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Introduction 

 

Learning Objectives 

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

● Understand the pedagogical potential of escape rooms in developing 

transversal and inclusive competences; 

● Plan and create escape room activities adapted to different student profiles; 

● Promote collaboration, creativity, and problem-solving within the classroom 

context; 

● Integrate active and inclusive methodologies into their teaching practice. 

 

Time Required 

Estimated -2/3 hours for self-training: 

● 1-2 hours for completing the main content. 

● 1 hour for additional resources and classroom application exercises. 

 

Applicability 

This training module is intended for teachers from various subject areas (e.g., 

mathematics, science, history) who wish to integrate gamification practices and 

inclusive methodologies into their lessons. 

It can be implemented with any group of students, provided that it is adapted to the 

specific needs of each class, particularly in the case of students with cognitive, 

auditory, or motor disabilities, and those with Dissociative Identity Disorder (DID). 
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Executive Summary 

The EcoMystery project addresses low student engagement in climate change 

education, exacerbated by traditional pedagogies and barriers to inclusion affecting 

learners with diverse cognitive, sensory, and motor profiles. These constraints limit 

equitable access, participation, and competency development.  

The project proposes inclusive pedagogical Escape Rooms as a gamified, student-

centered approach that promotes collaborative problem-solving, critical thinking, 

creativity, and civic engagement. Grounded in Universal Design for Learning (UDL), it 

incorporates adapted materials, differentiated roles, flexible structures, inclusive 

learning environments, and process-oriented assessment. 

By integrating immersive and inclusive strategies, EcoMystery advances a 

pedagogical framework that enhances accessibility, participation, and active 

citizenship in climate education. 
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“Inclusive education is not a privilege but a fundamental right, requiring schools to adapt 

to all learners rather than expecting learners to adapt to the system” (Mel Ainscow).  

 

Pixar Short Films #7 For the Birds 2000 
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UNIT 1: Introduction to the Concept of Pedagogical 
Escape Rooms 

Pedagogical Note… 

Escape Rooms are immersive experiences where participants must collaborate to 

solve a series of challenges, puzzles, and enigmas within a time limit to achieve a 

final goal, such as "escaping" a room or solving a mystery (Nicholson, 2015). Within 

the context of the EcoMystery project, this methodology is transposed to the 

classroom as a gamification tool designed to raise student awareness about the 

climate crisis and promote civic engagement (Whitton, 2014). 

 

1.1. Pedagogical Potential and Inclusivity 

The use of Escape Rooms in education goes beyond entertainment, serving as a motor 

for the development of transversal and inclusive competences. For this potential to be 

fully realized, the adaptability of materials is the central pillar that ensures learning is 

equitable and accessible to all student profiles. 

The importance of this adaptation is reflected in the following points: 

• Universal Access to Knowledge: The climate crisis is a global challenge that 

requires everyone’s participation. Adapting materials—using Braille, visual 

clues, or simplified language—ensures that students with cognitive, sensory, or 

motor disabilities are not mere observers but active agents in solving the 

proposed problems. 

• Development of Inclusive Competences: The game mandates collaboration, 

creativity, and group problem-solving. Adapted materials allow every student, 

regardless of their limitations, to perform a functional role—such as "Piece 

Manager" or "Spokesperson"—strengthening their self-esteem and sense of 

belonging. 



 

 

 
 The EcoMystery Project | 2024-1-IT02-KA220-SCH-000248873 page 8 

Module 6 – Inclusivity and Escape Rooms 

• Reduction of Learning Barriers: Adaptation allows for the conversion of 

complex climate concepts into practical and concrete experiences. By 

simplifying rules or providing sequential visual supports, cognitive overload and 

anxiety are reduced, allowing the focus to remain on the ecological message 

and active citizenship. 

 

1.2. Theoretical and Practical Exploration: Escape Rooms in the 

School Context 

Pedagogical Note… 

The integration of Escape Rooms into the educational environment transforms the 

classroom into an active learning ecosystem where knowledge is not just consumed 

but "conquered" through experience (Nicholson, 2015). 

 

Theoretical Dimension: What Defines a Pedagogical Escape Room? 

A pedagogical Escape Room is a game-based learning experience where students are 

"locked" within a narrative scenario (physical or digital). To advance, they must solve 

a sequence of intellectual challenges directly linked to the school curriculum. 

• Gamification and Motivation: Uses game design elements to increase student 

engagement in complex topics, such as the climate crisis. 

• Problem-Based Learning (PBL): The focus shifts from memorization to the 

practical application of knowledge in problematic situations. 

• Learning Flow: By balancing challenge difficulty with student skills, a state of 

deep concentration is created. 
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Practical Dimension: How to Use Them in School? 

Practical application requires careful planning that considers classroom diversity and 

learning objectives. 

• Curricular Integration: Can be implemented in various areas, such as 

Mathematics, Science, or History, adapting puzzles to the program content. 

• Development of Transversal Competences: Promotes skills such as critical 

thinking, creativity, and interpersonal collaboration. 

• Inclusion through Practice: The structure allows teachers to adapt rules—such 

as using fewer cards or shorter objectives—for students with processing 

difficulties or anxiety. 

• Rotating Stations: A common practical approach is the use of stations, where 

students rotate between board games, climate puzzles, or digital quizzes every 

10–15 minutes. 

 

1.3 The Importance of Adaptability in the Classroom Context 

For practical exploration to be effective in a project focused on climate crisis 

awareness and civic engagement, the flexibility of materials is crucial. 

• Physical Materials: The use of larger components, enlarged boards, or card 

holders facilitates the participation of students with motor or visual difficulties. 

• Visual Supports: Utilizing pictograms, color-coding for different types of cards 

(causes, solutions, impacts), and sequence arrows helps organize the 

reasoning of students with autism or cognitive difficulties. 

• Differentiated Roles: In practice, the teacher should assign clear roles, such as 

"Card Reader" or "Recorder," ensuring that every student contributes according 

to their individual skills. 
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Before we begin the technical adaptation of the Escape Room puzzles, we invite 

educators to watch these short films. They serve to remind us that inclusion is not 

just a pedagogical obligation, but an act of humanity that transforms the classroom 

into a space where everyone has the right to 'win the game'. 

   
"Cuerdas" "Ian" "The Present" 

 

 

 

https://www.youtube.com/watch?v=4INwx_tmTKw&t=8s
https://www.youtube.com/watch?v=4INwx_tmTKw&t=8s
https://www.youtube.com/watch?v=3XA0bB79oGc&t=252s
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Unit 2: Implementation of an Inclusive Escape Room 
Planning an inclusive activity. 

Pedagogical Note… 

Planning an inclusive Escape Room requires educators to anticipate learning 

barriers and design the game based on the principles of Universal Design for 

Learning (UDL) (Meyer, Rose, & Gordon, 2014). The goal is not to create a different 

game for each student, but to ensure the game is flexible enough for everyone. 

 

2.1. Diagnostic Phase: Understanding Classroom Diversity 

Before creating puzzles, teachers must map the specific needs present in the 

classroom: 

• Sensory Profiles: Are there students with visual or hearing impairments? 

• Motor Profiles: Does the physical space allow for wheelchair circulation? Are 

objects within everyone's reach? 

• Cognitive Profiles: What are the students' average reading level and attention 

span? 

 

2.2. Planning Guide Structure (Step-by-Step) 

Step A: Defining the Environmental Narrative 

The story is the thread that connects the challenges. To be inclusive, the narrative 

should be presented in multiple formats: 

• Written text (using legible fonts and high contrast). 

• Audio or narration by the teacher. 

• Visual support (posters or images illustrating the climate issue, such as ocean 

pollution). 
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Step B: Designing Flexible Puzzles 

Puzzles are the heart of the Escape Room. To be inclusive, they must follow the rule 

of Multimodality: 

• For Hearing Impairment: Replace sound cues with visual clues (e.g., a light that 

turns on or a coloured card). 

• For Visual Impairment: Use tactile objects, embossed materials, or recorded 

audio clues. 

• For Cognitive Difficulties: Break down a complex enigma into three simple, 

numbered steps. 

 

Step C: Space Organization and Logistics 

• Calm Zones: Provide a space in the room where a student facing sensory 

overload can rest without leaving the game. 

• Adapted Materials: Use laminated cards (more durable), large print, and puzzle 

pieces with handles or Velcro for easier motor handling. 

 

2.3. Functional Role Assignment (The Role Strategy) 

To ensure planning leads to real participation, teachers should assign specific roles 

within teams: 

• The Reader/Spokesperson: Reads clues to the group (ideal for students with 

strong linguistic skills). 

• The Material Manager: Organizes pieces and cards found (ideal for students 

who benefit from visual and motor organization). 

• The Clue Observer: Focused on finding visual details in the setting (ideal for 

students with verbal communication difficulties). 
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2.4. Monitoring and Support (The "Game Master" Role) 

Pedagogical Note… 

The teacher acts as the Game Master. They must have "Emergency Hints" (extra 

clues) ready in accessible formats to provide to groups that get stuck, preventing 

frustration and ensuring the learning flow is maintained. 

 

In an inclusive escape room, the teacher’s role as the Game Master is crucial not only 

for facilitating the game but also for ensuring accessibility and engagement for all 

participants. The Game Master must be attentive to the diverse needs of each group 

and prepared to intervene thoughtfully. 

Key responsibilities include: 

• Provision of Emergency Hints in Accessible Formats: 

The Game Master should have a set of “Emergency Hints” or extra clues 

prepared beforehand, available in multiple accessible formats — such as written 

text, pictograms, audio recordings, or simple videos with subtitles — to 

accommodate different disabilities (hearing impairment, visual impairment, 

cognitive difficulties). This guarantees that any group experiencing difficulty 

can receive appropriate support without feeling singled out or frustrated.  

• Real-Time Monitoring and Adaptation: 

Constantly observe the progress of each team, being ready to identify signs of 

confusion, disengagement, or anxiety. For example, students with cognitive or 

sensory processing difficulties may need more time or simplified instructions, 

while those with motor impairments might require alternative ways to 

manipulate materials. The Game Master can adapt the delivery of clues 

accordingly, ensuring no participant is left behind.  
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• Encouraging Peer Support and Role Differentiation: 

The Game Master facilitates balanced team dynamics by encouraging 

differentiated roles that match students’ strengths and needs, fostering 

collaboration and mutual assistance. This not only supports inclusion but 

enhances the overall learning experience.  

• Maintaining a Positive and Inclusive Atmosphere: 

By using inclusive language, recognizing diverse abilities, and celebrating small 

successes, the Game Master builds a supportive environment where all 

students feel valued and motivated to participate fully.  

• Documentation and Feedback for Continuous Improvement: 

After the activity, the Game Master should collect observations about what 

worked well and what barriers emerged, particularly related to accessibility. 

This feedback is essential for refining future escape rooms to be more inclusive 

and effective. 

 

2.5. Inclusive Design and Differentiation Strategies in the 

EcoMystery Escape Room 

Hearing Impairment: written and visual instructions 

• Provide clear written instructions or videos with subtitles; 

• Use visual symbols, pictograms, or colour codes to communicate rules and 

clues; 

• Ensure good visibility of the teacher and peers to facilitate lip reading; 

• Include activities that emphasize observation and logical reasoning rather than 

purely auditory elements; 

• When sounds or music are used, ensure that essential information is also 

conveyed visually (e.g., lights, images, or on-screen text). 
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 Visual Impairment: tactile and auditory clues 

• Provide detailed oral descriptions of activities and materials used; 

• Use Braille texts, embossed labels, or tactile materials (e.g., maps, letters, 3D 

figures); 

• Include auditory clues (e.g., sounds, voices, instruments) instead of visual ones; 

• Ensure safe mobility within the space (free of obstacles, with the support of a 

designated peer); 

• Prioritize collaborative tasks where the student takes an active role (e.g., 

coordinating answers, verbalizing reasoning). 

 

Motor Impairment: adaptation of space and tasks 

• Adapt the physical environment to ensure mobility (spaced desks, clues within 

reach); 

• Avoid challenges that require rapid movement or fine object manipulation; 

• Allow the use of assistive technologies (e.g., tablets with switches, adapted 

keyboards); 

• Encourage group work, valuing roles such as coordination, observation, or 

communication; 

• Ensure that all tasks can be performed with assistance or through peer 

collaboration. 

 

Intellectual/Cognitive Disability: simplified instructions and visual reinforcement  

• Use simple, short, and sequential instructions, supported by visuals (images, 

diagrams, numbers); 

• Reduce the number of simultaneous clues and allow additional time for task 

completion; 

• Use concrete, practical puzzles based on real objects or everyday examples; 

• Provide continuous visual or verbal support (teacher or peer tutor); 



 

 

 
 The EcoMystery Project | 2024-1-IT02-KA220-SCH-000248873 page 16 

Module 6 – Inclusivity and Escape Rooms 

• Emphasize positive reinforcement and celebrate small achievements to 

encourage motivation and self-confidence. 

 

Adapt Rules and Materials  

• Simplify rules (use fewer cards, fewer rounds, shorter or more achievable goals) 

for students with attention, processing, or anxiety difficulties; 

• Provide larger components, enlarged boards, or card holders for students with 

motor or visual difficulties; 

• Add visual supports: pictograms, colour coding for types of cards (causes, 

solutions, impacts), arrows to show play sequence.  

 

Differentiate Roles Within the Group 

● Assign clear roles, for example: 

○ Card Reader (for students with stronger reading skills) 

○ Piece Manager (for those who prefer simple motor tasks) 

○ Recorder (draws or writes keywords rather than long sentences) 

○ Spokesperson (shares one or two ideas from the group in plenary) 

● Allow some students to participate mainly by choosing between two visual options 

(“A or B?”), instead of explaining at length.  

 

Differentiated Activities 

● “Active observer” version: the student who cannot follow the full game receives a 

simple grid with icons (sun, smoke, tree, recycling) and marks each time a 

corresponding cause or solution appears; tdsb 

● “Picture story” version: after the game, instead of writing a text, the student 

chooses 3 cards and arranges them as a story “Problem – Action – Result”, 

drawing or attaching images; 

https://www.tdsb.on.ca/Portals/environment/docs/Climate%20Change%20Games_TDSB%20EcoSchools_ver_April%2015_2024.pdf
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● Rotating stations: some students play the board game, others work on a simple 

climate puzzle or accessible digital quiz (with image support), rotating every 10–

15 minutes.  

 

Adapt Assessment 

● Focus on process rather than written product: participation, attempts at 

communication, collaboration, visual cue recognition;  

● Use visual self-assessment scales (smiley faces, thermometer, traffic light) for “I 

understood well”, “I still have doubts”, “I need help”; 

● Allow oral responses, with image support or peer/adult assistance, instead of 

lengthy written worksheets. 

 

General Inclusion Accommodations 

● Give more time and frequent breaks; pause the game to check understanding in 

small steps;  

● Reduce visual/auditory distractions as needed (e.g., run fewer groups at once, use 

a quieter space);  

● Favor cooperative rather than competitive play, as shared goals benefit many 

students with learning disabilities or intellectual disabilities.  
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Summary Table of Inclusive Strategies and Differentiation for Supporting Diverse 
Educational Needs 

Type of Need Potential Barriers 
Adaptation of 

Rules and 
Materials 

Differentiation of 
Activities and 

Strategies 

Differentiation of 
Roles 

Differentiation in 
Assessment 

Useful Sites/Links for 
Teachers 

Hearing 
impairment 

 

● Difficulty understanding 

oral instructions 

● Loss of auditory cues 

● Limitations in group 

communication 

● Written and visual 

instructions 

● Use of pictograms 

● Replacement of sounds 

with visual signals 

● Activities based on 

observation and logic 

● Use of videos with 

subtitles  

● Constant visual support 

● Visual cue observer 

● Material manager  

● Spokesperson (with 

written support) 

● Written or visual 

responses 

● Use of images to 

demonstrate 

understanding 

● Reduced reliance on oral 

expression 

Hands & Voices  

National Deaf Center  

DCMP 

Southern Poverty Law Center 

Learning with Nikki  

TDSB Resources  

PMC NCBI – Assessment 

Pictofacile – create and 

download pictograms 

Canva – Pictogram Maker 

AAC Symbols and shared 

resources - ARASAAC 
Visual 
impairment 

 ● Difficulty accessing visual 

information 

● Limitations in reading 

visual cues 

● Mobility in space 

● Tactile materials (Braille, 

relief) 

● Auditory cues 

● Accessible organization of 

space 

● Activities based on touch 

and description 

● Detailed oral description 

● Guided collaborative work 

● Verbal coordinator 

● Responsible for oral 

interpretation 

● Decision-maker 

● Oral assessment 

● Verbal explanation of 

reasoning 

● Group participation 

● Greater focus on process 

 

American Foundation for the 

Blind  

RNIB  

Perkins School for the Blind  

VisionAware  

Holland Bloorview  

Teaching Autism  

Gabriella Volpe - Inclusive 

Education 

https://www.handsandvoices.org/
https://www.nationaldeafcenter.org/
https://dcmp.org/
https://www.splcenter.org/learning-for-justice/
https://www.learningwithnikki.com/
https://www.tdsb.on.ca/
https://pmc.ncbi.nlm.nih.gov/
https://www.pictofacile.com/en?utm_source=chatgpt.com
https://www.pictofacile.com/en?utm_source=chatgpt.com
https://www.canva.com/graphs/pictograms/?utm_source=chatgpt.com
https://beta.arasaac.org/
https://beta.arasaac.org/
https://www.afb.org/
https://www.afb.org/
https://www.rnib.org.uk/
https://www.perkins.org/
https://www.visionaware.org/
https://hollandbloorview.ca/
https://teachingautism.com/
https://gabriellavolpe.com/
https://gabriellavolpe.com/
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Type of Need Potential Barriers 
Adaptation of 

Rules and 
Materials 

Differentiation of 
Activities and 

Strategies 

Differentiation of 
Roles 

Differentiation in 
Assessment 

Useful Sites/Links for 
Teachers 

Motor impairment 

 

 

● Difficulty with mobility 

● Limitations in object 

manipulation 

● Physical access to 

materials 

 

● Accessible space (no 

obstacles) 

● Materials within reach 

● Use of assistive 

technologies 

● Extra time to complete 

tasks 

 

● Activities that do not 

require physical speed 

● Use of digital devices 

● Collaboration with peers 

 

● Team coordinator 

● Observer 

● Communicator 

 

● Participation-focused 

assessment 

● Verbal/strategic 

contributions 

● Physical speed not valued 

● Greater focus on process 

 

Enable Ireland  

Assistive Technology Industry 

Association  

CAST – Assistive Technology  

Inclusive Schools Network  

Holland Bloorview  

Learning with Nikki 

Cognitive 
impairment 

 

● Difficulty understanding 

● Information overload 

● Low attention span 

● Simple and sequential 

instructions 

● Reduction of elements in 

the game 

● Visual supports (images, 

colors) 

● Extra time to complete 

tasks 

● Division of tasks into 

small steps 

● Use of concrete exemples 

● Repetition and continuous 

support 

● Collaborative work 

● Minimise distractions 

● Pauses during tasks 

● Simple task manager 

● Choice between options 

(A/B) 

● Peer collaborator 

● Process-based 

assessment 

● Use of visual scales 

(smileys, colours) 

● Recognition of small 

achievements  

● Greater focus on process 

Understood.org  

CAST – Universal Design for 

Learning  

National Center on Accessible 

Educational Materials (AEM)  

Special Education Guide  

Learning with Nikki 

 

https://enableireland.ie/
https://www.atia.org/
https://www.atia.org/
https://www.cast.org/
https://inclusiveschools.org/
https://hollandbloorview.ca/
https://www.learningwithnikki.com/
https://www.understood.org/
https://www.cast.org/what-we-do/universal-design-for-learning/
https://www.cast.org/what-we-do/universal-design-for-learning/
https://aem.cast.org/
https://aem.cast.org/
https://www.specialeducationguide.com/
https://www.learningwithnikki.com/
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Assessment and Evaluation 
End-of-unit quizzes (multiple-choice and short reflection questions). 

1. What is the main objective of a pedagogical escape room? 
a) Entertainment only 
b) To promote competition between students 
c) To support learning through problem-solving and collaboration  

2. Which of the following is a key feature of escape rooms in education? 
a) Passive learning 
b) Memorization without context 
c) Active and experiential learning  
d) Teacher-centered instruction  

3. In an educational escape room, the role of the teacher is best described as: 
a) Examiner 
b) Observer only 
c) Game Master (facilitator)  
d) Competitor  

4. What is the main benefit of using escape rooms in the classroom? 
a) Reducing student interaction 
b) Enhancing engagement and motivation  
c) Limiting creativity 
d) Avoiding group work  

5. Which element is essential in designing an escape room? 
a) Random tasks 
b) Clear narrative or storyline  
c) No rules 
d) Individual work only  

6. What is the purpose of “Emergency Hints” in an escape room? 
a) To make the game harder 
b) To replace all challenges 
c) To support groups when they are stuck  
d) To end the game quickly  

7. Inclusive escape rooms aim to: 
a) Treat all students exactly the same 
b) Focus only on high-achieving students 
c) Adapt to diverse learning needs  
d) Eliminate group work  
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8. Which adaptation is appropriate for students with hearing impairment? 
a) Only oral instructions 
b) Written instructions and visual supports  
c) Loud background music 
d) No instructions  

9. Which adaptation supports students with visual impairment? 
a) Small printed text 
b) Visual-only clues 
c) Tactile materials and oral descriptions  
d) Fast-paced visual games  

10. Which strategy is suitable for students with motor impairment? 
a) Tasks requiring fast movement 
b) Limited access to materials 
c) Accessible space and adapted tasks  
d) Competitive physical challenges  

11. How can tasks be adapted for students with cognitive difficulties? 
a) Increasing complexity 
b) Providing long instructions 
c) Simplifying and sequencing instructions  
d) Removing all support  

12. Why is role differentiation important in group work? 
a) To create competition 
b) To exclude some students 
c) To match tasks with students’ strengths  
d) To reduce participation  

13. Which of the following is an example of inclusive assessment? 
a) Only written tests 
b) Focus on speed 
c) Valuing participation and process  
d) Ignoring student effort  

14. What is a benefit of using visual supports (e.g., pictograms)? 
a) They confuse students 
b) They reduce accessibility 
c) They improve understanding  
d) They replace all learning  
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15. When planning an inclusive escape room, the teacher should: 
a) Ignore individual differences 
b) Use the same method for all 
c) Consider diverse needs and provide adaptations  
d) Focus only on content 

Reflective Question: Describe a classroom activity that you could implement to 

include a student with a hearing impairment. 
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Answer Key 

1. c) To support learning through problem-solving and collaboration 

2. c) Active and experiential learning 

3. c) Game Master (facilitator) 

4. b) Enhancing engagement and motivation 

5. b) Clear narrative or storyline 

6. c) To support groups when they are stuck 

7. c) Adapt to diverse learning needs 

8. b) Written instructions and visual supports 

9. c) Tactile materials and oral descriptions 

10.  c) Accessible space and adapted tasks 

11.  c) Simplifying and sequencing instructions 

12.  c) To match tasks with students’ strengths 

13.  c) Valuing participation and process 

14.  c) They improve understanding 

15.  c) Consider diverse needs and provide adaptations 
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