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ESCAPE ROOM TITLE:
13-15	years old

· Target Group 
3-4	

· Number of participants
Regular secondary school Math students

· Level

45 (timer will be set at 45 mins)

· Time Needed in total


· OrganisationAll activities are designed in a way that can be completed in groups. Players will be divided in teams according to the teacher’s instructions (i.e. teachers may instruct students about which team they are in or let students pick their own teams of max 4). One group will participate in the ER while the other group will do another school task in relation to the subject and then they will exchange at the break until all students play. The team which finishes the ER with the best time (within the 45-minute timeframe) can be given extra credit or other reward by the teacher to make it more interesting and fun to compete in. 
The students are not assigned any special roles during the game – it is up to them or the teacher to decide if special roles will be given and what these would be. 

· Pedagogical Objectives· Understand basic geometric concepts 
· Explore the elements related to architectural design and shapes
· Learn about historical and cultural heritage characters that hold an important position in a country’s history (Hadjigeorgakis Kornesios)
· Understand cartesian coordinates to draw on a plane
· Understand the different concepts of plane geometry

· STEAM concepts coveredMathematics: The architecture of a building is closely related to mathematics, as shapes and art are usually geometrical shapes with a mathematical reflection behind, especially when it comes to Islamic art. 

· Background storyTHE MISSION: Players will be locked in the room for 45 minutes. The “key” to completing the escape room is hidden inside the mathematical puzzles which need to be solved in order to be successful. Players must search the room, solve all enigmas/puzzles and find the clues that will lead to the end of the mission. If all are solved successfully, players will find a key that disarms the bomb and leads to a hidden tunnel from where Hadjigeorgakis can escape from his foreseen beheading. An end video (optional) will appear as a thank you note for saving him.

The context leading up to the ER: Why are they here? What is the mission? Who are the pupils within the story?
This information will be given to players by the game master before they enter the room: Hadjigeorgakis Kornesios was sitting in his picturesque backyard, when a strange message appeared before him. It was an email from the future. Hadjigeorgakis did not know what an email was or what it looked like, as the internet had not yet been invented – it was 174 years away. The email came from the year 2021. It reads: 
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The team of young mathematicians (the players) will have supposedly been sent from 2021 to 1809 to help save Hadjigeorgakis’ life through solving the mathematical puzzles. 

SCENARIO
· How will the escape room unfold?The players will be given the instructions by the game master. The game master should also provide a copy of the email sent to Hadjigeorgakis so that they can read it thoroughly. They will enter the room which will be modelled after one from Hadjigeorgakis’ mansion. The end goal is to find a way to solve all the mathematical puzzles and collect the clues needed that will lead them to a key. The key will serve as Hadjigeorgakis’ escape route from beheading as it supposedly leads to an underground tunnel from which he can disappear and will also disarm the bomb that is set to destroy the mansion. This will save his life and his mansion and help you win the game. 
The escape room follows a multilinear path design, which follows a mixture of linear and open paths. Puzzle 1-2 are linearly connected as well as Puzzle 3-4 and they all come together to solve Puzzle 5 – the final metapuzzle of the escape room. 
Players will begin searching the room for the first set of clues. There are two independent paths – solving Puzzles 1-2 and solving Puzzles 3-4. It does not matter which they figure out first, as long as they are able to solve all 4 puzzles. The players can be divided in two groups where one group is searching for the first path and the second group for the second path. Alternatively, all can work together. To solve Puzzle 1, players use the date of the photograph (1717) to open the locked box. When they solve the math exercise in the box they will find the code ACBAB. They should also collect the first puzzle piece. This leads to Puzzle 2, where players need to unlock a box with this code and find a second puzzle piece note about math theory which they need to read. To solve Puzzle 3, players must search the room for a clue. Inside the old phone lies a QR code and when they scan it a math exercise is revealed. Its solution is 14. Players will use this solve Puzzle 4. On a wall frame this number is written in the back of the frame. When disassembled, the frame contains a puzzle piece and exercise. When completed, the exercise reveals the number 12. They should use this to open a 2-digit lock which contains the final puzzle piece. When Puzzles 1-4 are solved, the jigsaw puzzle pieces they were collecting throughout form a QR code which they will use to solve the final puzzle for Puzzle 5. Players will see a floorplan of the mansion and a key displayed in one of the rooms. They need to figure out that the key is placed in the locked box underneath the photo frame depicting a picture of the same room as in the floorplan. They will use the calculation from the algebraic exercise to find the code 75736 and unlock the box to find the key. This signals the successful end of the escape room. The game master can show a video depicting Hadjigeorgakis thanking the players (optional). 
If the players do not manage to complete the tasks before the timer hits 0 seconds, this will signal the end of the game. The game master will tell players that the game has ended and that they not managed to save Hadjigeorgakis and his mansion. 
Link to 45-minute timer: https://steamerproject.eu/countdown/ 

· Ambiance and decor elements in place	1. Coffee table with drawers and 2-3 chairs 
2. Patterned carpet (ethnic/Persian style) 
3. Pillows for the floor
4. Vintage phone
5. Vintage decorations (ideally wooden)
6. Picture frames & Wall frames
7. Table lamp (for decoration)
8. Small decorative table/stool
9. Old / vintage radio
10.  Old / vintage camera

· Introductory information given and formatIntroductory information will be given through the game master verbally. He/she will provide the background story and details verbally to the players and will help them enter the Escape Room. An introductory interactive video (trailer) can also be shown to players that briefly explains the task and story (optional).

· Escape Room phases and time neededPhase 1/ Puzzle 1: approximately 10 minutes
Phase 2/ Puzzle 2: approximately 3 minutes
Phase 3/ Puzzle 3: approximately 10 minutes
Phase 4/ Puzzle 4: approximately 12 minutes
Phase 5/ Puzzle 5: approximately 10 minutes

· Materials given to the students (if relevant)
	· Pens/Pencils

	· Paper (for calculations)

	· Internet connection

	· Smartphone/tablet (for QR codes)

	· Key

	· Picture frame with mansion room

	· Locked box with 5-digit number lock

	· 4 Puzzle pieces forming a QR Code

	· Wall frame (with #14 written on its back)

	· Math exercise with hexagram

	· Compass (mathematical)

	·       Colored pen/pencil

	· 	 Briefcase with 2-digit number lock

	· 	 Old, vintage phone

	· 	 QR code Puzzle 3

	· 	 Box with 5-digit letter lock

	· 	 Math Theory sheet Puzzle 2

	· 	 Vintage decorative box 

	· 	 Vintage photograph with married couple & date

	· 	 Box with 4-digit number lock

	· 	 Math exercise Puzzle 1












· General presentation of enigmas/puzzles
The first part of Puzzle 1 will be placed inside a vintage decorative box on the coffee table containing a vintage photograph of a married couple and a date. Players will use the first part to locate the second part of the puzzle located inside a locked box next to the decorative box. 
Puzzle 2 will be hidden in a locked box under a chair (puzzle piece and a theory sheet)
Puzzle 3 will be hidden inside the old phone (QR code with math exercise)
Puzzle 4 will be located inside the frame on the wall where the number “14” is written on its back (puzzle piece and math exercise) 
Puzzle 5 has two parts. The first part will come together once players solved all the previous (4 puzzle pieces). It will be a QR code that players need to scan and solve a math exercise. The second part will be hidden in a locked box with a 5-digit number lock which sits underneath a frame with a picture of one of the mansion’s rooms (contains the key).
Puzzles 1-4 are accompanied by a puzzle piece which players must collect through solving math exercises to be able to move on to Puzzle 5. 
All puzzles contain 2 hints to support them and may be used by the Game Master in a situation where they deem is necessary for students to take a hint (if they are stuck for too long, are not close to solving the puzzle, are moving in the wrong direction, etc.)


· List of Enigmas/Puzzles· Puzzle #1: Geometry exercise & puzzle piece
· Puzzle #2: Math theory note & puzzle piece
· Puzzle #3: Math squares worksheet
· Puzzle #4: Geometric shape exercise
· Puzzle #5: Algebraic equation exercise
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From  futurewaming@2021.com Cc B
To o hadjigeorgakiskomesios@1809.com X
Danger Warning - Please read this!

Dear Mr. Kornesios,

You may find this message strange, but it is coming from the future. | am writing to you from the year 2021, exactly 212 years from you.

Looking back at your work and history, the mansion you have designed and constructed in Nicosia, Cyprus is now considered the most
important example of urban architecture of the last century of Ottoman conquer. We are a group of students recruited as young experts on
youth technology and mathematics. We have been given insider information that another youth terrorist group is trying to destroy your most
important living monument - the mansion - by traveling back in time and hiding their trail behind technology and mathematical riddles.

Because of your important contribution, we felt the need to warn you about what is coming, to do your best to prevent it. Your story ends
tragically because this group aims to destroy your mansion and has hired Ottomans to capture you and behead you in Istanbul. But there is
stil a chance!

We have sent you a team of young mathematicians that are equipped to help you out. Your enemies have strategically placed riddles around
your house filled with mathematical puzzles that need to be solved before the time runs out. Solving the puzzles will signal the end of the
mission and will help you disarm their destruction plan. The final riddle points to a key that disarms the bomb and at the same time will help
You escape through your mansion's forgotten underground tunnel and escape persecution. f these are not solved in 45 minutes, well
you know your fate.

. now

We hope this message reaches you on time...
Sincerely,

students in the year 2021

Messages and documents transmitted with this e-mail may contain privileged/confdentia information Subject to legal priviege. If ou are not the intended recipient, you may

ot use, copy, distribute or deliver to anyone this message or any partof s contents or take any acton n reliance on . Ifyou have received this e-mal in error, please
delete it and notify us by replying on this message .




image3.jpeg
%

STEAMCP




image4.jpg
This material has been created with the financial support of the European Commission. The
- contents of this material represent the exclusive responsibility of its authors and the European
El‘asmus A Commission are not responsible for the way that the contents of this information will be used




