PART 3 Implementation

Now that we've gone over the basics of how to make an escape room and how you can use it, we need to discuss some ideas
for how you can implement it in your classroom or school.

Based on your context, how you choose to implement an escape room will look very different. Below are examples educators
who have prototyped escape rooms have shared with us.

Spaces
e Classroom
o Either use your whole room or just a corner
Advisory period
e  Gymnasium
Library
o  Libraries are great for larger escape rooms that
you want to keep up for longer

Purpose
. Use as a test or quiz
o Can be effective for both the design and the
experience as a participant
e  School Fundraiser
o  Great way to bring community members in
e  School competition
e  Team building

Roles for students e  Students design for teachers

e  Students as participants
e  Students as co-designers of escape rom
e  Students observe other students going through escape
room
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Your role: the Puzzle Master

Now you are ready to make your own escape room! There are several ways to go about it. You might consider designing it
for your students by yourself, or even having a colleague or two join in. You might even consider your students helping with
the design and build for other students.

Every escape room needs a puzzle master. The puzzle master helps maintain the flow of the experience. They keep time,
and provide clues when participants are stuck. Being a good puzzle master is about assessing what participants need in any
given moment, and providing clues that will help push their thinking without giving the answer. In most cases, you will be in
the room with your students. When you notice students are stuck, sometimes a clue as simple as asking “What do you think
those numbers on the wall mean?” will be sufficient to help put students on the right track.

You must also keep track of clues that were already used, and reset the puzzles (especially if you aren’t having multiple
students go through in quick succession).
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Debrief

The power of the escape room experience often lies in the debrief. Make
sure you set aside at least 10-15 minutes to allow students to talk about
the experience. You can use the collaboration training matrix to help guide
your conversation. We recommend having students explain each of the
puzzles, and after discussing what you observed. Detailing times when
you saw communication really fall apart, or when you thought students
were on the same page is a great way of having students understand
where their strengths and gaps lie.
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Measuring Deeper Learning

The Deeper Learning competencies are a set of important skills that include
mastery of academic content, critical thinking, collaboration, communication,
perseverance and learning-to-lean mindset. Building these skills will help
prepare students as lifelong learners beyond k12 education. Escape rooms

are great opportunities to both build, and test the deeper learning
competencies.
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Resources to measure Deeper Learning

We designed several tools to help you
measure student collaboration and
communication while they go through
the escape room. We co-designed
these tools with researchers, and
educators, and tested them on our
puzzle bus, and in the classroom.
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Observation Matrix
Collaboration Training Guide

This matrix is a tool that can help you
measure collaboration and communication as
your students go through the escape room
experience. This tool is intended to help
record how effectively your students work
together, and allows you to look at individual
skills and needs.

You can make observations for the entire
group, or split your class in two and half
observing and half running through the
escape room

Collaboration Training

KEY SKILLS OBSERVATIONS
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To establish what key
skills will be measured
on, you can the
collaboration exercise
with your students on
the following page

Collaboration Training

KEY SKILLS OBSERVATIONS
\

N
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Using it to observe

To use the matrix, print out multiple
copies or laminate one if possible that
way you can reuse it--this works with
any collaborative exercise, not just
escape rooms.

Simply mark the appropriate spaces
with a tally to indicate the behavior
was observed. You can also make
notes in the margins if something
interesting happened that fit outside
the expected behaviors.

Collaboration Training
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How were my veflections similav or diffevent than my coath’s observations?

What does this tell me about myself and how | collaborate?

What could | do diffevently 4o be a better ¢ollaborator?
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Items

Materials

Materials used for the Puzzle Bus include:

o 0O 0O O O O 0o o O o

Dictionary Lockbox - $9.57

Ultraviolet Marker - $3.24

Ultraviolet Light 5 pack (best deal) - $11.99
Plastic Vials with caps 12 pack - $5.99
Combination Letter Locks - $8.56 ea
Directional Lock - $7.98

World Map - $14.36

Color Yarn

Expo markers

Cardboard

The most expensive materials are typically
locks, and lock boxes. Other materials can be
substituted for low cost alternatives or even
made out of cardboard. Second-hand stores
like Goodwill and Savers are great places to
acquire interested objects that can be
manipulated to create puzzles. Old board
games and decks of cards are invaluable for
code puzzles. An old cookie jar might be a fun
prop to hide a clue in.
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http://www.amazon.com/Trademark-Home-Dictionary-Diversion-Metal/dp/B003TOBM1K/ref=sr_1_sc_1?ie=UTF8&qid=1459435333&sr=8-1-spell&keywords=dictionary+lockbox
http://www.amazon.com/Nissens-30200-Nissen-Ultraviolet-Marker/dp/B00BFENCCI/ref=sr_1_2?ie=UTF8&qid=1459435633&sr=8-2&keywords=ultraviolet+pen
http://www.amazon.com/Findway%C2%AE-Violet-Blacklight-Flashlight-Outdoors/dp/B00ATWGCT2/ref=pd_sim_328_1?ie=UTF8&dpID=511rewutpyL&dpSrc=sims&preST=_AC_UL160_SR160%2C160_&refRID=0SQ77799P9S50MGN0EHW
http://www.amazon.com/gp/product/B000KI8RFW/ref=s9_simh_gw_g194_i1_r?ie=UTF8&fpl=fresh&pf_rd_m=ATVPDKIKX0DER&pf_rd_s=desktop-6&pf_rd_r=1T7WZ5JZ5Z88PXKB7BPT&pf_rd_t=36701&pf_rd_p=2437869542&pf_rd_i=desktop
https://www.amazon.com/Wordlock-PL-004-BK-5-Dial-Combination-Padlock/dp/B000U5N2P0/ref=sr_1_10?ie=UTF8&qid=1533684275&sr=8-10&keywords=combination+letter+locks
https://www.amazon.com/Master-Lock-Combination-Assorted-1500iD/dp/B002TSN4SQ/ref=sr_1_3?s=hi&ie=UTF8&qid=1533684351&sr=1-3&keywords=directional+lock
https://www.amazon.com/RoomMates-World-Erase-Stick-Decals/dp/B00I8TCLI4/ref=sr_1_11?s=hi&ie=UTF8&qid=1533684479&sr=1-11&keywords=world+map

Keep on Puzzlin’

louie@dschool.stanford.edu
k12lab.org/puzzles
d. ©DCOE
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Institute of Design at Stanford Adapted from Stanford d.School by Stanford Center for Assessment, Learning, and Equity (SCALE).
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