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SETTING UP
· Preparation: 1. Prepare the location for the escape room- organize all the props for the game. 
2. Prepare the description of the game and the introduction for the students 
3. Prepare for instruction of the students (safety instructions, backstory of the game, rules about the process-the algorithm of the game, the help from the GM/teacher, time restrictions etc. 
4. Prepare to answer questions of the students about the game algorithm


· Enigma/Puzzle/step 1: 	Comment by Valentina Gianfranceschi: Are we talking about a direct delivery by the GM? If so, is it possible to find a way to proceed in another way?	Comment by Manon de Schryver: As said in the general description, agreed with this comment  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 the theme of the escape room- a plane. The students enter the room and the GM/teacher briefs the students verbally or by a recording about the backstory, the task and goal of the game. After the instructions the GM/teacher will turn the timer on 60 minutes and the game will begin. 
The students will be given instruction to find the first puzzle. 
The GM will observe the process of the puzzle solving and provide the two hints-subtle and easy. The GM will ensure the following of rules and the decent behaviour of the students. 
Note: The GM will ensure that the students find the lead to the next puzzle (will help and encourage). 



· Enigma/Puzzle/step 2:	Comment by Valentina Gianfranceschi: Are we talking about a direct delivery by the GM? If so, is it possible to find a way to proceed in another way? The same goes for the other puzzles.The students will find the second puzzle. 
The GM will observe the process of the puzzle solving and provide the two hints-subtle and easy. The GM will ensure the following of rules and the decent behaviour of the students. 
Note: The GM will ensure that the students find the lead to the next puzzle (will help and encourage). 



· Enigma/Puzzle/step 3:The students will find the third puzzle. 
The GM will observe the process of the puzzle solving and provide the two hints-subtle and easy. The GM will ensure the following of rules and the decent behaviour of the students. 
Note: The GM will ensure that the students find the lead to the next puzzle (will help and encourage). 



· Enigma/Puzzle/step 4: The students will find the fourth puzzle. 
The GM will observe the process of the puzzle solving and provide the two hints-subtle and easy. The GM will ensure the following of rules and the decent behaviour of the students. 



· Enigma/Puzzle/step 5 and 6: [bookmark: _Hlk74949714]The students will find the fifth and sixth puzzle. 
The GM will observe the process of the puzzle solving and provide the two hints-subtle and easy. The GM will ensure the following of rules and the decent behaviour of the students. 
If the students do not finish in time the GM will turn the lights of and show a picture of a crushed plane on the multimedia. Afterwards they will be let out of the room.
If the students finish the puzzles with success, they will be let out of the room right away. 







UNFOLDING OF THE ESCAPE ROOM

· Step 1: · [bookmark: _Hlk74949788]Prepare the props and make sure there are no technical problems. Every group has their own version of the puzzles, labelled with the group numbers (1, 2 and 3).
· Introduce the story and rules of the game. Set a timer for the escape room and hand the first puzzle to the students. 
· Observe the progress of the students.





· Step 2: · [bookmark: _Hlk74949795]Be ready to introduce the hints to the students.
· Make sure the students follow the rules and do not touch props if not needed.



· Step 3: · [bookmark: _Hlk74949813][bookmark: _Hlk74949814]Be ready to hand every next quiz to the students when they are ready with the previous one.
· After the end of the game clean up the location. 









CLEANING UP:

· Enigma/Puzzle/step 1: [bookmark: _Hlk74950080]All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged. 

· Enigma/Puzzle/step 2:All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged.

· Enigma/Puzzle/step 3:All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged.

· Enigma/Puzzle/step 4: All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged.

· Enigma/Puzzle/step 5: All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged.


·  Enigma/Puzzle/step 6:All of the used props and materials have to be placed back in their original location. Make sure nothing is damaged.





REBOOTING: 

· Enigma/Puzzle/step 1: 	Comment by Valentina Gianfranceschi: You may find items that represent each enigma, so don't use paper bag/envelopes. You could exploit the world of airplanes and then use objects that represent it (simple to find and symbolic of course !)	Comment by Manon de Schryver: Agreed  [bookmark: _Hlk74949836][bookmark: _Hlk74949837]Place puzzle No 1 back to its place under seat No. 12. 

· Enigma/Puzzle/step 2:[bookmark: _Hlk74949868][bookmark: _Hlk74949869]Place puzzle No 2 back behind the clock.

· Enigma/Puzzle/step 3:[bookmark: _Hlk74949894][bookmark: _Hlk74949895]Place puzzle No 3 back behind the large letter “t”.

· Enigma/Puzzle/step 4: Place puzzle No 4 back in the suitcase after it has been used. 


· Enigma/Puzzle/step 5: Place puzzle No 5 (the papers with numbers 400 (1,2 and 3)) and the cypher used for the quiz back on the set.

· Enigma/Puzzle/step 6: Place puzzle No 6 and the cypher used for the quiz back on the wall display.
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