Of course, they are
working with brushes and they express their messages by the representation of
figural and universal symbols in an effort to make it understandable for everyone.
The poster-like display serves this purpose too, that is, the structure of the
composition from some forms and figures, filling and expressing the image.

Common wall painting The group jointly paints the pre-designed paintings on the
selected area: first they make a sketch and draw the outline, the boundaries of each
picture details, then they paint their ideas step by step.

- Imagination practice- Storyline- 15 minutes

To prepare the group we recommend the following steps:

1.The team members close their eyes.

2.Relax. (this can be aided by various breathing techniques: abdominal breathing,
deep breathing, etc.)

3.Then they have to imagine themselves in the process of achieving their goal or
create a story.

4.The leader, as s/he would comment on a match, has to tell in a slow, relaxed pace
the processes to be implemented.What happened today?

5.After the expiry of the practice, team members open their eyes and discuss what
they have seen and experienced.

.

3. Reflection:

The main goal is to go deeper into the topic.

We recommend to finnish your session like this:
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- Discussion - 15-20 minutes (Ask the participants to have a seat on a
chair in a circle. Ask them about what happened with them, what they
discovered, how they felt during the game.

tip3: Use open questions, keep it in your mind that there is no wrong answer.
Examples for open questions:

- How do you feel now?
- What happened to you?
- What do you think about the Vigronces?
- Would you be a Vigronc?
- If you were in their place, what would you have done otherwise?
- Tell us 5 attributions about your nation.
- What advice would you give to nations, who does not know about the

Vigronces?

- What do you think it is like to be a Vigronc?

- “What is in your backpack? “- 10 minutes (Sit down in a circle together.
Ask your participant what they bring home, what did they put into their
backpacks? )

tip4: They can also symbolise what they are taking with them (with objects etc.)

tip5: It can be just a word or a feeling or even a movement.

tip6: Let them know that you are available after the program, so if they want to talk
about anything with you, you are there for them.

tip7: Give positive feedback, everyone did a great job, thank you for your activity.

tip8: Reflect on your job a bit later, now praise yourself, you did a great job.
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Heading 1 (Section Title) = Calibri Body 16pt

Introduction to objectives and goals of the specific room

The main goal of this escape room is to let the participants experience bullying and
cyberbulling, from each part of the circle of bullying, and also to make them
understand the phenomenon of bullying. Through the game the participants have an
opportunity to investigate the story about an exact bullying as an outsider and the
debriefing will be an opportunity for them to reflect on the complexity of this issue
and on how they can contribute to a positive change.

1. Narrative line

Our story's main character is Janka, a high school student, who is a very talented,
but less popular girl. She has very good grades in almost every subject, and she is
also a member of the school's volleyball team. Her best and only friend is Petra, they
do everything together.

In the last days, Janka’s mom found out that not only did her grades start to get
worse, but she also missed a couple of training sessions in the volleyball team as
well. When we enter her room, we receive a very angry phone call from Petra, in
which she basically breaks up with Janka because of what she has done. From here,
we must find out the story behind Janka’s downfall and try to figure out what
happened between Janka and Petra.

First, we will find out that in the past years, Janka and Petra were victims of bullying
in their class by the so-called popular kids. At one point, however, Janka’s life
changes, and she gets accepted in the popular kids' group, for which she is very
thankful. After that, she starts to avoid Petra’s companionship, not returning her
phone calls, nor writing back to her.

She doesn't even realise that she is only being used by her new friends, she has to
do their homework for them, and even though she is in their group, the bullying itself
does not stop.

At that moment, everyone around Janka knows something has gone wrong, but
nobody yet knows what.

Janka is being invited to a party with the popular kids, but they forbid her to invite
Petra. Janka drinks alcohol for the first time in her life, and she tells a huge secret
about Petra for the others. If it wasn't enough, one of the girls in the group starts an
Insta Live, and now the whole world, including Petra hears what Janka says. After
the affair with Petra, Janka disappeared.
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2. Game flowchart

3. Mechanics

The following part is dedicated to describing the materials and the set up.

3.a Required materials (list)
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To create the setting and puzzles for Janka’s Story, you will need a teenager room,
or

space to mark one out, and a range of materials which are listed below. You may
also wish

to increase the player’s immersion by dressing the room with materials such as
teenager food, chocolate, cola, snack, books, shoes, teenager magazines, pop
music posters, movie posters, photos, wrappers, newspapers, ball, parfum, makeup
products, etc.

1 x Bed

1 x Blankets

2 x Pillow

1 x Desk board

1 x Bookshelf

1 x Books with a hole

1 x Computer/laptop

1 x Diary with 3-4 log entries and with a key

1 x Wardrobe

1 x Mirror

1 x Whiteboard

1 x Combination Lockboxes

1 x Table Lamp (with a short cord)

1 x UV Pen

1 x UV lamp

1 x Key for the main door

12 x workbooks from school

1 x Door
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1 x Jewellery box

1 x Post-it

1 x flowerpot (with flower)

Some photo (holiday, friends, camp etc.)

Clothes, socks, shoes and other teen stuff.

3b. Preparation of materials[1] [2] [3]

Some of the materials used in the escape room must be prepared. We can use second hand

clothes and furniture , we don’t have to buy a new staff. The point is to create a teen room.

It has to be creative, colourful and exciting. Important the feeling, created a young

atmosphere.  Who is playing in this room, feel it's in your self  world.

1. Set up a teenager’s room.

(furniture, books, clothes, pictures etc.)

2. Write the diary pages.

Write a few pages in a new diary. It has to be clear and readable. (1st appendix)

3. Hide the diary into the cover of the pillow.

4. Put the pillow on the bed.

5. Create a book with a hole inside. Hide a key of the table’s drawer inside the book. Put the

book on the bookshelf.

6. Write different names on the exercise books, you can also put a post-it on one of the

exercise books with a to do list, and deadlines.

7. Create a computer account with a password. Hint for the password: The date and venue

of the first holiday with my bestie. (Hollókő (a Hungarian city)2017.07.20.). Wrote a

password on one of the postcards from the whiteboard.

8. Create an Instagram account for one of the bullies who uploaded the video, and also for

Janka. Make an Insta video about the gossiping and upload it to the account of the bully.
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9. Create a note on the laptop with password reminders. (The date and venue of the first

holiday with my bestie.)

10. Create a Spotify playlist, add some song with the word mirror in the titles of them, let it

open.

11. Hide the exercise books, the laptop and the UV lamp into the table’s drawer and lock

them down.

12. Write a code of the jewellery box to the mirror with the UV pen, you should draw and

write other infos as well.

13. Put the key of the main door into the jewellery box and hide it somewhere in the room.

14. Create a messenger group for the bullies and add Janka after some messages in which

she may be a part of the group but bullying didn’t stop.

15. Put a whiteboard on the wall. Put some postcards, pictures, and other memories of

Janka on it. Put at least one picture about Janka and Petra on a holiday (or a postcard), write

a date and the venue on the back.

4c. Creating the room

The location that you use for the Janka’s Story escape room must be large enough
to

contain all the materials required to play the game plus approximately 5-8 players.

The room should be like an average teen room. A simple room which is big enough
to 5-8 participants. Important things: fresh air, light, colourful room, ordinary, nice
atmosphere. Peaceful room where secrets can be hidden.

5a Introduction

For the introduction you can use the narrative line and adapt it to the group.
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Be sure that the players understand what their goal is, and start with excitement and
curiosity.

“ Today you are gonna solve a mystery about your schoolmate Janka. She has been
missing for a week. Tha last one who had been talking to her is her best friend Petra.
Here is a record about this conversation.

- Janka: I am glad you pick up! I just wanted to apologize for the video. I
didn’t know….

- Petra: You didn't know what? How to keep secrets? Or why they put a
phone into your face? Come on Janka, it is ridiculous.

- Janka: I didn’t mean to hurt you.
- Petra: Maybe you didn't, but it doesn't matter anymore. Don’t call me

again!
- Janka: Petra don’t hang up!...

Are you ready to go? You have 30 minutes to solve the mystery and find Janka
before something terrible happens to Janka”

tip1: Make it clear what are the rules in the room. Example: „Take care of the
equipment, all could be open by common sense not with force”

tip2: Give them something which can help them to communicate with the facilitator. (
phone, walkie-talkie etc.)

tip3: Tell them how they can win the game, and how much time they have to solve
the puzzles. (We suggest not more than 30-45 minutes)

tip 4: Let them know that after the escape room they will participate in a debriefing
workshop.

tip 5: Ask them if they have any questions.

tip6: Use a voice message (or a video) as a starter to involve them easier at the
beginning.

5b Attitude of Facilitators

The facilitators should be kind but firm. Calm and consistent. It is really important
that s/he should be patient. S/he needs to focus on the group. Facilitators need to
know that they are not leaders, but helpers, who empower the participants, who calm
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the players if the situation requires. If needed, they should act as a mirror that is
often very helpful. E.g. In case of questions, just repeat what a participant says
instead of interpreting it.

S/he should use his/her own personality, but it is important to be professional and
mindful.

Don’t forget that questions are often more important than the answers themselves.
Therefore if you need to ask, try using open questions. Make sure that the
participants understand there are no wrong answers.

Create an open atmosphere, a psychologically safe place. Let the kids open up, let
them speak. Lift them, give them feedback. In case something is not going as
planned, do not worry. Summarise what has happened. It is advisable to reflect on
the happenings.

Be helpful, but do not lose your role. Be friendly, but not buddy friendly. Be
empathetic, but keep a little bit of distance, do not get too emotionally involved in
order to avoid making it a therapeutic group. Guide them if needed, while letting
them open up.

Focus on the overall objectives: learning, information sharing, self-reflection,
sensitization, creating empathy towards the topic and each other, creating a
connection with the topic. Meanwhile, pay attention to the group-dynamics, react to
the situations, since the objectives can be met in many different ways. There may be
situations, when the group does not proceed as planned, but the objectives can still
be met, the group might get there in a different way. Adapt to these situations.

This role requires being fully present. Close out all the disturbing elements for the
duration of the session. Be prepared and consider the limits of the facilitator’s role.

5c How to win the game

To complete the game, the participants must have solved all of the puzzles in the
room and figure out what happened with Janka. The puzzles led them to a jewellery
box in which they going to find the key to the main door. With this key they can let
themself out of the room, and at the same time they win the game. If the 30-minutes
timer runs out and the players haven’t completed the game yet, they lost the game,
but still you can have a debriefing session with them to figure out the whole story of
Janka and also to go deeper into the topic.

6 Debriefing
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Focus: Decrease the number of cases of bullying and cyberbullying through
understanding the phenomenon and trying out some strategies which can help
youngsters to recognize the bullying and also to avoid being a victim.

Target group: 10-12 participants, who tries out the escape room as a team

Time: around 2x45 minutes with 15 minutes long break between

Venue: A simple room which is big enough to do moving exercises with 5-8
participants, better if the participants have an opportunity to take off their shoes, it
makes it more comfortable for them.

Tools:

- 14 chairs
- 3-4 flipchart paper
- 15-20 pens and markers
- lots of post-its
- symbolical costume
- a flipchart paper with a human silhouette on it

Suggestion: The workshop is more effective if you have 2 facilitators to lead the
process.

1st part ( around 45 minutes): Evaluation of the escape room

Main goal is to be on the same stage, and reflect on their feelings and the story
itself.

- “Atoms” – leaded imagination- 5 minutes ( Ask your participant to
create different atoms with concrete numbers of components)
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example: Now create atoms with 2 components, find your pair.

tip1: Pay attention to the numbers of your participants, when you choose a number
be sure that nobody will be alone.

tip2: You can use any kind of activities which can help the participant to focus on
each other and calm down.

- “Statue park”- 5-10 minutes( Ask your participants to walk around in the
room, give them instructions which can help them to focus on the story of
the escape room)

example: Imagine that you are still in the room. You are in the room of Janka. You
can see the bed with the pillows on it, the table with a lap top of her, the mirror, the
pictures about her favourite memories etc. Where exactly are you in the room? What
are you doing now? How do you feel now? etc. If you feel ready, find your place in
Janka’s room and freeze into a statue which can tell the others what you are doing
and how you feel.

tip3:If you have a statue park, you can go around and ask them to share what they
think now when you touch their shoulders. Pay attention that they don’t tell too much,
because a bit later you will have a conversation about the details.

tip4: Firstly, help the participants to imagine the room again. After that, ask some
concrete questions about where they are in the room, what they are doing, how they
feel, etc.

tip5: Instead of the statue park, you can use other methods to help them express
themself, like: painting or drawing together, using their voices, or specific
movements. Pay attention to how your group is and what they need at that moment.

- Discussion - 15-20 minutes (Ask the participants to have a seat on a
chair in a circle. Ask them about what happened with them in the room,
what they discovered, how they felt during the game.

tip6: Use open questions, keep it in your mind that there is no wrong answer.
Examples for open questions:

- How do you feel now?
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- What happened to you in the room?
- What did you do to escape?
- What do you think about Janka’s situation?
- What do you think about Janka?
- Who are Janka’s friends?
- What would you do differently if you were Janka

- “Be an expert” 5-10 minutes( Tell your participants that they are
journalists. Create 3-4 small group from them, and give each group a
different tasks)

example: Please write an article about Janka and her situation to a local newspaper.
Give them a style such as: a gossip article, news, scientific article, horoscope etc. If
the groups are ready, check the articles together.

tip7: Give them 5 minutes for the first time to create the articles. If it is not enough
you can give some extra minutes to them.

tip8: If you don’t have enough time to check the articles, you can do it in the
beginning of the next part, or you also can ask your participants if they can focus 5
more minutes.

15 MINUTES BREAK

2nd part (around 45- 50 minutes)- Raising awareness

The main goal is to go deeper into the topic, and raise the awareness of the
participants regarding the phenomenon of bullying and cyberbullying. Let
define in their own words what bullying is, how they are recognized and what
opportunities they have in these situations.

- “Counting together” 5 minutes- ( Count together from 1 to 10 in a way
that one number should be said by only one participant at the same time
without creating an order before.)
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tip9: Let them try it 3-5 times, and if it is too hard to count until 10 you can decrease
the goal to 5. Praise them even if they only can count until 2, it is a very hard game.
Tell them that their record is 2 now and they can practise whenever they want.

tip10: You can use any other games which can help them to focus on each other
after the break.

- “Role on the wall”- 10 minutes (Draw a figure on a flipchart paper before
the session. Build Janka’s character together. Ask your participants to
think about how Janka is. How is her personality, how she looks, what she
likes to do, etc. Ask them to write their thoughts to post-its and put them to
the flipchart around the silhouette of Janka)

tip11: You can also ask them to put their post-its thematically like this: What does
Janka think? - Put them around her head. How does Janka feel? - put them around
her heart.  What does Janka want to do? - put them around her hands and legs.

tip12: You can do it in small groups again, but it also works if the participants are
thinking alone.

tip13: You can use another method to build the character of Janka

- “Give some advice”- 10- 15 minutes (One of the facilitators would be
Janka for the next few minutes. Janka came for advice to the participants,
because she heard about their experiences on the topic. The participants
as an expert can give advice to her, how she could manage her situation,
and how she can avoid being a victim of bullying.)

tip14: Sometimes it is hard to facilitate from a role. We suggest to lead the session in
pairs.

tip15: The character of Janka should be like how the participants created her.

tip16: You can use a symbolical costume like glasses or a hat to make it clear when
you are in Janka’s role.

tip17: If you are not comfortable with role playing, or you want to try it with only one
facilitator then you can use a symbolic Janka ( for example an empty chair) and the
participants still can give her advice.

tip18: If you are brave enough or you have experiences with drama education feel
free to take the role of Janka even if you are the only one facilitator.
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tip19: Don’t be afraid if you are not the best actor/actress, this is not the point.

- “What if...”- 15- 20 minutes (Try out the advices you gave to Janka. This
is at the same time an opportunity to the participants to try out some
scenario which they can use also in their everyday life but now they are in
a safe space.)

tip20: Anyone can be Janka,  but just one of the facilitators can be the bully.

tip21: The others (who are not in the role of Janka) can stop the situation with a sign
( like a clap), and give advice for “Janka” or they even can change the role with the
current role player.

- “What is in your backpack? “- 10 minutes (Sit down in a circle together.
Ask your participant what they bring home, what did they put into their
backpacks? )

tip22: They can also symbolise what they are taking with them (with objects, etc.)

tip23: It can be just a word or a feeling or even a movement.

tip24: Let them know that you are available after the program, so if they want to talk
about anything with you, you are there for them.

tip25: Give positive feedback, everyone did a great job, thank you for your activity.

tip26: Reflect on your job a bit later, now praise yourself, you did a great job.

I think it is important to write exactly what the messages are supposed to be. It
doesn't depend on the sotry, because this is your story. People might adapt it in the
future, but they cannot play if you don't share yours first.

Eg. Write the diary pages: page 1, date 1st of May 2021. "Gosh, I saw that guy in the
main hall..." page 3, 5 of June "I hate the teacher"

same for post-it, password, note, reminder ecc

especially code and passwords need to be there
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Introduction   
One of the most important tips shared during the LTTA of Escape racism project was: test, test, test! 

Coherently with our proposal, we kept an eye on this important phase and we included the monitoring 
and data collection from the very beginning of it.  

Thanks to the experience and the competencies of the consortium, we designed a few tools to 
collect insights and feedback, a short guideline that you can read here.  
 
Main points: 

● guidelines to be used by the facilitator while running the tests 
● checklist for the game designer as an on-paper support  
● feedback form for the players after the game  

 

Here are a few reasons why we think that testing (and playtesting) is very important and should not 
be skipped for any reason while developing a new tool, especially if it has educational purposes. 

1. The activity was in your mind, then you put it in words and/or on paper, and finally, it becomes 
real! Each and every one of those steps were transforming the initial idea, but until you don’t 
see it running, you cannot know how other people perceive and live it. 

 

2. You might (and it is often the case) understand something about your own game that you 
didn’t realize before looking at people playing it. This is a great learning moment for game 
designers. 

 

3. You discover that the work you have done with such intense passion, a lot of time and 
resources…doesn’t work for the purpose you had in mind. This might sound awful, but it is 
much better to uncover those black holes during the testing phase, than running a session 
with your target group and failing miserably. 

 

In the following chapters, you can read about our tests.  

We are always happy to receive comments, so, if you have, feel free to contact us. 

 

Enjoy!  

https://drive.google.com/file/d/1r740ZJBBohuLpGsIiUn_AdqLzIRPvW8U/view?usp=sharing
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Victor’s Story  
Victor’s Story is an educational escape room experience based around the subject of modern slavery, 
in particular the sub-topic of forced labour.  The escape room centres around the tale of Victor, an 
educated family-oriented person enticed to the UK by modern slavers by the promise of a better life.  
He is subsequently held captive and forced to work for them in order to pay off a debt that they 
falsely claim he has incurred.  The slavers threaten the lives of his family should he attempt to 
escape.  The escape room uses puzzles and artifacts that the players must uncover and solve in 
order to tell the story of Victor’s life prior to his forced indenture, his life as a modern slave, and 
eventual release.  
 
Playtesting Victor’s Story  
 
The global Covid-19 pandemic and UK lockdown restrictions between March 2020 and July 2021 
made playtesting of Victor’s Story and exceptional challenge.  The restrictions placed on working 
following this period have extended this timeframe.  Playtesting therefore began on the 21st of 
September 2021 and has continued, when possible, until May 2022.  In total, eight testing sessions 
took place, each utilising between 3 to 5 players.  Sessions lasted 2 to 3 hours with additional time 
for preparation of the room, disassembly, and cleaning of the escape room kit.  In total, twenty-nine 
people have experienced Victor’s Story and supplied feedback as of 1st June 2022.  

Playtest sessions typically began with welcoming the players and introducing them to the Coventry 
University staff who would be facilitating the game.  After the introductions, the facilitators gave a 
brief explanation of the Escape Racism project, the escape room itself, and justification for the 
playtest.  All of this helped to put the players at ease before they entered the escape room and given 
45-minutes to uncover clues and solve the puzzles that would allow them to complete it.  The 
majority if players achieved this goal within the allotted timeframe, whilst players who were close to 
completing the game awarded a few minutes of added time to do so.  Once the game had ended, 
whether completed or not, the players were released from the room and debriefed about the 
experience.  More information about the room, the puzzles it held, and the subject of modern slavery 
was provided.  Players were then asked for feedback about the room and the information they gave 
was used as a resource to help modify and improve the games quality.  Finally, all of the player’s 
were asked to complete a short online survey consisting of 17 questions relating to the game’s 
playability and content.  
 
Survey Data Analysis  
 
Of the players who responded to the online survey questions, over 50% had played a physical escape 
room prior to playtesting Victor’s Story.  The survey results therefore cover an almost perfect 
spectrum of players with experience and those who have never experienced an escape room before.  
It is surprising then that 78% of players completed the room within the allotted timeframe. 

All players rated the enjoyment level of the game highly, with approximately 96% scoring it at 7 to 10 
on a scale of 1 (low) to 10 (high).  Similar ratings given for the games learning experience, with a 
single player scoring learning as average (5), whilst 91% scored it within the 7 to 10 range. 

The overall difficulty of the escape room was measured and ratings for this are more varied.  22% of 
players found the escape room easy whereas the remainder found the game hard, with average 
scores being 6 to 7.  However, this contrasts with the completion rate of the room which shows it 
was more than possible to complete it within the given timeframe.  This variation in experience may 
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be accounted for by changes made to the game, or the amount of aid given to players by the 
facilitating team. 

With regards to facilitation, all players rated the information provided to them about the escape room 
as acceptable or above in quality, with 87% of players rating the information supplied as good or very 
good.  Higher ratings were achieved when asked about how good the facilitators were at running the 
game, with 100% of respondents giving a good or very good rating.  These ratings are mirrored when 
asked about the other information provided to the players about the subject matter, with all 
responses falling into the good or very good categories. 

Written feedback relating to the difficulty of individual puzzles was also supplied, and this helped 
inform the modification of the gameplay experience.  For example, the puzzle most often listed as 
the easiest involved retrieving the key to a lockbox from a vase full of water and bobby pins.  
However, few players considered the number of steps needed to actually collect the items needed 
to do this, which made the puzzle more complex than possible perceived.  Additionally, as most 
players had rated the game was of above average difficulty, it was decided that making the game 
harder was not a desirable approach.  Information about which puzzles players had found to difficult 
was therefore of more importance to us when balancing the game.  Many players had noted that a 
puzzle which required them to decipher a code contained within a series of diary pages was too 
difficult.  To make this easier, steps were taken.  Initially the font used within the diary pages was 
altered to make the diary easier to read.  This helped players to resolve the puzzle in all cases, 
however, the puzzle was still considered too hard.  To alleviate this the code was changed slightly 
making the resolution easier to see, and finally an extra clue, simply a circled letter within the diary, 
was added to guide the players towards the solution. 

In line with the findings listed above, 91% of those who took part in testing said that they would 
recommend the escape room to their friends and colleagues.  The same number also said that they 
would play other escape rooms created by the Escape Racism project if they were given the chance.  
These numbers are very high and show the high quality of the room both as an object of fun and a 
learning experience. 

The subject of playtesting games is one that is extremely familiar to us, however, the playtesting of 
a physical escape room is an entirely new experience.  The initial design of the escape room was 
extremely methodological, identifying an area of concern and issues around it, researching the 
subject, understanding the victims, coming up with a story that reflects the subject’s nature, and 
eventually fitting together a game with puzzles that fit into this framework that helped inform people 
about the subject matter.   

Whilst the design of the game seemed to have been relatively well-formed at the close of the creation 
phase, playtesting has revealed subtleties which would otherwise have gone unnoticed and 
unremarked.  This has allowed informed changes to be made, sometimes of a large scale, modifying 
a puzzle involving a diary and needing to recreate artifacts, and often of a small scale, highlighting a 
single letter or placing an ‘x’ on an object to draw users in.  Often, these changes were made on-the-
fly, allowing modifications to be made and the game retested 24-hours later to view their effect on 
gameplay.  This ability to change and retest quickly has been invaluable to the creation process and 
has helped create a room which works not only for the players, but also the important subject matter 
it is meant to convey. 

 

 
  



 

 

   Pag. 6 

 

Fast Fashion  
Fast Fashion is an educational virtual escape room (VER) experience based around the subject of 
modern slavery, specifically forced labour. The VER explores Navya’s story, a young, aspiring fashion  
designer, who gets taken on to work within a garment factory that is a supply chain for a high street 
fast fashion company, although it is nothing like what she had expected. Over two months, Nayva 
endures practices of forced labour, lack of worker’s rights, poor working conditions, and sexual 
coercion, where she is paid as little as £3.50p per hour, which was the equivalent of €4,08 in 2020. 
The VER uses a series of puzzles and clues within 6 steps that players must decode and solve to 
move on to the next room steps and discover Nayva’s living situation, the illegal activities that have 
been inflicted on her in the factory and the post-modern slavery investigation conclusions. 
 
Playtesting Fast Fashion  
 
During the development of Fast Fashion, the COVID-19 pandemic had an enormous impact on the 
world, the United Kingdom enforced its first lockdown restrictions between March 2020 and July 
2021. Due to this predicament, the development of Fast Fashion allowed the opportunity to form the 
game as a virtual escape room instead of a traditional escape room. Fast Fashion was created, 
tested, and piloted solely online from May 2021 until March 2022. There was one session where it 
was hosted as in-person hybrid facilitation. In total, eight testing sessions were conducted and 
utilised between 3 – 10 players with one or two groups synchronously. The online sessions lasted 
between 1 – 2 hours, with briefings, debriefings, and any open discussions at occurred. A total of 44 
people tested and experienced Fast Fashion, and supplied feedback via the online survey dating back 
from 23rd July 2021. 

The playtest sessions began with welcoming the players and introducing them to the Coventry 
University staff who would be facilitating the game. After the introductions, the facilitators gave a 
brief explanation of the Escape Racism project, the virtual escape room itself, the setup and 
objectives of the game, and any technical functions to consider during the playtesting. All of this 
helped to provide the players with a better insight into the game before they entered the virtual 
escape room, they were given 60-minutes to decode clues and solve the puzzles that would allow 
them to complete it. A moderate number of players achieved this goal within the allocated 
timeframe, whilst players who were close to completing the game were allowed extra time to 
complete the room they were in if they wanted it.  

Once the game had ended, within the allocated timeframe or not, the players were debriefed about 
the experience. More information about the virtual escape room, the puzzles each room held, and 
the subject of modern slavery were provided. Players were then asked for feedback about the rooms 
and the information they gave was used as a resource to help modify and improve the game's quality. 
Finally, all players were asked to complete a short online survey consisting of 17 questions relating 
to the game’s playability and content.  
 
Survey Data Analysis  
 
Of the players who responded to the online survey questions, only 21% had played a virtual/online 
escape room before playtesting Fast Fashion, and 64% of those who took the survey had 
experienced a physical escape room before participating in the playtesting.   

The survey results cover a variable spectrum of players with previous experiences playing a physical 
and/or online escape room, indicating that physical escape rooms are still the most popular format 
in terms of gameplay. Whilst online escape rooms are still niche in practice, the game format does 
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not go unheard. It has been assessed that 50% of players completed the virtual escape room within 
the allocated timeframe of 60-minutes.  

All players rated the enjoyment level of the game highly, with approximately 93% scoring it 7 to 10 
on a scale of 1 (low) to 10 (high). Other results showed similar ratings for the game’s learning 
experience, with 100% scoring it within the 7 to 10 range, the average score being 8.4. 

The measurement of playability and difficulty demonstrated that it was, overall, a challenging game 
to play, with 14% of players finding the virtual escape room reasonable to play, whereas 86% found 
the game hard based on ratings given between 7 to 10, the average score being 8.07. Furthermore, 
this contrasts with the room completion rate, showing it was possible to complete it within the given 
timeframe. This variation in experience may be accounted for by changes made to the game; or the 
amount of aid given to players by facilitators.  

Qualitative feedback was captured regarding the difficulty of individual puzzles through the 
timescale of playtesting; some of these comments were reviewed and helped to make specific 
modifications to improve the overall gameplay experience, whilst others pointed out how some of 
the puzzles were easy to decipher. For example, the most listed puzzle to be outlined as the easiest 
to solve was the emoji chart decipher in room 2.  

Impressions of the other puzzles proved to be challenging at times, many players had noted that the 
puzzle which required them to decipher a code contained within a hexadecimal equation was too 
hard, however, one respondent highlighted that it was the easier puzzle when completing the survey. 
This could be refined down to several factors, specifically more towards age groups, fields of 
practice and education, but this data was not collected during the survey, so it cannot act as reliable 
data. 

To make the hexadecimal puzzle easier, a couple of digital artefacts were curated to help describe 
to the players how to solve the puzzle. The additional artefacts helped players grasp what they were 
looking for within the puzzles and clues and explore diverse ways to solve the final puzzle; however, 
the hexadecimal equation was still the hardest puzzle to solve, with 57% of respondents agreeing. 
To rectify this issue, additional information was added to the guidebook for facilitators to review and 
apply into the gameplay. The defining clue which was listed could allow players can compare the 
total in each pay slip provided in room 3, and subtract them from each other to get the password to 
finish the VER.  

Some comments shared a common factor, the undesired impression of making the game harder, 
as particular aspects of the online functionality and setup were difficult for players to navigate. For 
instance, the password system and chosen cloud storage drive platform were tricky for players to 
operate, despite already having some adaptions made from previous feedback.   

Regarding facilitation, all players rated the information provided about the virtual escape room as 
acceptable or above in quality, with 86% rating the information supplied as good or very good. The 
highest ratings were achieved when asked about how good the facilitators were at running the 
playtest, with 100% of respondents giving a good or very good rating.  

Ultimately, the ratings within this section asked about the other information provided to the players 
about the subject matter; another 100% of responses consisted within the good or the very good 
categories. 

From those who took part in the playtesting and survey, 86% of respondents said that they would 
recommend the escape room to their friends and colleagues, whilst 79% said that they would play 
other escape rooms created by the Escape Racism project if the opportunity was available.  
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These numbers are significant and demonstrate the high quality of the virtual escape room both as 
an object of playfulness and a learning experience. Being able to gather more research data on the 
learning experiences and the format of the virtual escape room has been beneficial, considering this 
is the first time one has been designed and implemented into an external project. Like the physical 
escape room, the initial design of the virtual escape room took a methodological approach. The 
game consisted of examining and identifying an area of concern and issues around it, researching 
the subject, understanding the victims, and producing a story that reflects the subject’s nature. Other 
aspects explored were the representations of empathy in the narrative structure and collating a 
game with puzzles to fit within the framework to help teach and inform people on the subject matter. 

 

Escape Disabware  
“Escape Disabware” takes place in two rooms, the first leads to the second one. In it, you find yourself 
in a dystopic future in which technology has become part of the human body, now controlled by an 
Artificial Intelligence (M.A.I.), which as a result of the Disabware virus people who fail to update are 
separated from society.  
 

General feedback  
 
We tested the Escape Room on two different occasions:  
Test 1: June 202 in Valladolid.. Three groups - 11 people involved in total.  
Test 2: August 2021 in Cubillos del Sil. Five groups - 22 people involved in total. 

The general feeling that we got from the players was that they had a good time during the game and 
that they got to reflect about the topics afterwards, during the debriefing. Some of the players were 
young people with disabilities, and they expressed the satisfaction of having an opportunity to do 
this kind of leisure activities adapted to them.  

The pilot testing was very useful for us as designers, because we were able to see what puzzles were 
too difficult or too confusing, and especially the decorations and scenography. We also saw that the 
background story and environment was very attractive to the participants.  
 

Results of the questionnaire   
 
The big majority of the participants indicated that they had a good experience and that they would 
definitely recommend it to their friends or colleagues. 

About what they had learnt, most of them mentioned attitudes like tolerance, respect, diversity, 
empathy with social barriers and discrimination. Some of them also mentioned group dynamics, 
such as cooperation and communication. In the possible improvements, there were some 
interesting suggestions as visual and hearing puzzles, to create empathy with those kind of 
disabilities, or to turn limitations into opportunities inside the game. They also indicated that the topic 
of disability could be more present in the game. 

Some of them expressed this could be used in a formal education environment, to teach about 
discrimination and diversity in the schools.  
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Possible changes  
 
In this scenario, we found that the chain of puzzles was too long and it was pretty difficult to finish 
the game on time, so we eliminated two of the puzzles and simplified others, giving more clues to 
solve them. We also rated the game as “difficult”, in comparison to the second scenario. We also 
found that the scenography was lacking elements to create the futuristic environment that we were 
trying to create, so after the testing phase we bought some new materials: some silver plastics that 
we hung off the walls and more police-like tape.  

 

Overall impression of the playtests  
 
As a team, we felt very grateful for the experience. It was the first time we did a big-scale escape 
room, and the result was very satisfactory. The players showed interest in the topic and they seemed 
that they had enjoyed the experience, so we could say we had a successful pilot testing. We learned 
a lot about game designing and facilitating, so we take those learnings for the future. In our 
organization, we have played this escape rooms in different activities and events and we have 
designed new escape rooms with the knowledge that we got from this project. 

 

El Jardín de la Hespérides  
This game is divided into two rooms. In the first one, you find the Hespérides. three mythological 
Greek nymphs, have locked and hidden several objects in their special garden, the Garden of the 
Hespérides. They consider that these objects are threatening to destabilize the normative world, 
which they want to protect. The objects are the most powerful weapon for inclusion, the objects that 
are able to make the world more accessible to everyone.  
 

General feedback   
 
We tested the Escape Room on two different occasions: 

Test 1: June 2021 in Valladolid. Four groups - 14 people involved in total. 

Test 2: August 2021 in Cubillos del Sil. Three groups - 9 people involved in total. 

The general atmosphere was very relaxed and interesting. The players seemed happy and curious 
to discover all the objects they were supposed to liberate. During the debriefing, they expressed their 
curiosity and they were glad to have learnt these new tools. They had a good time. 

We were very satisfied with the test, as it was useful to see how we could improve the materials, the 
puzzles and the scenography.  

 

 

 

Results of the questionnaire   
 
The big majority of the participants indicated that they had a good experience and that they would 
definitely recommend it to their friends or colleaguesbout what they had learnt, most of them 
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mentioned attitudes like tolerance, respect, diversity, empathy with social barriers and 
discrimination. Some of them also mentioned group dynamics, such as cooperation and 
communication. In the possible improvements, there were some interesting suggestions as visual 
and hearing puzzles, to create empathy with those kind of disabilities, or to turn limitations into 
opportunities inside the game. They also indicated that the topic of disability could be more present 
in the game. Some of them expressed this could be used in a formal education environment, to teach 
about discrimination and diversity in the schools.  

 

Possible changes  
 
In this scenario, we found that the story was difficult to understand at first, so we introduced more 
explanations about this in the second test. However, it generated a very interesting debate 
afterwards, about this “normative world” and why would anyone want to hide those objects of 
accessibility. Some of the puzzles needed some support from the facilitators, so we also improved 
this. Finally, the most important change was with the scenography, as we wanted to create a very 
mystic and natural environment, as if the players were actually in the magical garden. We added 
different materials as decorations that helped to create that environment in the following sessions. 

 

Overall impression of the playtests  
 
As a team, we felt very grateful for the experience. It was the first time we did a big-scale escape 
room, and the result was very satisfactory. The players showed interest in the topic and they seemed 
that they had enjoyed the experience, so we could say we had a successful pilot testing. We learned 
a lot about game designing and facilitating, so we take those learnings for the future. In our 
organization, we have played this escape rooms in different activities and events and we have 
designed new escape rooms with the knowledge that we got from this project. 

 

Guilty? The last word to you!  
“Guilty? The last word to you!” scenario is settled in a dystopian future in Sicily.  

Participants role a group of judges within a very secret room, where they will find information about 
the fact for which they are called to take a sentence. The judges will not leave the room until they 
won’t take the final judgement.  
 

General feedback  

 

CEIPES Tested this scenario in different moments between September and October 2021 with the 

two main target groups:       

 - Youngsters 6 groups in 3 days 22 people October 2021               

 - Youth workers 3 groups, 8 people September 2021         

After the very first moment of excitement, players started to be fully engaged with the puzzles to 
solve them in time. They worked together, using the specific abilities of each member of the team, 
by implementing their teamwork and time management skills. Once outside the room, they were 
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more cohesive as a group. Furthermore, they expressed a general interest in the topic of 
discrimination.  The test was really useful for us, to find what does not work in the game flow, the 
puzzle’s level of difficulty, and which were the parts of the storyline needed to be reviewed.  

 
Results of the questionnaire   
 
Most of the participants had never played an escape room before, although players soon entered the 
dynamics of the game and a good part of the tests ended with the resolution of the final game within 
the time established.  

They found the experience amusing evaluating it with an average not lower than 7 to 10 on a scale 
from 1 to 10.  

They also positively evaluated it as a learning experience, indeed, participants reported that the 
escape room helped them to become more aware of stereotypes and prejudices prevailing in our 
society, to reflect on the sociological level, and to understand better the mechanisms and the logic 
behind the construction of a path of puzzles oriented to an end goal. About the facilitator's work, they 
were satisfied or very satisfied with the clarity of information provided before, the explanation of the 
rules, the management of the game, and the final reflection and explanation during the debriefing.    

In conclusion, they gave positive feedback, evaluating the experience as very interesting and inspiring 
because it was both fun and constructive, giving possibilities and ideas to reflect on. They affirmed 
that would like to repeat the experience and that they for sure will recommend it to their friends and 
colleagues. 
 

Possible changes  
 

Initially, players focused more on finding codes than on the meaning of the games, so we decided to 
give more weight to Lucas’s story trough a more detailed diary, that people appreciated because it 
is a very useful device to put yourself in the shoes of the other and to be projected within the narrative 
line. Furthermore, we decided to introduce an hint to suggest to use water in the vase game, because 
many times players get stuck, so we replaced the bottle of water with watering can.   
 

Overall impression of the playtests  
 
CEIPES works for a long time in the field of gamification and the use of game dynamics as a valuable 
methodology of non-formal education, but thanks to Escape Racism and our partners specialized in 
this methodology, we experienced and learnt this unique and useful practice. It was challenging to 
build the game structure and connect the puzzles all together to merge them to the story behind and 
the important topics. The creative and fun environment inspired us to produce an amazing 
experience for users and looking for their feedback it seems that we centered the objective. One of 
our best achievements was the creation of the permeant escape room inside our organisation 
facilities, always ready to be played by our stakeholders. We wish besides, to implement and create 
new scenarios, once gained this important knowledge.   
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Exodus through the space 
“Exodus through the space” is set in a dystopic future where the eruption of a huge volcano puts the 
Earth in danger and all human beings have to leave planet earth.  

The room is divided in two areas through a rope, the first room represents planet earth where players 
have to find the right way to travel to the safe planet. Once they find the key to the second room, 
players will be inside the center of identification of the planet WHAKAORANGA, where from a window 
with bars it is possible to see the earth and other planets. Inside this room they must pass several 
tests to gain citizenship.  
 

General feedback   
 
CEIPES Tested this scenario in different moment between November 2021 and March 2022 with the 
two main target group: 

- Youngsters 5 groups in 2 days of 20 people, in March 2022 

- Youth workers 4 groups 10 external people in November 2021, February and March 2022 

In a playful mood, people took actively part in the narrative of discrimination and racism of Exodus 
through the space, trying to solve quizzes and reflecting, at the same time, on these important topics. 
During the game, they supported each other a lot, in a peaceful collaboration without conflicts. In 
general, the test was really useful for us, to find what does not work in the game flow, the puzzle’s 
level of difficulty, and which parts of the storyline needed to be reviewed. 

 

Results of the questionnaire  
 
Even if a huge part of the participants had already played an escape room before, many of the groups 
were not able to finish the escape room test within the given time. However, they immediately role-
played the game and its narrative, and they found it difficult to solve. They appreciated the 
experience, defining it as amusing and evaluating it with an average not lower than 6 to 10 on a scale 
from 1 to 10.  They also positively evaluated it as a learning experience, indeed, participants reported 
that it was fun and educational at the same time. Playing the game allows them to reflect on various 
issues such as discrimination and the senselessness of racism and the difference between the 
power of passports.  

About the facilitator's work, they were satisfied or very satisfied with the clarity of information 
provided before, the explanation of the rules, the management of the game, and the final reflection 
and explanation during the debriefing.    

In conclusion, they gave positive feedback, evaluating the experience as very interesting and inspiring 
because it was both fun and constructive, giving possibilities and ideas to reflect on. They affirmed 
that would like to repeat the experience and that they for sure will recommend it to their friends and 
colleagues. 
 

Possible changes  
 
Players often raised the issue that the link between topic, narration, and the game activities should 
be closer. Thus, we decided to follow the suggestion and added a narrative introduction to the game, 
where facilitators can make participants fall into the role from the beginning of the game.  
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Overall impression of the playtests  
 
CEIPES works for a long time in the field of gamification and the use of game dynamics as a valuable 
methodology of non-formal education, but thanks to Escape Racism and our partners specialized in 
this methodology, we experienced and learnt this unique and useful practice. It was challenging to 
build the game structure and connect the puzzles all together to merge them to the story behind and 
the important topics. The creative and fun environment inspired us to produce an amazing 
experience for users and looking for their feedback it seems that we centered the objective. One of 
our best achievements was the creation of the permanent escape room inside our organization 
facilities, always ready to be played by our stakeholders. We wish to implement and create new 
scenarios, once gained this important knowledge.   

 

Fight Racism  
Horseless chariots, airplanes, supersonic jets and interplanetary rockets. We have exceeded all limits 
imposed by nature, broken down the sound barrier and almost equaled the speed of light! The 
famous world tour in 80 days can now be done in 45 minutes. The group is invited to prove it, but 
they will face unexpected challenges about borders, passports and migration issues. 
 

General feedback  
 
The game is challenging but can be adjusted easily according to the group and the expertise of the 
players: the facilitator can observe the first phases and define how much to speed it up.  

The testers were very mixed in terms of age range, cultural backgrounds and previous experiences 
with escape rooms, so that gave us a good range of feedback and perspectives. The room is divided 
in two parts: the first one has a happy mood and the second is more thrilling and emotional. This is 
not good or bad per se, but has to be taken into consideration during the debriefing because the 
players might not expect such a change and may feel lost.  
 

Results of the questionnaire   
 

We had 43 people playing, satisfied by the experience, even though not every person involved 
considered themselves “happy”. Few of them expressed their concern about the topic, saying that 
the game is a very strong experience and they felt almost overwhelmed by the emotions (someone 
was moved to tears). So the experience worked, but happiness was not the main emotion 
highlighted, in line with the design. 75% of the players rated the experience as fun and challenging; 2 
out of 3 were saying that they learned something new and had some deep reflections about the 
topics proposed. 

The game of the dance was unanimously voted as the most difficult one, proved from the fact that 
not a single group could solve it without a hint. 

 
 

Possible changes  
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Story: it seems a good decision not to say anything about the real challenge, but to keep the 
explorer/adventure mood.  

Scenography: print and play games will be substituted in their final form by proper maps. 
Mannequins are great scenography elements, but they are expensive. In case of low budget they 
could be replaced by simple chairs with clothes hanging on them. 

Music: it is a great idea to use music and sound effects during specific phases (eg. decision time or 
passport choice to put pressure on the group). 

Games and puzzles: the dance game has to be simplified. We need to build a turnstile, it might be 
challenging, but buying it is impossible (800+ euros). 

 

Overall impression of the playtests  
 
People and games talking about life challenging issues, like illegally crossing borders, need to be 
careful. The topic is hot at the political level and It is very easy to manipulate or to be manipulated. 
That’s why we decided to involve first hand witnesses and to talk with them about their stories, 
details, things we can publish and things we better don’t. The second stage of tests with the real life 
stories were much more intense and impacting on the participants. 

 

No borders  
The room is furnished like the interior of an old Berlin house, where no one has set foot for more than 
ten years. A bed, a bedside table, an old wardrobe, some hidden objects. Players will step back into 
the past and reconstruct together the history of the Berlin Wall and the walls that still divide parts of 
the world. 

 

General feedback   
 
Test with interesting developments and heterogeneous approaches. In general, the room is 
perceived as a place for an intimate journey, right from the start it is proposed as a slow and very 
narrative path with an emotionally engaging ending. Having to read many texts or stop to listen to 
audio and songs "forces" the group to stop and reflect on what is happening, taking the time to 
proceed calmly. This, in general, is instead a bit limiting for those who approach the escape room 
with the sole aim of winning and finishing in the fastest possible time. The experience is divided into 
two parts, one before opening the wardrobe and one after, and this detachment is perceived as 
evident: opening the cabinet is usually a cause of surprise because it is not expected to contain so 
much material. Smaller groups (2-3 people) are generally more suitable for this escape room. 

 

Results of the questionnaire  
 
We had 44 people playing, mostly satisfied by the experience and happy to support the process of 
improving a draft of the game. The most difficult puzzle is the one referred to the calendar, not for 
the game itself but for the unclarity of the instructions given. 
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The playtesters found it useful to be able to put their opinions in writing and it was effective for us to 
have a set of written data to refer to during the iteration phases. However, some questions within 
the test are out of place. For example, asking if an experience was "fun" after having people play for 
an abundant hour on heavy and sad issues such as the forced divisions of peoples is misleading and 
useless for the purpose of understanding the emotional state. It would also have been more useful 
to have the possibility of an emotional feedback just as the first question, for example "what are the 
emotions that this experience aroused in you?". 

 

Possible changes  
 
Story: make the initial test more immersive and resume it at the end of the escape room in some 
way. 

Scenography: certainly there are many objects that could be added to make the room more realistic 
and immersive; some, moreover, like the furniture, would need to be changed or made to measure. 

Games and puzzles: the calendar game is more customizable, you might find a padlock with more 
significant numbers.  

 

Overall impression of the playtests   
 
"Think easy" is the first possible answer to this question. The games must be built in a simple way 
and eventually complicated, never the other way around. A general reflection is also possible on 
materials: even if simple and fragile materials, such as paper, are acceptable in a prototype phase, 
they are to be excluded during playtests or are ruined by those who play. A small investment in the 
quality of the objects can have great results. Even more generally, I think it would be interesting in 
the future to hypothesize to divide the playtesters into categories ("gamers", "families", "educators", 
"social activists" ...) based on the presumed way they have of living a ' experience and to play, so as 
to be able to exploit their characteristics to give each playtest a different objective and not to create 
groups that are too inhomogeneous between them. 

 

Janka's Story  
Our story's main character is Janka, a high school student, who is a very talented, but less popular 
girl. She has very good grades in almost every subject, and she is also a member of the school's 
volleyball team. Her best and only friend is Petra, they do everything together. In the last days, Janka’s 
mom found out that not only did her grades start to get worse, but she also missed a couple of 
training sessions in the volleyball team as well. When we enter her room, we receive a very angry 
phone call from Petra, in which she basically breaks up with Janka because of what she has done. 
From here, we must find out the story behind Janka’s downfall and try to figure out what happened 
between Janka and Petra.  
 

General feedback  
 
After we finished the creation of our first actual escape room, we started the testing phase, which 
happened between July 2021 and March 2022. During this period, 15 groups (60  youngsters, 15 
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youth workers and teachers) attend the room to try out the puzzles created by the project team of 
Támaszpont MOPKA.  

Despite our original plan, we had to change the escape room's location from our Youth Center to 
ensure the game's sustainability. Unfortunately, the location also affected the number of participants 
who can play simultaneously, because the new place is not big enough for at least ten youngsters 
as we planned. Also, it requires some walking from the Youth Center, which takes more time than 
expected.  

In the Youth Center, we usually host classes from the closest elementary school for diverse 
workshops. The practice is that the whole class comes simultaneously for technical and practical 
reasons. Because of the limitation of participants, we created a" circle of process" to ensure each 
participant could try the room equally and we still could fit within the time frame we planned. 
Fortunately, three of us worked on the project, so meanwhile, one of us (our Drama Educator) 
accompanied a group in the room, one of us had a chance to walk with the groups between the room 
and the Youth Center, and a 3rd of us could make sure the participants already tried the game filled 
out the evaluation questionnaire. This process went very well and saved us some time for the 
debriefing at the end.  

Most of the participants liked the room and the puzzles. They were involved during the game. We 
found the whole process very useful. The participants gave us insights and ideas about how we can 
develop our game to make it more engaging and understandable. The atmosphere was emotional 
and inspiring during the whole process.  

 
Results of the questionnaire  
 
According to the questionnaire, most of the time, our participants were satisfied with the game. 
Although they highlighted some things that could be improved, more importantly, we had a chance 
to talk about the phenomenon of bullying. In our opinion, the debriefing was more effective regarding 
the opinion of the youngsters. As you can see from the questionnaire result, the written answers are 
general, like “It was joyful” or “Next time, it should be a bit easier/harder to solve the puzzles.” 
However, many personal stories came out when they had a chance to share their opinion on the 
topic face to face. We had many deep conversations that we think can cause a fundamental change 
in their life, never mind if they were bullied, bullied or just passive audiences. At the beginning of the 
testing, we had a chance to try the room out with a group of youngsters with lower opportunities. 
Despite (or because) of the similarities of their life in their closed community, a lot of bullying 
happens, so it was so interesting to discuss it with them. Also, the girls from the group were delighted 
because of the “fancy room”, the dresses and the makeup we put into the room as a decoration of a 
“regular teenage girl’s room”.  

 

Possible changes  
 
The testing phase caused two main differences which came from each other. According to the 
original story, nothing wrong happens with Janka. However, her best friend (Petra) is mad at her. The 
youngsters pointed out that they were slightly disappointed at the end because they expected 
something more intense. Based on this feedback, we decided to change the end of the story. Janka 
is lost, and the players have to figure out not just what happened before her loss but also find her 
and help her reconcile with Petra. 
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Overall impression of the playtests  
 
We shouldn’t be afraid to create more intense content because youngsters nowadays have a higher 
stimulus threshold, so more intense content helps them become more aware and engaged.  

 

 

I need a hero  
We are citizens of an imaginary nation, who are destined to save their Country. A vicious and scarry 
nation, the Vigroces are trying to destroy us! Or are they? In this outside Escapes room, we are going 
on an adventure, executing hard and tiering exercises, whilst learning more and more about the 
strange nation, we thought are the enemy.  

 

General feedback  
 
In the first period of the testing, we have been in close cooperation with the  local schools, who have 
sent us both students and teachers, to test the escape room. 3 whole classes ( around 20 students 
and 2 teachers each) completed the room in this period, and the feedback from them was very 
positive. We used the same schedule, as in the first room, and created a circle of programs, so that 
the group, who is not on the tour yet, or have already arrived, wouldn’t get bored. On the tasks of the 
room, we received kind of mixed feedback, some found them too easy, some found them too hard, 
but mostly they were satisfied with them. The same situation occurred with the length, some said 
too long, some said too short.  

As the testing was successful, we decided, that we will open the treasure hunt/ outdoor escape 

room for public, so that anyone with a smartphone will be able to participate.  As a result, more 

than 200 players have completed the trip between May 28, 2021 and April 22, 2022. The general 

feedback from there was that everybody loved it, it still has a 5-star overall rating in the application.  

 
Results of the questionnaire  
 
The feedback we received in the questionnaires have been very similar to the ones we have heard 
from the participants in person. Most of the time, they liked everything, and had a very positive overall 
experience. It was a common answer, that they felt the trip was a bit long, before we arrived back to 
the start, however, they did not think it was too exhausting. There was one task that was a bit difficult, 
so later we decided to add help options for that one. We have also had a lot of general answers, like 
,,it was good”, ,,I liked it” etc. Most of the participants stated that they would like to try something 
similar in the future. The only bad comments were on the QR- codes, which had misfunctioned 
sometimes, and were hard to scan on too bright days. 

 

Possible changes  
 
Some simple practical things, like the placement of the QR-codes ( more shadowy places, ), and the 
drawing equipment had been changed, but other than that, due to the very positive feedback, we did 
not change a lot about our outdoor escape room.  
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Overall impression of the playtests  
 
Because of the positive feedback, from both the testing and public audience, We are planning to 
continue on the operation of this outdoor escape room, and we also considered expanding our 
portfolio with a new one, that will be for a bit older target audience, and will be oriented around 
diamond theft.  

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 


