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 Module 5: Integrating Digital Escape Rooms in 

Education 

 

Learning Objectives 

By the end of the module, teachers will be able to: 

1. Understand the pedagogical potential of digital escape rooms in climate 

education. 

2. Explain how digital escape rooms can serve as innovative educational tools for 

climate change mitigation and civic engagement. 

3. Design and adapt a digital escape room scenario using free or low-cost online 

tools, such as Google Forms and Genially. 

4. Apply principles of game-based learning and collaborative problem-solving in 

digital environments. 

5. Evaluate the learning outcomes, student engagement, and social impact of 

digital escape room activities. 

6. Understand how digital learning and gamified approaches can promote 

inclusivity and active participation among diverse learners. 

 

Time Required 

(Approximately 3–4 hours) 

The estimated completion time is based on the average time expected to complete 

the entire module. Around 2 hours are dedicated to theory and methodology, while 

approximately 1 hour is intended for design and reflection activities. Teachers may 

also spend an additional optional hour exploring extra resources and digital tools that 

can support the creation of digital escape rooms. 
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 Applicability 

This module is suitable for all subject teachers who are interested in innovative 

teaching methods and wish to make learning more interactive, engaging and student-

centred. It is especially useful for educators who want to integrate sustainability, 

climate literacy and civic engagement into their teaching practice through digital and 

gamified learning experiences. 

 

Executive Summary 

This module introduces teachers to the integration of digital escape rooms as 

innovative tools for immersive, problem-based learning. Digital escape rooms can 

transform abstract or complex climate-related concepts into interactive missions, 

where learners are invited to explore information, solve challenges, collaborate with 

peers and make decisions within a meaningful scenario. 

The module focuses on the pedagogical value of digital escape rooms in climate 

education. It explains how game-based learning can support curiosity, motivation, 

collaboration, critical thinking and problem-solving. Through this approach, students 

are not only exposed to climate-related knowledge, but are also encouraged to 

participate actively in the learning process and reflect on their role as citizens facing 

environmental challenges. 

The module also presents the basic technical and narrative structure of a digital 

escape room. Teachers are guided to understand how a digital escape room can be 

built around a clear storyline, a sequence of tasks or puzzles, and a final mission 

connected to climate change mitigation, sustainability or civic engagement. Particular 

attention is given to the use of free or low-cost online tools, such as Google Forms and 

Genially, which allow teachers to design simple but effective digital escape room 

activities without requiring advanced technical knowledge. 
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In addition, the module provides examples of climate-themed escape rooms and 

supports teachers in thinking about how such activities can be adapted to different 

subjects, student groups and learning objectives. It highlights the importance of 

designing inclusive digital learning experiences that allow diverse learners to 

participate actively, contribute to teamwork and engage with climate education in an 

accessible and motivating way. 

Finally, the module offers guidance on assessment and reflection after the game. 

Teachers are encouraged to evaluate not only whether students solved the digital 

escape room, but also what they learned, how they collaborated, how engaged they 

were, and how the activity contributed to broader educational aims, such as 

environmental awareness, civic responsibility and social impact. 
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 Introduction 

Building on the scientific foundations of climate change (Module 1), the exploration of 

possible futures and scenarios (Module 2), and innovative pedagogical approaches 

(Module 3), this module represents the digital evolution of the escape room design 

process introduced in Module 4. 

While Module 4 focused on the design and implementation of physical educational 

escape rooms, Module 5 introduces teachers to digital escape rooms: interactive, 

narrative-driven learning experiences delivered through online platforms. Digital 

escape rooms allow educators to translate complex and abstract climate-related 

concepts into engaging missions, where students collaborate, solve problems, and 

make decisions in simulated environments. 

Digital escape rooms are particularly well suited to: 

• online and blended learning contexts, 

• classrooms with limited physical resources, 

• inclusive learning environments where accessibility and flexibility are essential. 

This module explains how digital escape rooms can support inquiry-based learning, 

motivation, collaboration, and critical thinking, while also encouraging reflection on 

climate responsibility and civic action. Teachers are guided through the pedagogical 

principles, design steps, classroom implementation strategies, and assessment 

methods needed to confidently use digital escape rooms in their teaching practice. 
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 Designing and Using Digital Escape Rooms  

This single-unit module introduces both the conceptual background and the practical 

application of digital escape rooms in climate and sustainability education. Teachers 

explore how digital escape rooms differ from physical ones, while maintaining the 

same pedagogical foundations of narrative, problem-solving, and collaboration 

established in Module 4. 

 

1. Understanding the Concept 

What are digital escape rooms? 

Digital escape rooms are interactive, story-based learning experiences where learners 

solve a sequence of puzzles, challenges, or tasks in a digital environment in order to 

achieve a specific goal. Unlike physical escape rooms, digital escape rooms: 

• Take place entirely online or on digital devices, 

• Can be completed synchronously or asynchronously 

 

 

 

  

Concept Checkpoint! 

Digital escape rooms differ from physical escape rooms in three main ways:  

1. Physical manipulation of objects is replaced by digital interaction;  
2. Feedback can often be automated; and  
3. Activities can be reused, adapted, and shared across different classes 

or schools. 
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Pedagogical value: 

Digital escape rooms offer significant pedagogical benefits by combining elements of 

game-based learning with structured educational objectives. They support 

gamification and intrinsic motivation by introducing challenge, progression, and 

immediate feedback, which can increase student engagement and sustain attention 

over time. Rather than relying on external rewards, these environments encourage 

learners to participate actively due to curiosity, problem-solving satisfaction, and a 

sense of achievement. 

They also promote inquiry-based and experiential learning, as students are required to 

explore information, test hypotheses, and make decisions in order to progress. 

Learning becomes an active process, where knowledge is constructed through 

interaction rather than passive reception. This aligns with constructivist approaches, 

supporting deeper understanding and retention. 

In addition, digital escape rooms foster collaboration and communication, especially 

when designed as team-based activities. Students must share information, negotiate 

solutions, and coordinate actions, thereby developing both cognitive and social skills. 

At the same time, they allow for autonomy and self-paced exploration, enabling 

learners to engage with content at their own rhythm and take ownership of their 

learning process. 

When applied to climate change education, digital escape rooms are particularly 

effective in helping students navigate complex and interconnected systems. They can 

simulate real-world scenarios involving environmental challenges, trade-offs, and 

consequences, allowing learners to understand not only scientific concepts but also 

the social and ethical dimensions of climate issues. By linking knowledge to real-world 

contexts and decision-making processes, these activities strengthen students’ sense 

of relevance, responsibility, and civic engagement. 
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Warning!  (Common Misconception) 

Digital escape rooms should not be treated simply as entertainment or as a reward 
activity with no clear learning purpose. Their educational value comes from 
combining game-based learning with clear learning objectives, collaboration, inquiry, 
and reflection. When well designed, they help students construct knowledge 
actively rather than receive information passively. 
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 2. Design Principles for Digital Escape Rooms 

Design note: accessibility and cognitive load 

 

The design principles introduced in Module 4 for physical escape rooms remain highly 

relevant in digital contexts. However, they must be adapted to the affordances and 

constraints of digital environments. 

Narrative and storytelling  

A strong narrative remains the backbone of a digital escape room, providing 

coherence, purpose, and emotional engagement throughout the learning experience. 

Rather than presenting tasks as isolated exercises, storytelling embeds challenges 

within a meaningful context, helping students understand why they are solving 

problems and how these relate to real-world situations. 

In the context of climate change education, narratives can be particularly powerful as 

they allow learners to explore complex issues through scenario-based learning. 

Climate-related stories may involve preventing an environmental disaster, restoring a 

damaged ecosystem, decoding misinformation about climate change, or supporting a 

community facing climate risks. Such scenarios enable students to engage with 

environmental challenges in a dynamic and immersive way, encouraging both 

cognitive and emotional involvement. 

Effective narratives should clearly define several key elements. The setting establishes 

the context (e.g., a polluted city, a threatened forest, a future climate scenario), helping 

Pedagogical Note… 

When designing digital escape rooms, attention should be paid to accessibility and 
cognitive load. Visuals, text, and interactions should be clear and consistent, 
avoiding unnecessary complexity. Simple layouts, readable fonts, and alternative 
text for images help ensure that all learners can participate meaningfully, without 
distraction from the learning objectives. 
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learners situate their actions. The roles of the players give students a sense of identity 

and responsibility (e.g., scientists, investigators), which enhances engagement and 

ownership. The mission and stakes clarify the objectives and create a sense of 

urgency, motivating learners to progress through the activity. Finally, the successful 

resolution provides closure and reinforces learning outcomes by linking the gameplay 

experience to broader environmental understanding and real-world implications. 

Well-designed storytelling not only increases engagement but also supports deeper 

learning by connecting knowledge, emotions, and decision-making processes. 

 

 

 

 

Visual immersion and atmosphere 

Visual elements play a central role in digital escape rooms, as they help create an 

immersive atmosphere and support the narrative experience. Background images, 

icons, maps, visual clues, and multimedia elements can be used to make learners feel 

part of the story world, strengthening emotional engagement and motivation. When 

thoughtfully designed, visuals enhance immersion and meaning-making, reinforcing 

the climate theme and the mission without replacing the learning objectives. 

 

Concept Checkpoint! 

An effective digital escape room narrative usually includes four basic elements: a 
setting, such as a threatened forest or future climate scenario; player roles, such as 
investigators or scientists; a mission with clear stakes; and a final resolution that 
links the game experience to the learning outcomes. 
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Puzzle and challenge design  

Puzzles should be deliberately designed to align with clearly defined climate education 

learning objectives, ensuring that gameplay directly supports knowledge acquisition. 

They should promote higher-order thinking by encouraging critical analysis, problem-

solving, and decision-making -for example, learners might be asked to choose the best 

solution to reduce pollution in a city based on given options. A diverse range of formats 

(such as quizzes, data interpretation tasks, logic-based challenges, and media 

analysis) should be incorporated to address different learning styles and cognitive 

skills. Additionally, puzzles must include clear feedback mechanisms and a sense of 
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progression to support learner engagement and reinforce understanding; for instance, 

immediate feedback on answers combined with visual progression systems (a 

progress bar, the collection of hearts) can help learners track their advancement and 

stay motivated. 

 

 

 

Tools overview: 

Anyone can develop digital escape rooms using accessible, low-cost tools that 

support interactivity and branching logic. For example, Google Forms enables 

structured pathways through sections and conditional responses, while Genially and 

similar platforms offer interactive presentations with more advanced visual design and 

non-linear navigation options. 

 

 

  

Teachers can use different puzzle formats depending on their learning objectives: 
multiple-choice questions for checking understanding, short-answer codes for 
unlocking stages, image or graph interpretation for data literacy, and decision-making 
scenarios for connecting climate knowledge with real-world consequences. 

Digital escape rooms can be created with accessible tools such as Google Forms, 
Genially, H5P, or Deck.Toys. A simple design process can begin with defining the 
learning goal, writing the mission, mapping the puzzle flow, adding visuals, testing the 
activity, and planning a short debriefing discussion. 
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Practical design steps 

These steps mirror the physical escape room design process presented in Module 4, 

adapted to the affordances and constraints of digital environments. 

1. Define learning goals and climate theme 

2. Develop the narrative and mission 

3. Map the puzzle flow (linear or branching) 

4. Design the visual environment and immersive elements 

5. Create and test puzzles 

6. Pilot the escape room and refine it 

7. Plan reflection and debriefing activities 
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 3. Example Scenario: “Save the Forest” - A Mini Digital Escape Room 

To illustrate how the design principles come together in practice, the following 

example presents a simple digital escape room scenario focused on deforestation. 

In this scenario, students take on the role of environmental investigators tasked with 

preventing the destruction of a protected forest area. The narrative introduces an 

urgent situation: illegal logging activities are rapidly spreading, and students must 

gather evidence and make decisions to stop it before irreversible damage occurs. 

The escape room unfolds through a short sequence of interconnected challenges: 

 

Step 1: Identify the Problem 

Students analyse an image or short text showing changes in forest cover and answer 

questions to recognise the signs of deforestation. This stage focuses on basic 

understanding and observation. 

 

Step 2: Interpret Data 

Learners examine a simple graph showing deforestation rates over time and identify 

trends. They must interpret the data correctly to unlock the next stage, promoting 

analytical thinking. 

 

Step 3: Make a Decision 

Students are presented with possible actions (e.g. reporting illegal activity, raising 

awareness, or ignoring the issue) and must choose the most effective response. This 

step introduces decision-making and links knowledge to real-world consequences. 
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Step 4: Unlock the Solution 

Based on their answers, students receive a final code or message that “saves the 

forest.” The activity concludes with a short reflection prompt, asking students to 

consider how similar actions can be applied in real life. 

This example demonstrates how a simple digital escape room can combine narrative, 

data interpretation, and decision-making to support climate literacy. Even with minimal 

tools such as Google Forms (analysed more below), teachers can create meaningful, 

engaging learning experiences that connect knowledge with action and responsibility. 

 

 

  

A “Save the Forest” google form scenario can be used as a short classroom activity. 
Students act as environmental investigators, identify signs of deforestation, interpret 
simple data, choose an appropriate response, and unlock a final message. The 
activity can end with a reflection question linking the game to real-life environmental 
action. 
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 4. Practical Design Steps: Creating a Digital Escape Room with 

Google Forms. 

Step 1: Define the Learning Objective and Escape Goal 

 

Designing a digital escape room in Google Forms begins with clearly defining both the 

learning objective and the escape goal. Before using the tool, teachers should identify 

what climate-related concept learners are expected to understand (such as carbon 

footprints, climate misinformation, or ecosystem impacts) and connect this to a 

meaningful mission. The escape goal gives purpose to the activity, for example asking 

students to unlock a final code in order to prevent an environmental disaster. 

 

Each puzzle in the form should contribute directly to achieving both the learning objective 

and the escape goal. 

 

Step 2: Plan the Narrative and Structure on Paper 

It is also important to plan the structure and storyline in advance, ideally on paper. At 

this stage, teachers can outline the introduction and context of the story, the sequence 

of challenges, and the final resolution. This is also the moment to decide whether the 

escape room will follow a linear path, where all learners progress in the same way, or 

a branching structure, where different choices lead to different outcomes. Planning 

Disclaimer 
This section is intended for teachers who already have basic familiarity with Google 

Forms and its core functionalities. It focuses on how to use the tool pedagogically to 

design a digital escape room, rather than providing step-by-step technical 

instructions for beginners. In the end of the module, you can find extra materials on 

how to use Google Forms. 
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ahead helps ensure that the experience is coherent and not cognitively overwhelming 

before moving into the digital environment.  

 

You are encouraged to start with a linear game and you can move on to more complex 

scenarios as you improve in game design.  

 

 

 

Step 3: Set Up Sections in Google Forms 

Once the structure is clear, the next step is to build the escape room in Google Forms 

by organising it into sections. Each section represents a stage of the experience, 

starting with the story introduction and mission briefing, followed by a series of 

puzzles, and ending with a final section that presents the escape outcome and invites 

reflection. The “Go to section based on answer” feature is particularly useful, as it 

allows teachers to control progression and simulate the feeling of unlocking new 

stages. 

 

Using the “Go to section based on answer” option allows teachers to control progression 

and simulate locked or unlocked paths. You can find how to use this very helpful feature in 

both youtube videos and here. 

 

Step 4: Design Puzzles and Challenges 

https://support.google.com/docs/answer/141062?hl=en
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The design of the puzzles themselves should align closely with the learning objectives. 

A variety of formats can be used, including multiple-choice questions related to 

climate concepts, short-answer codes such as numbers or keywords, interpretation of 

images or graphs, and decision-making scenarios linked to sustainability choices.  

 

Correct answers move students forward, while incorrect answers can trigger hints, feedback, 

or retries, reinforcing learning through iteration. 

 

 

 

Step 5: Enhance Immersion with Visual and Media Elements 

To enhance immersion, teachers can enrich the escape room with visual and 

multimedia elements. Images, such as maps, symbols or consistent visual clues, along 

with short videos or audio messages, can help bring the story to life.  

Visuals should support immersion and narrative consistency, helping learners feel “inside” 

the mission while keeping focus on the educational content. 

 

Step 6: Configure Feedback and Progression 

Another key step is configuring feedback and progression. Google Forms enables 

automatic feedback for each response, which can be used not only to confirm correct 

answers but also to provide narrative-driven messages or hints when learners struggle. 

In some cases, students can be redirected to earlier sections to review information, 

supporting a self-paced and adaptive learning experience. 
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 This step is essential for maintaining motivation and supporting self-paced learning. 

 

Step 7: Test, Pilot, and Refine 

Before using the escape room in a real classroom setting, it is essential to test and 

refine it. You (the teacher) should go through the entire experience yourself to ensure 

that all links and section transitions work correctly and that instructions are clear. 

Piloting the activity with a small group of colleagues or students can reveal potential 

issues, such as unclear puzzles or an imbalance in difficulty. 

 

Piloting with a small group of colleagues helps identify technical issues, unclear puzzles, or 

excessive difficulty. 

 

Step 8: Plan Reflection and Debriefing 

Finally, the experience should conclude with a reflection and debriefing phase. The last 

section of the form can invite learners to think about what they have learned regarding 

the climate topic, how they approached problem-solving and collaboration, and how 

the activity connects to real-world environmental responsibility. This final step helps 

transform the escape room from a simple game into a meaningful and impactful 

learning experience. 

 

This debriefing phase transforms the escape room from a game into a meaningful learning 

experience. 
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You can use the Google Forms environment to design a variety of game formats 

tailored to different student age groups and learning levels. Depending on the desired 

level of complexity, the activity can take the form of a narrative-based mystery that 

requires investigation or a simpler set of engaging riddles and challenges. Examples 

of these variations are illustrated in the images below. 

 

Dive Deeper! 

Teachers who want to extend the activity can explore the Extra Resources section for 
additional digital tools, project examples, and tutorials. Suggested resources include 
Erasmus+ projects such as ESCAPERS, GrInnED, and Game Comp, as well as tools 
like Genially, H5P, and Deck.Toys. Teachers can also consult Google Forms 
tutorials, including Google Forms Full Course Tutorial (2+ Hours), Make Your Own 
Digital Escape Room with Google Forms!, and Show questions based on answers 
– Google Docs Editors Help, to adapt the escape room format to different subjects, 
age groups, and learning contexts. 

https://challedu.com/en/escapers/
https://grinned.mozellosite.com/
https://gamecomp.eu/about-gamecomp/
https://genially.com/?v=A
https://h5p.org/
https://deck.toys/
https://www.youtube.com/watch?v=kSIPCTHjIYg
https://www.youtube.com/watch?v=u03KcNM9FhM
https://www.youtube.com/watch?v=u03KcNM9FhM
https://support.google.com/docs/answer/141062?hl=en
https://support.google.com/docs/answer/141062?hl=en
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 5. Classroom Application 

Digital escape rooms can be effectively integrated into fully online, blended, and 

traditional classroom environments, offering flexibility in different teaching contexts. 

Their success relies on structured facilitation, including small group collaboration, 

clear roles, defined timeframes, and active teacher support through monitoring and 

hints. These strategies help maintain engagement and encourage meaningful 

interaction among students. 

Assessment and reflection in class 

Assessment should not be limited to completing the activity, but should also consider 

students’ understanding of climate concepts, their collaboration skills, and their 

problem-solving approaches. Emotional engagement and reflection are also 

important, as they indicate deeper learning. A structured debriefing allows students to 

connect the game experience with real-world environmental challenges and develop a 

sense of responsibility. 
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Activity: Design a Mini Digital Escape Room 

This activity is indicative and can be adapted to different school levels, subjects, 

and learning contexts. Teachers are invited to prototype a short digital escape 

room focused on a climate issue (e.g. Save the Forest, Decode the Carbon 

Footprint). After completing the activity, teachers reflect on: 

• how the escape room supports student learning and climate awareness, 

• how gamification enhances engagement and inclusion, 

• how the activity could be adapted for different age groups or learning 

contexts. 

In the end of the module, you can find the worksheet of the Activity. 
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 6. Assessment and Self-Evaluation 

 

Self-Assessment Quiz: Digital Escape Rooms in Education 

 
1. How do digital escape rooms differ pedagogically from traditional teaching 

approaches? 

a) They focus primarily on content delivery 

b) They replace the need for assessment 

c) They promote active, inquiry-based learning through problem-solving and 

interaction 

d) They reduce student autonomy 

2. In the context of climate education, what is the main added value of using 

digital escape rooms? 

a) Simplifying complex issues into facts 

b) Allowing students to passively observe scenarios 

c) Enabling students to engage with complex systems, decisions, and 

consequences 

d) Replacing scientific content with storytelling 

3. Which combination best reflects effective escape room design? 

a) Random puzzles and strong visuals 

b) Clear learning objectives, coherent narrative, and aligned challenges 

c) Difficult puzzles and minimal guidance 

d) Independent tasks without interaction 
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4. A teacher designs puzzles that only require recalling definitions. What is the 

main limitation? 

a) It increases difficulty unnecessarily 

b) It reduces student motivation 

c) It does not promote higher-order thinking such as analysis and decision-making 

d) It makes the activity too long 

5. What is the pedagogical role of feedback in digital escape rooms? 

a) To evaluate students at the end 

b) To guide learners during the process and support self-regulation 

c) To replace teacher involvement 

d) To control pacing strictly 

6. Why is managing cognitive load important in digital escape room design? 

a) To make the game more complex 

b) To reduce the number of students 

c) To ensure that learners focus on meaningful tasks without being overwhelmed 

d) To limit interaction 

7. In a branching escape room structure, what is a key pedagogical advantage? 

a) Faster completion 

b) Standardized learning paths 

c) Personalised learning experiences based on student choices 

d) Easier assessment 
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8. During classroom implementation, what is the teacher’s role? 

a) Passive observer 

b) Technical assistant only 

c) Facilitator who supports collaboration, monitors progress, and provides 

guidance 

d) Sole problem-solver 

9. Which of the following best reflects meaningful assessment in a digital escape 

room? 

a) Measuring speed of completion 

b) Counting correct answers only 

c) Evaluating understanding, collaboration, problem-solving, and engagement 

d) Grading based on final score only 

10. What is the main purpose of the debriefing phase? 

a) To summarise correct answers 

b) To evaluate performance quickly 

c) To connect the game experience with real-world climate issues and reflect on 

learning 

d) To introduce new content 

Answers: 

1. C 

2. C 
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3. B 

4. C 

5. B 

6. C 

7. C 

8. C 

9. C 

10. C 

 

 

Extra Resources 

 

• Erasmus+ projects: ESCAPERS, GrInnED, Game Comp.  

• Tools: Genially, H5P, Deck.Toys 

• Google Forms Full Course Tutorial (2+ Hours) 

• Make Your Own Digital Escape Room with Google Forms! 

• Show questions based on answers - Google Docs Editors Help 

  

https://challedu.com/en/escapers/
https://grinned.mozellosite.com/
https://gamecomp.eu/about-gamecomp/
https://genially.com/
https://h5p.org/
https://deck.toys/
https://www.youtube.com/watch?v=kSIPCTHjIYg
https://www.youtube.com/watch?v=u03KcNM9FhM
https://support.google.com/docs/answer/141062?hl=en
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Worksheet: Design a Mini Digital Escape Room 

 
 

Objective: 

 

This activity supports teachers in designing a short digital escape 

room focused on a climate-related topic, integrating game-based 

learning principles into their teaching practice. 

 
 

Part 1: Define 

Your Concept 

 

1. Climate Topic: 

 (e.g. deforestation, carbon footprint, pollution, renewable energy) 

 → ..................................................................................... 

2. Learning Objective(s): 

 What should students learn? 

 → ..................................................................................... 

 → ..................................................................................... 

3. Escape Mission (Story): 

 What is the goal of the game? 

 (e.g. “Stop a forest fire”, “Decode a climate message”) 

 → ..................................................................................... 

 
 

Part 2: Plan 

the Escape 

Room 

 

4. Target Group: 

 Age group / level: ................................................................. 

5. Structure: 

 ☐ Linear (same path for all students) 

 ☐ Branching (different paths/choices) 

6. Number of Puzzles: 

 ☐ 2–3 (short activity) 

 ☐ 4–5 (extended activity) 

 



 

 
 The EcoMystery Project | 2024-1-IT02-KA220-SCH-000248873 page 33 

Module 5: Integrating Digital Escape Rooms in Education 

 

 
 

Part 3: Design 

Your Puzzles 

Complete the table: 

 

Puzzle Type (quiz, code, 

image, etc.) 

Description 

 

Learning 

Objective 

 

1 
   

2 
   

3 
   

 

 

Part 4: Tools 

and Design 

 

7. Digital Tool Used: 

 (e.g. Google Forms, Genially) 

 → ..................................................................................... 

8. Visual & Immersive Elements: 

 (e.g. images, icons, story elements) 

 → ..................................................................................... 

 
 

Part 5: 

Feedback & 

Progression 

 

9. How will students receive feedback? 

 ☐ Immediate correct/incorrect feedback 

 ☐ Hints 

 ☐ Retry options 

Explain briefly: 

 → ..................................................................................... 

10. How will progression be shown? 

 (e.g. sections, levels, codes, progress indicators) 

 → ..................................................................................... 
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Part 6: 

Reflection & 

Debriefing 

 

11. How will you guide student reflection after the activity? 

 → ..................................................................................... 

 

Teacher 

Reflection 

 

After designing your mini escape room, reflect on the following: 

• How does your escape room support climate learning? 

 → ..................................................................................... 

• How does it promote engagement and inclusion? 

 → ..................................................................................... 

• How could you adapt it for different learners or contexts? 

 → ..................................................................................... 
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