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Abstract 

How can you use Europeana resources for coding in a digital escape room? 
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Topic English language and IT 
 

Age of students 14+ 

Preparation time 2 hours 

Teaching time 1 our 

Online teaching 
material  

Hart chart decoding 
Festisite 
Google Forms 
Pigpen decipher 
Flipyourtext 

Offline teaching 
material 

-  
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Europeana resources 
used 

pictures related to the topic 

Licenses 

Attribution CC BY. This license lets others distribute, remix, tweak, and build upon your work, even commercially, 

as long as they credit you for the original creation. This is the most accommodating of licenses offered. 

Recommended for maximum dissemination and use of licensed materials. 

Integration into the curriculum 

Thanks to its cross-curricular nature, the project or its parts can be easily integrated into History, ICT and English 

language lessons. 

Aim of the lesson 

This project aims at incorporating Arts into the world of IT and technology. throughout history.   

Trends 

project-based learning 

distance learning 

online learning 

21st century skills 

creativity 

responsibility 

entrepreneurship 

teamwork 

communication 

coding 

problemsolving 

Activities 

Name of activity Procedure Time 

Pre-assessment getting to know Europeana,how to search for artifacts 
 

10 
minutes 

Escape room - rebus to find out the coding language 
- pigpen decipher, find the artifact on Europeana 
- puzzle finder 
- Hart Chart decoding message 
- flipped text – search on Europana 

  

45 
minutes 

Wrap-up Feedback provided in the second page of the escape room 1 lesson 
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Assessment 

Feedback provided in the second page of the escape room 

Exit slips in the forms of Linoit at the end of the codeweek 

Student feedback 

For many students, this was the first time they met Europeana and its resoruces. It is always interesting to see how 

much they are used to getting ready-made answers. In the escape room, our main aim was to make puzzles that 

requore further investigation and logical thinking, not just putting them into the right boxes to reveal the solutions. 

Teacher’s remarks 

Making the escape room was both fun and hard work. I am always afraid of over- or underpreparation, but in the 
end it all depends on how much the students want to perform the given task. 

 

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. 

 

https://www.europeana.eu/portal/en
http://www.eun.org/home

