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Introduction 

I. Description of Course  

Can You Escape?  
Do you love puzzles and adventure? Have you ever wanted to participate in or 
create an escape game? In this course you will get to do both! Work and strategize 
together to solve puzzles and decipher codes in order to “escape” before the other 
groups do. Then, work together to create your own escape game! Do you have what 
it takes to “break out”? Join us and find out! 

II. Rationale  
In this unit, students will be learning about what it takes to become an escape room 
designer, what it is like to participate in an escape room, and how to create an 
escape room. They will participate in many relevant, authentic learning experiences 
that will challenge them intellectually and academically but also socially and 
creatively.  
 
The overarching essential question that the students will be navigating throughout 
the unit is ​how does exploration lead to discovery​? This open-ended framework of 
having the unit built about a concept will push the students to think deeply, analyze, 
critically-think, collaborate, and make connections. Throughout the unit, the 
students will experience these concepts in a variety of ways to lead them to the 
eventual generalization and understanding that​ exploration leads to discovery​.  
 
Students will read and analyze complex texts including informational articles, 
images/art, and videos. These texts have sophisticated vocabulary as well as 
advanced concepts and are designed to challenge the gifted reader. Students’ 
connections to the text, each other, and the greater world will stem from these 
advanced texts.  
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In addition to continued literacy development, the students will be pushed to think 
reflectively and express their thoughts and ideas in writing. Students will also 
participate in collaborative discussions where they will need to justify and support 
their reasoning with evidence.  
 
 

III. Differentiation for Gifted Learners  
A. Dimensions of Differentiation  

1. Content - Students will read a variety of complex informational texts 
surrounding the field of game design and escape rooms throughout 
the unit. These readings are sophisticated and use advanced concepts 
and vocabulary. The students will also analyze and discuss images, 
artwork, and videos. Optical illusion artwork and cryptology used 
during the Visual Thinking Strategy lesson are unfamiliar to the 
students and may express/illustrate concepts that are not usually a 
part of the curriculum at this grade level. 

2. Process - Throughout the unit, students will participate in rigorous 
critical thinking as they analyze the concept of “exploration” through 
grouping and regrouping. Students will work collaboratively and must 
use higher-order thinking, critical thinking, and out of the box thinking 
skills. The Visual Thinking Strategy lesson used on day two of the unit 
is an open-ended thinking and inquiry strategy which allows students 
to share unique perspectives. It is also a student-led lesson which 
empowers and challenges the students giving them multiple avenues 
to show their knowledge whether through discussion, writing, 
artwork, and/or engineering. Lastly, students will work through a 
variety of activities from reading and writing to problem-solving and 
engineering.  

3. Product - For the students’ performance task assessment, they will be 
given a variety of materials to create their own escape games. Their 
end products will vary depending on what materials they choose to 
use, the flow of puzzles/riddles in their escape game, and the 
narrative that their escape game is built around. 

4. Learning Environment -  The students will work in flexible groups that 
change depending on the lesson/activity including whole-class 
learning, small group, larger group, paired, and independent learning. 
Lessons will also shift from teacher-led to student-led with authentic, 
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relevant student-driven learning being the predominant focus of the 
unit.   

B. Features of Differentiation  
1. Complexity - written and visual texts used in this unit are advanced 

and use sophisticated vocabulary 
2. Challenge - collaborative learning occurs throughout the unit; 

students will be challenged by peers and must work together to make 
decisions and create their escape game; students will be challenged to 
justify their reasoning with evidence 

3. Depth -  conceptual learning will encourage students to think critically, 
analyze, make connections, and  

4. Creativity - hands-on, student-driven activities in the unit are designed 
and engineered by students  

5. Acceleration - unit is intended for 8 hours of instruction; pacing of 
lessons must occur swiftly in order for unit to be completed during 
intended amount of time; appropriate time for reflection is embedded 
in the unit  

IV. Population of Gifted Children Unit is Intended For 
This unit is designed to reach gifted students from all ethnicities and socioeconomic 
backgrounds. Students who are already familiar with escape rooms/games and 
game design will be challenged to use their prior knowledge to enhance their 
learning. Students who are not already familiar with escape rooms/games and game 
design will receive the prerequisite information and will be supported in their 
discovery of new information. Hands-on and collaborative learning will push all 
students to use their unique talents to analyze, design, and create.  
 
Other opportunities for students to access their prior knowledge and experiences 
are embedded throughout the unit. For example, during the Visual Thinking 
Strategy lesson, students will be analyzing an image of a hidden room at the 
Biltmore Estate in the mountains of North Carolina. Students who are familiar with 
this estate will be able to use and share their knowledge and experiences to 
enhance their analysis of the image.  
 
Music and videos are also incorporated into this unit so that students who are visual 
and auditory learners will also engage with the material. Collaborative learning 
occurs throughout all components of the unit which will provide opportunities for 
students who are less confident to be supported as well as opportunities for leaders 
to step up.  
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Goals and Outcomes 
1. Content Goals and Outcomes 

a. Goal One: To develop an understanding of what escape rooms/games are, 
what game design is, and how an escape room/game is created. 

b. Students will be able to 

i. an escape room/game is a mental and physical adventure based 
game in which players solve a series of puzzles and riddles using 
clues, hints, and strategy to complete the objectives at hand 

ii. escape room designers must create a specific sequencing of puzzles 
in order for the escape room to flow properly and work effectively  

iii. escape room designers utilize a variety of skills and tools when 
creating an escape room  

iv. collaboration and teamwork are vital to successfully complete an 
escape room challenge 

c. Common Core Standard Alignment 

i. CCR Anchor Standard RL.1 – Read closely to determine what the text 
says explicitly and to make logical inferences from it; cite specific 
textual evidence when writing or speaking to support conclusions 
drawn from the text. 

1. RL.7.1 Cite several pieces of textual evidence to support 
analysis of what the text says explicitly as well as inferences 
drawn from the text. 

2. RI.7.3 Analyze the interactions between individuals, events, and 
ideas in a text. 

2. Process Goals and Outcomes 

a. Goal Two: To develop collaborative problem-solving skills with applications to 
escape room/game design. 
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b. Students will be able to 

i. think critically, imagine, and problem solve 

ii. justify and support reasoning with evidence 

iii. think critically and evaluate 

iv. design, sequence, and construct 

v. prepare for and participate effectively in a collaborative discussion 
with diverse partners 

c. Common Core Standard Alignment 

i. CCR Anchor Standard RI.1 – Read closely to determine what the text 
says explicitly and to make logical inferences from it; cite specific 
textual evidence when writing or speaking to support conclusions 
drawn from the text. 

1. RI.7.1 Cite several pieces of textual evidence to support 
analysis of what the text says explicitly as well as inferences 
drawn from the text. 

2. 7 C.1 Use creative strategies to make decisions and solve 
problems.  

3. 7 C.2 Use analytical strategies to understand situations and 
make appropriate decisions. 

4. R.W.7.5 Conduct short research projects to answer a question, 
drawing on several sources and generating additional related, 
focused questions for further research and investigation. 

3. Concept Goals and Outcomes 

a. Goal Three: To understand that exploration leads to discovery 

b. Students will be able to 

i. make sense of the world it is necessary to organize incoming 
sensations into information which is meaningful 

ii. understand that exploration is a thorough analysis of a subject or 
theme 

iii. understand that exploration leads to new information being 
discovered 

iv. transfer their knowledge about the concepts of exploration and 
discovery to topics other than escape rooms/games 



  7 
 

c. Common Core Standard Alignment 

i. SL.7.1 Engage effectively in a range of collaborative discussions (one 
on one, in groups, and teacher-led) with diverse partners on grade 7 
topics, texts, and issues, building on others’ ideas and expressing their 
own clearly.  

1. Follow rules for collegial discussions, track progress toward 
specific goals and deadlines, and define individual roles as 
needed.  

2. Pose questions that elicit elaboration and respond to others’ 
questions and comments with relevant observations and ideas 
that bring the discussion back on topic as needed.\ 

3. Acknowledge new information expressed by others and, when 
warranted, modify their own views. 

Assessment Plan  
Students will be formatively assessed throughout the unit informally through observations 
and discussion notes and formally through the use of exit tickets, graphic organizers, and 
reflective check-ins. The students will be assessed summatively through the use of an 
authentic, standards-based performance task.  

Formative Assessments  
A variety of approaches will be used to formatively assess the students throughout the 
unit.  

1. Informal 
a. Participation in class discussions  
b. Observations about ability to navigate collaborative conversations and 

product development  
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2. Formal 
a. Graphic organizers 
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b. Student Creative Problem Solving packet 
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c. reflective questioning 
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Summative Assessment 
Performance Task - You are a game designer who is part of a team of game designers who 
are trying to enter the competitive world of escape games. UnBULLievable Escape Rooms is 
a premier escape room company in Durham that wants to add a new escape game to their 
collection and are looking for innovative ideas from game designers. UnBULLievable 
Escape Rooms is accepting proposals for the new escape game addition to the company. 
Proposals must include a description of the narrative that the escape game will be built 
around, a material list, and a map/flow chart that shows the sequencing of how the 
puzzles/riddles will unfold in the escape game in order for the customers to 
escape/breakout. The game designer teams with the top proposals will go through to the 
next round and will submit a model of their escape game. The UnBULLievable Escape 
Rooms Board of Directors will decide on the top proposals that will make it to the finalist 
round and then will chose the winning model. The winning team’s escape game will be built 
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as the newest attraction at UnBULLievable Escape Rooms for the 2020 year and will receive 
$10,000. 
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Lesson Plans 

I. Taba 
 

TEACHER NAME Lesson # 

Madison Ambrose 1 

MODEL CONTENT AREA GRADE LEVEL 

Taba ELA 7​th​ and 8​th​ Grade 

CONCEPTUAL LENS LESSON TOPIC 

Exploration Escape Rooms 

LEARNING OBJECTIVES ​(from State/Local Curriculum) 

CCR Anchor Standard RL.1 – Read closely to determine what the text says explicitly and to make 
logical inferences from it; cite specific textual evidence when writing or speaking to support conclusions 
drawn from the text. 

● RL.7.1 Cite several pieces of textual evidence to support analysis of what the text says explicitly as well 
as inferences drawn from the text. 

CCR Anchor Standard RI.1 – Read closely to determine what the text says explicitly and to make logical 
inferences from it; cite specific textual evidence when writing or speaking to support conclusions drawn 
from the text. 

● RI.7.1 Cite several pieces of textual evidence to support analysis of what the text says explicitly as well 
as inferences drawn from the text. 

THE ESSENTIAL UNDERSTANDING 

(What is the overarching idea students will understand as 
a result of this lesson?  

THE ESSENTIAL QUESTION 

(What question will be asked to lead students to 
“uncover” the Essential Understanding) 

Exploration leads to discovery. How does exploration lead to discovery? 
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CONTENT KNOWLEDGE 

(What factual information will students learn in this 
lesson?) 

PROCESS SKILLS 

(What will students be able to do as a result of this 
lesson?) 

● Students will know that exploration leads to 
discovery 

● Students will know that an escape room, also 
known as an "escape game", is a mental and 
physical adventure based game in which 
players solve a series of puzzles and riddles 
using clues, hints, and strategy to complete the 
objectives at hand 

● Red Bull, the energy drink company, stages the 
Escape Room world championships each year 

● Escape rooms include “exploring a strange 
world made real then the satisfaction of 
discovery as patterns suggest themselves” 

● Completing an escape game requires active 
participation where players will move and 
collaborate with each other as they explore the 
room discovering new codes and riddles. 

·​       ​inference 

·​       ​analyze 

·​       ​organize by attribute and/or property 

·​       ​synthesize information 

·​       ​compare/contrast attributes 

·​       ​provide and justify evidence 

·​       ​work collaboratively 

·​       ​create generalizations 

GUIDING QUESTIONS 

What questions will be asked to support instruction? 

Include both  “lesson plan level” questions as well as questions designed to guide students to the essential understanding 

Pre-Lesson Questions: During Lesson Questions: Post Lesson Questions: 
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● What did you see in the 
videos? 

● What did you know 
about escape rooms? 

● What did you see that 
relates to the concept of 
exploration? 

● What did you see that 
relates to the concept of 
discovery? 

● What does “exploration” 
mean to you? 

● What do you know 
about escape rooms? 

● How is the act of 
exploration related to 
escape rooms and escape 
games? 

● What does “discovery” 
mean to you? 

● How is discovery related 
to escape rooms/games? 

● What aspects of 
“exploration” are written 
about in the article? 

○ Why do you say 
that? 

● What did you read about in 
the article that relates to 
exploration? 

○ Why do you say 
that? 

● Which of the 
words/phrases go together 
as they relate to some 
aspect of the concept 
“exploration?” 

● Who explores? 
● Where do they explore? 
● What do they explore? 
● How do they explore? 
● What does their exploration 

lead to? 
● What discoveries does their 

exploration reveal? 
● How is the concept of 

exploration related to 
escape rooms and games? 

● What are similarities and 
differences among groups? 

○ Why do you say 
that? 

● Which groups could you 
subsume under another 
group? 

○ Why do you say 
that? 

● What is discovered in this 
article? 

○ Why do you say 
that? 

● In the article, how are 
discoveries revealed 
through exploration of the 
escape rooms/games? 

● What do you know about 
the concept of 
“exploration?” 

● What do you know about 
the concept of “discovery?” 

● How are the concepts of 
“exploration” and 
“discovery” related to 
escape rooms and escape 
games? 

● What is the relationship 
between “exploration” and 
“discovery?” 

● What is a generalization you 
might make after reading 
this article that articulates 
the relationship between 
exploration and discovery? 

● What is something that 
could be true about 
exploration? 

● What is something that 
could be true about 
discovery? 

● How does exploration lead 
to discovery? 
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○ What makes you 
say that? 

DIFFERENTIATION 

(Describe how the planned learning experience has been modified to meet the needs of gifted learners. Note: Modifications may 
be in one or more of the areas below. Only provide details for the area(s) that have been differentiated for this lesson. 

Content Process Product Learning 
Environment 

The reading used 
in this lesson is 
sophisticated and 
uses advanced 
concepts and 
vocabulary. 

Students will participate 
in rigorous critical 
thinking as they analyze 
the concept of 
“exploration” through 
grouping and regrouping. 

  

Students will work 
collaboratively and must 
use higher-order thinking, 
critical thinking, and out 
of the box thinking skills. 

  

  

  

  

  

  

  

  

               

  

PLANNED LEARNING EXPERIENCES  

(What will the teacher input? What will the students be asked to do? For clarity, please provide detailed instructions) 
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Engage and Connect​  - ​This phase focuses on piquing students’ interest and helping them access prior knowledge. This is the 
introduction to the lesson that motivates or hooks the students. 

  

To engage the students, the teacher will have the following slide show playing on loop on the board as 
the students enter the classroom and find their seats: 

https://docs.google.com/presentation/d/1y6qZJKKm18BIVSL5MbCRXmvMiCvEi72NRP5GNzr3uk8/e
dit?usp=sharing 

 

Begin class by playing the following videos on escape rooms for the students: 
● Crash Course:​ ​https://www.youtube.com/watch?v=SKvgI-A3qQ8 
● 10 Best Tips and Tricks for Escape Rooms​ ​https://www.youtube.com/watch?v=zwgaTYOx0RI 
● The teacher will ask the students to discuss using the following pre-lesson questions: 

○ What did you see in the videos? 
○ What did you know about escape rooms? 
○ What did you see that relates to the concept of exploration? 
○ What did you see that relates to the concept of discovery? 
○ What does “exploration” mean to you? 
○ What do you know about “exploration?” 
○ What do you know about escape rooms? 
○ How is the act of exploration related to escape rooms and escape games? 
○ What do you know about discovery? 
○ How is discovery related to escape rooms/games? 

  

  

Explore ​- In this phase, the students have experiences with the concepts and ideas of the lesson. Students are encouraged to work 
together without direct instruction from the teacher. The teacher acts as a facilitator. Students observe, question, and investigate 
the concepts to develop fundamental awareness of the nature of the materials and ideas. 

  
● Listing 
● Students will read​ ​“Get me out of here! Why escape rooms have become a global craze”​ by Simon 

Osborne. The article explains what escape rooms re and how they work as well as why they are so 
popular globally. 

● While students read, they should make a list of words and/or phrase which relate to some aspect of the 
concept of “exploration.”​ ​After the students have finished reading the article and making their lists, 
students will share out their lists and the teacher will create a comprehensive list on the board. 

  

Explain - ​Students communicate what they have learned so far and figure out what it means. This phase also provides an 
opportunity for teachers to directly introduce a concept, process, or skill to guide students toward a deeper understanding. 

  

● Grouping and Labeling 

https://docs.google.com/presentation/d/1y6qZJKKm18BIVSL5MbCRXmvMiCvEi72NRP5GNzr3uk8/edit?usp=sharing
https://docs.google.com/presentation/d/1y6qZJKKm18BIVSL5MbCRXmvMiCvEi72NRP5GNzr3uk8/edit?usp=sharing
https://www.youtube.com/watch?v=SKvgI-A3qQ8
https://www.youtube.com/watch?v=SKvgI-A3qQ8
https://www.youtube.com/watch?v=zwgaTYOx0RI
https://www.youtube.com/watch?v=zwgaTYOx0RI
https://www.theguardian.com/games/2019/apr/01/get-out-how-escape-rooms-became-a-global-craze
https://www.theguardian.com/games/2019/apr/01/get-out-how-escape-rooms-became-a-global-craze
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● Students will be put into groups of 4-5 students each. 
● In their groups, students will select 20 words from the comprehensive list on the board. In their student 

groups they will create smaller word groups based on similarities. 
● Teacher will ask: ​Which of the words/phrases go together as they relate to some aspect of the concept 

“exploration?” 
● Expectations 

○ There must be at least four different groups 
○ Each group must have at least 3 words/phrases 
○ No word can be used more than once; member of only one group 

● The teacher will move around checking in on student groups; teacher will guide students with necessary 
questions but will allow student groups to come up with their own conclusions 

● As students finish, the teacher will instruct student groups to come up with labels for the word groups to 
indicate how the words in the group are related to the concept “exploration” 

● Students will explain their reasons to the teacher and class. The teacher will ask: 
○ What are similarities and differences among groups? 

● Teacher will ask students to defend their choice of label and the reasons for the words being grouped as 
they are. 

○ Why do you say that? 
● Students will share their labels and reasons for groupings with the whole class. 

○ What makes you say that? 
● Teacher will ask the following during-lesson questions: 

○ What aspects of “exploration” are written about in the article? 
■ Why do you say that? 

○ What did you read about in the article that relates to exploration? 

§​   ​Why do you say that? 

 

Elaborate​ ​—Allow students to use their new knowledge and continue to explore its implications. At this stage students expand on 
the concepts they have learned, make connections to other related concepts, and apply their understandings to the world around 
them in new ways 

  

● Subsuming, Regrouping, Renaming 
● Students are challenged to regroup items. The new groups must be categories with new labels. 
● Expectations 

○ Items can be used in more than one category (group) 
○ New labels must be assigned for the categories (groups) 
○ Groups must have at least three words per group since words can be used in multiple groups 
○ Categories must be based on some aspect of the concept “exploration” 

● Student groups will share their categories (labels with some examples of words) 
● Teacher will ask: 

○ Which groups could you subsume under another group? 
○ What is discovered in this article? 

■ Who explores? 
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■ Where do they explore? 
■ What do they explore? 
■ How do they explore? 
■ What does their exploration lead to? 
■ What discoveries does their exploration reveal? 
■ How is the concept of exploration related to escape rooms and games? 

  

Evaluate: ​ This phase assesses both learning and teaching and can use a wide variety of informal and formal assessment 
strategies. 

  

4) Generalizing 
● Students will be asked to create a statement (generalization) which represents the relationship between 

the concept “exploration” and the concept “discovery” 
● Teacher will ask: 

○ What is the relationship between “exploration” and “discovery?” 
○ How are “exploration” and “discovery” related to escape rooms and escape games? 
○ What is a generalization you might make after reading this article that articulates the 

relationship between exploration and discovery? 
○ What is something that could be true about exploration? 
○ What is something that could be true about discovery? 
○ How does exploration lead to discovery? 

● Students will then be introduced to the performance task for the Spark Camp: 
○ You are a game designer who is part of team of game designers who are trying to enter the 

competitive world of escape games. UnBULLievable Escape Rooms is a premier escape room 
company in Durham that wants to add a new escape game to their collection and are looking for 
innovative ideas from game designers. UnBULLievable Escape Rooms is accepting proposals 
for the new escape game addition to the company. Proposals must include a description of the 
narrative that the escape game will be built around, a material list, and a map/flow chart that 
shows the sequencing of how the puzzles/riddles will unfold in the escape game in order for the 
customers to escape/breakout. The game designer teams with the top proposals will go through 
to the next round and will submit a model of their escape game. The UnBULLievable Escape 
Rooms Board of Directors will decide on the top proposals that will make it to the finalist round 
and then will chose the winning model. The winning team’s escape game will be built as the 
newest attraction at UnBULLievable Escape Rooms for the 2020 year and will receive $10,000. 

● The students will work in their performance task groups to complete step one- “mess finding” of the CPS 
lesson plan. 
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II. Visual Thinking Strategy 
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TEACHER NAME Lesson 
# 

  

Madison Ambrose 2   

MODEL CONTENT AREA GRADE LEVEL   

Visual Thinking 
Strategy 

ELA 7   

CONCEPTUAL LENS LESSON TOPIC   

Exploration Escape Room   

LEARNING OBJECTIVES ​(from State/Local Curriculum)   

SL.7.1 Engage effectively in a range of collaborative discussions (one on one, in groups, and teacher-led) 
with diverse partners on grade 7 topics, texts, and issues, building on others’ ideas and expressing their 
own clearly. 

a.​               ​Follow rules for collegial discussions, track progress toward specific goals and deadlines, and 
define individual roles as needed. 

b.​               ​Pose questions that elicit elaboration and respond to others’ questions and comments with 
relevant observations and ideas that bring the discussion back on topic as needed.  Acknowledge new 
information expressed by others and, when warranted, modify their own views. 

  

THE ESSENTIAL UNDERSTANDING 

(What is the overarching idea students will understand as a result 
of this lesson?  

THE ESSENTIAL QUESTION 

(What question will be asked to lead students to “uncover” the 
Essential Understanding) 

  

Exploration leads to discovery. How does exploration lead to discovery?   

CONTENT KNOWLEDGE 

(What factual information will students learn in this lesson?) 

PROCESS SKILLS 

(What will students be able to do as a result of this lesson?) 

  



  30 
 

Students will know: 
● that to make sense of the world it is 

necessary to organize incoming sensations 
into information which is meaningful 

● a cryptogram is a text written in code 
● Morse code, pigpen cipher, and snotes are 

ways to create hidden messages 
● A cryptogram can be used to create a clue 

for an escape room – words can be directions 
or used in alpha locks; numbers can be used 
in numeric locks 

● exploration is a thorough analysis of a 
subject or theme 

● exploration leads to new information being 
discovered 

Students will be able to: 

· Analyze 

· Decipher 

· Inference 

· Evaluate 

· Draw conclusions 

· Work collaboratively 

· Prepare for and participate effectively in a 
collaborative discussion with diverse partners 

· Think critically, imagine, and problem 
solve 

·​        ​Justify and support reasoning with evidence 

  

GUIDING QUESTIONS 

What questions will be asked to support instruction? 

Include both  “lesson plan level” questions as well as questions designed to guide students to the essential understanding 

  

Pre-Lesson Questions: During Lesson Questions: Post Lesson Questions:   
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· What is an optical 
illusion? 

· How do you solve or 
discover the meaning in an 
optical illusion? 

· How can someone 
explore an optical illusion? 

· Why do people 
enjoy exploring and solving 
optical illusions? 

· How can an optical 
illusion be used as a 
clue/puzzle in an escape 
room? 

· What did you see in 
the video? 

· How did the OK Go 
band and production crew 
create the optical illusions in 
the video? 

· How is the OK Go 
video set up similar to an 
escape room? 

· What did you see in 
the video this time that you 
missed during the first 
viewing? 

· What are new ideas 
for how the OK Go band and 
production crew may have 
created the optical illusions in 
this music video? 

· How did your 
further exploration of the 
video lead to your discovery 
of new information? 

· How else is the 
video similar to an escape 
room? 

· How did the behind 
the scenes video confirm your 
ideas of how the optical 

· What do you see in the image? 

· What do you see that makes you say that? 

· What else do you see? 

· How does this image connect to our topic of 
escape rooms? 

The first three questions are asked for several rounds 
until students have become repetitive. Allow for a 
FULL discussion before moving to the next 
questions. 

· What is going on in the image? 

· Who agrees with that observation or has a 
different idea? 

· Why do you think that? 

· How could this be used in an escape room? 

· Where is the setting of this image? 

· Who agrees with that observation or has a 
different idea? 

· Why do you think that? 

· How did your exploration of the image lead 
to your discovery of new images/meanings? 

·​        ​Who agrees with that observation or has a 
different idea? 

· What is hidden in this image? 

·​        ​Who agrees with that observation or has a 
different idea? 

·​        ​Why do you think that? 

· How could this be used in an escape room? 

  

· What do you see in 
the image? 

·​       ​What do you see that 
makes you say that? 

·​       ​What else do you see? 

· Who agrees with 
that observation or has a 
different idea? 

· Why do you think 
that? 

·​       ​Why is this puzzle/code 
effective? 

·​       ​How is the puzzle/code 
created? 

·​       ​How could this 
puzzle/code be used in an 
escape room? 

·​       ​Why do you think that? 

· How did your 
exploration of the image lead 
to your discovery of new 
images/meanings? 

· What challenges did 
you face as you explored each 
puzzle/code? 

· What challenges 
might you encounter when 
incorporating these into your 
escape room design? 

· How did your 
understanding of the images 
change the more you explored 
them? 

· What did you learn 
about exploration as you 
completed the speed rounds 
with the cryptogram images? 

· How could these 
cryptograms be used in an 
escape room? 
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illusions in the video were 
made? 

· What new 
information about the video 
did you discover in the behind 
the scenes video? 

· What all do you 
think goes into creating full 
scale optical illusions like the 
ones in the music video? 

· How can you use 
what you have learned about 
the creation of the setting for 
this video in the creation of 
your escape rooms? 

· What is a 
cryptogram? 

· Why do people use 
coded text? 

· How does 
exploration​ lead to 
discovery​? 

DIFFERENTIATION 

(Describe how the planned learning experience has been modified to meet the needs of gifted learners. Note: Modifications may be in 
one or more of the areas below. Only provide details for the area(s) that have been differentiated for this lesson. 

  

Content Process Product Learning 
Environment 

  

The optical 
illusion 
artwork used 
in this lesson 
is unfamiliar 
to the students 
and may 
express/illustr
ate concepts 
that are not 
usually a part 
of the 
curriculum at 
this grade 
level. 

VTS is an open-ended thinking and inquiry 
strategy which allows students to share unique 
perspectives. 

  

  

  

  

  

  

  

This is a student 
led lesson. 

  

PLANNED LEARNING EXPERIENCES  

(What will the teacher input? What will the students be asked to do? For clarity, please provide detailed instructions) 
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Engage and Connect​ - ​This phase focuses on piquing students’ interest and helping them access prior knowledge. This is the introduction to 
the lesson that 

motivates or hooks the students. 

  

As the students enter the room, the music video​ ​“The Writing’s On the Wall” by OK Go​ will be muted and queued up on the 
white board. 

Begin by having a whole class discussion using the pre-lesson questions. 

1.​      ​What is an optical illusion? 

2.​      ​How do you solve or discover the meaning in an optical illusion? 

3.​      ​How can someone explore an optical illusion? 

4.​      ​Why do people enjoy exploring and solving optical illusions? 

5.​      ​How can an optical illusion be used as a clue/puzzle in an escape room? 

6.​      ​How would you use exploration and discovery when working with an optical illusion? 

7.​      ​What makes using exploration and discovery enjoyable when working with an optical illusion?  

  

Play the OK Go video without sound that has been queued up on the white board.  After the video has played, have the 
students discuss. 

1.​      ​What did you see in the video? 

2.​      ​How did the OK Go band and production crew create the optical illusions in the video? 

3.​      ​What do you think they discovered as they created this the optical illusions in the video? 

4.​      ​What do you think they explored as they create the video? 

5.​      ​How is the OK Go video set up similar to an escape room? 

  

After the students have had time to discuss, play the video one more time and allow them to watch and explore for new optical 
illusions that they 

may have missed during the first viewing. 

1.​      ​What did you see in the video this time that you missed during the first viewing? 

2.​      ​What are new ideas for how the OK Go band and production crew may have created the optical illusions in this music 
video? 

3.​      ​How did your further exploration of the video lead to your discovery of new information? 

4.​      ​How else is the video similar to an escape room? 

  

After the students have had time to discuss, play the​ ​behind the scenes video for “The Writing’s on the Wall” by OK Go 
without sound. After the 

video has played, have the students discuss. 

1.​      ​How did the behind the scenes video confirm your ideas of how the optical illusions in the video were made? 

https://www.youtube.com/watch?time_continue=3&v=m86ae_e_ptU
https://www.youtube.com/watch?time_continue=3&v=m86ae_e_ptU
https://www.youtube.com/watch?time_continue=234&v=U3RSoSnStNw
https://www.youtube.com/watch?time_continue=234&v=U3RSoSnStNw
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2.​      ​What did you discover about the optical illusions  as you explored them in the video? 

3.​      ​What new information about the video did you discover in the behind the scenes video? 

4.​      ​What all do you think goes into creating full scale optical illusions like the ones in the music video? 

5.​      ​How is exploration and discovery used when crating full scale optical illusions like the ones in the music video? 

6.​      ​How can you use what you have learned about the creation of the setting for this video in the creation of your escape 
rooms? 

  

Explore ​- In this phase, the students have experiences with the concepts and ideas of the lesson. Students are encouraged to work together 
without direct instruction 

 from the teacher. The teacher acts as a facilitator. Students observe, question, and investigate the concepts to develop fundamental awareness 
of the nature of the 

materials and ideas. 

 

  

Project the Biltmore Estate billiard room image on the board. 

Instruct the students to look at the image for 2 minutes in silence. After 2 minutes of focused observation, ask students: 

1.​      ​What do you see in this image? 

2.​      ​What do you see that makes you say that? 

(The first two questions are asked of individual students for multiple rounds. Allow each student who volunteers to answer 
both questions. 

Paraphrase the students’ responses as needed. Point to the space or object in the picture to which the student is referring as 
needed. Give no opinion 

or judgement about what the student says until you reach the next set of questions below.) 

  

After several rounds when the discussion wanes, ask the next question 

1.​      ​What else do you see? 

2.​      ​This is followed with: What do you see that makes you say that? 

3.​      ​How does this image connect to our topic of escape rooms? 

  

Now that several rounds of the foundational observation questions have occurred, this may be followed with questions such 
as: 

1.​      ​What is going on in the image? 

2.​      ​Who agrees with that observation or has a different idea? 

3.​      ​Why do you think that? 

4.​      ​How could this be used in an escape room? 

5.​      ​Where is the setting of this image? 
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6.​      ​Who agrees with that observation or has a different idea? 

7.​      ​Why do you think that? 

  

Explain - ​Students communicate what they have learned so far and figure out what it means. This phase also provides an opportunity for 
teachers to directly introduce 

a concept, process, or skill to guide students toward a deeper understanding. 

  

After the students have responded to the prompting question, the teacher refers to the Biltmore room image and asks the 
following questions: 

1.​      ​How did your exploration of the image lead to your discovery of new images/meanings? 

2.​      ​What is hidden in this image? 

3. Who agrees with that observation or has a different idea? 

4. Why do you think that? 

5. How could this be used in an escape room? 

6. Where might you place clues for escaping from this room? 

7. How might you use exploration to help you make the determination about where to place clues in an escape room?  

8. What might those clues look like?  

9. What can you use for clues?  

Students are divided into small groups for the next learning experience. 

  

Elaborate​ ​—Allow students to use their new knowledge and continue to explore its implications. At this stage, students expand on the 
concepts they have learned, 

make connections to other related concepts, and apply their understandings to the world around them in new ways 

  

In their small groups, students will rotate through cryptogram speed rounds. The students will rotate and discuss in their small 
groups and each 

individual student will be responsible for filling out their own​ ​cryptogram analysis organizer​. There will be five stations, each 
with a different 

image for the student to analyze. The students will be given 3 minutes at each station to explore and discuss the image with 
their small group. 

  

The optical illusion art speed round stations will be made up of the following images displayed on tablets or touch screen 
Chromebook with the 

capacity to fold down into a tablet. The images will not have their title revealed to the students and will instead be labeled with 
numbers 1-5 for 

reference. 

 

https://drive.google.com/file/d/1Lc-VSNLPas-54kXqzOwXwJqlr4XdCMKD/view?usp=sharing
https://drive.google.com/file/d/1Lc-VSNLPas-54kXqzOwXwJqlr4XdCMKD/view?usp=sharing
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1. Pigpen Cipher 

 

 

2. Morse Code 
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3. Snote 
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4. Secret Message 
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5. How Many Animals? 

https://www.dailymail.co.uk/femail/article-3837928/How-animals-Tricky-wildlife-brainteaser-featuring-16-beasts-leaves-Internet-baffled.html
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At each station, students will analyze the image. Students will be able turn the tablet so that the image is upside down or to the 
side and will be 

able to zoom in on parts of the image using the pinch and zoom feature on the tablet. VTS strategies will be used by each 
small group. Each student 

will fill out their​ ​cryptogram analysis organizer​. 

 

Questions: 

1. What do you see? 

2. What do you see that makes you say that? 

3. What else do you see? 

4. How could this be used in an escape room? 

  

After several rounds of foundational questions, the teacher asks small groups to include the following: 

· Who agrees with that observation or has a different idea? 

· Why do you think that? 

·​       ​Why is this puzzle/code effective? 

·​       ​How is the puzzle/code created? 

·​       ​How could this puzzle/code be used in an escape room? 

·​       ​Why do you think that? 

https://drive.google.com/file/d/1Lc-VSNLPas-54kXqzOwXwJqlr4XdCMKD/view?usp=sharing
https://drive.google.com/file/d/1Lc-VSNLPas-54kXqzOwXwJqlr4XdCMKD/view?usp=sharing
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Each group, based on their discussion answers the following question: 

1. How did your exploration of the image lead to your discovery of new images/meanings? 

  

Evaluate: ​ This phase assesses both learning and teaching and can use a wide variety of informal and formal assessment strategies. 

  

After the students have completed the speed round rotations of the cryptogram images, the groups will come back together to 
have a class discussion. Begin with the following questions: 

1.​      ​How did your exploration of the image lead to your discovery of new images/meanings? 

2.​      ​What challenges did you face as you explored each puzzle/code? 

3.​      ​What challenges might you encounter when incorporating these into your escape room design? 

4.​      ​How did your understanding of the images change the more you explored them? 

5.​      ​What did you learn about exploration as you completed the speed rounds with the cryptogram images? 

 

Go through each image with the class. Ask student volunteers to share by answering the following questions about each 
image. Students may use 

their​ ​analysis organizers​ to aid in their discussion. What did your group see initially when you saw this image? 

1.​      ​How did your understanding of the images change the more you explored them? 

2.​      ​What did you learn about exploration as you completed the speed rounds with the cryptogram images? 

3.​      ​How could these cryptograms be used in an escape room? 

 

Reveal the answer of each of the cryptograms to the students. Have a student walk the group through how to use the key to 
decipher the code. 

1.​      ​Pigpen Cipher 

Answer: Exploration leads to discovery. 

2.​      ​Morse Code 

Answer: Not everything is as it seems. 

3.​      ​Snote 

Key: Escape rooms are fun! 

4.​      ​Secret Message 

Key: Think outside of the box. 

5.​      ​How many animals? Answer 16 

https://drive.google.com/file/d/11AfmmlWdngAkvUKF-FQYnT1CJa0q-JkZ/view?usp=sharing
https://drive.google.com/file/d/11AfmmlWdngAkvUKF-FQYnT1CJa0q-JkZ/view?usp=sharing
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Final Assessment: 

Based on the images we have seen today and the discussion you have had about the images, how would you respond to the 
following question: 

1.​      ​How does exploration lead to discovery? 
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  45 
 



  46 
 



  47 
 



  48 
 



  49 
 



  50 
 



  51 
 

 

 



  52 
 

 

III. Bruner 
 

TEACHER NAME Lesson # 

Madison Ambrose 3 

MODEL CONTENT AREA GRADE LEVEL 

Bruner ELA 7th and 8​th​ Grade 

CONCEPTUAL LENS LESSON TOPIC 

Exploration Escape Room Designer 

LEARNING OBJECTIVES ​(from State/Local Curriculum) 
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RI.7.3 Analyze the interactions between individuals, events, and ideas in a text. 

SL.7.1 Engage effectively in a range of collaborative discussions (one on one, in groups, and teacher-led) with 
diverse partners on grade 7 topics, texts, and issues, building on others’ ideas and expressing their own 
clearly. 

a.​               ​Follow rules for collegial discussions, track progress toward specific goals and deadlines, and define 
individual roles as needed. 

b.​               ​Pose questions that elicit elaboration and respond to others’ questions and comments with relevant 
observations and ideas that bring the discussion back on topic as needed. 

c.​                    ​Acknowledge new information expressed by others and, when warranted, modify their own views. 

THE ESSENTIAL UNDERSTANDING 

(What is the overarching idea students will understand as a 
result of this lesson?  

THE ESSENTIAL QUESTION 

(What question will be asked to lead students to “uncover” the Essential 
Understanding) 

Exploration leads to discovery How does exploration lead to discovery? 

CONTENT KNOWLEDGE 

(What factual information will students learn in this 
lesson?) 

PROCESS SKILLS 

(What will students be able to do as a result of this lesson?) 
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Students will know that 
● exploration leads to discovery 
● an escape room, also known as an 

"escape game", is a mental and physical 
adventure based game in which players 
solve a series of puzzles and riddles using 
clues, hints, and strategy to complete the 
objectives at hand 

● escape rooms must be built around a 
narrative 

● escape room designers must work within 
a budget 

● escape room designers must create a 
specific sequencing of puzzles in order 
for the escape room to flow properly and 
work effectively 

● escape room designers utilize a variety of 
skills and tools when creating an escape 
room 

● collaboration and teamwork are vital to 
successfully complete an escape room 
challenge 

● a cryptologist is a person who studies the 
writing and solving of codes 

● an escape room writer is a person who 
crafts the narrative that the escape 
room/game is built around 

● an escape game designer is a person who 
creates mini games that include codes, 
riddles, and puzzles for the escape room 
who also works with the engineer to 
sequence the flow of the escape room 

● a gaming engineer is a person who works 
on the construction of the escape 
room/game in coordination with the game 
designer 

Students will be able to 

·​       ​analyze need 

·​       ​create 

·​       ​access, organize, and synthesize information 

·​       ​utilize inquiry 

·​       ​think critically 

·​       ​evaluate 

·​       ​design and construct 

·​       ​sequence 

·​       ​problem-solve 

·​       ​work collaboratively 

GUIDING QUESTIONS 

What questions will be asked to support instruction? 

Include both  “lesson plan level” questions as well as questions designed to guide students to the essential understanding 

Pre-Lesson Questions: During Lesson Questions: Post Lesson Questions: 
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● What do game 
designers do? 

● What is an 
escape room? 

● Who creates an 
escape room? 

● What do escape 
room designers 
do? 

● What skills 
might an escape 
room designer 
use? 

● What are spaces 
in which escape 
room designers 
work? 

● What are some 
of the methods 
that escape room 
designers use to 
create escape 
rooms? 

● How important 
is the sequencing 
of puzzles for an 
escape room to 
flow effectively? 

● How important 
is exploration of 
the scene and 
narrative for 
discovering how 
to successfully 
escape or 
breakout? 

● How do you think escape room 
designers use exploration? 

● How do you think escape room 
designers use discovery? 

● How might an escape room represent 
exploration? 

● How might escape rooms represent 
discovery? 

● How might exploration be related to 
discovery? 

● How does someone become an 
escape room designer? 

● How do escape room designers act? 
● What are escape room designers’ 

characteristics/dispositions? 
○ Why do you say that? 

● What do escape room designers need 
to know? 

● What kind of narrative does an 
escape room need to be built around? 

● How does an escape room designer 
create an atmosphere that encourages 
exploration and discovery? 

● How many escape rooms does an 
escape room business typically run at 
one time? 

● How does an escape room designer 
create the narrative that an escape 
room is built around? 

● How much time is a team typically 
given to complete an escape room? 

● How does an escape room designer 
sequence the puzzles of an escape 
room so that it flows effectively? 

● How does an escape room designer 
effectively lead customers to explore 
the escape room in order for them to 
discover how to break out? 

● How does a team work 
collaboratively to complete an escape 
room? 

● How much money does it take to 
build an escape room? 

● How do escape room designers 
navigate issues or challenges that 

● What did you learn about 
being an escape room 
designer? 

● What skills are most critical 
for escape room designers? 

○ Why are these the 
most critical 
skills? 

● What obstacles or 
challenges did you 
encounter when completing 
your escape room? 

● How did the narrative add 
to the escape room 
experience? 

● How important was the act 
of exploration in your 
discovery of new 
information, puzzles, and 
avenues to escape? 

● How important was team 
work when your group 
completed your escape 
room? 

● What obstacles/challenges 
do you think you will 
encounter when creating 
your own escape room? 

● How important is 
exploration when working 
as an escape room 
designer? 

● How important is discovery 
when working as an escape 
room designer? 

● How does exploration lead 
to discovery? 
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arise when customers are completing 
an escape room? 

● What happens if customers do not 
break out? 

DIFFERENTIATION 

(Describe how the planned learning experience has been modified to meet the needs of gifted learners. Note: Modifications may be in one or 
more of the areas below. Only provide details for the area(s) that have been differentiated for this lesson. 

Content Process Product Learning Environment 

The readings 
in this lesson 
are 
sophisticated 
in concept 
and use 
advanced 
vocabulary. 

Students will work collaboratively in an 
authentic situation that will challenge 
them to achieve a goal that requires 
creativity, higher-order thinking, critical 
thinking, and out of the box thinking to 
complete the sequence of puzzles in the 
escape room. 

The students  will be given a variety of 
materials to create their own escape 
games. Their end products will vary 
depending on what materials they 
choose to use, the flow of 
puzzles/riddles in their escape game, 
and the narrative that their escape 
game is built around. 

  

PLANNED LEARNING EXPERIENCES  

(What will the teacher input? What will the students be asked to do? For clarity, please provide detailed instructions) 
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Engage and Connect​ - ​This phase focuses on piquing students’ interest and helping them access prior knowledge. This is the introduction 
to the lesson that motivates or hooks the students. 

As the students enter the classroom they will sit in groups. On, under, and around their tables will be a breakout 
box as well as other materials for an escape room and there will be a taped perimeter around their desks. The 
students will be instructed to not touch the materials until told to do so. 

  

The students will be given a KWL chart and will be instructed to complete the K and W parts of their chart for 
the topic of escape rooms or the job of an escape room designer. 

Lists could include: 
● What an escape room is 
● Personal experience of completing an escape room 
● Materials used in an escape room 
● Types of puzzles found in an escape room 
● Questions will vary based on the students’ prior knowledge of the topic 

 
 

After 5 minutes, the teacher will ask for volunteers to share what they put on their chart. As the students discuss 
their KWL charts, the teacher will record their responses on a large piece of poster paper so that the entire class 
is able to see the master chart. The teacher will ask the students to elaborate on their responses when needed. 

  

After the students have filled out the K and W portions of their KWL chart and discussed their responses, show 
the following video clips to the students. Have them add information to the L section of their KWL chart. Have 
them also add new questions that they have to the K part of their KWL. 

● History of Escape Rooms -​ ​https://www.youtube.com/watch?time_continue=57&v=yxZ9k5hsI_s 
● The Design Process -​ ​https://www.youtube.com/watch?time_continue=4&v=szkxUjQSC6s 
● Creating the Perfect Team for an Escape Room - 

https://www.youtube.com/watch?time_continue=74&v=odwlYGi2tak 
● Bringing the Design to Life -​ ​https://www.youtube.com/watch?time_continue=53&v=emnMOCFd6-s 

  

The teacher will also embed the following pre-lesson questions throughout the engage and connect portion of 
the lesson: 

● What do game designers do? 
● What is an escape room? 
● Who creates an escape room? 
● What do escape room designers do? 
● What skills might an escape room designer use? 
● What are spaces in which escape room designers work? 
● What are some of the methods that escape room designers use to create escape rooms? 
● How important is the sequencing of puzzles for an escape room to flow effectively? 

  

https://www.youtube.com/watch?time_continue=57&v=yxZ9k5hsI_s
https://www.youtube.com/watch?time_continue=57&v=yxZ9k5hsI_s
https://www.youtube.com/watch?time_continue=4&v=szkxUjQSC6s
https://www.youtube.com/watch?time_continue=4&v=szkxUjQSC6s
https://www.youtube.com/watch?time_continue=74&v=odwlYGi2tak
https://www.youtube.com/watch?time_continue=74&v=odwlYGi2tak
https://www.youtube.com/watch?time_continue=53&v=emnMOCFd6-s
https://www.youtube.com/watch?time_continue=53&v=emnMOCFd6-s
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● How important is exploration of the scene and narrative for discovering how to successfully escape or 
breakout? 

  

  

Explore ​- In this phase, the students have experiences with the concepts and ideas of the lesson. Students are encouraged to work together 
without direct instruction from the teacher. The teacher acts as a facilitator. Students observe, question, and investigate the concepts to 
develop fundamental awareness of the nature of the materials and ideas. 

  

The teacher will split the students into groups of four. Each student will take one of the following interviews 
with an escape room designer and will conduct a silent, close reading of the text: 

· https://whatnerd.com/interview-with-escape-room-designer/ 

· https://www.escapefront.com/escape-room-puzzle-design-bh1/ 

· https://medium.com/@femfreq/freq-13-how-to-make-an-escape-room-953d8ce9eb56 

· https://www.redbull.com/in-en/interview-with-dr-scott-nicholson 

  

After reading the article, students will fill out the L portion of their KWL chart. They will get back into their 
groups and will share with each other about what they read and what they added to their KWL chart. 

  

After the escape room designer interview jigsaw, the students will share out what they added to the L column of 
their KWL chart with the whole class and the teacher will record their responses on the large KWL chart. 

The teacher will ask the following during lesson questions: 
● How do you think escape room designers use exploration? 
● How do you think escape room designers use discovery? 
● How might an escape room represent exploration? 
● How might escape rooms represent discovery? 
● How might exploration be related to discovery? 
● How does someone become an escape room designer? 
● How do escape room designers act? 
● What are escape room designers’ characteristics/dispositions? 

○ Why do you say that? 
● What do escape room designers need to know? 
● What kind of narrative does an escape room need to be built around? 
● How does an escape room designer create an atmosphere that encourages exploration and discovery? 
● How many escape rooms does an escape room business typically run at one time? 
● How does an escape room designer create the narrative that an escape room is built around? 
● How much time is a team typically given to complete an escape room? 
● How does an escape room designer sequence the puzzles of an escape room so that it flows effectively? 
● How does an escape room designer effectively lead customers to explore the escape room in order for 

them to discover how to break out? 

https://whatnerd.com/interview-with-escape-room-designer/
https://www.escapefront.com/escape-room-puzzle-design-bh1/
https://medium.com/@femfreq/freq-13-how-to-make-an-escape-room-953d8ce9eb56
https://www.redbull.com/in-en/interview-with-dr-scott-nicholson
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● How does a team work collaboratively to complete an escape room? 
● How much money does it take to build an escape room? 
● How do escape room designers navigate issues or challenges that arise when customers are completing 

an escape room? 
● What happens if customers do not break out? 

  

The students will then complete a breakout box challenge created by the teacher. The teacher will explain to the 
students that the breakout box is a smaller version of an escape room that is often used in classrooms. Instead of 
trying to escape from the room, the students’ goal will be to break into the box. Each student will assume a role 
of a person that might be included in an escape room design team 

● Cryptologist – a person who studies that writing and solving of codes 
● Escape Room Writer – a person who crafts the narrative that the escape room/game is built around 
● Escape Game Designer – a person who creates mini games that include codes, riddles, and puzzles for 

the escape room who also works with the engineer to sequence the flow of the escape room 
● Gaming Engineer – a person who works on the construction of the escape room/game in coordination 

with the game designer 

The teacher will set the scene by reading the narrative with the students. She will explain the rules as well. 

Rules: 
● You must work together as a group to solve the breakout box challenges. 
● You may use clues that are on your desk, under your desk and within the taped perimeter around your 

group 
● You are not allowed to randomly enter in codes for the locks to unlock them; you must use the clues 

and puzzles to solve the locks 
● You have 2 hint cards that you may hold up if your group gets stuck and the teacher will give you a 

hint (not the answer) 
● After opening a lock, you must place it on the lock chart and are not allowed to touch it again 

  

The escape room will follow the following flow/sequencing: 
● Set the Stage: 

○ News Article 
○ Read as a class to set purpose 
○ Students will complete a series of activities within their group to find the DNA code that will 

defeat the “Yellow Dust” taking over the world. 
○ “time” (last word of article) will be underlined twice to lead the students to the ​clock safe 

● Activity One: Clock Safe 
○ Inside the clock will be a puzzle in pieces with 3 pieces missing, a blacklight flashlight, and 

“Poetry in DNA analogies” (leads to 5 letter lock attached to desk with key) 
○ Students will put the puzzle together and find there are 3 puzzle pieces missing. 
○ They will need to complete other activities in order to find the ​three missing pieces ​and 

identify the ​DNA Escape Code​.  
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○ On the puzzle will be the question, “What is the DNA Code?” Leading students to understand 
they are looking for the missing puzzle pieces that will provide them with the escape code. 

○ One of the letters for the DNA code will be given on the puzzle. 
○ The short article “​Poetry Written in DNA​” will also be in the clock with the puzzle pieces 

which will provide the ​next clue​.  
● Activity Two: “Poetry Written in DNA” 

○ Continuing from activity one, students will need to complete the analogy created in the article. 
○  Pyramid : Hieroglyphs :: Language : Legacy :: _________ : Communicate 
○ Clue is ​Alien​ which will lead students to the ​5 letter lock​ attached to the desk 
○ Attached to the lock is the ​key to the Dictionary (use a zip tie to loop through key and lock 

arm) 
○ Students must then find the dictionary which will be underneath one of their desks 

■ hint - You must discover the book that holds the key by exploring the space above, 
below, and around you. 

● Activity Three: Dictionary 
○ Inside of the dictionary will be the New Yorker story “Invasion from Outer Space,” another 

puzzle piece, and a puzzle pod. 
○ The students will have to read the New Yorker story and use the blacklight flashlight to 

discover the quotes with missing pieces written in uv light at the end of the story. 
■ “The people were warned to “_ _ _ _ touching the substance from outer space.” 
■ “The cells reproduced by _ _ _ _ _ fission” 
■ “We have been invaded by nothing, by emptiness, by _ _ _ _ _ _ dust.” 

○ The boxed letters will spell out B, B, A, which will be the code to the puzzle pod. 

  
● Activity Four: Puzzle Pod 

○ Inside of the puzzle pod will be a small piece of paper that reads “How quickly does the dust 
multiply?” 

○ The students will have to go back to the New Yorker story “Invasion from Outer Space” to 
find the line - “A single cell, placed in a brightly illuminated test tube, divides at such a rate 
that the tube will fill in about​ forty ​minutes. An entire room, in strong light, will fill in​ six 
hours.” 

○ 406 is the code for the black lockbox 
● Activity Five: Black Lockbox 

○ Inside of the black lockbox will be the last puzzle piece and a pouch that is locked with the 
four letter combination lock. 

○ The students will have to finish putting the puzzle together and then use the Pigpen cipher on 
the back of the news article from the beginning to solve the cryptogram on the puzzle which 
will spell out STAR 

○ STAR is the code for the four letter lock 
○ Inside of the pouch locked by the four letter lock will be  card that says “We escaped the alien 

invasion!” 
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Students will be given 30 minutes to complete the breakout box challenge. Once they have opened their 
breakout box, they will hold up their “We Broke Out” card. The students will then each complete a reflection 
about their experience while waiting for the other group’s to finish. 

Questions for reflection: 
● What did you find to be the most challenging part about completing the breakout box challenge? 
● What did you find to be the easiest part about completing the breakout box challenge? 
● How important was teamwork to completing the breakout box challenge? 

  

  

Explain - ​Students communicate what they have learned so far and figure out what it means. This phase also provides an opportunity for 
teachers to directly introduce a concept, process, or skill to guide students toward a deeper understanding. 

  

The teacher will give the students time to finish their reflections individually. Then the teacher will have student 
volunteers share their reflections. 

  

As a group, the teacher will ask the post lesson questions: 
● What did you learn about being an escape room designer? 
● What obstacles or challenges did you encounter when completing your escape room? 
● How did the narrative add to the escape room experience? 
● How important was team work when your group completed your escape room? 
● What obstacles/challenges do you think you will encounter when creating your own escape room? 
● How important is exploration when working as an escape room designer? 
● How important is discovery when working as an escape room designer? 

Students will respond to the questions orally as a class. The teacher will record their reflections and responses 
on the L column of the large KWL chart. 

  

  

Elaborate​ ​—Allow students to use their new knowledge and continue to explore its implications. At this stage, students expand on the 
concepts they have learned, make connections to other related concepts, and apply their understandings to the world around them in new 
ways 

  

The teacher will go back over the students’ performance task for the Spark Camp. 

·​       ​You are a game designer who is part of team of game designers who are trying to enter the competitive 
world of escape games. UnBULLievable Escape Rooms is a premier escape room company in Durham that 
wants to add a new escape game to their collection and are looking for innovative ideas from game designers. 
UnBULLievable Escape Rooms is accepting proposals for the new escape game addition to the company. 
Proposals must include a description of the narrative that the escape game will be built around, a material list, 
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and a map/flow chart that shows the sequencing of how the puzzles/riddles will unfold in the escape game in 
order for the customers to escape/breakout. The game designer teams with the top proposals will go through to 
the next round and will submit a model of their escape game. The UnBULLievable Escape Rooms Board of 
Directors will decide on the top proposals that will make it to the finalist round and then will chose the winning 
model. The winning team’s escape game will be built as the newest attraction at UnBULLievable Escape 
Rooms for the 2020 year and will receive $10,000. 

 

The students will work in their teams to create and submit their escape game proposals to be reviewed by the 
“UnBULLievable Escape Rooms Board of Directors”.  ​(Problem Finding and Idea Finding from CPS Lesson) 

  

Evaluate: ​ This phase assesses both learning and teaching and can use a wide variety of informal and formal assessment strategies. 

  

Finally, before leaving, the students will complete an exit ticket – How does exploration lead to discovery? 
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IV. Creative Problem Solving  
 

 

TEACHER NAME Lesson # 

Madison Ambrose 4 

MODEL CONTENT AREA GRADE LEVEL 

Creative Problem Solving 
(CPS) 

English Language Arts 7​th​ and 8​th​ Grade 

CONCEPTUAL LENS LESSON TOPIC 

Exploration Escape Rooms/Games 

LEARNING OBJECTIVES ​(from State/Local Curriculum) 

·​       ​7 C.1 Use creative strategies to make decisions and solve problems. 

·​       ​7 C.2 Use analytical strategies to understand situations and make appropriate decisions. 

·​       ​R.W.7.5 Conduct short research projects to answer a question, drawing on several sources and generating 
additional related, focused questions for further research and investigation. 

·​       ​R.S.L..7.1 Engage effectively in a range of collaborative discussions (one on one, in groups, and teacher-led) 
with diverse partners on grade 7 topics, texts, and issues, building on others’ ideas and expressing their own 
clearly. 

o Follow rules for collegial discussions, track progress toward specific goals and deadlines, and define 
individual roles as needed. 

o Pose questions that elicit elaboration and respond to others’ questions and comments with relevant 
observations and ideas that bring the discussion back on topic as needed. 

o​    ​Acknowledge new information expressed by others and, when warranted, modify their own views. 

THE ESSENTIAL UNDERSTANDING 

(What is the overarching idea students will understand as a 
result of this lesson?  

THE ESSENTIAL QUESTION 

(What question will be asked to lead students to “uncover” the 
Essential Understanding) 

Exploration leads to discovery. How does exploration lead to discovery? 



  98 
 

CONTENT KNOWLEDGE 

(What factual information will students learn in this lesson?) 

PROCESS SKILLS 

(What will students be able to do as a result of this lesson?) 

Students will know that: 

· exploration leads to discovery 

· an escape room (also known as an escape 
game) is a mental and physical adventure based game 
in which players solve a series of puzzles and riddles 
using clues, hints, and strategy to complete the 
objectives at hand 

· completing and creating an escape 
room/game requires collaboration 

· to make sense of the world it is necessary to 
organize incoming sensations into information that is 
meaningful 

· exploration is a thorough analysis of a 
subject or theme 

· exploration leads to new information being 
discovered 

· a problem is a condition that is not 
acceptable 

· a solution is a human-made resolution to a 
problem 

· divergent thinking creates many 
possibilities/solutions/answers 

· convergent thinking narrows 
possibilities/solutions/answers 

· SCAMPER is an acronym that helps with 
brainstorming and stands for substitute, combine, 
adapt, modify magnify minify, put to other uses, 
eliminate, reverse. 

Students will be able to: 

·​        ​assemble, arrange, and combine 

·​        ​manipulate and adapt 

·​        ​create and design 

·​        ​plan 

·​        ​sequence 

·​        ​generate new ideas and improve 

·​        ​justify and defend 

·​        ​evaluate 

·​        ​prioritize 

·​        ​compare and contrast 

·​        ​problem solve 

·​        ​work collaboratively 

·​        ​explore 

·​        ​discover 

GUIDING QUESTIONS 

What questions will be asked to support instruction? 

Include both  “lesson plan level” questions as well as questions designed to guide students to the essential understanding 

Pre-Lesson Questions: During Lesson Questions: Post Lesson Questions: 
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● What is an 
escape 
room/game? 

● What do you 
think of when 
you hear 
“exploration”? 

● What do you 
think of when 
you hear 
“discovery”? 

● What are 
divergent and 
convergent 
thinking? 

● What is a 
situation that 
presents a 
challenge, an 
opportunity, or is 
a concern that 
you want to do 
something about? 

● What 
information and 
materials are 
needed to create 
an escape room? 

● What are ideas 
for different 
types of escape 
rooms/games? 

● Will the escape 
game be room 
sized? box sized? 

● What games, 
riddles, and 
puzzles will be 
included? 

● What roles will 
each game 
designer take on? 
cryptologist? 
writer? engineer? 

● What story will 
the escape 

● What are the knowns and unknowns of 
the situation? 

● What other information is needed to 
create an escape room/game? 

● Who is involved in creating an escape 
room/game? 

● What is involved in creating an escape 
room/game? 

● When are escape rooms/games 
completed? 

● How much time is needed to create and 
complete an escape room/game? 

● Where are escape rooms/games created? 
● Why are escape rooms/games created? 
● How is the concept of “exploration” 

connected to escape rooms/games? 
● How is the concept of “discovery” 

connected to escape rooms/games? 
● In what ways might we change and 

improve our ideas? 
● What ideas/answers can be revised, 

combined, and refined? 
● Whom will your escape room/game 

effect? 
● How might your team win over the 

UnBULLievable Escape Board of 
Directors? 

● What major obstacles might your team 
encounter? 

● What might prevent exploration and/or 
discovery as it relates to escape 
room/game design, creation, and 
completion? 

● How might those obstacles be 
overcome? 

● How can these problems be prevented? 
● What criteria need to be considered to 

evaluate escape room/game ideas for 
success? 

● Which escape room/game ideas have the 
greatest potential? 

● What sources of assistance, resistance, 
and acceptance are needed for 

● What went well with 
your escape room/game 
creation and 
implementation? 

● What could have gone 
better with your escape 
room/game creation and 
implementation? 

● How is the concept of 
“exploration” revealed 
in your escape 
room/game? 

● How is the concept of 
“discovery” revealed in 
your escape 
room/game? 

● How does exploration 
lead to discovery? 
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room/game be 
built around? 

● What will your 
team need to 
construct your 
escape 
room/game? 

implementation of your escape 
room/game ideas? 

● How might you best gain support for 
your escape room/game idea? 

DIFFERENTIATION 

(Describe how the planned learning experience has been modified to meet the needs of gifted learners. Note: Modifications may be in one or 
more of the areas below. Only provide details for the area(s) that have been differentiated for this lesson. 

Content Process Product Learning Environment 

Content for 
this learning 
experience 
represents 
above grade 
level material 
for this group 
of students. 
The content 
has higher 
level 
vocabulary 
and the 
concepts are 
sophisticated 
and advanced 
for the level at 
which it is 
being taught. 

Students will work collaboratively and must use 
higher-order thinking, critical thinking, and out 
of the box thinking. 

The students will be given a variety of 
materials to create their breakout box 
challenge. Their end products will vary 
depending on what materials they choose 
to use and how they construct their final 
product. 

  

PLANNED LEARNING EXPERIENCES  

(What will the teacher input? What will the students be asked to do? For clarity, please provide detailed instructions) 
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Engage and Connect​  - ​This phase focuses on piquing students’ interest and helping them access prior knowledge. This is the introduction 
to the lesson that motivates or hooks the students. 

1) Mess Finding and 2) Data Finding​ ​(will occur after the Taba lesson 1 on Day 1 of Camp) 

● The teacher will begin by asking the following pre-lesson questions: 
○ What is an escape room/game? 
○ What do you think of when you hear “exploration”? 
○ What do you think of when you hear “discovery”? 
○ What are divergent and convergent thinking? 

● The teacher will introduce the performance task for the students: 
○ You are a game designer who is part of team of game designers who are trying to enter the 

competitive world of escape games. UnBULLievable Escape Rooms is a premier escape room 
company in Durham that wants to add a new escape game to their collection and are looking 
for innovative ideas from game designers. UnBULLievable Escape Rooms is accepting 
proposals for the new escape game addition to the company. Proposals must include a 
description of the narrative that the escape game will be built around, a material list, and a 
map/flow chart that shows the sequencing of how the puzzles/riddles will unfold in the escape 
game in order for the customers to escape/breakout. The game designer teams with the top 
proposals will go through to the next round and will submit a model of their escape game. The 
UnBULLievable Escape Rooms Board of Directors will decide on the top proposals that will 
make it to the finalist round and then will chose the winning model. The winning team’s 
escape game will be built as the newest attraction at UnBULLievable Escape Rooms for the 
2020 year and will receive $10,000. 

● Students will be placed into groups of 4-5 students for a total of 4 student groups. 
● The teacher will give each student a copy of​ ​the CPS packet that​ they will use to brainstorm ideas, 

narrow their ideas, and choose their idea for their escape room/game for the UnBULLievable Escape 
Rooms challenge. 

● In their groups, students will generate all of their ideas for their escape room/game. They should 
include all of the possibilities, including wild ones, and consider the following: 

○ size – will the escape game be room sized? box sized? 
○ games/riddles- what games, riddles, and puzzles will be included? 
○ roles – what roles will each game designer take on? cryptologist? writer? engineer? 
○ narrative – what story will the escape room/game be built around? 
○ props/materials – what will your team need to construct your escape room/game? 

● The teacher will ask the students the following pre-lesson questions to guide the teams in their 
brainstorming: 

○ What information and materials are needed to create an escape room? 
○ What are ideas for different types of escape rooms/games? 
○ Will the escape game be room sized? box sized? 
○ What games, riddles, and puzzles will be included? 
○ What roles will each game designer take on? cryptologist? writer? engineer? 
○ What story will the escape room/game be built around? 
○ What will your team need to construct your escape room/game? 

● On chart paper, the students will create a master list of their ideas for the UnBULLievable Escape 
Rooms challenge. 

  

https://drive.google.com/file/d/1pScQZ5v9zAy23OPektw98a1asOKK4Sij/view?usp=sharing
https://drive.google.com/file/d/1pScQZ5v9zAy23OPektw98a1asOKK4Sij/view?usp=sharing
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Explore ​- In this phase, the students have experiences with the concepts and ideas of the lesson. Students are encouraged to work together 
without direct instruction from the teacher. The teacher acts as a facilitator. Students observe, question, and investigate the concepts to 
develop fundamental awareness of the nature of the materials and ideas. 

3) Problem Finding​ (This will occur after the VTS lesson 2 on day 2 of the Spark Camp) 

● The teacher will give the students back their CPS packets from the day before. 
● Students will take list from Data Finding section of packet and will put it through the ALoU matrix in 

their CPS packet. They will list their ideas for their escape room/game down the left column and then 
brainstorm the advantages, limitations and how to overcome them, and unique features for each. 

·​        ​The students will then create a problem statement about what they hope to accomplish with their escape 
room/game. 

● The teacher will ask the following during lesson questions during the matrix creation and problem 
statement creation to help guide the students’ understanding and development of their escape 
room/game design: 

○ What are the knowns and unknowns of the situation? 
○ What other information is needed to create an escape room/game? 
○ Who is involved in creating an escape room/game? 
○ What is involved in creating an escape room/game? 
○ When are escape rooms/games completed? 
○ How much time is needed to create and complete an escape room/game? 
○ Where are escape rooms/games created? 
○ Why are escape rooms/games created? 
○ How is the concept of “exploration” connected to escape rooms/games? 
○ How is the concept of “discovery” connected to escape rooms/games? 

  

Explain - ​Students communicate what they have learned so far and figure out what it means. This phase also provides an opportunity for 
teachers to directly introduce a concept, process, or skill to guide students toward a deeper understanding. 

 

4) Idea Finding ​(This will occur after Bruner lesson plan 3 on day 3 of the Spark camp) 

● The teacher will give the students back their CPS packet from the day before. 
● The students will use the SCAMPER method (listed below) and the accompanying during lesson 

questions to help generate more new ideas for their escape room/game. 
○ Substitute 

■ What can you substitute? What can be used instead? Who else instead? What other 
ingredients? Other material? Other process? Other power? Other place? Other 
approach? Other sounds? Other forces? 

■ Instead of … I can … 
○ Combine 
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■ What can you combine or bring together somehow? How about a blend, an alloy, an 
assortment, an ensemble? Combine units? Combine purposes? Combine appeals? 
Combine ideas? 

■ I can bring together … and … to 
○ Adapt 

■ What can you adapt for use as a solution? What else is like this? What other idea 
does this suggest? Does past offer a parallel? What could I copy? Who could I 
emulate? 

■ I can adapt … in this way … to … 
○ Modify, Magnify, Minify 

■ Can you change the item in some way? Change meaning, color, motion, sound, 
smell, form, shape? Other changes? 

■ What can you add? More time? Greater frequency? Stronger? Higher? Longer? 
Thicker? Extra value? Plus ingredient? Duplicate? Multiply? Exaggerate? 

■ What can you remove? Smaller? Condensed? Miniature? Lower? Shorter? Lighter? 
Omit? Streamline? Split up? Understate? 

■ I can change … in this way ... To … 
○ Put to Other Uses 

■ How can you put the thing to different or other uses? New ways to use as is? Other 
uses if it is modified? 

■ I can re-use … in this way … by … 
○ Eliminate 

■ What can you eliminate? Remove something? Eliminate waste? Reduce time? 
Reduce effort? Cut costs? 

■ I can eliminate … by … 
○ Rearrange 

■ What can be rearranged in some way? Interchange components? Other pattern? 
Other layout? Other sequence? Transpose cause and effect? Change pace? Change 
schedule? 

■ I can rearrange … like this … such that … 
● The teacher will also ask the following during lesson questions: 

○ In what ways might we change and improve our ideas? 
○ What ideas/answers can be revised, combined, and refined? 
○ Whom will your escape room/game effect? 
○ How might your team win over the UnBULLievable Escape Board of Directors? 
○ What major obstacles might your team encounter? 
○ What might prevent exploration and/or discovery as it relates to escape room/game design, 

creation, and completion? 
○ How might those obstacles be overcome? 
○ How can these problems be prevented? 

● Students will then choose 4-6 ideas that have the most potential. 
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Elaborate​ ​—Allow students to use their new knowledge and continue to explore its implications. At this stage students expand on the 
concepts they have learned, make connections to other related concepts, and apply their understandings to the world around them in new 
ways 

  

5) Solution Finding ​(This will occur during the CPS lesson plan 4 on day 4 of the Spark Camp) 

● The teacher will give the students back their CPS packet from the day before. 
● The students will use the matrix in their CPS packet to determine what criteria are needed for 

evaluating their escape room/game ideas. The students will then put their ideas through the matrix and 
choose the best idea that has the most potential. 

● The teacher will ask the following during lesson questions to guide the students through this step of the 
creative problem solving plan. 

○ What criteria need to be considered to evaluate escape room/game ideas for success? 
○ Which escape room/game ideas have the greatest potential? 

6) Acceptance Finding 
● The students will work through the following during lesson questions in their CPS packet and then use 

their answers to help them choose their final escape room/game idea. 
● The students will use the Action Plan document and Flow Chart document to aid in their design of 

their escape room/game. 
● The students will then create their escape room/game and present it to the UnBULLievable Board of 

Directors. 
● Each student group will partner with another student group and will complete each other’s escape 

room/game. 

  

Evaluate: ​ This phase assesses both learning and teaching and can use a wide variety of informal and formal assessment strategies. 

● Each student will complete a reflection about their experience answering the following post lesson 
questions: 

○ What went well with your escape room/game creation and implementation? 
○ What could have gone better with your escape room/game creation and implementation? 
○ How is the concept of “exploration” revealed in your escape room/game? 
○ How is the concept of “discovery” revealed in your escape room/game? 
○ How does exploration lead to discovery? 

● Students will be encouraged to be specific and detailed in their reflections. 
● Each student will also fill out a notecard about the other group’s escape room/game that they 

completed at the end. They will use the following sentence starters to provide positive and constructive 
feedback for the other group 

  
● Students will end by having a class discussion surrounding the question: 

 How does exploration lead to discovery? 
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VI. Unit Resources  
● 10 Best Tips and Tricks for Escape Rooms 

https://www.youtube.com/watch?v=zwgaTYOx0RI 

○ Comedic 12 minute video that goes over Mark Rober’s top 10 tips and tricks 
for completing escape rooms successfully.  

● Crash Course History of Escape Games 
https://www.youtube.com/watch?reload=9&v=SKvgI-A3qQ8 

○ Fast-paced 2.11 minute video that details the history of escape rooms/games 
from the video game Myst to the explosion of escape rooms in Europe and 
North America.  

● /@femfreq. (2017, March 17). FREQ #13: How to Make an Escape Room - Feminist 
Frequency. Retrieved from 
https://medium.com/@femfreq/freq-13-how-to-make-an-escape-room-953d8ce9eb
56 

○ Interview with escape room designer Laura E. Hall.  

● Hanson, C. (2019, March 17). Escape Room Puzzle Design: An Interview With Brian 
Hoffman. Retrieved from 
https://www.escapefront.com/escape-room-puzzle-design-bh1/ 

○ Interview with escape room designer Brian Hoffman.  

● Interview With an Escape Room Designer: An Inside Look at Escape Room Design. 
(2019, July 02). Retrieved from 
https://whatnerd.com/interview-with-escape-room-designer/ 

○ Interview with escape room designer Owen Spear.  

● Pigpen Cipher. (n.d.). Retrieved from 
https://crypto.interactive-maths.com/pigpen-cipher.html 

○ Free online pigpen cipher generator.  

● Red Bull Mind Gamers. (n.d.). Retrieved from 
https://mindgamers.redbull.com/articles/escape 

○ Videos about the history of escape rooms, the design process, creating the 
perfect team, and bringing the design to life created by the team at the Red 
Bull World Escape Room Championship.  

● SCPhillips.com. (n.d.). Retrieved from 
https://morsecode.scphillips.com/translator.html 

https://www.youtube.com/watch?v=zwgaTYOx0RI
https://www.youtube.com/watch?reload=9&v=SKvgI-A3qQ8
https://medium.com/@femfreq/freq-13-how-to-make-an-escape-room-953d8ce9eb56
https://medium.com/@femfreq/freq-13-how-to-make-an-escape-room-953d8ce9eb56
https://www.escapefront.com/escape-room-puzzle-design-bh1/
https://whatnerd.com/interview-with-escape-room-designer/
https://crypto.interactive-maths.com/pigpen-cipher.html
https://mindgamers.redbull.com/articles/escape
https://morsecode.scphillips.com/translator.html
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○ Free online morse code generator.  

● Staff, R. B. (2018, November 16). Interview with Dr Scott Nicholson: Red Bull Escape 
Room World Championship. Retrieved from 
https://www.redbull.com/in-en/interview-with-dr-scott-nicholson 

○ Interview with game designer Dr. Scott Nicholson 

● The Writing's On the Wall. (n.d.). Retrieved from 
http://okgo.net/2014/09/05/the-writings-on-the-wall-official-video/ 
https://www.youtube.com/watch?time_continue=3&v=m86ae_e_ptU 

○ A music video created by the band OKGO that is full of optical illusions that 
stems the discussion in the opening of the VTS lesson.  

● The Writing's On the Wall BTS – From the Trenches. (n.d.). Retrieved from 
http://okgo.net/2014/06/24/the-writings-on-the-wall-bts-from-the-trenches/ 

○ Behind the scenes video for OKGO’s music video “The Writing’s On the Wall.” 

● What is a Snote. (n.d.). Retrieved from 
https://snotes.com/snotes-ideas-successes/what-is-a-snote/ 

○ Free online Snote generator.  

● Usborne, S. (2019, April 01). Get me out of here! Why escape rooms have become a 
global craze. Retrieved from 
https://www.theguardian.com/games/2019/apr/01/get-out-how-escape-rooms-beca
me-a-global-craze  

○ Informational article about the global spread of escape rooms.  

 

 

https://www.redbull.com/in-en/interview-with-dr-scott-nicholson
http://okgo.net/2014/09/05/the-writings-on-the-wall-official-video/
https://www.youtube.com/watch?time_continue=3&v=m86ae_e_ptU
http://okgo.net/2014/06/24/the-writings-on-the-wall-bts-from-the-trenches/
https://snotes.com/snotes-ideas-successes/what-is-a-snote/
https://www.theguardian.com/games/2019/apr/01/get-out-how-escape-rooms-became-a-global-craze
https://www.theguardian.com/games/2019/apr/01/get-out-how-escape-rooms-became-a-global-craze

