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escape rooms and their place in education

Boredom is an issue thats being explored heavily in Educational research (Yacek, and Gary, 
2022) and there are many new methods that are effective in improving student engagement in 
classrooms, one of which being gamification and escape rooms.

Some early ideas that are often linked to escape rooms are programmes like ‘The Crystal Maze’. 
First aired in 1990, the concept was “a team of 6 contestants play a series of physical, mental skill 
and mystery games across 4 themed zones”, in addition to escaping the maze, at the end of the 
show they got the chance to enter “the Crystal Dome” to win prizes, the time they had in the dome 
determined by how well they did in the puzzles (IMDb, 2024). The first company to actually create 
physical escape rooms you could enter was one by the name of ‘SCARP’, they took inspiration 
from online video games and they opened in 2009 (Hall, 2021). According to an article in the 
Gurardian written in 2019, in the UK alone, there was around one and a half thousand escape 
rooms (Usborne, 2019).

Educational opportunities using these activities are mostly unexplored, however ecent studies 
have been completed on the impact of escape rooms in educational settings and whether or 
not they could be benefitial to students in their learning. This study looks at how immersive 
experiences can impact students in primary schools, specifically in areas of concern such as 
engagement and enjoyment, starting with a literature review to frame the research in context of 
other studies and to explore any gaps in existing knowledge, a methodology section outlining 
the methods used and their strengths and weaknesses, an overview of how the experiment was 
created and how it works, the results, and finishing with a discussion of the findings in context 
with suggested areas of futher research opportunities.

This study argues that escape rooms have their place in an educational setting due to the fact 
they encourage active learning, collaboration, the development of life skills and 21st Century 
skills, and improve focus and enjoyment in learning.

introduction



literature review

8

josie wall



9

escape rooms and their place in education

Escape rooms have recently become a popular 
recreational activity in which teams of a mini-
mum of 2 people have to solve puzzles in order 
to unlock various items in order to reach an end 
goal of escaping/achieving a shared goal based 
on the theme or story of the escape rooms. Es-
cape rooms are known for their immersion and 
challenging puzzles, racing against the clock, 
participants will utilise problem solving, team-
work and communication skills.

There is a continual need for innovation in 
education, historically many theories have been 
developed in an attempt to find new and better 
ways of delivering lessons and knowledge to 
students. For example, experiential learning 
theory, coined by David Kolb in the 1980s 
centres around “learning by doing” and values 
experiences as a way of aiding students in re-
membering what they’ve learnt (Main, 2022). Al-
ternatively there’s behaviourism learning theory 
that is “based on a system of routines that “drill” 
information into a student’s memory bank.” 
(Fairbanks, 2021). A new practice that’s coming 
into popularity is the use of escape rooms and 
other gamification methods in education. Game 
based learning (GBL) is becoming an ever more 
frequent method of engagement and alterna-
tive teaching in modern schools, with teachers 
finding alternative routes to worksheets and 
repetition.

This literature review will look at the research al-
ready done on escape rooms as a pedagogical 
tool and examine the effects of this method on 
teaching transferable 21st Century Skills, how 
it benefits collaborative learning, the impacts it 
has on student’s motivation and engagement, 
the adaptability of escape rooms to different 
subjects, how relevant they can be to curric-
ulum, integration into the classroom and the 
impact this has on the workload of the teacher, 
inclusivity, and what factors make a successful 
educational escape room.

It is important for teachers to be educated on 
how escape rooms could be used in education 
so that, if they feel that this method, or similar 
methods may be useful to their students, they 
can implement them; alternatively they can 
adapt and change aspects to fit the needs of 
their pupils.

ii : transferable 21st century skills
The Glossary of Education Reform defines 21st 
Century Skills as “a broad set of knowledge, 
skills, work habits, and character traits that are 
believed—by educators, school reformers, col-
lege professors, employers, and others—to be 
critically important to success in today’s world”. 
A report conducted on behalf of the UK govern-
ment in 2019 (Joynes, Rossignoli and Amonoo-
Kuofi, 2019) categorises 21st Century Skills 
into 4 key words, named “The ‘4Cs’: Critical 
thinking, Communication, Collaboration, and 
Creativity”. The report also states that “many 
commentators conclude that there is currently 
little or no substantial evidence available on 
the most effective tools and approaches to 
deliver those skills”, however, many studies and 
articles on escape rooms and gamification in 
education may be a useful method to fostering 
these skills in educational settings.

Egan, Banter, and Sorgen, 2021 focuses specif-
ically on the skill sets developed in a leadership 
capacity. After conducting a study in which 
participants played an escape room and then 
were debriefed afterward, they found that there 
was a definitive positive difference to the partic-
ipants “communication, listening, advocating 
for a point of view, and conflict negotiation”, 
all of which fall under the categories defined 
as the ‘4Cs’. The study showed that by partici-
pating in the escape room the students felt the 
most significant increase in the skills of “advo-
cating for a point of view” and “competency”, 
and an overall improvement in their communi-
cation. This is supported by other sources, one 

literature review
chapter one
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example being Teraldsen, 2022, in which the 
review states that there is a focus on research-
ing how escape rooms can help develop 21st 
Century Skills in an educational setting, and 
that the consensus among many articles is that 
the skill sets fostered and developed in escape 
rooms are those defined under the ‘4Cs’ struc-
ture. Another example being a study in which 
future teachers played an educational escape 
room and completed a survey afterward (Hunt-
Gómez, et al. 2020). The majority of the partic-
ipants thought it “improved the capacity for 
complex-solving tasks” and “that the use of es-
cape rooms in the classroom helped the promo-
tion of communicative skills, problem solving 
abilities and critical reasoning”. Although most 
research agrees on this fact, a study performed 
in 2020 suggests differently.

Duncan, 2020 compared two different groups 
of students who, over the course of 2 months, 
took different approaches to learning, one us-
ing game-based learning, and the other using 
traditional methods. The results showed no no-
ticeable difference in the improvement of these 
skill sets. The article concludes noting that 
although they did not get any quantitative data 
that there were improvements in this area, the 
main feedback from the students mentioned 
teamwork as their main driving factor during 
their learning over the 9 weeks.

Overall, there is a lack of definition of what ex-
actly 21st Century Skills are defined as, how-
ever there is a wide range of skills commonly 
considered in the category that have been 
shown to be used, and therefore developed, in 
an escape room setting. These skills are seen 
as useful for the future and have recently been 
encouraged to be taught.

iii : collaborative learning
Escape rooms have a base in working as a team 
and supporting each other (Wargo and Garcia, 
2021) and this, in an educational setting, nat-
urally encourages a collaborative approach to 
learning. Studies have confirmed lessons that 
are collaborative, student driven, and active 
“lead to deeper learning” (Cornell University, 
2022). One study showed a group of students 
learning a language through a collaborative 
approach performed significantly, academi-
cally better than a group of students who were 
taught through a solitary approach (Marcos et 

al, 2020). The majority of research written on 
escape rooms used in an educational setting 
confirms that the approach focuses on team-
work and collaborative learning as a positive 
factor in learning.

Studies on educational escape rooms have not-
ed that students developed their skills in lead-
ership, time management, and among many 
others, teamwork (Jimenez, et al, 2020).  Dur-
ing Stohlmann’s study in 2022, teamwork was 
encouraged through instruction and through 
Stohlmann checking up on the student to 
ensure that everyone was participating, it was 
found that teamwork, and naturally communi-
cation were encouraged through the design 
of the puzzles in the escape room and that 
they found it a valuable part of the experience. 
Group work means the students have to work 
with people they might not usually in order 
to reach the same goal, providing a sense of 
camaraderie (Hunt-Gomez, et al, 2020). When 
future educators were asked to “mark options 
that describe your intellectual experience when 
participating in an escape room”, the ones the 
majority marked were: “cooperative work”, ”col-
laborative”, “non-individualistic”. When asked 
how children in educational settings would de-
scribe escape rooms, 98% said they would find 
it collaborative, and 90.7% said “not one pro-
moting individual work”. The participants noted 
there was a competitive element to the method, 
although it is driven by teamwork (Hunt-Gomez, 
et al, 2020). Nearly all of the research on escape 
rooms used for education point to collaboration 
and teamwork playing a vital role in the pro-
cess of learning using this method (Grande-de-
Prado, 2021). Another benefit of collaborative 
learning stated is that “students’ who learn 
through collaboration build powerful concepts 
and ideas in group discussions and their inter-
action with peers or instructors” (Asif Qureshi, 
2023), this is massively impactful in escape 
rooms as problem solving and creative thinking 
is a requirement for success (Veldkamp, 2020).

The literature seems to agree that collaboration 
of students forms the foundation for education-
al escape rooms, it also shows this improves 
skills such as communication and self-reflection 
and evaluation. According to Duncan, 2020, 
teamwork was also a significant factor in the 
engagement and motivation of the students.
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iv : student engagement and 
motivation
Student engagement is key to a positive class-
room environment, it minimises disruption 
and influences their academic performance. In 
2023, The Telegraph asked students to respond 
to the question, “what motivates you to learn?”, 
in return they got responses that included 
teachers passionate about what they are deliv-
ering to them, personal interests in the topics, 
and lessons that expand their world view. Ad-
ditionally, one of the topics was that they enjoy 
“hands-on, interactive activities”. One reply said 
“I believe the occasional interactive or hands 
on activity that makes students figure things 
out for themselves is beneficial”; another: “Lis-
tening to a power point with a teacher speak-
ing in a monotone voice with a boring subject 
puts me to sleep. I need something interesting 
… something fun.” The available research into 
escape rooms has shown that the method has 
elements that students value, improving their 
engagement and excitement.

One example of this is in a report by Duncan, 
2020 in which students listed the top reasons 
for engagement as “collaboration and team-
work as the number one motivator, followed 
by challenge and fun.” (Duncan, 2020). When 
asked about their responses to their escape 

room GBL experience, with students respond-
ing with statements such as: “BOEDU strategies 
are absolutely fun.”, “I wish all learning could 
be like this’’, “I hope we can do this again next 
year” (Duncan, 2020). This shows that engage-
ment was heightened as there is motivation to 
do it again, the participants found it a valuable 
experience that was clearly memorable.

However, some of the students mentioned that 
due to the time constraints they said they “we 
freak out, and we lose our concentration”, and 
“one student pouted as he said, “wasting time” 
(Duncan, 2020). This contradicts the majority 
of the research out there about motivation 
and escape rooms, however it’s worth noting 
that this is something that can be changed 
depending on the class, time constraints may 
put pressure on the students and this shows 
more that the escape room must be carefully 
designed to avoid disengagement from the 
lesson.

The authors acknowledge that only having 
quantitative data for student’s motivation 
doesn’t represent the “full spectrum of student 
engagement”, this is why they’ve included 
the qualitative data also, to try and show the 
range of student opinions as best they can 
(Duncan, 2020). The mostly positive responses 
to escape room methodology is supported by 

Source: Duncan, 2020, p.6
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Stohlmann’s study, in this it is noted that the 
participants said that the lesson passed by 
quickly and that they found the work to be “a 
fun challenge” (Stohlmann, 2022). Another 
support that supports this is Egan, Banter, 
and Sorgen, 2021 in which over 4/5ths of the 
students said in response that they felt that 
they wanted to “study preparation materials” 
and took nearly an hour and a half on these 
materials.

The motivation and engagement of pupils is 
important to a healthy classroom environment, 
but the lessons must be well rounded and the 
motivation must continue in different topics.

v : adaptability of escape rooms for 
different subjects
Due to escape rooms being flexible and per-
sonalised with a variety of different puzzles 
and themes, they can adapt to various different 
subjects across the curriculum.

There is little research on how escape rooms 
can be taught in subjects that don’t fall under 
the category of STEM subjects or health care 
scenarios. There’s a serious lack of data on 
escape rooms and their use in creative subjects, 
such as English or Art. Additionally, the majority 
of research is focused on students in further 
education, veminimal studies conducted on 
those in primary or secondary school. This 
could be due to the fact that jobs in areas such 
as pharmaceuticals or medicine often require 
a mix of social skills, teamwork, and theoretical 
knowledge, in which escape rooms have been 
found useful to teach all at once (Teraldsen et 

al, 2022).

One article that does explore a GBL method 
outside of a STEM field is Tzima, Styliaras, Bas-
sounas (2021). The study aims to find a way to 
encourage interest from young people in cul-
tural heritage and history. It also looks at how 
well escape rooms work outside. They found 
there to be many positives about the experi-
ence, such as: they showed “positive attitude, 
enthusiasm, and interest about local history 
and cultural heritage.” It also discover that their 
escape room can be used outdoors.

More research needs to be conducted on this 
topic so as to fully assess the place escape 
rooms have in schools.

x : conclusion
Research into escape rooms and education 
is in the early stages. There are gaps in the 
research when it comes to studies done with 
children in primary schools and for topics that 
don’t fall under the category of STEM. There is 
also a noticeable shift of studies leaning toward 
using digital escape rooms over physical 
versions. Overall, the literature available agrees 
that this method of educating fosters, and is 
reliant on teamwork and collaboration among 
students and that students feel motivated and 
engaged when learning through this practice. 
Studies have also shown that these methods 
can improve key skills such as collaboration, 
creativity, and leadership qualities. Further 
research into escape rooms and education 
would be useful as it could give insight on their 
benefits to teaching both academic skills and 
life skills at once.
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escape rooms and their place in education

introduction
Through looking at the literature available on 
escape rooms and education there is a gap in 
knowledge in two parts:

•	 Escape rooms tested on primary school   
age children

•	 Topics that aren’t STEM subjects.

The primary research aims to bridge the gap in 
the knowledge and confirm existing knowledge 
by answering the questions:

Do primary age children find escape rooms 
useful tools in their education?

Can escape rooms work as an educational 
tool for non-STEM subjects?

How do primary school children respond to 
an alternative teaching style?

For my research I created an escape room in 
a box that I took to a primary school to test on 
the primary 7 students. I used a mix of observa-
tion, discussion, and survey to gather my data. 
I deemed it necessary to have both qualitative 
and quantitative data as it would allow me to 
look at individual opinions but also the collec-
tive opinion of a class working together.This 
chapter will detail the aims of the research, the 
choices considered in the way the research was 
conducted, the participants of the research, the 
methods used to collect data, the design of the 
escape room and a walk through of the puzzles.

data collection methods
ethnography
Ethnography is a qualitative research method 
that involves the researcher being an active par-
ticipant in a study in order to “understand the 
cultures, challenges, motivations, and themes 
that emerge ‘’ and stems from cultural anthro-
pology (Cleland, 2017). It allows the researcher 
to gather ideas on the participants’ behaviours 
and actions. Ethnography can be useful in that 
there’s a direct interaction with the researcher 
and can provide deep understanding of the 

findings, however it can also be challenging 
to focus on specific conclusions of the results 
(Amuomi, and Collins, 2020).

This method was appropriate to use in the con-
text of my study because the children needed 
someone to take them through the lesson, I had 
knowledge on the room, how the locks worked, 
and how the puzzles were to be solved. It was 
also appropriate that I be participating as the 
lesson needed to be kept on track and if it were 
a real scenario, a teacher would be present and 
involved too.

questionnaire
Questionnaires are beneficial to gain quantita-
tive data from large groups quickly and easily 
(Jones, Baxter and Khanduja, 2017). When 
used on a large sample group there can be 
issues in getting responses which can impact 
the validity, however as my participant group 
size was small and I hand collected the surveys, 
I didn’t have this issue. This research method 
was useful in gathering quantitative data on 
the children’s response to the escape room, 
this data was needed to directly compare and 
conclude from the findings, an advantage the 
ethnography didn’t provide.

focus group discussion
Focus groups, often used for testing products. 
allow the participants the advantages of a 
group setting which can foster discussion and 
the sharing of opinions and ideas to develop 
their own. The role of the researcher is as the 
facilitator of the focus group who directs the 
study through prompts and encourages discus-
sion between participants. (UK Government, 
2020)

This was chosen to end the session to gain a 
deeper insight into the opinions of the children 
on the escape room, but mainly to encourage 
confidence in any negative feedback they had 
about the room that they didn’t feel comforta-
ble sharing without prompt.

methodology
chapter two
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escape rooms and their place in education

section i : research aims
The research aims were to understand if escape 
rooms are a good method of education for 
primary school children and, if so, why that was. 
Through the research I wanted to find out their 
honest opinions about the lesson. I wanted to 
find out whether or not they found it useful and, 
most importantly, engaging.

section ii : method plan
ii , i : participants
The participants were 14 students in P7 of 
mixed abilities, experience with escape rooms 
and genders. They were in groups that they 
usually wouldn’t choose to work with so I could 
see how the dynamics worked between those 
of varying levels and experiences, it was also 
useful to see how communication worked 
between those who usually wouldn’t spend 
time together. The majority of the pupils had 
not participated in an escape room before.

ii , ii : considerations
One thing I thought most important to consider 
in conducting my research was making sure it 
was an enjoyable and comfortable experience 
for the children, not only because I cared about 
their experience being a positive one, but also 
so that they felt as though they would be able 
to give their 100% honest opinions so the re-
search was as valid as it possibly could be.

ii , iii : data collection
I gathered my data through walking around the 
classroom as they were completing the escape 
room and noting how they worked as a team, 
the engagement in the task, and the mood of 
the children, whether they were enjoying and 
interested in the task or they were finding it frus-
trating. Then once they completed the escape 
room I handed round a form in which they had 
to tick from a sale of 1 to 5 their opinions of the 
escape room and then write down some addi-
tional comments about their experience. Finally, 
we had a whole class discussion where I asked 
questions such as “do we feel like you would 

learn better through methods like these?”, “did 
anyone feel they struggled to stay focused on 
the task at hand?”, and if they had any sugges-
tions for improvements for the escape box. The 
aim of this was to gauge their opinions on if 
they thought an escape room was a useful and 
interesting way of learning.

ii , iv : creating the puzzles
The first stage was developing the puzzles for 
the children to complete and to choose a theme 
for the escape room. This included looking 
at the curriculum for excellence and picking 
out a topic that was relevant and also creating 
puzzles that would cover the requirements for 
second level, this included the topic being local 
history, and puzzles such as reading maps.

The following is a walkthrough of the puzzles 
and their solutions:

the story :
The children are detective inspectors in Edin-
burgh during the Victorian Era, there’s been 
strange murders happening and last night their 
colleague saw two men acting suspiciously in 
a graveyard. They dug up a body and sold it to 
alocal anatomist called Dr. Knox. The inspectors 
need to get into Dr. Knox’s lab and see if they 
can find any clues as to the whereabouts of the 
men.

step 1 :
Each table recieves a map and a newspaper.

Each child is given a certificate to fill out as they 
uncover the murder mystery.

The first letter is displayed on the smartboard.

solution :
The children must look at the newspaper and 
identify the symbol that represents Dr. Knox 
(an orange diamond). They then find the 
orange diamond on the map and recieve the 
coordinates of the lab (11,10)

They can then unlock the main box that 
represents the lab.

research studies
chapter three
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step 2:
The children are encouraged to explore inside 
the box and look at the furniture.

On the wall of the box is a hint:

RED BLUE GREEN BLACK

solution :
The children look in the furniture in which 
there are miniature books, each with a number 
written in a different colour.
They use the hint that was on the wall to put 
the numbers in the right order, giving them the 
code 4371. They can then unlock the small box.

step 3:
Inside the small box is a UV torch and they now 
have to find a code for the last box.

solution :
Using the UV light they discover the world help 
written on the dissection table and use this to 
unlock the last box.

step 4 :
In the box is the second letter with descriptions 
of the suspects and the suspect cards are put 
up on the smartboard.

solution :
Using the date on the letter and the mens date 
of birth, descriptions of the suspects height, 
eye colour, hair colour, and accent, they must 
deduct that the men responsible are Burke         
and Hare. They can now fill in the suspect 
names on their certificate. 

step 5 :
They now recieve the final letter marked 
‘urgent’ with a letter in code.

solution :
Using the hints on the letter they must decode 
the letter to discover Burke and Hares route on 
the map ( the meadows, the kirk, dr. fraser, west 
port, start, the centre )

They then must use the newspaper and the 
map together and draw out burke and hare’s 
route, then they find that they’re hiding in the 
graveyard at the centre of their route, castle hill. 
The children then fill out the certificate with 
where they found the criminals and their name.

(examples of all the above puzzles shown at the 
end of chapter)

ii , v : making the box
Once I had created the puzzles I created the 
box. I first created an illustration for detailing 
the side of the box and to use as the flooring in 
the box. I used 9mm thick MDF for the box, and 
a laser cutter to apply the illustration. After the 
walls and bottom of the box were complete, I 
assembled the box, adding hinges and a hasp 
for the lock. Then the task of decorating the 
inside of the box, I used sugar paper for the 
walls and stuck down dollhouse furniture. The 
aim of having a miniature box instead of just 
paper is to see how the students reacted to 
something tangible that they could interact 
with, while the product would also be easy to 
store in a classroom.

ii , vi : the questionnaire 
I first introduced myself to the students and ex-
plained to them what I was studying, what I was 
researching, what they would be doing with a 
timeline of the tasks, and things to remember, 
such as to have fun and work as part of a team. 
They then began the escape room, the letters 
were read out to them and I walked around the 

section iii : conducting the research
I first introduced myself to the students and 
explained to them what I was studying, what 
I was researching, what they would be doing 
with a timeline of the tasks, and things to 
remember, such as to have fun and work as part 
of a team. They then began the escape room, 
the letters were read out to them and I walked 
around the classroom with the teacher and 
offered support to any students that needed 
help. The escape room had a combined 
method of working just in their tables, and 
working as a whole class in order for me to ask 
at the end which they preferred and which they 
found more useful.

Once the escape room had been completed, I 
passed around the forms and talked through 
each of the questions so they understood 
what the numbers represented and what I 
was wanting to know from each question. 
For example, for the question “how engaged 
were you during the lesson?” I explained that 
1 would mean they were very distracted and 5 
would be very engaged. After going through 
all the questions, I asked them to add some 
comments at the bottom and back of the 
questionnaire on what they found interesting 
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and, after the form, we had a whole class 
discussion about how we felt the lesson went. 
I asked questions about what they found most 
interesting about the lesson, if they enjoyed 
working in groups, if they thought it was a 
useful method of learning, and if they felt they 
used lots of different skills (such as numeracy 
and literacy).

section iv : the results 
iv , i : inital hypothesis
Do primary age children find escape rooms 
useful tools in their education?
Primary school students find escape rooms are 
helpful in keeping them engaged in a topic 
theyre learning about. They encourage team-
work, communication, development of leader-
ship skills and are an enjoyable activity.

Can escape rooms work as an educational tool 
for non-STEM subjects?
Despite the lack of research on this, escape 
rooms are tools that can hold their own in many 
different topics due to their adaptability.

How do primary school children respond to an 
alternative teaching style?
I believe the children will respond positively to 
the escape room, I believe that some children 
won’t enjoy the aspect of teamwork and that 
some may find it difficult to keep concentration.

iv , ii : methods used to analyse the data
The methods used for analysis are creating 
tables and graphs to analyse the quantative 
data gathered through the survey, identifying 
key themes and words from the focus group, 
and the observations gathered though the 
ethnographic observation. 

iv , iii : results
ethnography :
Throughout the pupils playing the escape room 
I observed them working together as teams 
and communicating strongly. They discussed 
the puzzles and possible solutions heavily and 
were sharing ideas about the answers they’ve 
come up with. One table had one pupil who 
was taking the lead in solving the puzzles as he 
had done escape rooms before, speaking to the 
teacher of the classs she said this is something 
he is very passionate about so this is why he 
might’ve taken a more solo approach. When 
that student found the next puzzle difficult, this 

is when the next members of the group pitched 
in to help solve it.

There was one table in particular that found 
the initial puzzles challenging, however when 
given a small hint and pointed in the correct 
direction, they picked it up very quickly. 
Although they struggled with some of the 
puzzles, they excelled in some that the other 
tables didn’t.

Another observation was that the students 
were all very engaged with the puzzles, their 
conversations were about little else and when 
you looked across the classroom they all had 
their heads down and were focusing purely 
on working out the solutions, this was also the 
same when I was using the powerpoint and 
talking through it.

The students showed a huge amount of interest 
in using the locks and the boxes and getting to 
physically be involved in and touch the box. At 
the start I forgot to mention that we would be 
waiting for all the groups to get the solutions 
before we moved on to the next step, wether it 
be the next puzzle or opening the box, so when 
the first table solved the puzzle they ran up and 
began using the lock. This showed a sense 
of passion in the lesson and a competetive 
element that could be utilised for future 
developments in the escape room.

survey :
The survey afterward showed the main thing 
that the students thought about the escape 
room was that they had fun, the majority of 
responses included the word ‘fun’ and some 
had comments saying that they would like to 
do it again.

To the question of working well as a team the 
data showed that all of the students thought 
that they worked well as a team, which was 
backed up in the ‘additional comments’ section 
of the survey in which there were references to 
this made.

Almost the entirety of the class said that they 
would strongly agree with the fact they were 
engaged throughout the lesson.

There was an even split between students that 
would agree and strongly agree with the fact 
they worked well as a team.
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table 1:

table 2:

chart 1 representing table 2:
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The majority of students said they would be happy with more lessons like this.

To the statement of “I would learn better doing similar activities”, the majority of students either 
agreed or disagreed, 2 said they would disagree and one was neutral.

The vast majority of students said they enjoyed the lesson.

(Quantative data shown on page 22, transcript qualitive data shown on page 24)

focus group :
My aim with the focus group was to get any negative feedback they didn’t feel comfortable 
sharing until I encouraged it. The main sentiment was that it was a really fun task and they enjoyed 
interacting with the box, that seemed to be the main selling point for them.

Some of the positive feedback shared was that it would make lessons more fun and that they 
would find it a helpful tool in their learning.

The negative feedback I recieved was in opinions to the teamwork, there were a couple of 
students in the class that didn’t enjoy this however in speaking to the teacher these students often 
dislike the groupwork tasks so I dont think it was specifically in relation to this lesson. The other 
negative feedback was about the actual design of the escape room in that they found some of the 

puzzles too easy.

conclusion
In conclusion my research shows that, overall, the primary school children responded positively 
to the lesson in terms of their enjoyment, engagement and team work. In future, more research 
could be done with individual groups to assess the dynamics more closely, however due to the 
time frame I had to execute the experiment, I thought it was more important that I test the lesson 
on a larger group of students. Another area research could be done is how different age groups 
respond to the escape room lesson.
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transcript of responses in the comment section of the feedback form:

“ It was really fun doing the activities and I liked the murder task. It went really well and I liked the 
box “

“ I thought it was very fun but also a good learning experience. I would love more lessons like this 
and it would be a lot more fun and easier to learn. The box and problem solving was so fun and 
exciting “

“ It was very fun to do, I really like the box with all the tiny furniture and the design on the outside. “

“  Very fun interesting details, good. liked finding books and codes, but a bit hard to read the map ”

“ I enjoyed it because it felt like I was a real detective. I hope that our class can do it again.  Well 
done! “

“ I liked how everyone got a shot, the book was very fun, I think there should be more clues/
activities. I think the challenge was great. thanks. “

“ I really liked the lesson because it was challenging and fun at the same time. “

“ I loved the blue light and the box, amazing, so fun and good team work ”

“ I thought it was engaging and fun to work as a team. I loved trying to find the suspects. “

“ I loved all of the clues, torch, box and how nice the girl was as well as how she helped out our 
group when we needed it. I really want to do it again! “

“ I loved the box and everything! “

“ We had to find many books and get the clues to unlock the codes. I liked this because it was not 
too easy but not too hard as well and they also really enjoyed it when we were working out the 
codes and the murders. “

“ I really enjoyed it and looking inside the boxes for clues. Was very engaged in focused and 
found it really fun. “

“  it was very engaging and everyone was working hard to. everyone worked together as a team 
and everyone enjoyed it and I think everybody would want to do it again. “
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the first letter
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the map

step 3 code
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the newspaper
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the second letter
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the suspect cards
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the final letter
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final puzzle code
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final puzzle hint
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certificate to fill out
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presentation
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