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SETTING UP
· Preparation: 1. Set up the room – have all the materials/props ready and placed in the correct location according to the puzzles
2. Prepare briefing and description of the game (backstory and context)
3. Provide list with safety instructions for players
4. Introduce monitoring and discuss giving hints during game (if needed)
5. Provide help to players when they are stuck or frustrated
6. Prepare debriefing 


· Enigma/Puzzle/step 1: [bookmark: _Hlk73528165]Step 1: The game master will set up the room with all the props to set the atmosphere and place the puzzle objects/materials correctly according to where they should be located. Then, he/she will welcome players to the ER and brief them on the story through verbally recounting the background story that leads to the challenge and the end goal. After reminding players of the rules (do not break objects, do not force objects/props if they cannot be easily moved, etc.), the players will be given a chance to ask questions which the game master should be prepared to answer about the logistics of the game. When everything is clear, the game master will let the players into the room, turn the timer on and let the game begin while he/she is supervising it.


· Enigma/Puzzle/step 2:[bookmark: _Hlk73528319][bookmark: _Hlk73528320]The game master will monitor the unfolding of the puzzle. He/she will make sure that the players are following the clues correctly and will provide hints if he/she notices that they are encountering difficulties with following the correct path to the solution. The subtle hint will be provided first and, if needed, the easy one will be provided afterwards. The game master will also ensure that players are careful with the props and are not damaging


· Enigma/Puzzle/step 3:[bookmark: _Hlk73528338]The game master will monitor the unfolding of the puzzle. He/she will make sure that the players are following the clues correctly and will provide hints if he/she notices that they are encountering great difficulties with following the correct path to the solution. The subtle hint will be provided first and, if needed, the easy one will be provided afterwards. The game master will also ensure that players are careful with the props and are not damaging anything around the room.



· Enigma/Puzzle/step 4: The game master will monitor the unfolding of the puzzle. He/she will make sure that the players are following the clues correctly and will provide hints if he/she notices that they are encountering difficulties with following the correct path to the solution. The subtle hint will be provided first and, if needed, the easy one will be provided afterwards. The game master will also ensure that players are careful with the props and are not damaging anything around the room.
*Note: the players will probably need a hint for this Puzzle


· Enigma/Puzzle/step 5: The game master will monitor the unfolding of the puzzle. He/she will make sure that the players are following the clues correctly and will provide hints if he/she notices that they are encountering difficulties with following the correct path to the solution. The subtle hint will be provided first and, if needed, the easy one will be provided afterwards. The game master will also ensure that players are careful with the props and are not damaging anything around the room. Once the players find the key, the game master needs to signal the end of the game. The ending video can be displayed (optional) or the game master can verbally explain that they managed to save Hadjigeorgakis from beheading and he is now on his feet to escape thanks to the players. 
If the players do not manage to finish Puzzle 5 in time, the game master will signal the end of the game and the timer sound will be heard. He/she can also explain how the solutions were found and where the key was located. Once these steps are finished, the game master will safely escort all players out of the ER and answer any questions they may have about puzzles or the general story. 


UNFOLDING OF THE ESCAPE ROOM
· Step 1: [bookmark: _Hlk73528542]Make sure that you pay attention to the players’ progress and have hints ready at your disposal to distribute them if needed. 


· Step 2: [bookmark: _Hlk73528550]Make sure that no prop/decoration in misplaced and could confuse players. You can mark anything that is irrelevant and just a prop with a ‘do not touch’ sign to avoid the challenge of red herrings.




Make sure that players are careful and do not damage any props/decorations throughout the escape room. 

· Step 3: [bookmark: _Hlk73528559]Make sure that speakers and screens (for videos/audio) are properly wired and will work once players need to view/hear them. 


· [bookmark: _Hlk73528572]Step 4:

REBOOTING:
· Enigma/Puzzle/step 1: [bookmark: _Hlk73528686][bookmark: _Hlk73528687]Replace all objects in the place where they are located. Place decorative box back in its place and place vintage photograph inside. Re-lock the box with the containing the math exercise and puzzle piece. 

· Enigma/Puzzle/step 2:Place the wall frame back to the wall and make sure that the math exercise and puzzle piece are back inside the frame. Place the compass and ruler in the drawer. Re-lock the briefcase and make sure the puzzle piece is inside. 
Re-lock box with puzzle piece and math theory sheets and place back to its location.

· Enigma/Puzzle/step 3:If moved, place the old phone back to its position. Re-place the QR code inside the phone. 

· Enigma/Puzzle/step 4: 
· Enigma/Puzzle/step 5: If it is moved, place the picture frame of the mansion’s room back on top of the box and re-lock the box with the key inside. Have they ending video ready to show (optional).

CLEANING UP : 
· Enigma/Puzzle/step 1: [bookmark: _Hlk73528889]Place all objects in their initial location and make sure to replace material if destroyed/corrupted



· Enigma/Puzzle/step 2:Place all objects in their initial location and make sure to replace material if destroyed/corrupted



· Enigma/Puzzle/step 3:Place all objects in their initial location and make sure to replace material if destroyed/corrupted



· Enigma/Puzzle/step 4: Place all objects in their initial location and make sure to replace material if destroyed/corrupted



· Enigma/Puzzle/step 5: Place all objects in their initial location and make sure to replace material if destroyed/corrupted
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