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Escape Rooms

« Definition: a team of players cooperatively
discover clues, solve puzzles and complete
tasks in order to progress through
challenges to achieve a specific goal

* Uses: team building, an entertaining way of
delivering technical and non-technical skills,
to read and acquire or refresh knowledge
(Guckian et al. 2020)

Escape Rooms are a useful gamification
strategy in education and provide a new
alternative to educators (LOpez-Belmonte,
2020)
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Escape Room Experiments at WMG
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Challenge ONE Challenge TWO Challenge THREE Challenge FOUR Challenge FIVE
COMMUNICATION ATTENTION TO DETAIL STAYING AHEAD THE PRESSURE IS ON PERFECTING THE NARRATIVE

You have three chancesto  Can you follow step-by- ~ Ethical internet researchis  |t’s time to stand back and Pharmalogic’s value
relay the Lego structure step guidance to produce  key to finding the answer  ake 3 look at the bigger proposition needs
you see to your team the required solution? to this challenge... picture — can you identifying and
mates — is your successfully systematize communicating to the
communication clear chaos? chosen advertising agency...
enough?
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Resources Needed

* Lego

e Puzzles

e Paper squares cut to size

* Pens, paper, coloured paper, glue, tape, and scissors
* Internet

e Device to record a video
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Concluding Remarks

Limitations

* Requires considerable preparedness

e  Effective alignment with module LOs

 Use of clear assessment criteria and feedback

Works with smaller cohorts

« Not enough guidance in the entrepreneurship pedagogy literature
e Problems in rolling out online
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Innovation & Entrepreneurship Escape Room Challenge
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