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Abstract 

This learning scenario has been implemented with the sixth graders (12-13 year olds) during Computer 
Science class in mother tongue. Also, it has been implemented with the eighth graders (14-15 year olds) 
as an  interdisciplinary scenario involving Computer Science, Entrepreneurship and English language. The 
aim of the LS is to motivate students to develop their ICT knowledge and skills through collaboration and 
game.  

The main goal in The Escape Room is to find all the clues and come up with a solution. The clues are a 
series of puzzles and questions to solve, one puzzle at a time, eventually leading to the goal. Students 
must complete the puzzles, open the "locks", and reach the goal in a set amount of time. 
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Table of summary  

Subject Computer science, English (EFL), Mother Tongue, Entrepreneurship 
Topic Collaboration tools, computer network 
Age of 
students 

12 - 15 

Preparation 
time 

4 - 5 hours 

Teaching 
time 

Three 45-minute lessons 

Online 
teaching 
material  

Bitly for a URL shortening 
Adobe Spark: 
introductory moviehttp://bit.ly/2Db6KFh 
movie for the end http://bit.ly/2XJnNI2 
Canva for postcards to start the game: 
http://bit.ly/35w7kJM 
http://bit.ly/34n11Za 
http://bit.ly/2DdAOjy 
http://bit.ly/2QMTjmR 
http://bit.ly/2DeUZ0s 
Class Notebook or Padlet for presentation postcards to start the game. 
LearningApps for all puzzles.  
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Kahoot before escape room 
Office 365 Forms for feedback 
Lino board for the in-game experience 

Offline 
teaching 
material 

Computers 
 

Europeana 
resources 
used 

1. Postzegels uit Ghana 
2. Postzegels van het Vaticaan 
3. Postzegels uit Chili 
4. Postzegels uit de DDR 
5. Postzegel uit de Nederlandse Antillen 
6. Het ziekenhuisje met de jongensloods 
7. De pondok 
8. Fredrik Ulrik Wrangel af Sauss 
9. Skissboksblad 
10. Diverse figurgrupper 
11. Dräktskiss till baletten "Bergakungen" 
12. De regengang 
13. Efter dopet. Interiör med allmoge och skrivare 
14. Gosse och flicka vid ett bord 
15. A marching band proceeds along the street 
16. Novissima tabula 
17. Schützengraben im k.k. Prater 
18. The shooting of a Christian 
19. World War One: British prisoners 
20. Två nakna gestalter döjer sig med skynken 
21. Motiv från Sorrento, Italien 
22. goederenvoorziening voor en tijdens de internering 
23. Doctor and Mrs Syntax 
 

 

Licenses 

Attribution ShareAlike CC BY-SA.This license lets others remix, tweak, and build upon your work even 
for commercial purposes, as long as they credit you and license their new creations under the identical 
terms. This is the license used by Wikipedia, and is recommended for materials that would benefit from 
incorporating content from Wikipedia and similarly licensed projects. 

Integration into the curriculum 

Our new curricular reform encourages us to use  interdisciplinary activities or projects in our classrooms. 
Also, in the Computer science curriculum among other things, several themes with the 6th graders (12 
years old) are collaboration tools, computer networks, protection of computers and personal data, 
therefore this lesson fits into our national curriculum. 
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Aim of the lesson 

Students develop their ICT knowledge and skills through collaboration. The also improve their 
entrepreneurial skills and critical thinking skills. Students develop language skills, they use new 
vocabulary. 

Outcome of the lesson 

Knowledge: 

 -improved knowledge about computer networks, protecting your computer and personal information, 
using ICT related vocabulary  

Application:   

- solving puzzles, discovering clues and finding solutions 

Analysis:  

- comparing solutions 

Evaluation: 

 - self and peer evaluating 

Affective learning outcomes: 

 - fun game-based learning 

Trends 

Collaborative Learning - group work  
Game Based Learning ˛Gamification - students play escape game   
Peer learning - students learn from each other 
Project-Based Learning- students get problem-based tasks to solve and they work in groups.  
STEM Learning- focus on technology 

21st century skills 

This learning scenario focuses on the following 21st century skills: 
Collaboration: students will work in groups and distribute the tasks among themselves, also all students 
from one class work together as a whole.  
Communication: students will display online photograph to the class and will present their story. 
Media Literacy and Critical Thinking:  students will explore, interpret and present various message 
forms. They will understand both how and why messages are constructed, and for what purposes; 
understand how individuals interpret messages differently. 
ICT Literacy: students will use ICT tools to organize, collaborate, play game. 

Activities 
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Name of 
activity 

Procedure Time 

Preparing  
for the 
Escape 
Room 

Kahoot quiz 
https://create.kahoot.it/share/kahoot-for-formative-assessment-computer-
network/5762a96c-578f-434f-ac00-a8b5407dcbe8 
 

20 min 

Introduction Students are introduced to the topic The Escape Room through a video 
(http://bit.ly/2Db6KFh) made by the teacher using paintings from 
Europeana. The students are divided in groups of five. Each group of 
students getstheir own puzzles to find some clues, all clues lead to the final 
solution. 

15 min 

Game: 
Escape 
Room 

Students are divided in five groups. Each group gets one "postcard" from 
detective’s desk. The postcards are from different countries and contain 
instructions for finding clues that lead students to a solution. The clues are a 
series of puzzles and questions to solve, one puzzle at a time, eventually 
leading to the goal. Students must complete the puzzles, open the "locks", 
and reach the goal in a set amount of time. 
http://bit.ly/35w7kJM 
http://bit.ly/34n11Za 
http://bit.ly/2DdAOjy 
http://bit.ly/2QMTjmR 
http://bit.ly/2DeUZ0s 
Four groups needto discover one part of the IP address, each group depends 
on the other groups. The fifth group should detect the order of the numbers 
in the IP address and write it in the correct form, this group depends on the 
other groups, too. All groups must cooperate so that they can discover the 
final solution. 

60 min 

“Locks” are 
open 

After the game is over, if students successfully solve all the puzzles, they 
watch the final video (http://bit.ly/2XJnNI2 ) . 

15 min 

Final 
evaluation 

Teacher prepares  Forms questionnaire about contents used during the 
Escape Room (http://bit.ly/34oanDW) 

30 min 

Self and 
peer 
evaluation 

Students do self and peer evaluation prepared by the teacher using 
Office365 Forms, the teacher collects information about how the students 
felt during the lesson, what skills and competences they had acquired. Also, 
students addon the Linoit board their obstacles, problems, positive aspects 
of this game.The links:http://bit.ly/2QY7ENl and http://bit.ly/2pUXbqX 

15 min 

 

Assessment 

Students do knowledge test using Forms with questions about contents  used during the lessons 
prepared by the teacher.http://bit.ly/34oanDW 

******************************* AFTER IMPLEMENTATION ******************************** 
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Student feedback 

Students do peer assessment after game http://bit.ly/2QY7ENl 

Students do self-assessment using the lino board prepared by the teacher http://bit.ly/2pUXbqX 

 

Teacher’s remarks 

The Escape Room: Find clues in the detective’s office was successful and the lesson objectives were 
met.The studentsrepeated content through the game and successfully discovered the solution. The 
teacher’s biggest concern was whetherstudents would have enough time. But, thestudents discovered 
the solution on time.We had a feedback session, thediscussion and online survey and it was obvious that 
the students enjoyed the lesson. 

 

About the Europeana DSI-4 project 

Europeana is Europe’s digital platform for cultural heritage, providing free online access to over 53 million digitised items drawn 
from Europe’s museums, archives, libraries and galleries. The Europeana DSI-4 project continues the work of the previous three 
Europeana Digital Service Infrastructures (DSIs). It is the fourth iteration with a proven record of accomplishment in creating 
access, interoperability, visibility and use of European cultural heritage in the five target markets outlined: European Citizens, 
Education, Research, Creative Industries and Cultural Heritage Institutions. 

European Schoolnet (EUN) is the network of 34 European Ministries of Education, based in Brussels. As a not-for-profit 
organisation, EUN aims to bring innovation in teaching and learning to its key stakeholders: Ministries of Education, schools, 
teachers, researchers, and industry partners. European Schoolnet’s task in the Europeana DSI-4 project is to continue and 
expand the Europeana Education Community. 
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