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Play and games give us a unique opportunity to travel in time, space, even into new
worlds without laws of gravity, providing new meanings to ordinary objects and
potential for amazing discoveries. Whenever you see adults playing like children and
children playing like adults, you understand that games have the power to make a
change within us.

Why not make the most out of games for the good?
Let’s use the power of games to question how society works and whether we are
doing our best. Let’s use the power of games to empower and engage learners in
taking action in their local communities, in their own lives.

Let’s make a change, one game at a time.

When we look at the real-life emotions created with just
a small amount of elements, and when we look at the
passion playing a role, unravelling a story, testing the

boundaries, we can feel the power of games. 
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"Breakout Box" is a Strategic Partnership project for Innovation in the youth field
funded by the Erasmus+ programme of the European Commission and implemented
by Shokkin Group (Estonia) in collaboration with Be International (Czech Republic)
and Ticket2Europe (Spain), with the support of the Estonian National Agency.

About the project

Introduction

The project consisted of three Transnational Partner Meetings, a Training Course
held in the Czech Republic in order to train youth workers and educators on how to
use the innovative methods and escape games in their field of work and a Multiplier
Event held in Estonia as an interactive event providing space for discovery and
exchange of good practices in the field.

Additionally, the project produced two Intellectual Outputs: this "Breakout Box
Manual" (IO1) with theoretical and practical information for educators, youth
workers who would like to use educational escape games in their work, and six
educational "Breakout Boxes" (IO2) that will address socially relevant topics for
young people to develop their competencies.

The project aims to explore the use of educational escape boxes in
youth work and design innovative educational methods that develop
competencies of young people connected to socially relevant topics.
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Timeline of activities

Kickoff meeting
 June 2021
(Estonia)

Research and
exploration phase

Publication of IO1:
Breakout Box Manual

January 2022

Mid-term meeting
 March 2022

(Czech Republic)

Game development
and prototype phase

Publication of IO2:
Breakout Boxes

June 2022

Training activity
 July 2022

(Czech Republic)

Evaluation meeting
 September 2022

(Spain)

Multiplier event
 October 2022

(Estonia)



Erasmus+ is the EU’s programme to support education, training, youth and
sport in Europe. With a budget of €26.2 billion for the period 2021-2027, the
programme places a strong focus on social inclusion, the green and digital
transitions, and promoting young people’s participation in democratic life.

Erasmus+ has opportunities for people of all ages, helping them develop and share
knowledge and experience at institutions and organisations in different countries.
The programme also offers opportunities for a wide range of organisations, including
universities, education and training providers, think-tanks, research organisations,
and private businesses.

Detailed information on these opportunities, including eligibility criteria, is available
in the Erasmus+ Programme Guide.

More information: ec.europa.eu/programmes/erasmus-plus/about_en 

To bring Erasmus+ as close as possible to the participants and make sure it works
well across different countries, the EU works with National Agencies to manage the
programme.

The National Agencies are based in Programme Countries and their role involves
providing information on Erasmus+, selecting projects to be funded, monitoring and
evaluating Erasmus+, supporting applicants and participants, working with other
National Agencies and the EU, promoting Erasmus+ and sharing success stories and
best practices.

Funding bodies
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Discover the concept of educational escape games and its applicability to
the education and youth work fields;

Understand the development logic of escape game taking as a base
existing examples developed by youth workers from across Europe;

Explore game design methods, tools and frameworks that you can use to
develop your own educational escape games on different topics;

Evaluate and assess your results with templates and assessment exercises
to carry out with your target groups;

Get inspired with follow-up resources and good reads on the field.

“Breakout Box: The Manual” is one of the main intellectual outputs developed
during the long-term project of the same name as an educational escape game
development resource.  It holds theoretical and practical information for educators,
youth workers, youth organizations and other stakeholders of the education and
youth work fields who would like to develop educational escape games in their work.

Inside this manual you will:

About the manual

How to use it?

—1—
Educational

Games

The manual is divided into seven chapters gradually unfolding the topic of
educational escape rooms, from a general introduction of game-based learning and
typology of educational games to a step-by-step development guide with
downloadable design resources:

—2—
Escape
Games

—3—
Educational
Perspective

—4—
Escape Room
Development

—5—
Facilitation of
Escape Games

—6—
Do’s and

Dont’s

—7—
Design

Resources



"To say that nothing is
true is to realize that the

foundations of society are
fragile and that we must
be the shepherds of our

own civilization."

— Ezio, Assassin's Creed: Revelations



One could say that no matter what a game is like or about, it has the potential to
teach players something new. Simply throwing a ball from a student on one side of
the room to the other can easily teach how to measure the strength of the throw,
how to aim better, how to maintain contact with a playing partner or how to focus
and stay alert when waiting for the ball to be thrown at you.

Games engage us in and provide space for social interactions, letting us learn not
only about our own strengths and weaknesses, but about other players’ as well. Even
though throwing a ball from one person to another does not qualify as a game
(rather as a play), it can also be used for learning. Playing is one of the most
natural ways to learn, with many sides to it.

We can play with space, objects, with one another, or even mix all these elements
and play with all of them at once. But, if something such as a play (once defined as
“aimless expenditure of exuberant energy”) can teach us about ourselves and the
world around us, imagine what a game as a more complex and intended system can
do.

In their book “The Study of Games”, Elliot Avedon and Brian Sutton-Smith define a
game as “an exercise of voluntary control systems, in which there is a contest
between powers, confined by rules in order to produce a disequilibrial
outcome”.

There are so many definitions of games, types of games, and technical forms out
there that it is hard to wrap your mind around what is and what is not a game. But as
soon as you strip away the genre differences and the technological complexities, all
games—no matter if played online, in a classroom, by yourself, or in a group—share
four defining traits as described in the book “Reality Is Broken” by Jane McGonigal:
goal, rules, feedback system, and voluntary participation.

1.1 What Are We Talking About? A Short Introduction
Into the World of Educational Games

Educational
Games1
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Games model real-world systems that can help make learning concepts more
relatable. To make a game educational, you can add a fifth defining trait: the desired
learning outcome, the essential reason for creating the game. When designing an
educational game, you look into the target group and the topic to identify relevant
learning needs that will guide the game design process.

The goal is the specific outcome that players will try to achieve.
It makes them more focused, attentive and keeps them oriented
throughout their participation in the game. The goal provides players
with a sense of purpose.

The rules place limitations on how players can achieve the goal.
By removing or limiting the obvious ways of achieving the goal, rules
push players to explore previously uncharted possibilities. They
unleash creativity and foster strategic thinking skills.

The feedback system tells players how close they are to achieving
the goal. It can come in form of points, levels, scores, progress bars,
or, in its most basic form, it can be as simple as the players’
knowledge of an objective outcome: "The game is over when…" Real-
time feedback serves as a promise to the players that the goal is
definitely achievable, providing motivation to keep playing.

At last, voluntary participation requires that everyone playing the
game accepts the goal, the rules, and the feedback knowingly and
willingly. By doing so, common ground for multiple people to play
together can be established; the freedom to enter or leave a game at
will ensures intentionally stressful and challenging work is
experienced as a safe and pleasurable activity.



1.2 Game-Based Learning
You can often encounter scepticism towards games. Some say "games" and "plays"
are the opposite of "learning" and "seriousness". Today, many adults associate
games with modern-day shooters from the first-person perspective. However,
extensive research argues that play is integral to a child’s development. It is a natural
way to explore our environment, social constructs and the world around us. Vygotsky
wrote: “Games are the natural form of work in children, a form of activity which is
inherent to a child, as preparation for life in the future.”

Game-based learning (GBL) can be defined simply as "learning through games".
For us, GBL is an approach to learning design. The educator consciously incorporates
games in the curricula of their creation and intends to engage students in the
learning process, spark curiosity, start a group discussion, revise content in a more
interactive format, or provide an embodied experience that prolongs the learning
effect. In short, GBL is the "intentional use of games and game elements in the
educational process". We can appropriate and use games that have not been created
for specific learning purposes or incorporate games designed with relevant learning
outcomes in mind.

As mentioned in Gamify Your Classroom, matching game mechanics with learning
objectives, mixing in books and teacher-led reflection, is a key to effective GBL.
Ultimately, we would like to create meaningful experiences for learners to live
through, leaving a long-lasting mark in their perception of any subject, topic or case.
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1.2.1 Why to Use Game-Based Learning?
Humankind has been using games and stories to teach for thousands of years. And
using games in the learning process seems like a very logical thing to do.

In “Gamify Your Classroom”, Matthew Farber argues that games provide both a social
construct and structure to give meaning to activities. He mentions developmental
psychologist Jean Piaget who based his learn-by-doing theories on observations of
children playing the game of marbles.

Several other educational theorists observed different forms of play and
engagement with games and detected their effects on the learning and development
of players. To play games, we voluntarily take up a challenge to learn and understand
the rules first—and, often, it is as complex as understanding a new mathematical
concept. But once we know the game, we willingly suffer to get better at it. 
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When we speak about GBL, it is not just about getting games to schools—it is about
integrating a type of learning and teaching a game can bring. Games enhance
problem-solving skills and motivate us to stay persistent, try again and get better
each time. Games raise our acceptance of failure and mistakes, helping us see them
as essential steps on the way to learning and development. One can find many
reasons to use GBL in the educational field:

To reshape academic content into an appealing form;
To enhance critical and strategic thinking;
To engage students not otherwise engaged with the topic;
To support both struggling and talented students, allowing space for exchange.

The main reason for exploring GBL as an educator is to create an environment that
fosters real intrinsic motivation in learners, allowing them to discover, experiment
and develop.

1.2.2 Example of Game-Based Learning

Spoiler Alert:
Five Tricks is a great game to use with groups of learners, but if you would
like to play this game as a player, then you might consider skipping to the
next chapter, since we will reveal and analyze the game's logic. 

To make things a bit less abstract and theoretical, we would like to give you a real
example of GBL with a short analysis: Five Tricks.

"Five Tricks" is a card game played with traditional playing cards. In the version we
use at our training, groups of four players are seated at several tables in a
tournament-style setting. There is the lowest table and the highest table. By playing
several rounds of a card game, a winner and a loser are decided at each table. The
winner moves one table up, the loser one table down, and the process repeats
several times (usually until the timer runs out or a certain amount of exchanges
between tables have occurred). So far, it seems like a regular game, right? 

The game has a goal: to be sitting at the highest table by the time the game is over. It
has rules: the card game itself has rules and the players are allowed to switch tables
only when they win or lose. It contains a feedback system: the players are aware of
the time remaining. In the card game, the players also track how many hands they
won, whether they are better than others and have higher chances of moving
upward. By keeping a track of how many times they switched tables, they can figure
out how good they are compared to everyone else. And, naturally, the players accept
these rules, goals and choose to participate.
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The game could be aimed at training your skill of choosing the right cards,
anticipating how your opponents will play and strategise. What happens, however, if
we add a few more elements to the game? In Five Tricks, players are not allowed to
use any verbal communication, and, most importantly, every table plays by
different rules. The fundamental rules of the card game are the same, but each
table has a slight adaptation of them: at table 1, the ace is the lowest card, the game
is played clockwise, and spades are trumps, meaning any spade beats a high card. At
table 2, the ace is also the lowest card, but the game is played counterclockwise,
there are no trumps, and the highest card always wins. At table 3, the ace is the
highest card, diamonds are trumps, played clockwise, and so on….

Each table plays by different rules, which would not seem like a problem until the
first players change their tables. Without any prior knowledge, they are thrown into a
completely different world—the inability to communicate verbally often causes
frustration and questions start to pop up in the players’ minds: "Did others not
understand the rules? Are they stupid? Am I stupid? Should I teach them how to play
it? How do I do this without speaking? What is going on?"

At this point we are moving a bit more towards structured and planned GBL. The
game is still a game. It still has the goal, rules, feedback system, voluntary
participation—without accepting the game, even though it might be getting very
frustrating, the spell could easily be broken. So, what does all this mean? How is this
educational? How does it promote learning?

Five Tricks was designed to open up the topic of intercultural communication, and
it is safe to say that it simulates many of its aspects very well. The game sparks
interest, most often through the curiosity of what is happening, or frustration, which
many players experience. But that is not enough for a real learning experience.
When the game is over, we let the curiosity and the frustration flow and ask the
players: "How do you feel now? What do you think happened?". We move on towards
extracting the wisdom: "What strategies did you choose? What did you think about the
others when you switched tables? How can you relate this to real-life situations?"

By sparking interest through a game, we can explore specific topics afterwards and
dig deeper. We can gather the wisdom from specific players’ experiences of moving
to different places (or even switching workplaces, for that matter), rules that were
new for them in real life, and perhaps move on towards an input about how culture
works; how norms, identities or values are constructed. This is when the learning is
truly happening and this is what GBL looks like.



1.3 Typology of Educational Games
As mentioned in Game On (2018), a manual on educational board games, there is no
formal satisfactory classification of games or educational games, or we have never
encountered one. With so many possible forms and combinations, it is incredibly
difficult to create a comprehensive, yet not overwhelming taxonomy of games. Thus,
we have divided games by looking at their most common type and technical
execution. We looked at which types of games are often transformed into
educational games and came up with the following matrix:
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Tabletop games: games usually played on a table or any other flat surface: board
games, card games, dice games.

Large-scale games: games normally played with a group of people, involves
physical movement, discovery, interaction with one another, possibly in various
spaces.

Video games: games played by electronically manipulating images produced by a
computer program on a display.

Conversation games: games that normally do not require movement and are
based on verbal interaction among players in one room.

Escape games: games involving a group of players cooperating in discovering
clues, solving puzzles and accomplishing tasks to progress and accomplish a
specific goal. 

Most common game execution:

However, it is not the only example of GBL: studying a language with Duolingo, a
heavily gamified tool for language learning, definitely comes under GBL. Using a
Kahoot quiz during a lesson to revise previously acquired knowledge can be
considered GBL. Playing This War of Mine, a video game in which players take care of
a group of civilians surviving in a war-torn city and then continue exploring topics
that might be associated with the game, is also GBL. We explore the many shapes
and forms GBL can take below.

If you would like
to facilitate the
game, check out
the following
instructional video

https://www.youtube.com/watch?v=b-Y5wiSzWIM
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Escape rooms: a room full of puzzles and a mission to complete.

Escape boxes: a closed box that progressively unfolds like a matryoshka, with a
specific mission to complete.

Envelope-based puzzle games: a story-driven game that unravels step-by-step 
 through a series of envelopes given by hand.

Puzzle hunts: a game outside or in various spaces that utilises different puzzle
stations or orienteering.

Virtual escape games: an escape game set in virtual reality by using a specific
app or social media platforms.

Simulation: games that normally simulate a real event or a realistic situation
where players act as themselves, interacting with other players, non-player
characters or the game world.

Roleplay: games that normally create a story where players are required to take
up a new identity and interact with each other or the game world.

Puzzle: games that normally challenge players to gain specific information, to
find out the right answer or a working strategy to a specific task.

Adventure: games that normally use the game world for exploration and
interaction. Such games often include missions, rewards and possible plot twists
with no direct win or lose situation.

Most common game types:

In escape games, we can also identify a few subcategories:

You can try an experimental online escape quest created by a group of young people
in the following link: et.shokkin.org/online-escape-quest-where-is-he

https://et.shokkin.org/online-escape-quest-where-is-he/
https://et.shokkin.org/online-escape-quest-where-is-he


While humankind seemed to enjoy puzzles, mazes and riddles for centuries, the
origin of escape games should be studied from the broader perspective of quests,
treasure hunts, adventure challenges or video games. Most sources claim escape
rooms as we know them can be traced to 2004, when Toshimitsu Takagi developed a
simple online point-and-click game named Crimson Room.

In Crimson Room you must navigate in room-like environments, zooming in and out
on different parts of the room and interacting with items and elements found. The
game is simple: you wake up in a crimson-coloured room, suffering from retrograde
amnesia. You don’t know where you are or how you got there. All you know is you
need to escape this mysterious red room by finding the key to the door. You can play
the game here: www.crazygames.com/game/crimson-room

According to multiple sources, the first modern escape-room event was created by
the publishing company SCRAP in Kyoto in July 2007. Takao Kato, the creator, aimed
at creating a fully immersive game in which players had to solve a series of puzzles
and riddles to escape from a locked room. The game was showcased and played in a
single room at first, but with time, SCRAP has become known for its real escape game
event hosting thousands of players in a shared space.

In 2011, the first escape room closest to modern ones opened in Budapest in
“Parapark”, created by Attila Gyurkovics. Ever since then, the trend of escape games
has exploded and many rooms and specialised companies have started popping up
all around the world. UK-based company Aim Escape claims there were over 50,000
escape rooms opened worldwide in November 2019.

With the COVID-19 pandemic, many escape room companies went back to the online
format, while many others are taking their games outdoors... Experiments with this
form of entertainment are far from being finished.

2.1 History of Escape Games

Escape
Games2
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Escape rooms can be characterised as a team activity in which a group of players is
locked in one or several rooms with and where they have to work together to find
clues, solve puzzles and, as a result, escape the room. The game usually lasts for 60
minutes and can be played by a group of two to six people. Most of the time there is
a game master who briefs the team and explains the rules and story, monitors the
game process, provides extra hints when requested, and stops the game when the
time runs out. 

All escape games have a theme reflected in the game story, a specific role players
play, the physical setting of the game, thematic puzzles and the ultimate mission
for players to fulfill. Common themes and missions are escaping a serial killer,
unravelling a murder, diffusing a bomb, preventing a global catastrophe, or running
away from a haunted hotel. There are also escape games set in the worlds of popular
films or television series, such as Game of Thrones, Harry Potter, Nightmare on Elm
Street, Mission Impossible and many others.

Most escape games are a type of entertainment provided by commercial escape
game companies. However, puzzle-based games are also being set up in libraries or
museums more often, attracting more attention and interest from the wider public,
and in this manual we would like to experiment with their educational potential in
the youth work and education-related fields.

2.2 What Are Escape Rooms?
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2.2.1 The Difference Between
Educational and Commercial Escape Rooms
There are many ways to distinguish an educational escape room from a commercial
one. A few key differences can be that every educational game is designed with
learning outcomes in mind from the very beginning of the process. The nature of the
story may not be to escape, but to understand and solve a problem, unravel a story,
or help a character. Puzzles and challenges can rely on prior knowledge in an
educational escape game. Educational games are made to be more flexible, creating
space for maneuvers when it comes to game duration or team size. You don’t
necessarily want the players to finish the game quickly, but instead to go
through the story thoroughly.

The game is over with a debriefing or a reflection process guided by an educator. An
educational escape game can have alternative endings based on the decisions made
by players. Lower budget, higher mobility and importance of the role of the story are
often the key characteristics of educational escape rooms. 



2.2.2 Example of an Educational Escape Room

An example of an educational escape room we would like to share with you is the
game Secrets & Lies of Class 8A, originally developed in 2018 by an international
group of youth workers and youth leaders at the training course Escape
Radicalization. The game was designed to address the topic of bullying in a classroom
of students aged 14+ and it has been modified several times to make it shorter and
enhance some content aspects. 

The premise of the game is that a teacher reaches out to the local student council for
help. The teacher suspects something is going on in the classroom but is unable to
unravel the whole situation and is concerned there is very little time left before
something serious happens. The teacher asks the youth council representatives to
study the situation, discover what is happening in the class and find an answer to
who is the one bullying others. The council has only 45 minutes, by that time the
class will be back from another meeting in the other wing of the school.

Players then proceed to work their way from the teacher’s desk through other areas
of the classroom, unravelling the story of relationships being built and destroyed in
this class.

Table 1. Differences between Escape Rooms and Edu-Escape Rooms. Retrieved from Grande-de-Prado, M.;
García-Martín, S.; Baelo, R.; Abella-García, V. "Edu-Escape Rooms" Encyclopedia 1, no. 1: 12-19.

Topic
Conventional
Escape Rooms

Educational
Escape Rooms

Audience

Number of users 

Success Rate

Puzzles

Puzzles Outcomes

Spaces

Time to set up
and clear away

Broad

Variable

No need to align
with the curriculum

Usually one or several
connected rooms 

Variable

Freer

Usually one team
(3-7, average)

Specific target group with
well-defined learning goals

High

Align with the curriculum

Numerical or alphabetical codes

Usually more limited
(classroom)

Limited (academic timetable)

A whole class or course
(groups of 20-100)
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