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What is an escape room?

An escape room is “a game in which participants confined to a room or other
enclosed setting (such as a prison cell) are given a set amount of time to
find a way to escape (as by discovering hidden clues and solving a series of
riddles or puzzles).”

https://www.merriam-webster.com/dictionary/escape%20room
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What is an online escape room?

An online escape room can also be called virtual escape rooms:
“Virtual escape rooms are online activities conducted via Zoom and other
platforms. During these events, teams solve riddles and complete puzzles in
a fixed amount of time, with a goal of “escaping the room.” The purpose of

these experiences is to encourage collaboration, teamwork and team
building.”

https://teambuilding.com/blog/virtual-escape-rooms
e 6 0 O
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What is an online educational escape room?

An online educational escape room is a game-based learning approache

https://teambuilding.com/blog/virtual-escape-rooms
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Reasons to use educational escape rooms in classes and courses:

1. Developing Skills

- Communication skills

- Leadership skills

- Social skills

- Problem-solving skills

° Fine motor Sk|”S https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
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Mental

Reasons to use educational escape rooms in classes and courses:

2. Focus on psychosocial aspects

well-being

Appropriate positive behavior

Contro
Acting

of emotions

N a group

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Reasons to use educational escape rooms in classes and courses:

3. Enhancing group cohesion
- Strengthening bonds

- Focus on strength

- Discover talents

- Foster social interaction

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Reasons to use educational escape rooms in classes and courses:

4. Improving
trainer-learner relationship
- Catching attention

- Establishing trust

- Reinforce motivation

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Reasons to use educational escape rooms in classes and courses:

5. Support of learning processes
« Fostering creativity

- Support enthusiasm

- Access complex concepts

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Example:

https://escape-kit.com

Ourgames  The concept ? escape kit Search  Myaccount  Gart(0) '\k

Y

Shop

Any occasion is good to transform your sg
Install and playt

Home » Shop

Lupins challenge
By ages _

p o=
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Example:

https://www.breakoutedu.com/

€]Breakout™ =

Unlock the love of learning!

Breakout EDU gamifies learning to create an engaging and empowering experience for students of all
grade levels.

Play for FREE

@900
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TASK
What are some reasons for an educational escape room?
skill development, solve tasks, improve interaction

improve trainer-learner relationship, enhance performance, stimulate
regulation

enhance group cohesion, skill development, support of learning processes,

support of teaching processes, enhance communication, solving riddles

@900
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How to create

an educational
escape room?
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What have developers to consider when designing an educational
escape room?

User Type

,User needs assessment is carried out to determine player demographic and educational needs.”

Time
sLength of experience. Can be short experience of 15 minutes or a longer experience that lasts
multiple days.”

Difficulty

sConsideration of intended users to scale difficulty of puzzles for different levels of players such as
college students, undergrads, post grads, doctorates and staff.”

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Volume 4,

Issue 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
e @6 0 ©
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What have developers to consider when designing an educational
escape room?

Mode

»,Choose mode of experience such as; Cooperation based: Players work together to solve/escape
the experience vs Competitive based: Players compete to be the first to figure out the objectives.”

Scale
»,Choose number of participants
the game is to be designed for.”

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Volume 4,
Issue 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
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he Star-Model PLAYERS

LEARNING
ame elements:

® the narrative =
Story

® the game-flow

® the puzzles and

® the equipment

Botturi /Babazadeh p. 45

CONSTRAINTS
NOILYNIVYAS

DEERIEFING

Botturi, L. / Babazadeh, M. (2020): Designing educational escape rooms: validating the Star Model. In: International Journal of Serious Games,
Vol. 7, Issue 3, September 2020, http://dx.doi.org/10.17083/ijsg.v7i3.367
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Puzzle structures in escape rooms:

1. basic structures: open, sequential and path-based

Squares are :
sequential path-based
Nicholson, S. (2015). Peeking behind the locked door: A survey of

puzzles and
rectangles are
meta-puzzles
open
escape room faC|I|t|es White Paper available at

e & 06 ©° http://scottnicholson.com/pubs/erfacwhite.pdf, p. 17
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Puzzle structures in escape rooms:

2. a complex, hybrid structure, such as a pyramid.

Co0 So0s Gob
$322 2282 $2388

Nicholson, S. (2015). Peeking behind the locked door: A survey of escape room facilities.

White Paper available at http://scottnicholson.com/pubs/erfacwhite.pdf, p.18
e 0 0 ©
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TASK

What are the game elements of an educational escape
room?

collaboration, game-flow, riddles and communication
collaboration, narratives, game-flow and puzzles
narrative, game-flow, puzzles and equipment
narrative, riddles, roles and equipment

roles, puzzles, immersion and communication

@900
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The role of the
teacher/trainer
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Role of teachers/trainers

1. Design or selection of the escape room
2. Game master

3. Providing start information

4. Providing hints

5. Debriefing

(9 ©OO
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Own educational escape rooms

For own educational escape rooms you can easily use

a) a website e.g. designed with WordPress,

b) ZOOM or another conferencing tool where you an display a presentation
c) Google Forms or google slides

EY =A
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Educational escape room design steps

® “Choose a topic

® Choose an end goal (the big problem to solve — using the breadcrumbs from
the small puzzles)

® Setthescene

® Decide on topics of the small puzzles that participants will solve
(and the breadcrumbs they will earn by solving them)

® Create the small puzzles

L

Create answer sheets and/or answer keys”

Learning Hypothesis (2023): https://learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B. Training phase

work session in small groups
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Task 1

Write down an idea for a story of an /’

escape room with regard to your subject.
You have 20 minutes.
Please, collaborate with another person. °

Afterwards, everyone should share ideas. Y I
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Task 2

 Have a look at
https://teambuilding.com/blog/virtual-escape-rooms /’
and have a look at different digital escape rooms for
team building. Write down the idea, the story and core

elements of one of it.

* You have 45 minutes. Please work on your own.
« Afterwards, everyone should share the impressions on .' I
the basis what you all wrote down. J
o 6 06 ©
[©NoIeE



Congratulation!

You mastered module C on
digital educational escape
rooms!
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Fortbildungsprogramm
und Toolkit far die Validierung von Fertigkeiten
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Berufsbildungstutoren
Modul C: Online-Escape Rooms als padagogisches Instrument

G) @: “The European Commission’s support of this publication does not constitute an endorsement of the contents, which reflect the views
@ only of the authors, and the Commission can not be held responsible for any use which may be made of the information therein.” _33_



3 Co-funded by
the European Union

Uber das Thema
Einfuhrung Padagogische Online-
Escape-Rooms als
padagogisches Instrument

A

B Ausbildungsphas
e Kleingruppenarbeit zum

Thema

padagogische Online-
Escape-Rooms als
padagogische Werkzeuge
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EinfUhrung in das Thema
Online-Escape Rooms als
padagogisches
Instrument
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Was ist ein Escape Room?

Ein Escape Room ist "ein Spiel, bei dem die Teilnehmer, die in einem Raum oder
einer anderen geschlossenen Umgebung (z. B. einer Gefangniszelle)
eingeschlossen sind, eine bestimmte Zeit haben, um einen Weg zur Flucht
zu finden (z. B. durch das Entdecken versteckter Hinweise und das Losen
einer Reihe von Ratseln oder Puzzles)".

https://www.merriam-webster.com/dictionary/escape%20room

©00
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Was ist ein Online-Escape-Room?

Ein Online-Escape-Room kann auch als virtueller Escape-Room bezeichnet
werden:
"Virtuelle Escape Rooms sind Online-Aktivitaten, die Uber Zoom und andere
Plattformen durchgefuhrt werden. Wahrend dieser Veranstaltungen I6sen
Teams Ratsel und I6sen Puzzles in einer bestimmten Zeit, mit dem Ziel, 'aus
dem Raum zu entkommen'. Der Zweck dieser Erfahrungen ist es,
Zusammenarbeit, Teamwork und Teambildung zu fordern.

https://teambuilding.com/blog/virtual-escap®-r@r®s @

@900
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Was ist ein Online-Escape-Room fur Bildungszwecke?

Ein Online-Escape-Room fur Bildungszwecke ist ein spielbasierter Lernansatz

https://teambuilding.com/blog/virtual-escape-rooms

©00




Gute Grunde fur die

Nutzung
padagogischer
Escape-Rooms!
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Griinde fur den Einsatz von padagogischen Escape Rooms in Klassen und Kursen:

1. Entwicklung von Fertigkeiten

Kommunikationsfahigkeit
FUhrungsqualitaten

Soziale Kompetenzen
Fahigkeiten zur Problemlosung
Feinmotorische Fahigkeiten

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Griinde fur den Einsatz von padagogischen Escape Rooms in Klassen und Kursen:

2. Fokus auf psychosoziale Aspekte
« Seelisches Wohlbefinden

« Angemessenes positives Verhalten
« Kontrolle der Emotionen

* Agieren in einer Gruppe

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Griinde fur den Einsatz von padagogischen Escape Rooms in Klassen und Kursen:

3. Starkung des Gruppenzusammenhalts
e Starkung der Bindungen

» Fokus auf Starke

« Talente entdecken

» FoOrderung der sozialen Interaktion

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Griinde fur den Einsatz von padagogischen Escape Rooms in Klassen und Kursen:

4. Verbesserung der

Beziehung zwischen Lehrenden und
Lernenden

« Aufmerksamkeit erregen

« Aufbau von Vertrauen

« Motivation verstarken

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Grunde fur den Einsatz von padagogischen Escape Rooms in Klassen und
Kursen:

5. Unterstutzung von Lernprozessen
- FoOrderung der Kreativitat

- Begeisterung unterstutzen

- Zugang zu komplexen Konzepten

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Beispiel:

https://escape-kit.com

Ourgames  The concept ? escape kit Search  Myaccount  Gart(0) '\k

Y

Shop

Any occasion is good to transform your sg
Install and playt

Home » Shop

By ages
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Beispiel:

https://www.breakoutedu.com/

€]Breakout™ =

Unlock the love of learning!

Breakout EDU gamifies learning to create an engaging and empowering experience for students of all
grade levels.

Play for FREE

@900
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TASK

Was sind einige Grunde fur einen padagogischen Escape Room

Entwicklung von Fahigkeiten, Losen von Aufgaben, Verbesserung der
Interaktion

Verbesserung der Beziehung zwischen Ausbilder und Lernendem,
Leistungssteigerung, Anregung zur Regulierung

Forderung des Gruppenzusammenhalts, Entwicklung von Fahigkeiten,
Unterstutzung von Lernprozessen,

Unterstutzung von Lehrprozegsgn Vgrbesserung der Kommunikation, Losen

-E@/on Ratseln



AS3:

Wie erstellt man
einen
padagogischen
Escape Room?
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Was miussen Entwickler bei der Gestaltung eines padagogischen Escape
Rooms beachten?

Benutzertyp
"Es wird eine Bedarfsanalyse durchgefiihrt, um die demografischen und padagogischen Bedurfnisse
der Spieler zu ermitteln".

Zeit
"Dauer der Erfahrung. Es kann ein kurzes Erlebnis von 15 Minuten sein oder ein langeres Erlebnis,
das mehrere Tage dauert."

Schwierigkeitsgrad
"Berucksichtigung der Zielgruppe, um den Schwierigkeitsgrad der Ratsel fiir verschiedene
Spielerniveaus zu skalieren, z. B. Studenten, Diplomanden, Doktoranden und Mitarbeiter".

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Band 4,

Ausgabe 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
e @6 0 ©
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Was miussen Entwickler bei der Gestaltung eines padagogischen Escape
Rooms beachten?

Modus

"Wahlen Sie einen Erlebnismodus wie z.B.: Kooperationsbasiert: Die Spieler arbeiten zusammen,
um die Aufgabe zu l6sen/zu entkommen, oder wettbewerbsorientiert: Die Spieler wetteifern darum,
als erster die Ziele zu erreichen."

Skala

"Wahlen Sie die Anzahl der Teilnehmer
fur die das Spiel konzipiert werden soll."

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Band 4,
Ausgabe 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
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PLAYERS

Das Star-Modell

LEARNING
Flemente des Spiels:

® die Erzdhlung =
Geschichte

® der Spielablauf

® die Rétsel und

® die Ausristung

Botturi /Babazadeh S. 45

CONSTRAINTS
NOILYNIVYAS

DEERIEFING

Botturi, L. / Babazadeh, M. (2020): Designing educational escape rooms: validating the Star Model. In: International Journal of Serious Games,
Vol. 7, Issue 3, September 2020, http://dx.doi.org/10.17083/ijsg.v7i3.367
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Ratselstrukturen in Escape Rooms:

1. Grundstrukturen: offen, sequentiell und pfadbezogen

Quadrate sind : :
sequenziell pfadbasiert

Puzzles und

Rechtecke sind

Meta-Puzzles
offne

XY
ooe

Nicholson, S. (2015). Ein Blick hinter die verschlossene Tur: Eine
Ubersicht Uber Escape-Room-Einrichtungen. White Paper verfugbar
e & 06 ©° unter http://scottnicholson.com/pubs/erfacwhite.pdf, S. 17
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Ratselstrukturen in Escape Rooms:

2. ein komplexes, hybrides Gebilde, wie z. B. eine Pyramide.

Co0 So0s Gob
$322 2282 $2388

Nicholson, S. (2015). Ein Blick hinter die verschlossene Tiir: Eine Ubersicht Uber Escape-Room-Einrichtungen.

WeilRbuch verfugbar unter http://scottnicholson.com/pubs/erfacwhite.pdf, S.18
e 0 0 O
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Aufgabe

Was sind die Spielelemente eines padagogischen Escape
Rooms

Zusammenarbeit, Spielfluss, Ratsel und Kommunikation
Zusammenarbeit, Erzahlungen, Spielablaufe und Ratsel
Erzahlung, Spielablauf, Ratsel und Ausrustung
Erzahlungen, Ratsel, Rollen und Ausrustung

Rollen, Ratsel, Eintauchen und Kommunikation

@900
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Die Rolle des
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Die Rolle der Lehrer/Ausbilder

1. Gestaltung oder Auswahl des Escape Rooms
2. Spielleiter

3. Bereitstellung von Startinformationen

4. Bereitstellung von Hinweisen

5. Nachbesprechung

EY. =R
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Eigene padagogische Escape Rooms

Fur eigene padagogische Escape Rooms konnen Sie einfach Folgendes

verwenden
a) eine Website, die z.B. mit WordPress erstellt wurde,
b) ZOOM oder ein anderes Conferencing-Tool, mit dem Sie eine Prasentation

zeigen konnen
c) Google Forms oder Google Slides

EY. =R
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Schritte zur Gestaltung eines padagogischen Escape Rooms

® "Wahlen Sie ein Thema

® Wahlen Sie ein Endziel (das grol3e Problem, das geldst werden soll - unter
Verwendung der Brotkrimel aus den kleinen Ratseln)

® Den Schauplatz festlegen

® Legen Sie die Themen der kleinen Ratsel fest, die die Teilnehmer I6sen sollen
(und die Brotkrumel, die sie durch das Losen der Ratsel verdienen werden)

® Erstellen Sie die kleinen Puzzles

® Antwortbogen und/oder Antwortschlissel erstellen”

Lernhypothese (2023): https://learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B.
Ausbildungsphase

Arbeitssitzung in kleinen
Gruppen
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Aufgabe 1

Schreiben Sie eine Idee flr eine /’
Geschichte Uber einen Escape Room zu
lhrem Thema auf.

Sie haben 20 Minuten Zeit.

Bitte, arbeiten Sie mit einer anderen
s 1

Person zusammen.

Anschliel3end sollten alle ihre Ideen
austauschen.
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Aufgabe 2

« Schauen Sie unter
https://teambuilding.com/blog/virtual-escape-rooms /’
und werfen Sie einen Blick auf verschiedene digitale
Escape Rooms fur Teambuilding. Schreiben Sie die
|dee, die Geschichte und die Kernelemente eines dieser

Raume auf.
« Sie haben 45 Minuten Zeit. Bitte arbeiten Sie
selbstandig.
s 1

» Anschlie3end sollte jeder seine Eindricke auf der
Grundlage dessen, was ihr alle afg®sehtieben habt,

[©Xonseilen.



Herzlichen Gluckwunsch!

Sie haben das Modul C zu
digitale padagogische Escape
Rooms!
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Program doskonalenia zawodowego
| zestaw narzedzi do walidacji umiejetnosci

Czes¢ A: Budowanie cyfrowych umiejetnosci pedagogicznych dla
nauczycieli VET
Modut C: Edukacyjne pokoje ucieczki online jako narzedzie
pedagogiczne
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A O temacie
Wprowadzenie Edukacyjne escape roomy
online jako narzedzia
B . pedagogiczne
Faza treningowa

Praca w matych grupach
nad tematem

edukacyjne pokoje ucieczki
online jako narzedzia
pedagogiczne
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A:

Wprowadzenie do tematu
internetowych pokoi
ewakuacyjnych jako
narzedzia pedagogicznego
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Co to jest
edukacyjny online
escape room?
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Czym jest escape room?

Escape room to "gra, w ktorej uczestnicy zamknieci w pokoju lub innym
zamknietym pomieszczeniu (takim jak cela wiezienna) majg okreslony czas
na znalezienie sposobu na ucieczke (np. poprzez odkrycie ukrytych
wskazowek i rozwigzanie serii zagadek lub tamigtéwek)".

https://www.merriam-webster.com/dictionary/escape%20room

©00
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Czym jest escape room online?

Pokoj ucieczki online moze byc rowniez nazywany wirtualnym pokojem
ucieczki:
"Wirtualne pokoje ucieczki to aktywnosci online prowadzone za
posrednictwem Zoom i innych platform. Podczas tych wydarzen zespoty
rozwigzujg zagadki i rozwigzujg tamigtéwki w okreslonym czasie, majac na
celu "ucieczke z pokoju". Celem tych doswiadczen jest zachecanie do
wspotpracy, pracy zespotowej i budowania zespotu".

https://teambuilding.com/blog/virtual-escape-rooms

@900
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Czym jest edukacyjny escape room online?

Edukacyjny escape room online to podejscie do nauki oparte na grach.

https://teambuilding.com/blog/virtual-escape-rooms

STl
EY =R
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Dobre powody do

korzystania z
edukacyjnych
pokoje ucieczki!
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S

S

o/

mle

mie]
mie]
mie]
mie]

jietnosci
etnosci

Powody, dla ktorych warto korzystac¢ z edukacyjnych pokojow ucieczki w klasach i
na kursach:

1. Rozwuanle umiejetnosci

Komunikacyjne

orzywodcze

etnosci spoteczne
etnosci rozwigzywania problemow
etnosci motoryczne

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Powody, dla ktorych warto korzystac z edukacyjnych pokojow ucieczki w klasach i
na kursach:

2. Koncentracja na aspektach

psychospolecznych

Ble
¢ QOd

ore samopoczucie psychiczne

powiednie pozytywne zachowanie

« Kontrola emocji
« Dziatanie w grupie

@900

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Powody, dla ktorych warto korzystac z edukacyjnych pokojow ucieczki w
klasach i na kursach:

3. Zwiekszanie spojnosci grupy

- Wzmacnianie wiezi

- Skup sie nasile

- Odkryj talenty

- Wspieranie interakcji spotecznych

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900



Powody, dla ktorych warto korzystac z edukacyjnych pokojow ucieczki w
klasach i na kursach:

4. Poprawa

relacji trener-uczen

» Przycigganie uwagi

- Budowanie zaufania

« Wzmocnienie motywacj

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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Powody, dla ktorych warto korzystac z edukacyjnych pokojow ucieczki w
klasach i na kursach:

5. Wsparcie procesow uczenia sie
- Wspieranie kreatywnosci

« Wspieraj entuzjazm

- Dostep do ztozonych koncepd;i

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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Przyktad:

https://escape-kit.com

Ourgames  The concept ? escape kit Search  Myaccount  Gart(0) '\k

Y

Shop

Any oecasion is good to transfonm your space in
Install and playt

Home » Shop

Key 10
WoNDERLaND
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Przyktad:

https://www.breakoutedu.com/

€]Breakout™ =

Unlock the love of learning!

Breakout EDU gamifies learning to create an engaging and empowering experience for students of all
grade levels.

Play for FREE

@900
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ZADANIE

Jakie sg powody, dla ktérych zorganizowac edukacyjny escape
room?

rozwoj umiejetnosci, rozwigzywanie zadan, poprawa interakcji
poprawic relacje trener-uczen, zwiekszyc wydajnosc, stymulowac regulacje

zwiekszenie spojnosci grupy, rozwoj umiejetnosci, wsparcie procesow uczenia
sie,

wsparcie procesow nauczania, poprawa komunikacji, rozwigzywanie zagadek

@900




A3:

Jak stworzyc
edukacyjny
escape room?

©00
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Co deweloperzy powinni wzig€ pod uwage przy projektowaniu
edukacyjnego escape roomu?

Typ uzytkownika
"Ocena potrzeb uzytkownikow jest przeprowadzana w celu okreslenia potrzeb demograficznych i
edukacyjnych graczy".

Czas
"Dtugosc doswiadczenia. Moze to by¢ krotkie doswiadczenie trwajace 15 minut lub dtuzsze
doswiadczenie trwajgce kilka dni".

Trudnosc
"Uwzglednienie docelowych uzytkownikéw w celu skalowania trudnosci tamigtowek dla réznych
poziomdw graczy, takich jak studenci, studenci, doktoranci i pracownicy".

Clark, S. et al. (2017): escapED: Ramy dla tworzenia edukacyjnych pokoi ucieczki. W: International Journal of Serious Games. Tom 4, wydanie 3,
wrzesien 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180 Sisle o
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Co deweloperzy powinni wzig€ pod uwage przy projektowaniu
edukacyjnego escape roomu?

Tryb
"Wybierz tryb doswiadczenia, taki jak: oparty na wspotpracy: Gracze wspodtpracuja ze soba, aby
rozwigzac / uciec z doswiadczenia vs. Rywalizacja: Gracze rywalizujg o to, kto pierwszy odkryje
cele".

Skala

"Wybierz liczbe uczestnikow
dla ktérych gra ma zostac zaprojektowana".

Clark, S. et al. (2017): escapED: Ramy dla tworzenia edukacyjnych pokoi ucieczki. W: International Journal of Serious Games. Tom 4, wydanie 3,
wrzesien 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
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PLAYERS

odel gwiazdy

LEARNING

lementy gry:

® narracja=
Historia

® przeptyw gry

® zagadkii

® sprzet

Botturi /Babazadeh s. 45

CONSTRAINTS
NOILYNIVYAS

DEERIEFING

Botturi, L. / Babazadeh, M. (2020): Projektowanie edukacyjnych pokoi ucieczki: walidacja modelu Star. W: International Journal of Serious Games,
Vol. 7, Issue 3, September 2020, http://dx.doi.org/10.17083/ijsg.v7i3.367
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Struktury logiczne w pokojach ucieczki:

1. podstawowe struktury: otwarta, sekwencyjna i oparta na sciezkach

Kwadraty sg ) _ )
tamigtéwki, a sexwencyjny oparty na

prostokqty'sq
metapuzzle
otwart

Nicholson, S. (2015). Zagladanie za zamkniete drzwi: Badanie

obiektéw escape room. Biata ksiega dostepna pod adresem
e & 06 ©° http://scottnicholson.com/pubs/erfacwhite.pdf, s. 17

@900
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Struktury logiczne w pokojach ucieczki:

2. ztozona, hybrydowa struktura, taka jak piramida.

Co0 So0s Gob
$322 2282 $2388

Nicholson, S. (2015). Zaglgdanie za zamkniete drzwi: Badanie obiektéw typu escape room.
Biata ksiega dostepna pod adresem http://scottnicholson.com/pubs/erfacwhite.pdf, s. 18.

o &6 0 ©
@yorer
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ZADANIE

Jakie sg elementy gry edukacyjnym escape roomie?

wspotpraca, przeptyw gier, zagadki i komunikacja
wspotpraca, narracje, przeptyw gry i tamigtowki
narracja, rozgrywka, zagadki i wyposazenie
Narracja, zagadki, role | wyposazenie

Role, zagadki, immersja i komunikacja

@900



A4:

Rola
nauczyciela/tr
enera
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Rola nauczycieli/trenerow

1. Projekt lub wybor pokoju ucieczki

2. Mistrz gry

3. Dostarczanie informacji poczatkowych
4. Udzielanie wskazowek

5. Podsumowanie

EY. =R

@00
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Witasne edukacyjne pokoje ucieczki

Do stworzenia wiasnego edukacyjnego escape roomu mozna z tatwoscia
wykorzystac
a) strone internetowa, np. zaprojektowang za pomocg WordPressa,

b) ZOOM lub inne narzedzie konferencyjne, w ktorym mozna wyswietlic¢
prezentacje

c) Google Forms lub Google Slides

@00

EY. =R
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Etapy projektowania edukacyjnego pokoju ucieczki

® "Wybierz temat

®  Wybierz cel korncowy (duzy problem do rozwigzania - uzywajgc okruchéw
chleba z matych zagadek).

® Ustaw scene

® Zdecyduj o tematach matych zagadek, ktére uczestnicy bedg rozwigzywac
(i okruchy chleba, ktére zdobedg, rozwigzujac je)

® Tworzenie matych puzzli

® Tworzenie arkuszy i/lub kluczy odpowiedzi"

Hipoteza uczenia sie (2023): https://learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B. Faza
szkoleniowa

sesja robocza w matych
grupach
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Zadanie 1

Zapisz pomyst na historie escape roomu
w odniesieniu do swojego tematu.

Masz 20 minut.

Prosze, wspotpracuj z inng osoba.

Nastepnie wszyscy powinni podzieliC sie
pomystami.

S
fym
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Zadanie 2

e Zajrzyj na strone
https://teambuilding.com/blog/virtual-escape-rooms /’
| zapoznaj sie z roznymi cyfrowymi pokojami ucieczki do
budowania zespotu. Zapisz pomyst, historie |
podstawowe elementy jednego z nich.

 Masz 45 minut. Prosimy o samodzielng prace.

« Nastepnie kazdy powinien podzieli€¢ sie wrazeniami na .' I
podstawie tego, co wszyscy zapisali. J

00



GratUIaCje!

Opanowate$ modut C na
cyfrowe edukacyjne
pOkOje ucieczki!

@20
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Ev8oUmmpeoiako mpoypauNMa KATAPTLOTC
KQL EPYAAELX YIX TNV ETMKVPWOT] T®WV LotttV
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Evomnta I'' AlaSikTuaka eKTMaSevTIKA SWHATLA XTTOSpAcTIC WC
TMASAYWYIKO EPYAAELO
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A LXETIKQ ME TO OEMa
Ewcaywyn) SLadikTvaka ekTadevTika
SwHATLX XTTOSpacNC wC
B TMASAYWYIKA EPYAAELX
PAaon KATAPTLONG

Epyaola o€ MIKPEC OMASEC Y
TO O

SLadSIkTVOK A EKTALSEVTIKA
SwHATLX XTOdpacNC wC
MASAYWYIKA EPYAAELX

@00




A:

Elcaywyn oto Osha TwV
dLadikTvakwv SWHATIWYV
AMOSPAGTC WG
MALSAYWYLKO EPYAAELO

@00



Al:

Tw sitvar

¢va online
EKTMALSEVTIKO
SwHatio amodpaonc;

@00



Co-funded by
the European Union

TL elval Eva SwATLo anoedpaong;

‘Eva Swpatio armodpacng elvat «eva TratyvidlL 0To OTIolo Ol CUHPETEXOVTEG TIOU
elvVal TIEPLOPLOPEVOL OE VA SWHPATLO N AAAO KAELOTO YWPO (OTIWC eva KeAL
(PUAQKNNG) ExOUV OTn SLABECI) TOUC Eva KaBopLopEVo XPOVLIKO dlactnua yLa
va Bpouv evav TPOTIo SLaguyng (AVAKAAUTITOVTAC KPUHPEVA OTOLYELa Kat
AUVOVTAG PLa oeLpd amo ypieoug n rtadi)».

https://www.merriam-webster.com/dictionary/escape%20room

©00
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T elval €va online dwpatio amodpaocng;

‘Eva SLadLktuako SwWHATLO SLapuyng PTIopEL eTtiong va ovopuadetal ELKOVLKO
Swpartio arodpaong:
«Ta ELKOVLKA Swpatla armodpaocng elvat SLadlktuakeg SpactnpLOTNTEG TTOU
SLEEayovTal JECW TOU Zoom Kal AAAWV TIAATYOopUwWV. Kata tn SdltapkeLla
AUTWV TWV EKENAWCEWVY, OL OPASEC AUVOUV YPLPOUG KAl OAOKANPWVOUV
TtalA\ o€ KaBoPLOPEVO XPOVLKO SLACTNPA, JE OTOXO TNV ‘arodpacn aro To
SWHATLO “». O OKOTIOC AUTWY TWV EPTIELPLWV lval va evBappuvouy TN
oUVEPYAOLa, TNV OPAadLKN Epyacia Kat tTnv olkodounon opadwv."

https://teambuiIding.com/blog/virtuaI—escapg—rq)ng, ~

@900
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TL elval EVa SLASLKTUOKO EKTIALSEVUTLKO SWHATLO amodpacng;

‘Eva 8LadLKTUAKO EKTIALSEUTIKO SWHATLO arodpacn g elval PLa tpoaoeyyLon
pHabnong Baclopevn oTo TtaLyVisL.

https://teambuilding.com/blog/virtual-escape-rooms

©00




A2:

KaAotl Aoyol yia T

XP10N EKTTULSEVTIK®WV

SWHMATLWV
amodpaonc!
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AdyoL yLa TN XPrjon EKTALSEVTLKWY atbovowv anodpacng o tagelg Kat padnuatca:

1. Avamntuin ds&Lotntwy

e A£€LOTNTEC ETILKOLVWVLAC

e HYETIKEC LKAVOTNTEC

¢ KoOWWwVLKEC deELotTnteC

« Ag€lotntec emtiAuonc TIpoBANUATWY
e AETITEC KLVNTLKEC SEELOTNTEC

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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AGyoL yLa TN Xpron EKTIALSEUTLKWY SWHATLWY amnodpaong o€ TALELG Kal
padnuaca:

2. Eppacn otig PUXOKOLVWVLKEG
TITUXEG

»  WYuyLkn eunuepla

» KataAAnNAn Betikn cuumepLpopa
» ‘EAgyyoc twv ocuvaltcBnuatwv

e A p (’].G I'] GE O “ (’1‘6 g. . organize-school-escape-room/
.22,
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AGyoL yLa T Xprjon EKTMALSEVTLKWY SwHatiwv arnddpacng o€ TafeLg Kat
padnuata:

3. Evioxuon tnG cuvoxng tnG opadag

« Evioyuon twv deopwv

« Eotlaon otn duvaun

« AvakaAuln TaAeviwv

e [MpowBnon TNC KOWWVLKNG
aAANAETILOpaCNC

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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AGyoL yLa TN Xpron EKTIALSEUTLKWY SWHATLWY amnodpaong o€ TALELG Kal
padnuaca:

4. BEATLWON TNG OXEONG EKTTALOEUTN-
paéntn

» [IpooeAKucon TNC TIPOCOYNC

» AnuLOUPYLO EUTILOTOCUVNG

» Evioyuon tTwv Kwvntpwv

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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AGyoL yLa TN Xpron EKTIALSEUTLKWY SWHATLWY amnodpaong o€ TALELG Kal
padnuaca:

5. YmootnpLén pabnolakwv
SLASLKACG LWV

» [MpowBnon tn¢ dnuLoupyLKOTNTAC
» YTtootnplén evBouaolacpou

» [1pooBacn o€ cUVBETEC EVVOLEQ

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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Napadsypa:

https://escape-kit.com

Ourgames  The concept ? escape kit Search  Myaccount  Gart(0) '\k

Y

Shop

Any oecasion is good to transfonm your space in
Install and playt

Home » Shop

Key 10
WoNDERLaND

@900
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Napadsypa:

https://www.breakoutedu.com/

€]Breakout™ =

Unlock the love of learning!

Breakout EDU gamifies learning to create an engaging and empowering experience for students of all
grade levels.

Play for FREE

@900
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EPIrAzIA

[Molol gival HEPIKA OETIKA OTOIXEIO VIO EVA EKTTAIOEUTIKO OWHATIO
a1rodpaong;

AVATITUEN OECIOTATWY, ETTIAUCH KABNKOVTWY, BEATIWON TNG AAANAETTIOPAONC

BEATIWON TNG OXEONG EKTTAIOEUTH-MAONTN, Evioxuon TS atrdédoong, TOvVwaon
NG pubuiong

gvioxuaon TnG ouvoxng TG opadag, avaTrTugn OeCIOoTTWY, UTTOOTAPIEN TWV
nadnolakwy d1adIKaoIwy,

UTTOOTNPIGN TWV OIadIKACIWY OIOACKAAIAG, EVioXUan TNG ETTIKOIVWVIAG,
ETTIAUCN AIVIYMATWY © o oo

@900



AS:

[Iwe va SnUovpyNocETE
EVA EKTTALOEVTIKO
SwHaATLO ATTOodpaoNC;
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TL MpEMEL va AdaBouv uttodn Toug oL SnpLoupyol otav oxedLadouv Eva
EKTIOALOEVUTLKO SWHATLO amodpacng;

TuTtog Xprnotn
«Mpaypatotoleitat a&loAOynon TWV avayKwy TWV XPNOTwWY YLa TOV TIPOOSIOPLOUO TWV
SNUOYPADIKWY KAl EKTIAUSEUTIKWY OVAYKWY TWV TIALKTWV.»

Xpovog

«ALApPKeLla EPTIELPLlaG. MTIoOpEL va lval cUVTOUN EUTIELPLO 15 ASTITWYV 1) HEYOAUTEPN EUTIELPLA TTOU
SLAPKEL TIOAAEC NUEPEC.»

AvokoAla
«EE€TaoN TV TTPooPL{OPEVWY XPNOTWYV VIO TNV KAILAKWON TNG SUOKOALAS TWV YPlpwY yia
SlAPOPETIKA ETITMES A TIALKTWY, OTIWES POLTNTEC, TIPOTITUXLOKOL HOLTNTES, LETATITUXLAKOL POLTNTEC,
SIOAKTOPEC KA TIPOCWTILKO. »

Clark, S. et al. (2017): escapED: Escape Rooms: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious
Games. Volume 4, Issue 3, September 2017, http://dx.doi.org/10.12083./ijs%v4§.180.
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TL MpEMEL va AdaBouv uttodn Toug oL SnpLoupyol otav oxedLadouv Eva
EKTIOALOEVUTLKO SWHATLO amodpacng;

Aetrtoupyla
«ETUAEETE TOV TPOTIO EUTIELPLAG OTIWG: Xuvepyaoia. Ot Ttaikteg ouvepyadovTal yla va
AUGOLV/ATIOS PACOULV ATIO TV TIPOKANON VS AVTaywVIopog: Ot TtalkTeg avraywvidovtatl yia va
KATAAABOUV TIPWTOL TOUC OTOXOUC.»

KAlpaka
«ETIAEETE TOV APLOUO TWV CUPUETEXOVTWV
yla Toug ottoioug Ba oxedlaoTel To TTatxvidt.»

Clark, S. et al. (2017): escapED: Escape Rooms: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious
Games. Volume 4, Issue 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180.
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Ta otolxeia Tov Ttalyv PLAYERS
Star-MOdE| . LEARNING
* Haeniynon =
lotopia : < _
° H por.l TOU TEGI.XVLSI. E g Botturi /Babazadeh o. 45
® OuypiypoLkat 2 5
Q

® O e&omALopOG

DEERIEFING

Botturi, L. / Babazadeh, M. (2020): 2xedIa0uOG EKTTAIOEUTIKWY dWHATIWV dIAQUYNG: ETTIKUPpWON Tou povtéAou Star. In: International Journal of
Serious Games, Vol. 7, Issue 3, September 2020, http://dx.doi.org/10.17083/ijsg.v7i3.367.
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AopEg TtaldA o€ SwpAtLa anodpaong:
1. BAOLKEG SOHEG: AVOLKTEG, SLASOXLKEG KaL ME Bdon tn dLadpopn

Ta teTtpaywva eivat ) ,
pay d1ad0XIKI) Me Baon Tn diadpopn
Nicholson, S. (2015). Peeking behind the locked door: A survey of

TtadA Kal
Ta opBoywvia eivat
peTa-rtalA
avoIxXTn
escape room faC|I|t|es White Paper d1a8éo1uo otn dielBuvaon

e & 06 ©° http://scottnicholson.com/pubs/erfacwhite.pdf, 0. 17.

XY
ooe

@900
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Aopeg talA o€ Swpartia andédpaong:

2. pLa cUVOETH, VBPLELKN SO, OTIWG pLa TTUPAMLSa.

Co0 So0s Gob
$322 2282 $2388

Nicholson, S. (2015). Peeking behind the locked door: A survey of escape room facilities.
White Paper diatiBetal otn dieuBuvon http://scottnicholson.com/pubs/erfacwhite.pdf, o. 18.

o &6 0 ©
@yorer
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EPIrAZIA

[Mola gival Ta OTOIXEIO TOU TraIXVIOIOU £€VOG EKTTAIOEUTIKOU
OdwuaTiou atmrédpaong;

guvepyaaia, por TraixVviolou, YypiPol Kal ETTIKOIVWVIA
guvepyaaia, a@nynoeig, por) TraixVvidlou Kal ypigol
agnynon, pon taixVvidlou, ypipol Kal eEOTTAICNOG
agnynon, ypigol, poAol Kal ECOTTAICOG

pOAol, ypipol, EYBUBIoN Kal ETTIKOIVWVIO

@900
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O pOAOC TOV
EKTOLS EVTIKOV/EKTTALS EVT
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POAOG TWV EKTTALSEVUTLKWV/EKTIALOEUTWV

1. ZXESLAOMOG I ETILAOYI) TOU SWHATLOL ATtOSpach
2. Game master

3. Napoxn tAnpowopLwyv Evaping

4. Napoxn cUpBOUAWYV

5. ATTOAOYLOMOG

() © 0O
! EV =R
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Ta SLKA 0AG EKTIALSEVTLKA SwHATLA attodpacng

Ma ta SLKA 6aG EKTIALSEUTLKA SWHATLA ATtOSpachG UTIOPELTE EUKOAQ va
XPNOLHUOTIOLI|OETE

a) LA LOTOGEALS A TT.X. OXESLAGHEVN pE WordPress,

B) To ZOOM R KamoLo AAAo EpyaAeio dLAoKeP NG OTIOL pTIOPELTE Va
TPOBAAAETE LA TTAPOUGCLACH)

y) Google Forms r) google slides

EY =A
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EKTTALO EVUTLKA Brjpata 6XESLAGHOU dwHatiov anoedpacng

® Emw\é€te eva B€pa

®  EmAEETE evav TEALKO O0TOXO (TO pEYAAO TIPOBANUA TIOU TIPETIEL VA AUCETE -
XPNOLUOTIOLWVTAC Ta LYvn armo TOUG PJLKPOUC YPLPOUG)

® Oplote to oKNVLKO

® KaBoplote ta Bepata Twv PLkpwy yplpwv Tou Ba AUCOUV OL GUUUETEYOVTEC.
(kat Ta tyvn mou Ba kepSloouv aro tnv emiAucn Toug)

® Anuuoupynote ta pkpd adA

® Anuloupyia UMWV aTtaVTACEWV /KAl KAELSLWY ATIavVTNOEWY

Learning Hypothesis (2023): https://learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B. ®aon
KQTAPTLONG

ouvedpla epyaociag o€ PLKPEC
opadeg
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Epyacia 1

. . . : %
o [payTe pia 10€a yIA UIA I0TOPIA EVOC /
OWHMATIOU aTTOdOPACNG OE OXEON UE TO
Béua oac.

« ‘Exerte 20 Aetr14..

[TapakaAw, CUVEPYOOTEITE PE EVA AANO

ATOWO.
3]

e 2Tn ouvéxela, 0ol Ba TTPETTEl Va
avTaAAGgouv 10€EC.
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Epyacia 2

e Picte yia yartiad oTo
https://[teambuilding.com/blog/virtual-escape-rooms /’
KAl PIETE MIA PATIA O€ dIAPOPA WYNPIOKA dWHATIO
amrédpaong yia opyadikr) ouvepyaaoia. I'payTte TNV 10€Q,

TNV I0TOPIa KAl Ta BACIKA OTOIXEIa EVOC ATTO AUTA.

» ‘Exerte 45 Aetr1d. EpyaoTeite ydvol 0ag.

e 2Tn OUVEXEIQ, O KOBEVAC Ba TTPETTEI VA JOIPACTEI TIG .' I
EVTUTTWOEIC TOU PE BAon auTtd TTou OAol KaTtaypAyarTe. J
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YuyyxapntTnpuo!

OAOKANPWOOATE TNV EVOTTA
' pe Ospa Ta Yneraka
EKTMALSEVTIKA SwHaTIX
amodpaonc!
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10 INTERFACE

Formacao continua de formadores e
Manual para validacao de competéncias

Parte A: Competéncias digitais para formadores.
Mddulo C: Os escape rooms educativos online
como ferramenta pedagogica.

G) @: “The European Commission’s support of this publication does not constitute an endorsement of the contents, which reflect the views
@ only of the authors, and the Commission can not be held responsible for any use which may be made of the information therein.” _1 29_
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Introducao

Fase de formacao

Sobre o tema
Escape rooms educativos online
como ferramentas pedagodgicas.

Trabalho em pequenos grupos
Escape rooms educativos online
como ferramentas pedagodgicas.




A:

Introducao ao tema
dos escape rooms online
como ferramenta pedagogica
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Al:

O que é

um escape room
educativo online?
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O que é um escape room?

Um escape room € um jogo em que os participantes estao confinados a uma
sala ou a outro local fechado (como uma cela de priséo) e tém um determinado
periodo de tempo para encontrar uma forma de escapar (por exemplo,
descobrindo pistas escondidas e resolvendo uma série de enigmas ou puzzles).

www.merriam-webster.com/dictionary/escape%20room

©00




Co-funded by
the European Union

O que é um escape room online?

Um escape room online também pode ser designado por escape room virtual:
Os escape rooms virtuais sao atividades realizadas online, através do Zoom ou de
outras plataformas. Durante estes eventos, as equipas resolvem enigmas e
completam puzzles num determinado periodo, com o objetivo de “escapar da
sala”. O objetivo destas experiéncias é incentivar a formacdo, a colaboracdo e o
trabalho em equipa.

teambuilding.com/blog/virtual-escape-rooms

@900
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O que é um escape room educativo online?

Um escape room educativo online € uma abordagem de aprendizagem baseada
em jogos.

teambuilding.com/blog/virtual-escape-rooms

STl
EY =R
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A2:
Boas razoes para utilizar os
escape rooms educativos!
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Razoes para utilizar escape rooms educativos em contextos de
aprendizagem:

1. Desenvolvimento de competéncias

e competéncias de comunicacao;

« competéncias de lideranca;

« competéncias sociais;

« capacidade de resolucao de problemas;
« motricidade fina.

escape-kit.com/en/education/5-reasons-organize-school-escape-room/

©00
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Razoes para utilizar escape rooms educativos em contextos de
aprendizagem:

2. Foco nos aspetos psicossociais

« bem-estar mental;

e comportamento positivo adequado;
e controlo das emocdes;

e atuar em grupo.

escape-kit.com/en/education/5-reasons-organize-school-escape-room/

©00
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Razoes para utilizar escape rooms educativos em contextos de
aprendizagem:

3. Reforcar a coesao do grupo

« reforcar os lacos;

« estimular a concentracdo na forga;
« descobrir talentos;

* promover a interacdo social.

escape-kit.com/en/education/5-reasons-organize-school-escape-room/

©00
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Razoes para utilizar escape rooms educativos em contextos de
aprendizagem:

4. Melhorar a relagcao formador- formando

e chamar a atencao;
estabelecer a confianca;
reforcar a motivacao.

escape-kit.com/en/education/5-reasons-organize-school-escape-room/

©00
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Razoes para utilizar escape rooms educativos em contextos de
aprendizagem:

5. Apoio aos processos de aprendizagem
« fomentar a criatividade;

* apoiar o entusiasmo;
« aceder a conceitos complexos.

escape-kit.com/en/education/5-reasons-organize-school-escape-room/

Para informagdes em portugués sobre o tema pode consultar:
etwinning.pt/docs/EscapeRooms.pdf

©00
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Exemplo:
blogue.rbe.mec.pt/escape-room-educativos-2356309

X Escape Room educativos - Blogue RBE

el T R T e o TR [
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Exemplo:

www.breakoutedu.com/
(disponivel em inglés)

ria.ua.pt/bitstream/10773/34344/1/Handbook

PT com%20DOI.pdf
(disponivel em portugués)

OO

hs =R

¢]Breakout™ =

Unlock the love of learning!
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Quais as razoes para criar e implementar um escape room educativo?

 Desenvolvimento de competéncias, resolucao de tarefas, melhoria da
interacao

« Melhorar a relacao entre o formador e o formando, melhorar o
desempenho, estimular a regulacao

« Reforcgar a coesao do grupo, o desenvolvimento de competéncias e o apoio
aos processos de aprendizagem

» Apoiar os processos de ensino, melhorar a comunicac¢ao, resolver enigmas

What factors maie up Teamwork competonce? (cf. Tormes Nadal et al 2015)

© Mdortily, Collaboration, Performance. Reguiation

QO Innervation, Communication, Porformance, Regulation
O Montily, Colaboraton, Porsonality. Rogulation

@900
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A3
Como criar
um escape room educativo?
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O que é que os programadores devem ter em conta ao conceber um escape
room educativo?

Tipo de utilizador
Efetuar uma avaliagGo das necessidades dos utilizadores para determinar as
necessidades demograficas e educativas dos mesmos.

Tempo
Durag¢éo da experiéncia. Pode ser uma experiéncia curta de 15 minutos ou uma
experiéncia mais longa que dure varios dias.

Dificuldade

Dimensionar a dificuldade dos puzzles para diferentes niveis de utilizadores, com
diferentes niveis de aprendizagens.
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O que é que os programadores devem ter em conta ao conceber um escape
room educativo?

Modo
Escolher o modo de experiéncia. Exemplos: Jogo baseado na cooperacGo em que 0s
jogadores trabalham em conjunto para resolver/escapar da experiéncia vs jogo
competitivo em que os jogadores competem para serem os primeiros a descobrir os
objetivos.

Escala
Escolher o numero de participantes para os quais o jogo deve ser concebido.

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal
of Serious Games. Volume 4, Issue 3, September 2017, dx.doi.org/10.17083/ijsg.v4i3.180
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O modelo estrela

JOGADORES

Elementos do jogo:

APRENDIZAGEM
 a narrativa = historia
0 fluxo do jogo
e 0S puzzlese
* 0 equipamento

LIMITACOES

OVIVITVAY

DEBRIEFING

Botturi, L. / Babazadeh, M. (2020): Designing educational escape rooms: validating the Star Model. In: International Journal of
Serious Games, Vol. 7, Issue 3, p 45, September 2020, dx.doi.org/10.17083/ijsq.v7i3.367.

@900
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Estruturas de puzzle em escape rooms:

1. Estruturas basicas: abertas, sequenciais e baseadas em trajetorias
Os quadrados sao puzzles e os retangulos sao meta-puzzles

6000 T g§

® XYY

Nicholson, S. (2015). Peeking behind the locked door: A survey of escape room facilities.
White Paper disponivel em scottnicholson.com/pubs/erfacwhite.pdf, p. 17

@900
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Estruturas de puzzle em escape rooms:

2. uma estrutura complexa e hibrida, como uma piramide.

®

: FTY
oo é 2 oo é 2
6 6 - 2 ooé oo é
Nicholson, S. (2015). Peeking behind the locked door: A survey of escape room facilities.
White Paper disponivel em scottnicholson.com/pubs/erfacwhite.pdf, p.18

@900
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Quais sao os elementos do jogo de um escape room educativo?

Colaboracao, fluxo do jogo, enigmas e comunicacao.
« Colaboracao, narrativas, fluxo do jogo e puzzles.

« Narrativa, fluxo do jogo, puzzles e equipamento.

« Narrativa, enigmas, papéis e equipamentos.

« Papéis, puzzles, imersao e comunicacao.

What tactors make up Teamwork competence? (ol Torres Nadal et al. 2015)
O Mdentdy, Collaberation, Pericemance, Reguiation

QO Innovation, Communication, Perormance. Regulation

O Mentity, Collaboration, Personaiity, Reguiation

O Wenily, Communacation, Periormance. Regulaton

@900
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A4
O papel do formador
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Papel do formador.

1. concecao ou selecdo do escape room;

2. mestre de jogo;

3. fornecer informacdes sobre o arranque;
4. fornecer sugestdes;

5. debriefing.

STl
EY =R
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Escape rooms educativos proprios

Criar os seus proprios escape rooms educativos.

Pode utilizar;

1. Um sitio Web, por exemplo, concebido com o WordPress;
2. ZOOM ou outra ferramenta de teleconferéncia onde possa exibir uma
apresentacao;

3. Google Forms ou Google Slides.

EY =A
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Etapas de concecao de um escape room educativo
« escolher um tema;

« escolher um objetivo final (o grande problema a resolver - através da resolucao
de pequenos puzzles)

e preparar o cenario;

« decidir sobre os temas dos pequenos puzzles que os participantes irdo resolver
(e as pequenas recompensas que irdo ganhar ao resolvé-los);

 Criar os pequenos puzzles;

« criar folhas de respostas e/ou chaves de respostas.

Learning Hypothesis (2023): learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B. Fase de formacao

Sessao de trabalho em pequenos grupos.

00
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Tarefa 1

+
« Escreva uma ideia para uma histéria de um escape /
room relacionada com o seu tema.

« Dispde de 20 minutos.

Por favor, colabore com outra pessoa.

« Em seguida, partilhe as ideias com 0s outros grupos .' I

'’

(@ OO0
! EY =R
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Tarefa 2

Veja em teambuilding.com/blog/virtual-escape-rooms

e explore diferentes escape rooms digitais para
formar equipas. Escreva a ideia, a historia e os
elementos principais de um escape rooms.

Dispoe de 90 minutos. Por favor, trabalhe sozinho.

Em seguida, partilhe as suas impressdes com base no
gue escreveu,

Yo N




S Co-funded by
2 the European Union

Parabéns!

Dominou o médulo C
sobre escape rooms educativos digitais!

®0O
EY SA
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Kvalifikacijas celSanas programma
un instrumenti prasmju novertésanai

A dala: digitalo pedagogisko prasmju veidosana Profesionalas
izglitibas pasniedzeéjiem
C modulis: izglitojosas digitalas «izlausanas istabas» ka
pedagogisks riks

G) @: “The European Commission’s support of this publication does not constitute an endorsement of the contents, which reflect the views
@ only of the authors, and the Commission can not be held responsible for any use which may be made of the information therein.” _1 6 1 -
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A Par temu izglitojosas
levads digitalas izlausanas istabas

ka pedagogisko riku

B Apguves faze
Mazo grupu darbs par temu
izglitojosas digitalas
izlausanas istabas ka
pedagogisks riks

() © O



A: levads tema
i1zglitojosas digitalas
izlausanas istabas ka
pedagogisks riks
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Al: Kas ir
izglitojosas digitalas
izlausanas istabas?

@00



S Co-funded by
2 the European Union

Kas ir izlausanas istaba?

IzlauSanas istaba ir “spéle, kura dalibniekiem, kas
atrodas telpa vai cita slégta vidé (pieméram, cietuma
kamera), tiek dots noteikts laiks, lai atrastu veidu, ka

izlausties (pieméram, atklajot sléptus pavedienus un
atrisinot miklas vai puzles).

https://www.merriam-webster.com/dictiona?y/(?scgpe%ZOroom

@900
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Kas ir digitala izlausanas istaba?

Digitalas izlausanas istabas var saukt arT par virtualajam izlausanas
istabam: “Virtualas izlausanas istaba ir tieSsaistes aktivitate, kas tiek
veikta, izmantojot Zoom un citas platformas. Lai komanda izlauztos no
virtualas istabas, tai noteikta laika jaatrisina dazadas miklas, jaatklgj
sakaribas, jaatrod prieksmeti, kodi vai norades, javeic uzdevumi un

jasaliek puzles.
ST pieredze dalibniekiem attista sadarbibas prasmes, darbosanos

komanda un komandas saliedésanos.

https://teambuilding.com/blog/virtual-escape-rooms

@900
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Kas ir izglitojoSas digitalas izlauSanas istabas ?

IzglitojoSa digitala izlausanas istaba ir uz spéli balstita macisanas pieeja

https://teambuilding.com/blog/virtual-escape-rooms

STl
EY =R
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lemesli, kapec izmantot
i1zglitojosas izlausanas
istabas
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lemesli izglitojosSo izlauSanas istabu izmantoSanai nodarbibas un
kursos:

1. Prasmju pilnveidosana

®* Komunikacijas prasmes
®* Lideriba
®* Socialas prasmes
®* Problémrisinasanas prasmes
®* Smalkas motorikas prasmes
https://escape-kit.com/en/education/5-reasons-
R organize-school-escape-room/
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lemesli izglitojosSo izlauSanas istabu izmantoSanai nodarbibas un
kursos:

2. Koncentrésanas uz psihosocialiem aspektiem

* Mentalo labklajiba
* Pozitivu uzvedibu
* Emociju kontroli

* Darbosanos grupa

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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lemesli izglitojoSo izlauSanas istabu izmantoSanai nodarbibas un kursos:

3. Grupas saliedétibas veicinasana

* Savstarpéjo saisu stiprinasana

* Koncentrésanas uz stiprajam pusém
* Talantu atklasana

* Socialas mijiedarbibas veicinasanu

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o

@900
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lemesli izglitojosSo izlauSanas istabu izmantoSanai nodarbibas un kursos:

4. Lai uzlabotu attiecibas starp macibu procesa
daltbniekiem

e Pievérsot uzmanibu
e Nodibinot uzticibu
* Stiprinot motivaciju

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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lemesli izglitojosSo izlauSanas istabu izmantoSanai nodarbibas un
kursos:

5. Lai atbalstitu maciSanas procesu

®* Veicinatu radosumu

® Uzturétu entuziasmu

®* \Veidotu izpratni par sarezgitiem konceptiem
(kompleksiem jedzieniem)

https://escape-kit.com/en/education/5-reasons-

organize-school-escape-room/
e 0 0 o
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Piemeérs:

https://escape-kit.com

Ourgames  The concept ? escape kit Search  Myaccount  Gart(0) '\k

Y

Shop

Any occasion is good to transform your sg
Install and playt

Home » Shop

Lupins challenge
By ages _

p o=
[ ervcweescerencou | )
@ Al :

Arséne's Fey 10

WoNDERLaND
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Piemeérs:

https://www.breakoutedu.com/

€]Breakout™ =

Unlock the love of learning!

Breakout EDU gamifies learning to create an engaging and empowering experience for students of all
grade levels.

Play for FREE

@900




Co-funded by
the European Union

Uzdevums
Kadi ir dazi no iemesliem, kapéec izmantot izglitojosas izlausanas istabas?

prasmju pilnveidosanai, uzdevumu risinasanai, savstarp&jas mijiedarbibas
uzlabosanai

macibu procesa dalibnieku attiecibu uzlabosanai, veiktspé&jas uzlaboSanai un
veicinatu noteikumu ievérosanu

veicinatu grupas kohéziju, prasmju pilnveidi, atbalstitu macisanas procesu

veicinatu komunikaciju, risinatu miklas

@900
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Kas izstradatajiem janem véra, veidojot izglitojosu izlauSanas istabu?

Lietotaja tips
,» Lietotaju vajadzibu noveértésana tiek veikta, lai noteiktu spélétaju demografiskas un izglitibas
vajadzibas”.

Laiks

,Pieredzes ilgums. Var bt 1sa 15 mintsu pieredze vai ilgaka pieredze, kas ilgst vairakas dienas*

Sarezgitiba
,Nemt véra merklietotaja vajadzibas un specifiku - pielagojot miklu sarezgitibu dazada limena
spéletajiem, pieméram, koledzas studentiem, skoléniem, magistrantiem, doktorantiem un citie
dalibniekiem».

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Volume 4,

Issue 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
e @6 0 ©




Co-funded by
the European Union

Kas izstradatajiem janem véra, veidojot izglitojosu izlauSanas istabu?

Veids (spéles reZims)
slzvélieties pieredzes veidu, pieméram: sadarbiba balstita- spéletaji strada kopa, lai izlaustos no
istabas. Vai konkurencé balstita - spélétaji sacensas, kurs pirmais izlauzisies.

Merogs
,» 1zvélieties dalibnieku skaitu, kam spéle ir paredzéta”.

Clark, S. et al. (2017): escapED: A Framework for Creating Educational Escape Rooms. In: International Journal of Serious Games. Volume 4,
Issue 3, September 2017, http://dx.doi.org/10.17083/ijsg.v4i3.180
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Zvaigznes modelis PLAYERS

- . LEARNING
Spéles elementi:

stasts

spéles gaita
miklas

spéles aprikojums

Botturi /Babazadeh p. 45

CONSTRAINTS
NOILYNIVYAS

DEERIEFING

Botturi, L. / Babazadeh, M. (2020): Designing educational escape rooms: validating the Star Model. In: International Journal of Serious Games,
Vol. 7, Issue 3, September 2020, http://dx.doi.org/10.17083/ijsg.v7i3.367
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Miklu struktiras izlausanas istabas:
1. pamatstruktiras: atvérta, seciga un procesa balstita
Kvadrati ir miklas, bet taisnstiri ir metamiklas

seciga procesa balstita
Nicholson, S. (2015). Peeking behind the locked door: A survey of

atverta :
escape room faC|I|t|es White Paper available at

e & 06 ©° http://scottnicholson.com/pubs/erfacwhite.pdf, p. 17

XY
ooe
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Miklu strukturas izlausanas istabas:

2. sarezgita, hibrida struktiira, pieméram, piramida.

Co0 So0s Gob
$322 2282 $2388

Nicholson, S. (2015). Peeking behind the locked door: A survey of escape room facilities.

White Paper available at http://scottnicholson.com/pubs/erfacwhite.pdf, p.18
e 0 0 ©
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UZDEVUMS
Kadi ir izglitojoSas izlausanas istabas spéles elementi?:

sadarbiba, spéles gaita, miklas un komunikacija
sadarbiba, stasti, spéles gaita un miklas

stasts, spéles gaita, miklas un spéles aprikojums
stasts, miklas, lomas un spéles aprikojums
lomas, miklas, iedzilinasanas un komunikacija

@900
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I1zglitotaja loma
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Izglitotaja loma

1. I1zlausanas istabas izveide vai izvéléSanas no jau esosajam
2. Spéles meistars

3. Starta informacijas sniegsana

4, NetieSu noradijumu sniegsana

5. Apspriesana

STl
EY =R
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Lai pats raditu izlauSanas istabas var izmantot:

majaslapas, pieméram, izstradat izmantojot WordPress,
® ZOOM vai citu konferencu riku, kura tiek radita prezentacija;
® Google veidlapas vai Google slaidus

EY =A
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IzglitojosSas izlauSanas istabas izstrades soli

lzvélies tému

|zvélies gala mérki (kada bls probléma, kas jaatrisina — izmantojot vairakus
mazus uzdevums)

® lestati darbibas vietu/ainu

® lIzlem par mazo miklu témam, kuras dalibnieki risinas (un, ko vini nopelnis, tas
atrisinot)

® |zveido mazas miklas

o

lzveido atbilzu lapas un/vai atbilzu taustinus

Learning Hypothesis (2023): https://learninghypothesis.com/how-to-create-a-digital-escape-room/

©00
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B. Apguves faze

Darbs grupas




Co-funded by

3 the European Union

1.uzdevums

Pierakstiet idejas izlausanas istabas
stastam, kas ir saistits ar jisu temu
(macibu jomu).

Jums ir 20 minGtes. Ladzu, sadarbojieties
ar kolégi.

Dalieties ar idejam

(

4

fym
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2.uzdevums

« Apskatiet vietni https://teambuilding.com/blog/virtual-
escape-rooms un izpétiet dazadas digitalas izlausanas /’
istabas komandu veidosanai. Izvélieties vienu un
pierakstiet tas ideju, stastu un galvenos elementus.

« Jums ir 45 minGtes. Ludzu, strad3jiet patstavigi. ‘

« Dalieties iespaidos, pamatojoties uz to, ko pierakstijat.
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Apsveicu!

Jus apguvat C moduli par
digitalajam izlausanas
istabam!
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