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ABSTRACT 

The aim of this Final Degree Project (FDP) is to analyse and explore the various 

active educational methodologies that defend the use of games as an effective learning 

method. Specifically, this project focuses on the use of educational escape rooms, 

understood as an innovative tool that employs many of these methodologies and 

transforms them, thereby creating an immersive and educational experience.  

To this end, the project involves the design, preparation and development of an 

educational escape room for children aged 5 to 6, based on a children’s story: Ñac-Ñac, 

the Book-Eating Monster by Emma Yarlett. Based on this proposal, the aim is to analyse 

the benefits it can offer, including, amongst others, improved attention, logical-

mathematical thinking, and an introduction to literacy in a ludic way. Furthermore, the 

project also aims to foster more social elements such as motivation, teamwork at an early 

age and emotional regulation.  

 

KEY WORDS 

Challenge, Dynamics, Escape Room, Game, Game master, Immersive and  

Narrative. 

RESUMEN 

La propuesta de este trabajo de Fin de Grado (TFG) tiene como objetivo analizar 

y explorar las diferentes metodologías educativas activas que defienden el uso de los 

juegos como método eficaz de aprendizaje. Este trabajo se centra en concreto en el uso 

de los escape rooms educativos, entendidos como herramienta innovadora que usa 

muchas de estas metodologías y las transforma creando así una experiencia inmersiva y 

educativa.  

Para ello, se plantea el diseño, preparación y desarrollo de un escape room 

educativo para niños y niñas de 5 a 6 años, basado en un cuento infantil; Ñac-Ñac, el 

monstruo comelibros de Emma Yarlett. A partir de esta propuesta, se pretende analizar 

los beneficios que puede aportar esta propuesta, entre otros, la mejora de la atención, el 

pensamiento lógico-matemático, la introducción a la lectoescritura de una forma lúdica. 

Por otra parte, también se opta a favorecer elementos más sociales como la motivación, 

el trabajo en equipo en etapas tempranas y la gestión emocional.  

 

PALABRAS CLAVE 

Dinámica, Immersión, Juego, Juego de escape, Maestro del juego, Narrativa y 

Prueba 
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1. INTRODUCTION 

The capacity to play is innate and natural, possessed by all children and practised 

spontaneously. Over time, the way children play changes, and as they develop their 

personalities, they select the games that most appeal to them or that they enjoy the most. 

Personally, author´s interest in the field of leisure has changed over the years, and 

a deep interest have been developed in games that require logical and mental effort. 

Among others, escape rooms could be classified as such. These dynamics have been 

gradually explored, leading to the conclusion that they go beyond entertainment. To 

complete an escape room, immersion in the assigned role is essential, along with the use 

of wits and cunning to achieve the established goals. In some cases, daring must also be 

demonstrated and physical agility applied.  

Along with studies on early childhood education, it has been concluded that both 

areas are closely related, as games are necessary for proper overall development and 

escape rooms make it possible to work on different skills in a playful way. This facilitates 

such development using an attractive and functional tool. In addition, personal 

experiences, have allowed observation of different types of escape rooms, with diverse 

themes and dynamics that provide a wide range of possibilities for the implementation 

and creation of an educational and functional learning activity.  

In this way, the idea arose to create an immersive experience for the early 

childhood stage, in which knowledge about escape rooms could be put into practice and 

relate it to teacher training studies, as well as doing so in a personal way that I could 

identify with.  

On the one hand, it is considered a striking and highly attractive experience which, 

if used properly, can be very useful for teachers and facilitate the teaching-learning 

process of certain key skills. On the other hand, this experience can become a very 

meaningful memory and, even if children are not able to perceive all the benefits they 

gain, teachers can identify them, which allows them to improve this teaching technique 

and continue implementing it in the classroom. 

With the idea already focused on this challenge activity, the next step was to 

decide on the theme. To do this, certain factors must be taken into account, as it must be 

a well-known story adapted to the educational stage it is aimed at. It also needs a coherent 

and orderly storyline, while maintaining the enigmatic and mysterious essence 

characteristic of escape rooms.  

The story of Ñac Ñac, the book-eating monster, is a story that has been an 

extremely effective resource during my third-year teaching practice. This book was 

purchased before beginning the degree in early childhood education, with the intention of 

using it as a resource for a project.  

During these third year of college internships, highly committed teachers 

facilitated active participation in the activities proposed during the course. One of the 

proposed activities was reading this story to the 3-year-old class. This reading was very 
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well received in the classroom and became a recurring activity that always kept the 

students interested. As a result of this positive reception, the escape room was focused on 

this story, as it met the aforementioned requirements and was also particularly meaningful 

on a personal level. 

Similarly, focusing on a story allows prior work on the events that will take place 

during the escape room. This helps to develop anticipation and memory skills and makes 

students feel more confident and motivated. In the same way that content can be addressed 

beforehand, it is also possible to work on activities after the escape room, since the nature 

of the activity allows for both review and expansion of content.  

The story of Ñac-Ñac is the tale of a little monster who enjoys eating books. In 

this story, he eats the books Goldilocks and the Three Bears, Little Red Riding Hood, and 

Jack and the Beanstalk. As a result, the game is structured around three main challenges 

based on traditional stories and designed with an educational purpose in mind.  

The storyline behind this project is that Ñac-Ñac has escaped from his cage, and 

the mission is to find him and repair any damage he may have caused to the stories and 

their characters. Children from the last year of the second cycle of early childhood 

education, must use the skills and abilities they have learned in school to complete all the 

challenges and find the little monster. And finally, take him back to his cage so he doesn't 

continue eating the stories.  

The methodology chapter will discuss in depth all the essential aspects involved 

in creating this escape room, taking into account a key factor: the educational purpose of 

the escape room. To achieve this, it is necessary to preserve the essence of the escape 

whilst incorporating educational elements that are appropriate for the student’s level.  

To this end, the various methodologies used in this escape room are analysed, 

including, amongst others, gamification and game-based learning, as these 

methodologies, on the one hand, treat the activity as a game and, on the other, seek to 

educate and promote the learning of curriculum content through their use. 

Furthermore, this section details essential factors such as the number of players 

and the role of each one. This is an activity that requires a game master to function 

properly; therefore, the teacher, who in this case will fulfil that role, plays a fundamental 

part in the activity’s delivery. Moreover, players willing to participate and actively engage 

with the experience are also required. 

Similarly, the more structural aspects of the escape room are also analysed, as the 

placement of the puzzles, the use of different materials and the setting all serve a purpose 

and are designed with a specific intention in mind. It is therefore essential to understand 

these aspects to ensure the escape room runs properly. 

The method of implementing this escape room is also examined, as it is very 

important that players are aware of the experience they are about to undertake and the 

rules they must follow. In the case of children, it is also important that they are familiar 
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with the narrative beforehand, in order to facilitate their understanding of the challenges 

and encourage their reasoning. 

Finally, this escape room represents an innovative experience, so it is essential to 

collect the data obtained for the development of future research. Similarly, both the 

players’ results and their experience, as well as their level of satisfaction with the activity, 

will be evaluated, as they are the ones experiencing the activity and it is important to 

assess both the students and the escape room itself. 

By clicking on the link below, you can access an interactive Genially presentation, 

which serves as an example, as accurately as possible, of the escape room that is going to 

be developed as part of this proposal. 

https://view.genially.com/69b84bca2e9c65b0bf4d16ad  
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2. OBJECTIVES  

After a brief introduction to the main idea behind the escape room, the objectives 

to be achieved through the development of this project are presented now. These 

objectives form the basis of the proposed activity, as they have guided the planning, 

creation and design process in line with the desired outcomes. 

Before starting the project, a thorough planning process was carried out, in which 

one of the main phases consisted of collecting and analyzing relevant information. After 

conducting in-depth research on games and active methodologies, the first objective of 

the project was established: to analyse and demonstrate the importance of active 

methodologies based on games in early childhood education as a means of promoting 

meaningful learning.  

These objective form the basis for understanding the project completely, since the 

escape room consists of a hybrid methodology, combining several game-based 

methodologies. For this reason, the aim is to ensure understanding of the relevance of 

these methodologies in the educational process, as well as to demonstrate their 

effectiveness in promoting functional and meaningful learning among students.  

Consequently, the following objective is established: to demonstrate the value of 

escape rooms as an educational and recreational tool. Although escape rooms are 

characterised as an entertainment activity, when used in an educational setting, their 

objectives are transformed. Therefore, this objective seeks to integrate learning and play 

into a single educational resource, with the challenge of ensuring that it is effective and 

relevant. 

Once the theoretical objectives related to the methodologies have been 

established, the next objective focuses on the practical aspect: to design and create an 

educational escape room adapted to the Early Childhood Education stage, which 

integrates the skills, abilities and methodologies characteristic of this stage. To do this, it 

is necessary to have knowledge of escape rooms from the player's perspective, as well as 

an understanding of the students from the teacher's role, in order to ensure proper 

adaptation. 

Furthermore, the aim of this project is to offer alternative tools: to develop an 

innovative methodological proposal that offers an alternative to traditional teaching 

methods. 

Likewise, it is considered vital that any centre interested in this or a similar 

proposal be able to implement it. Therefore, another of the project's objectives is: to adapt 

the staging and implementation of the escape room to different contexts and educational 

centres, thus ensuring its flexibility and usability. 

Finally, escape rooms generate feelings of surprise, excitement, and uncertainty, 

among others. Therefore, another objective is: to justify escape rooms as a transferable 

resource that can be applied in preschool classrooms, promoting motivation, active 

participation, and comprehensive learning among students. 
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In Table 1, we can analyze the general objectives of this project in a more 

structured and summarized manner.  

 

Table 1. General objectives of the project. Source: self-elaboration 

 

Analysis of game-based methodologies for meaningful 

learning 

 

 

Value of escape rooms as an educational tool 

 

 

Design an escape room adapted to the Early 

Childhood Education stage 

 

 

Develop an innovative and educational tool 

 

 

Adapt escape rooms to different contexts 

 

 

Escape rooms as an educational resource for 

motivation and comprehensive learning 
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3. THEORETICAL FRAMEWORK 

The purpose of this theoretical framework is to establish the importance of escape 

rooms as a functional tool for comprehensive development and teaching-learning 

processes. Throughout this section, different approaches and types of games, whose 

objectives correspond to those of this framework, are addressed. This section allows 

contextualization and justifies the integration of game-based proposals. By combining all 

these strategies, the purpose of escape rooms and the benefits they offer can be better 

understood.  

 

3.1. The Game  

Numerous authors assert that games are an essential tool in the three dimensions 

of children's socio-emotional, cognitive, and psychomotor development (Panksepp, 1998; 

Jiménez López, 2018). Consequently, games are crucial for proper adaptation to the 

environment and maturational development, and they are not limited to being a childhood 

tool. In adulthood, games promote socialization and creativity. Likewise, they provide the 

opportunity to increase complexity in game selection, allowing for the improvement of 

certain logical skills, such as problem solving, memory, and the stimulation of executive 

functions, among others (Proyer, 2013). 

Froebel (1826) argues in his book, The Education of Men, that games are a core 

connection between children's inner world and the outside world, providing them with 

mechanisms for social development, learning to adopt adult roles, and adapting them to 

their reality. This author maintains that games are determinant for the child's future, as 

they are preparing to face the real world. Similarly, he views games as an expression of 

freedom and nature, which enhances the child's overall development. 

Piaget & Inhelder (1981) emphasises the importance of games in child 

development with his psycho-evolutionary theory, in which they divide intellectual 

development into four stages. In each stage, they explain which game predominates, 

considering that playing is a necessity and a form of interaction with reality. 

The first stage is the sensorimotor stage, which lasts from birth to approximately 

two years of age. It is characterised by being a very sensory and manipulative stage, since 

children are not yet able to communicate properly, and manipulating objects allows them 

to learn about the world around them. The type of games associated with this stage is 

functional play, which involves a lot of manipulation and imitation using objects, their 

own bodies, or other people. Children repeat actions for pleasure to explore their motor 

skills.   

The second stage corresponds to the age of two to seven years old and is 

characterised by selfishness and fantasy. During these years, children develop symbolic 

thinking, language and imaginative play. The type of play that corresponds to this stage 

is symbolic, consisting of using the imagination to represent reality, enabling them to 

initiate everyday situations.  
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The third stage is called the concrete operational stage, which lasts from seven to 

twelve years of age. In this stage, children begin to use reasoning and logic with certain 

limitations due to their age. The games corresponding to this stage are ruled-based or 

social games, since their interest is now focused on reasoning, leaving aside fantasy and 

part of their egocentricity.  

According to these authors, the final stage, the formal operational stage, like the 

previous stage, is strongly focused on reasoning. From the age of twelve onwards, 

children are able to understand more abstract concepts and communicate effectively. This 

is why children continue to play rule-based games as their main form of play, adding 

games with more complex strategies and the use of deduction.  

Thanks to these and other prominent authors mentioned later in this project, we 

can establish that games are important for the development of the three dimensions and 

other equally relevant aspects. However, it is necessary to define the meaning of play in 

order to fully assess its significance. The meaning of games is somewhat deeper than is 

usually assumed. Many educators and scholars are searching for a definition that 

encompasses all the characteristics, rules, and objectives of games.  

A pioneer and leading figure in the study of games, Johan Huizinga (1938) 

explains what characteristics a game must have in order to be considered as such. Play 

should be voluntary and free, since it is not a duty and should not be considered as such; 

it is essentially distended in terms of objectives, although its practice may be considered 

serious; it is unrelated to satisfaction, but stems from an integral need in life; it is often 

repetitive; it is closely related to beauty in many of its elements or aspects, but is not 

identical to it; it creates order and is order, since it has rules, rhythm, and harmony; it is 

often related to humor or wit; it may have elements of uncertainty or risk, to achieve 

tension and capture interest; it is foreign to the antithesis between sanity and madness, 

truth or falsehood, it has no moral function, unless you apply it.  

In addition, this author provides a definition of the term “game,” which will be the 

main reference for this project; play is a free activity that takes place withing defined 

limits of time and space. It is guided by voluntarily accepted rules and has no practical 

purpose other than the enjoyment of the action and separation of everyday life. (Huizinga, 

1938) 

In line with the above, games are important for child development. Therefore, 

Decree 36/2022, of June 8, of the Governing Council, establishing the organization and 

curriculum of the Early Childhood Education stage for the Community of Madrid1 

includes play as a meaningful and functional way of acquiring key skills. This decree 

implements the regulations specified in; Ley Orgánica 3/2020, de 29 de diciembre 

(LOMLOE).  

 
1 Decreto 36/2022 , de 8 de junio, del Consejo de Gobierno, por el que se establece para la Comunidad de 

Madrid la ordenación y el currículo de la etapa de Educación Infantil. 
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After defining the relevant terms and establishing that games are difficult to 

categorize due to their numerous objectives and rules, the following section will explore 

four types of games and analyze them in depth: free play, the Game-Based Learning 

(GBL) methodology, serious games, and gamification. 

 

3.2. Free game   

From birth, human beings play. It is an innate behaviour that allows us to explore 

and learn about our environment, as well as facilitating knowledge of our own bodies and 

developing sensory skills. This innate activity, which has no academic nature or specific 

objective, is called free play. It is an activity that is not directed by adults, but rather 

follows its own nature. “Every game is, first and foremost, a free activity.”, once again, 

philosopher Johan Huizinga laid the groundwork for understanding this game and its 

importance (Huizinga, 1938). 

María Montessori (1909), a renowned educator who has greatly influenced the 

study of educational methodologies, also explains her belief in free play in her book The 

Method of Scientific Pedagogy. She states that education is achieved when one educates 

oneself, and this is accomplished through activities carried out by the individual. These 

activities must be free and based on natural interests. Likewise, the author suggests that 

it is this freedom that allows the personality to develop  

According to Gummer's pyramid, shown in Figure 1, the type of games that should 

take up most of a child's time is free or imaginative play, followed by board games, team 

games, reading, and creative games. Gummer (2025) reiterates the importance of letting 

children freely decide what they want to play, so that they are choosing what they want 

to learn. He also refers to the pyramid as “the children's play diet.” Of course, this pyramid 

focuses on infant development, and the diet would have to vary depending on age.  

The role of adults in children's play is an open debate. For free play, it is essential 

that the role of the adult gives way to the child's protagonism, that is, the adult is essential, 

as they are the ones who will establish the limits that must be respected. Their role then 

becomes secondary, becoming that of an observer . The observer must be active, being 

able to observe what children do, what catches their attention, what they need when they 

are playing, etc. In other words, when educating a child, it is fundamental to observe, as 

this provides information that would not otherwise be obtainable. It is also important to 

encourage children to become independent, always in accordance with their age.  

(Tonucci, 1996)      

 

Free play is necessary in the classroom and at home (UNICEF, 2018). However, 

it is not viable to spend the entire school day or at home exclusively engaged in free play 

activities, as teachers must try to combine free play with other learning methodologies. 

For this purpose, there is a teaching-learning methodology also based on games, called 

Game-Based Learning (GBL). 
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3.3. Game-Based Learning  

The GBL methodology does not have a clear and defined precursor, because it 

was not created by a single person. Its development stems from the contributions of 

different authors, such as Fröebel, Montessori, Piaget, and Vygotsky. These authors all 

reached the same conclusion from different approaches, and they emphasize the 

importance of games in their respective works, but they all agree that play is a key 

component of learning. 

Among them, Froebel represents a key pioneer in teaching intrinsically related to 

games. Play-based learning, as its name suggests, is a methodology that advocates for the 

use of games as an indirect tool for teaching other content. Froebel created the first 

kindergarten and argued, sustained by practice, that games are the most meaningful way 

for children to learn through natural means (Fröbel, 1826). 

Other authors such as Piaget defend this methodology, linked to constructivism, 

since it is the child who constructs their own knowledge using the tools we provide them, 

which in the case of GBL are functional due to their dynamic and structured nature. Piaget 

points out that children assimilate and accommodate information more quickly thanks to 

games. In addition, games foster motivation and a desire to learn because learning takes 

place in an entertaining context (Piaget, 1946). Recent studies also support the use of 

methodologies such as GBL in the classroom, due to all the benefits that students can gain 

from this implementation. However, games are not only useful in early childhood 

education, as they are a playful tool that facilitates learning and should not be limited to 

this stage alone. It is true that methodologies that focus on games are usually designed 

for earlier stages due to their effectiveness and teaching style. In later stages, games are 

not always the best methodology, depending on the knowledge you want to 

acquire (Cornellà, Estebanell, & Brusi, 2020). 

Recent studies also support the use of methodologies such as GBL in the 

classroom, due to all the benefits that students can gain from this implementation. 

However, games are not only useful in early childhood education, as they are a playful 

tool that facilitates learning and should not be limited to this stage alone. It is true that 

methodologies that focus on games are usually designed for earlier stages due to their 

effectiveness and teaching style. In later stages, games are not always the best 

methodology, depending on the knowledge you want to acquire  (Cornellà, Estebanell, & 

Brusi, 2020). 

A well-known example of the GBL method implemented in secondary school 

classrooms is Kahoot. It is an interactive activity consisting of questions and answers, 

which can be created by the teacher and answered by students using their own devices. 

Although at first glance it has nothing to do with the methodology described above, what 

makes Kahoot stand out from other platforms offering the same service is the inclusion 

of game features. It has a timer, questions that are worth points, leaderboards, and point 
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streaks. In other words, all these elements turn Kahoot into a game, just as it turns learning 

into a game. The surprising thing about this study is the data, since after testing this 

method in schools, they concluded that students retain information more easily when this 

format is used. Therefore, the use of games in the classroom is a very effective 

method (Martínez Navarro, 2017). 

The role of the teacher in using the GBL methodology is essential to ensure that 

this tool works properly. To do this, the teacher must examine the pedagogical system as 

a whole in order to design and implement the desired game. The teacher must accompany 

the students throughout the learning process, allowing them to create their own learning, 

but with help available if necessary. They must also encourage and motivate their 

students, especially those with greater difficulties, and even adapt the methodology. On 

the one hand, teachers must evaluate the academic performance of their students, seeing 

if they are achieving the desired objectives, and on the other hand, they must be self-

critical with their project, allowing for change and adaptation if necessary (Microsoft 

Educator Centre, s.f ). 

The indirect objective of GBL is to teach academic content in a motivating and 

creative way, this concept has evolved over time and with the new era of digitalization. 

The new adaptation to the technological era is called serious games, which are essentially 

video games that, like GBL, have an educational purpose, although they are mainly aimed 

at other age groups due to their level of complexity.  

 

3.4. Serious games  

Clark (1970) proposes in his theory of serious games that games, in addition to 

being entertainment, can serve as a training tool. He begins his book on serious games by 

referring to the popular board game Monopoly, where he offers an interesting reflection 

on how a board game can be perceived as a resource for serious purposes and not just as 

a recreational activity ( Abt, 1970). 

Like many other authors, Plato in his book, Republic IV, believes that play is 

necessary for overall development, and that it helps us shape people's characters, instill 

values, and get to know people. He says that games are crucial for educating future 

citizens and for practicing for their future professions or roles in society. Explaining that 

young people are not yet capable of enduring adult work, they must adapt it to their world 

through the use of play (Plato, 380 BC). 

For Clark, the objective of the game can be something serious, beyond 

entertainment ( Abt, 1970). Despite being a relatively brief definition, it is extremely 

accurate. Since it seeks to emphasize the multiplicity of objectives that games can achieve 

alongside entertainment. Clark proposes the use of serious games on a level that goes 

beyond mere entertainment. Over time, Clark's proposal has evolved to include the use of 

serious games for educational purposes, health training, simulations, etc (Gestionet, 

2019). 
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America's Army (Figure 2) was a game funded by the US government that 

simulated army experiences with the aim of recruiting soldiers and training them using 

the game. This is not the only example, Darfur is Dying (Figure 3) was a game that raised 

awareness among more than 800,000 players about the problems of war and its 

consequences (Drimify, 2024). 

Not only video games, but companies also use this method as a strategy to hire 

their employees or train them in certain areas using business simulators (Gestionet G. , 

2021). Lego Serious Play is a methodology that uses the famous Lego bricks to identify 

the roles that each person plays in a group. This method, which facilitates team building, 

has been used by well-known companies such as Coca-Cola. By using this tool, the 

company achieved its objectives related to communication, teamwork, and trust among 

employees. (Skolae, 2025) . 

For serious gaming to be effective in the classroom, it is important to consider that 

the video game must be adapted to the educational stage of the students. The role of the 

teacher is essential to achieving these objectives. Teachers must be able to integrate the 

knowledge they want to teach into the video game format, and it must also be attractive 

to students. Their role should be to guide these video games, taking autonomy into 

account. Therefore, for serious games to work properly in the classroom, we need a 

committed teacher who supports practical and independent learning (Sandford et al., 

2015).  

Continuing with the analysis of methodologies related to learning and play, we 

will analyze gamification.  

 

3.5. Gamification  

The construct of gamification was first used in 2002 by video game programmer 

Nick Pelling (Contreras Espinosa & Eguia, 2017). Nevertheless, one could argue that the 

grandfather of gamification is Chuck Coonradt, since he published the basis of what we 

know today as gamification in his book, The Game of Work. In his company, he 

implemented the strategy, which uses the method of “prizes” similar to the rewards you 

receive in games ( Coonradt, 1984). 

The concept known as gamification consists of using game-related mechanics and 

strategies in a non-ludic environment to generate motivation and interest in individuals, 

thereby promoting productivity in their environment (Gallego, Molina, & Llorens, 2014). 

Referring once again to the pioneer, Pelling proposed this term at the beginning 

of the 21st century, but it did not become popular until almost 10 years later. The first 

documented use of the term occurred in 2008, specifically in a blog by Bret Terrill 

(Contreras Espinosa & Eguia, 2017). Peeling's proposal focuses primarily on rewards as 

a method of motivation. 
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 Over the years, gamification began to evolve, and video game creators began to 

spread the idea of bringing elements of gaming into real life to increase enthusiasm and 

motivation. (Baeza Lugo, 2022) 

In the course of time, it has become so important that it has been incorporated into 

many areas of everyday life. Bunchball is a company that uses gamification in other 

companies, i.e., its services involve applying gamification as a support tool for other 

companies.  

Naturally, it is also being implemented in the field of education. Considering that, 

as previously noted, games in the classroom promote overall development, improve 

concentration, and increase motivation to learn. An example of gamification for 

educational purposes is the Cerebriti app, which is full of game mechanics with rankings, 

prizes, and penalties. Teachers set challenges that children must overcome to earn rewards 

or advantages. (Orejas, 2014) 

To successfully implement gamification in the classroom, teachers must be 

committed and trained in this methodology. As with other tools, the teacher's role is to be 

a helper or guide, since they are teaching new content or reviewing previous content in a 

playful way, but children still might need help. The teacher must follow a creative and 

functional process, considering the stage at which gamification will be implemented, as 

well as the profiles and personal experiences of each student. In addition, once 

gamification has been created and implemented in the classroom, the teacher will 

continue with an academic evaluation of the students and personal evaluation of their 

project. This allows room for error and corrections to their gamification project 

(Escamilla, et al, 2016). 

Once all these teaching-learning strategies have been studied and analyzed, a 

graphic presentation, shown in Table 2, will be given in order to compare them.  

 

Table 2. Comparison of methodologies that implement the game. Source: self-elaboration 

 Free Play 
Game-Based 

Learning GBL 
Serious Games Gamification 

Definition 

Innate activity 

without 

academic 

purposes 

Game as an 

indirect tool for 

learning academic 

content 

Games that serve 

a purpose beyond 

entertainment 

Use of game elements 

in real-life as an 

incentive/motivator 

Objectives 

Explore the 

environment, 

our bodies, skills 

in a natural way 

Meaningful and 

functional learning 

Training 

individuals in 

various fields 

Encourage motivation 

Role of the 

adult/teacher 
Observer 

Examiner of the 

pedagogical 

system, executor of 

the method. Guide 

to the teaching 

process and self-

critic 

Knowledge 

integrator, guide 

to the complete 

sequence of the 

game 

Creator adapter, 

guide, academic and 

personal evaluator 
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Resources 

A safe 

environment full 

of stimuli 

The teacher and 

their ability to 

implement the 

method 

Video games, 

simulations, 

board games. 

The teacher 

Examples 

A child building 

a castle without 

instructions 

Kahoot America´s Army Cerebrity 

 

 

3.6. Escape Rooms and Escape Rooms in Educational Field 

Taking together, these methodologies provide tools that facilitate teaching and 

learning, both at school and at home. They can be used together or separately, and for the 

following analysis, most of the methodologies and their tools are used together.  

Escape rooms are live games, where the goal is to escape from a room full of 

puzzles within a limited time (Nicholson, 2015). The dynamic consists of participants 

finding clues that lead them to riddles they must solve if they want to complete the room 

on time (Veldkamp, y otros, 2020). 

Escape rooms first appeared in the 1980s in the form of video games. Behind 

Closed Doors is considered the first video game to feature the escape room theme. The 

player is locked in a bathroom and must solve puzzles by entering commands into their 

gaming device in order to escape. 

The term escape room, as its name suggests, refers to escaping from a room. After 

Behind Closed Doors, the theme continued to grow and develop into other video games. 

Such was the popularity of this new phenomenon that it evolved into the design and 

creation of a real-life gaming experience.  

Takao Kato opened Japan's first real escape game in 2007. He created the company 

SCRAP, a pioneer in the creation of REG, or real escape games. Real escape rooms 

continued to grow in popularity, and new companies joined in on the creation. Parapark 

began creating its own escape rooms and gained popularity throughout Europe. Other 

companies such as HintHunt and Escape Hunt began to copy the idea and adapt it in other 

countries (Ilusium, 2025). SCRAP continued to grow and take its idea to other countries. 

To this day, SCRAP continues to offer its escape room services with a huge variety of 

different rooms and escape dynamics (SCRAP, 2007). 

Escape rooms have become a global phenomenon. Every year, new escape rooms, 

online as well as physical facilities, are created and existing ones are redesigned. There 

are countless international and national escape room competitions. Escape experiences 

are constantly evolving, using technology to create fully immersive experiences, hiring 

actors, and offering different themes, etc. Some even leave the escape dynamic aside and 

create an immersive experience where you must solve puzzles and riddles while taking 

on the role of a character in the story (Sahagún, 2024). 
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As they gained popularity, escape rooms grew not only in terms of dynamics and 

style, but also in terms of purpose. Escape rooms were developed for teaching and 

learning, using escape as a tool.  

Escape rooms mainly feature gamification elements, as you have to solve puzzles 

and pass tests to complete the story. However, elements of game-based learning can also 

be seen, especially if the objective of the escape room is educational or teaching-based, 

as well as elements of serious gaming, since the experience immerses you fully in the role 

of the character and forces you to take certain challenges seriously (Ministerio de 

Educación, Formación Profesional y Deportes, 2024). 

This pedagogical resource has become so popular in the field of education that it 

has been introduced into the classroom as a new teaching method. It is not about escaping 

the classroom but rather playing in a room full of elements and dynamics for educational 

purposes. This tool allows children to enhance certain skills to lead their own learning, 

including: (Ministerio de Educación, Formación Profesional y Deportes, 2024) 

• Social skills are developed through teamwork. 

• Problem-solving and time management skills are promoted. 

• Emotional development is improved and self-esteem is reinforced. 

• Motivation is encouraged by consolidating previous and new skills. 

• Linguistic communication is improved. 

• Memory, attention, concentration, and creativity are encouraged. 

• Motor coordination, speed, and endurance are increased. 

(Ministerio de Educación, Formación Profesional y Deportes, 2024) 

As with the other methodologies analyzed in this theoretical framework, it is 

important to examine the role that teachers should adopt when using escape rooms. 

Teachers should take on the role of game master. In escape rooms, there is usually a game 

master who is responsible for observing and guiding the entire experience. This means 

that they help and give clues, when necessary, as well as personalizing the experience and 

trying to create a fun dynamic. Teachers who implement escape rooms in the classroom 

must become game masters who will guide and help students during the experience. It is 

essential that the game master remains immersed in the experience, since for the players, 

the game master is another element of the game. 
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4. METHODOLOGY 

4.1. Methodological approach   

In order to create this project, various methodologies applicable to the dynamics 

of an escape room have been taken into account. The scientific bases applied in the use 

of escape rooms are disparate and relative depending on the style of escape room.  

Among other things, the escape activity mainly uses gamification tools to 

transform the entire experience into a game, adding the characteristic components of this 

type of activity. To integrate the elements with the story, we use a guide or, in this case, a 

game master, whose objective is to energize the exercise and help the players by providing 

clues. Likewise, the presence of a game master allows the difficulty to be adjusted so that 

the experience is accessible but challenging.  

Game-based learning is also an essential means of applying the escape room 

methodology, as it seeks to engage learners in a meaningful way and, to achieve this, is 

presented as a game or an integration activity. Furthermore, GBL is based on hiding 

learning through play so that the player is not aware that the objective is to acquire 

knowledge.  

We also consider free play to be an element in the construction of the escape room 

methodology, given that part of the activity consists of investigating. This investigation 

is an innate element of the escape room; upon entering the room, the first instinct is to 

explore and try out the elements present there. In this way, free play is integrated as an 

essential component within this methodology, as it encourages autonomous exploration 

and initial experimentation.  

Finally, serious games are incorporated as a fundamental part of the method used, 

since escape rooms, as mentioned above, can respond to different objectives. In this 

project, the main purpose is training through playful techniques, so the use of serious 

games is essential to ensure proper implementation of the learning process.  

The use of these methodologies, combined and employed in the right way, 

facilitates the creation and implementation of a hybrid methodology.  

 

4.2. Context and participants  

This escape room is aimed at the second cycle of early childhood education, and 

the tests and games are designed so that children of 5 years old can easily complete them. 

It is designed for this age group due to the high level of independence they already possess 

and their ability to work on teams. Although this escape room has parts where players 

need to read or know how to write, it is essential that the game master knows how to 

adjust the difficulty and administer help to the players.  

To comfortably complete this escape room, the ideal number of participants is 6; 

however, it is designed so that, if necessary, up to 8 players can play. The challenges 
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encourage teamwork and companionship. Although in some challenges only a few players 

need to handle the material, the rest of the team is called upon to collaborate, and to 

achieve this, the game master must involve all the children directly in the challenges. In 

the section on escape room design, methods and strategies that the game master can use 

to ensure the entire group’s participation are analyzed and explored in depth. Despite this, 

the escape room is designed so that all children have the opportunity to handle or explore 

an object, so that no one is excluded from this experience.  

In terms of the general characteristics of the group, it is necessary to form teams 

that are interested in the activity they are going to carry out and feel comfortable in the 

environment, so that it is easier for them to solve the puzzles and pass the tests. It is also 

recommendable that the teacher personally selects the groups, combining children who 

support their classmates with those who are friends and motivate each other. If any child 

does not seem motivated, it is the game master's responsibility to ensure their inclusion 

in the activity and encourage their participation. 

 

4.3. Temporal and spatial organization  

This activity is not just about solving the escape room, as when working with 

children, it is ideal for students to have some prior knowledge of the proposal before they 

begin. Therefore, for the overall development of the activity, there will be activities before 

and after the escape room.  

The escape room is themed around a story, which allows for easy review of the 

content before taking the test. It also allows continuation by working with the story once 

the escape room is over, through activities or reading the story.  

Therefore, the timing of the entire activity would be as indicated in table 3. 

 

Table 3. Temporal organization of the escape room. Source: self-elaboration 

 
Introduction to story 

 

Escape room 

development 

 

Review or assessment 

 

Description 

 

Reading the story, 

incorporating games to 

improve comprehension of 

the narrative. 

 

Solve all the riddles and 

tests surrounding the story. 

 

Rereading the story or 

activities based on the 

narrative, to assess 

reading comprehension. 

 

Examples 

 

In search of the characters, 

what will happen? or I see, 

I see the cover. 

 

The challenges 

True or false, complete 

the sentence, or whose is 

this? 

 

Duration 

 

The duration depends on 

what the teacher considers 

appropriate. The children 

need to be familiarized 

with the story. 

 

The estimated duration is 

30 minutes,  this may vary 

depending on the  group, 

or number of participants  

 

The duration or number 

of sessions required 

depends on the group 

and the teacher. 
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In terms of spatial organisation, this is determined by the resources available in 

each educational centre and classroom. However, it is necessary to have a large, versatile 

space that allows students to move around and freely explore the challenges that make up 

the escape room. Nevertheless, the “Settings and Ambientation” section will further 

examine the escape room organization and atmosphere, detailing which elements are 

essential and which aspects depend on the teacher’s choices and implementation. 

  

4.4. Material resources 

The materials used to create the escape room may vary depending on the resources 

available at the centre, the teacher's skills and the adaptations necessary to ensure the 

activity operate efficiently. The escape room consists of seven challenges, a series of clues 

and a specific setting. The following section details the resources needed to properly 

create and implement this escape room.  

4.4.1. Challenge numbers 1 and 7: Ñac-Ñac´s cage  

In order to carry out both challenges, it is necessary to have a cage similar to the 

one shown in Figure 4, bearing in mind that the bars must be removable. It is also 

advisable to have a physical copy of the book Ñac-Ñac and place it next to the cage 

 

 

Figure 1. Ñac-Ñac´s cage. Source: self-elaboration 

 

4.4.2. Challenge number 2: What is Ñac-Ñac's favourite food?  

The materials needed to prepare this test consist of a set of cards with letters on a 

blue background on one side and letters on a yellow background on the other. It is 

essential to have enough letters to form the word BOOKS and, when the cards are turned 

over, the resulting word should be CURLS. 

Similarly, it will be necessary to create a guide to help the pupils complete the test. 

This guide will consist of a series of hollow squares arranged on the floor, matching the 

size of the cards, organised in two rows of five squares each. Next to the first row, a visual 

element indicating the number 1 and the color blue will be placed so that the children 
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understand that they must initially form the word using the blue side of the cards. Next to 

the second row, the same will be placed, but this time indicating the number 2 and the 

colour yellow. In this case, images such as those shown in Figure 5 will be used.  

 

Figure  2. Indicator of order in challenge 2. Source: self-elaboration 

 

4.4.3. Challenge number 3: Goldilocks.  

To carry out this test, you will need three bears of different sizes, as well as three 

beds, three bowls, and three chairs, all of which should correspond in size to each of the 

bears. These items may be presented in the form of figures, laminated images, or soft 

toys, but it is essential that the differences in size are clearly distinguishable. In addition, 

a guide with pictograms indicating where each item should be placed, such as the one 

shown in Figure 6, will be necessary.  

 

Figure 3. Pictograms indicators in challenge 3. Source: Adapted from ARASAAC pictograms  

4.4.4. Challenge number 4: Little Red Riding Hood  

To complete the Little Red Riding Hood challenge, you will need to create a red 

cape in the form of a jigsaw puzzle. Figure 7 shows an example using buttons, zippers, 

Velcro, and other methods to join the pieces. Ideally, the cape should be made of fabric; 

however, it could also be made in puzzle or laminated format.  
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Figure 4. Hood puzzle. Source self-elaboration 

4.4.5. Challenge number 5: Jack and the Beanstalk  

To carry out this test, you will need a vertical maze, similar to the one shown in 

Figure 8. It is recommended that the maze does not have too many holes and that these 

are not too large. In the example in Figure 7, the background of the maze is decorated to 

resemble the plant from the story; although this decoration is not necessary, it is 

recommended as it helps to improve the atmosphere and therefore immersion.  

A guide will be provided alongside the maze indicating the order in which the 

characters should go up or down through the floor plan, i.e. through the vertical maze. In 

addition, figures of Jack, the golden hen and the harp will be needed.  

 

Figure 5. Vertical maze. Source: Self-elaboration 

 

4.4.6. Challenge number 6: Find Ñac-Ñac 

To perform this test, you will need many books and a small bookcase or library. 

Among the books, there must be one that is completely yellow with the face of Ñac-Ñac 

on the cover. This book is a modified version that has an internal compartment, in which 

a Ñac Ñac soft toy will be placed.  

During the activity, children will receive a series of clues that will allow them to 

advance in the game. These clues may be presented in written form, to follow the thread 

of the story, or provided by the teacher, in this case the game master, who will determine 

when the clues should be given and their content.  
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To maintain the storyline of the story, the Ñac-Ñac book itself has been chosen as 

the main material, as it will be one of the first elements that children interact with when 

they start the escape room. This will allow them to associate the Ñac-Ñac story with the 

development of the activity.  

In addition, an original story, visual support book, will be incorporated that adapts 

the events of the Ñac Ñac story to the escape room format and the story. This resource 

allows the teacher to explain the development of the story and the purpose of each test to 

the children before they take them, to ensure proper understanding.  

Finally, after completing each challenge on the stories, i.e. 3, 4 and 5, the children 

will receive a bar from the protagonists of each story. Each bar will have a colour 

associated with the corresponding story. (In the case of Little Red Riding Hood, they will 

get a red bar). Once all the tests have been passed and Ñac-Ñac has been captured, the 

children will use the bars on the cage, fitting each bar into its corresponding colour and 

thus locking Ñac Ñac inside.  

4.5. Settings and ambientation  

Figure 9 shows a sketch of how the classroom should be set up for the activity. As 

with other aspects mentioned above, this layout may be subject to change depending on 

the circumstances and needs of the context. However, it is essential to maintain certain 

key elements so that dynamics of the activity remain consistent throughout the activity. 

 

Figure 6. Test placement sketch. Numbers 1 to 7 correspond to the consecutive tests that must be taken. 

Source: Self-elaboration 

 

The classroom should be free of distracting elements, such as lights or toys. These 

should be covered or placed out of reach of participants, with the aim of keeping all 

students focused and immersed in the activity. It is also recommended that tables and 

chairs be removed from the environment, as their presence could interfere with the free 

movement necessary for the proper development of the activity.  

As can be seen in the figure above, challenges 1 and 7 will be located in the centre 

of the classroom. This arrangement is essential, as these are the challenges that will guide 
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the understanding of the story. For this reason, they are placed in the central space. In 

addition, this organisation encourages students to explore the proposal located in the 

centre of the classroom first. 

Once challenge number 1 has been passed, it is also essential that, as can be seen 

in figure 9, there is a guide leading to test number 2. This is because the clue obtained by 

passing the first challenge does not indicate where the participants should go but explains 

how to complete the next challenge. In this case, we have chosen to represent this guide 

with small footprints, referring to the monster and its escape.  

As for the placement of challenge 3, 4, and 5, it is imperative that they be placed 

consecutively. It is not particularly important in which corner of the classroom they are 

located, but they must follow numerical order, as this will be the order that students must 

follow to complete the tests.  

Once challenges 3, 4, and 5 are completed, participants will receive instructions 

for the next challenge. To keep the group together, the game master must intervene if 

students disperse, as the escape room follows a linear structure in which challenges must 

be completed in a specific order, without the possibility of completing several of them 

simultaneously. 

As for challenge number 6, its location is not a fundamental aspect, as it takes 

place in a small library. It is possible that the classroom where the activity is carried out 

may not be located where indicated in the figure above, so it is not necessary to reproduce 

its position exactly. However, it is recommended that it be located close to previous 

challenge so it forms a kind of circular route within the classroom.  

Escape rooms are composed of various elements that are significant for 

completing the activity. However, there are also other elements whose main function is 

not to solve the puzzles, but to set the scene according to the designed theme. Their 

purpose is to encourage participants to immerse themselves in the proposed narrative.  

The decoration of the classroom is a decision that falls to the teacher in charge of 

carrying it out. However, it is advisable that challenges 3, 4 and 5 in particular are 

decorated in accordance with the corresponding theme. This is because these tests are 

inspired by different traditional stories and, by being set in that context, they improve 

comprehension of the narrative. Figure 10 is an example to serve as a guide.  

To achieve the right atmosphere, it is necessary to take certain key aspects into 

account. Firstly, it is important to avoid overstimulating the students. The intention of the 

decoration is to act as a background element that contributes to creating a more immersive 

experience. Therefore, the decorative elements should help children identify the story 

they are in, without overloading the environment. As can be seen in Figure 10, the 

backgrounds on the wall represent the story of each tale and do not contain an excess of 

decorative elements that could distract the pupils.  

Furthermore, to encourage engagement with the stories in challenges 3, 4 and 5, 

we suggest using the colours characteristic of each one: Goldilocks and the Three Bears, 
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represented by the colour yellow; Little Red Riding Hood, associated with the colour red; 

and Jack and the Beanstalk with the colour green. This colour choice will facilitate the 

execution of the activities and allow a connection to be made with one of the parts of the 

final test, in which the colours corresponding to each story are used.  

In terms of lighting, the teacher can choose to keep the lights fully on or use dim 

lighting, the latter being the most recommended option. This creates a more mysterious 

and enigmatic atmosphere. If this provokes an unfavourable response from the students, 

there should always be the option of turning the lights back on fully.  

Similarly, you can choose to keep the room quiet or play background music that 

does not overstimulate or distract the students. The purpose of this music is to help them 

immerse themselves in the activity without interfering with the tests.  

Music plays a very important role in emotional responses, as it can directly 

influence emotions such as curiosity, excitement, or tension. According to Juslin and 

Västfjäl (2008), music exerts an emotional influence that affects attention, perception, 

and one´s relationship with the environment. When applied to escape rooms, these 

emotional responses contribute to a greater sense of immersion, making participants feel 

more engaged and motivated. Some examples can be seen in Gaming Sound FX (2021) 

or Urbano (2018).  

It is important that the music selected does not frighten the children but rather 

conveys a slight feeling of tension and uncertainty. In addition, if music is used, the 

volume should be kept at a moderate level so that participants can hear each other, but 

without the music being completely unnoticeable.  

4.6. Role of the teacher and students  

The role of the teacher, as mentioned previously, is that of a game master. In this 

sense, the game master performs a series of functions that the teacher must assume in the 

development of the educational proposal. 

Organizer or planner: Before the children begin the escape room, the game master 

is responsible for creating, preparing, and setting the scene. In this regard, the teacher 

must decide on the space in which the activity will take place, taking into account both 

the needs of the group and the characteristics of the escape room itself. In addition, they 

must prepare all the material in advance, as well as arranging it appropriately in the space. 

Finally, they must pay special attention to the setting, as this is one of the key aspects for 

keeping students immersed and motivated during the activity. 

In addition, the teacher must be responsible for organizing the groups that will 

participate in the escape room, encouraging students to motivate each other, cooperate, 

and provide feedback, which contributes to a proper development of the activity. 

Facilitator: In this case, the teacher's job is to manage the clues, keep the students 

motivated, and guide the narrative of the escape room. In order for the teacher to perform 

this role properly, it is recommended that they have previously participated in an escape 
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room, as this experience will allow them to develop their own strategies aimed at 

achieving the educational objectives set.  

Teachers should bear in mind that improper management of clues can negatively 

affect the activity, if too many clues are given, the escape room may become 

unstimulating due to its excessive ease; conversely, if the necessary clues are not 

provided, students may lose interest when they are unable to advance in the story, leading 

to frustration. Therefore, the teacher must be present during the escape room. This means 

that they should not act solely as an observer, but should actively participate in the 

dynamics and get involved in the tests as much as possible.  

As for guiding the narrative, the teacher has the original story, which allows them 

to work on understanding the story. If students have difficulty understanding it, it is also 

the teacher's role, with the support of the book, to facilitate understanding of the narrative 

and ensure that the activity is followed correctly. 

Evaluator: Given that this is an educational activity, the teacher's evaluation 

focuses on student participation, ease of completing the tests, and the degree of 

understanding in general. To carry out this evaluation properly, the teacher must act as an 

active observer during the activity.  

In addition, as it is based on a book, it facilitates the design of post-escape room 

activities, which allow the students' level of understanding of the narrative to be tested.  

Although the students are considered players, they also take on different roles that 

must be fulfilled for the escape room to function properly. 

Active participants: For the activity to be both educational and fun, it is crucial 

that students remain motivated and actively participate. Teachers must get involved in 

various ways to achieve the aforementioned objectives; however, it is also the students' 

job to show willingness and motivation to complete the tests and understand the story.  

Collaborators: Many of the challenges they must complete are designed as 

collaborative activities, so students, with the support of the teacher, must organize 

themselves to work in groups, communicate their progress, and make decisions together. 

For this reason, it is necessary for the members of each group to know each other well 

and maintain a good relationship, as this promotes cooperation. 

Problem solver: In order to solve the escape room, students need to put various 

cognitive, social, and physical skills into practice. They must apply logical thinking skills 

that enable them to overcome the various challenges correctly. Together, students must 

actively engage in the activity, taking on a participatory role and showing a willingness 

to solve problems. For their part, teachers must offer the necessary support so that students 

can develop all these skills throughout the escape room. 
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4.7. Data collection instruments and techniques  

The instruments and techniques used for data collection in this activity are 

flexible, as they depend on the teacher’s criteria, the characteristics of the group, and the 

adaptations made. Each teacher may use different methods to gather information. This 

section presents some possible techniques for collecting data related to the development 

and evaluation of the activity. 

The main technique will be systematic observation, which facilitates the 

acquisition of information before, during, and after the escape room activity.  

It is essential for the teacher to conduct a preliminary observation to assess if 

students are familiar with the story and motivated to participate. In addition, the teacher 

must assess whether the students' level is appropriate for the escape room and, if not, 

make the necessary adjustments.  

During the escape room, the teacher should observe various factors, including the 

level of participation, the understanding of the story, and the individual understanding of 

each test. It is also important to pay attention to cognitive aspects.  

From a social perspective, the teacher must observe the students' ability to 

cooperate and collaborate in solving the challenges. Observing the interaction between 

classmates allows the teacher to understand their students and their group work dynamics.  

Finally, the teacher should observe the level of attention required and the 

motivation they have shown, to identify improvements or adjustments in future activities. 

The field diary is also a very effective technique, which, together with observation, 

allows for the exhaustive collection of all the information acquired from the activity. As 

for the content of the diary, it is important to divide it into two levels: one referring to the 

group as a whole and the other focusing on each student individually.  

In the case of the group as a whole, the field diary should record aspects such as 

the roles assumed by the players, the duration of the activity, the help provided by the 

game master, the occurrence of situations outside the normal development of the escape 

room. All this information is essential for improving the dynamics of the escape room, 

the organization of the groups, and the strategies employed by the game master.  

On the other hand, the teacher's field diary should include an individual section 

where aspects related to each student's experience are recorded. These may include the 

emotional reactions of the student and any difficulties detected throughout the game.  

An assessment rubric can be created to gather information about the students' 

level, and it can also be used as an assessment technique. The rubric would focus mainly 

on the child's behavior during the escape room.  

Table 4 shows an example of a rubric without educational or specific adaptations 

for the activity. The section on future lines of research and attention to diversity will 

examine possible adaptations of the escape room in more detail. 
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Table 4. Data collection/evaluation rubric. Source: self-elaboration 

Objective Achieved In progress Needs support 

Understanding of the 

narrative 

Understands the story 

and is able to relate it 

to the challenges in the 

escape room. 

Understands the story 

but does not see the 

connection with the 

escape room. 

Does not understand the 

story and does not see 

the connection with the 

escape room. 

Following instructions 

 

Understands the 

instructions and carries 

them out 

independently. 

Understands the 

instructions and carry 

them out with help, but 

needs to be reminded 

several times. 

Does not understand the 

instructions and does not 

carry them out 

independently. 

Problem solving 

Solves problems 

quickly and 

independently. 

Solves problems with 

help or guidance from 

an adult. 

Has difficulty solving 

problems even with help. 

Teamwork 

Participates actively 

and shares materials 

and activities with 

other classmates. 

 

Participates most of the 

time, although it has 

difficulty sharing with 

classmates. 

Does not participate with 

classmates. 

 

Emotional response 

 
 

Shows enthusiasm and 

has fun during the 

escape room. 

Shows enthusiasm, 

although often 

becomes frustrated. 

Does not participate and 

becomes frustrated 

during the escape room. 
 

 

Another technique for gathering information is self-assessment, a fundamental 

tool for understanding the student's perspective. Thanks to this instrument, the teacher 

can understand the students' perception of the activity and their level of enjoyment.  

When working with children form 5 to 6 years, the ideal form of self-assessment 

would be oral. It can also be complemented with visual resources, such as emotion 

pictograms, asking students how they felt at each moment. This allows teachers to receive 

feedback directly focused on the emotions felt by the players during the experience.  

The final method for gathering information is through photographs or videos. 

These tools are intended for educational or research purposes only. In order to take videos 

or photos, we would first need to obtain parental consent. This tool allows us to complete 

our observations, providing a more detailed record of the difficulties faced by the players 

and facilitating improvements in the design and execution of the escape room. 

4.8. Implementation procedure  

As part of the implementation process to achieve a dynamic and effective escape 

room, it is important that students are familiar with the rules beforehand. In this regard, 

in addition to the preliminary work done on the story and related activities, an initial 

conversation should be held with the participating students on the day of the escape room. 

During this conversation, various fundamental aspects will be explained. First, 

students must understand what an escape room consists of and how it works. They will 
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also be informed that if at any time they wish to leave the activity, they may do so, 

although the game master should encourage them to continue. 

This explanation should be given by a teacher with whom the group is familiar 

and has a relationship of trust. It is also recommended that the same teacher subsequently 

take on the role of game master, to ensure a familiar and safe environment for the students. 

Furthermore, communication should be friendly and playful, avoiding anything 

that might cause fear or anxiety among the students. The main objective is for the children 

to join in the activity feeling motivated and confident, encouraging active participation. 

Children must understand that the teacher with whom they will be doing the 

escape room is the game master, and that he or she is the one who directs the activity, so 

everyone must follow the instructions that the game master gives throughout the activity. 

Similarly, pupils will be reminded of basic rules of behavior, such as not pushing 

or hitting others and treating the materials with care. Among other things, teachers must 

remember that an escape room can only be solved by working cooperatively and 

respecting team members and the game master.  

Finally, it is recommended to give a brief reminder of the story of Ñac-Ñac. Once 

the activity has begun, attention to the game master may diminish due to the excitement, 

so this prior reminder will facilitate understanding of the narrative. 

 

4.9. Evaluation criteria  

With regard to assessment, this is subject to the criteria of each teacher and the 

measurement techniques they wish to apply. The following section will analyze the  

methods that will allow, on the one hand, to evaluate the activity and its effectiveness and, 

on the other, to verify the degree of achievement of the objectives set for the students. 

As this is an innovative proposal, it is essential to analyze both its effectiveness 

and its correct functioning. To this aim, the main method will be direct observation by the 

teacher. It is imperative that it is continuous and covers all phases of the process: prior 

preparation, the development of the activity, and the period after its completion. 

In addition to observation, teachers should use a checklist to record positive 

aspects and those that could be improved. This record will allow them to reinforce the 

elements that have worked well and readjust any errors or difficulties identified. 

It is also possible to include other teachers as a method of external evaluation. 

Teachers from the school or outside can be invited to attend the activity while it is taking 

place, assuming the role of observers. This role involves remaining silent and not 

intervening at any time during the activity, so as not to disrupt its natural course. 

The observation of the escape room activity by an external teacher is seen not only 

as an opportunity to promote this methodology in other classrooms, but also as an element 
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that does not negatively interfere with the activity’s progress. In fact, researchers from 

the University of Pennsylvania point out that the presence of an external observer not 

only does no harm, but may actually lead to improvements in pupils’ behaviour and 

attention span. (Xiner Liu, 2024) 

Whilst it cannot be guaranteed that these effects will be replicated in this context, 

it is common in early years, when faced with highly stimulating experiences, focus their 

attention on the most appealing aspects of the activity, relegating the presence of adults 

to the background. This reinforces the idea that the involvement of an external teacher 

does not have a negative impact on pupils’ participation or performance.  

The aim of this measure is to provide additional feedback that allows performance 

to be analyzed from another perspective. In this way, observing teachers can offer 

constructive comments and suggestions to improve the proposal. This experience may 

also encourage other teachers to implement the activity in their own classrooms. If so, 

organizing meetings with teachers who have used this methodology could be valuable for 

sharing experiences related to the future use of escape rooms in education. 

In addition, students play a fundamental role in evaluating the activity. Once it is 

completed, a survey adapted to the group’s level will be carried out, using pictograms or 

oral questions if necessary. This will make it possible to gather their opinions and 

suggestions, obtaining valuable information about their level of involvement and 

satisfaction, as well as aspects that could be improved in future editions. 

As for the evaluation of the activity, the main objective, among others, is to 

understand the narrative presented in the escape room. Therefore, the entire evaluation 

process revolves around verifying this fundamental objective. 

To this end, various assessment techniques and tools will be used, including 

activities carried out after the escape room. Some of these proposals, described above in 

the section on temporal and spatial organization, will help assess the extent to which 

students have assimilated and internalized the story. 

 

4.10. Limitations of the procedure  

Throughout the process of creating the escape room, it was concluded that, in 

order to make it easier for outsiders unfamiliar with this type of activity to understand, it 

was necessary to use a tool such as Genially. This made it possible to develop an 

interactive escape room that was as close as possible to the real format.  

During the development of the teaching resource in Genially, we encountered 

some limitations relating to the audiovisual content and the design of the final product.  

Firstly, one of the main limitations lies in the integration of the character “Ñac-

Ñac” into Genially. The first few slides introduce the mission the players must complete, 
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but it is important to bear in mind that this escape room is based on a story, so one of the 

first slides features a narrated video of the Ñac-Ñac story.  

The problem is that this video is Spanish-spokern. This decision was made 

because it was felt that the name “Ñac-Ñac” was more appropriate than the original 

English name “Nibbles”. The main reason is that Ñac-Ñac functions as an onomatopoeia 

related to the act of biting or eating, conveying the character’s personality more clearly 

and even coming across as more approachable and funnier. In contrast, the name Nibbles 

did not create the same sound association nor did it achieve the effect we wanted. 

This decision limited the consistency of the audiovisual material, as it was not 

possible to combine both elements without creating visual and narrative inconsistencies 

within the resource; this was because the technical capacity required to translate or adapt 

the video into English, and thus professionally modify the original audiovisual content, 

was not available. For this reason, it was ultimately decided to keep the video in Spanish 

in order to preserve the essence of the character.  

On the other hand, limitations were also identified regarding the aesthetics and 

design of the Visual Support Book. An effort was made to maintain a consistent design 

style. However, the visual style varies significantly from one page to another. This is 

mainly due to the use of artificial intelligence tools to generate designs and illustrations; 

although specific instructions were provided, these did not always maintain aesthetic 

consistency. Despite this, the aim of the Visual Support Book is not to be visually 

appealing, but rather to provide visual and narrative support to the players and the game 

master; therefore, despite this limitation, the proposal was carried out.  

Finally, certain limitations were encountered when developing the Genially 

project; as it is an application designed for creating interactive activities, a premium 

subscription is required to access all its tools. As this is a final-year project, the necessary 

resources to access all these tools were not available. Therefore, although the aim was to 

create a Genially that was as close to reality as possible, due to this there are some 

differences. One of the tools that could not be used is the audio feature, so when playing 

the Genially, part of the immersion will be lost as the background music cannot be heard.  

Despite the limitations that have arisen during this project, it is considered that the 

decisions taken allowed us to prioritise the functionality and objectives of the resource, 

thereby enabling us to develop support tools that help to enrich and strengthen this work 

You can access the Genially game via the following link: 

https://view.genially.com/69b84bca2e9c65b0bf4d16ad  

 

 

https://view.genially.com/69b84bca2e9c65b0bf4d16ad
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5. ESCAPE ROOM DESIGN  

The following section provides a detailed analysis of the escape room, focusing 

on the implementation of this activity. As mentioned above, this proposal may be subject 

to modifications depending on the specific needs of each group and the resources at the 

educational centre. However, this section will present the fundamental elements of the 

escape room, including its pedagogical justification, the narrative and the preparation, as 

well as the different tests and the specific objectives associated with each one.  

 

5.1. Pedagogical justification 

The escape room as an educational tool is regarded as an innovative activity that 

combines play with learning, thereby fostering student motivation and practical learning. 

The design of the escape room aligns with the methodologies mentioned above, which 

focus primarily on developing educational activities that are reinforced through play. 

The escape room is primarily aimed at promoting meaningful learning, allowing 

children to learn while solving challenges or puzzles. Through these tasks, they develop 

skills such as problem-solving, attention, strategy use, logical thinking, and observation, 

among others, which are developed differently based on the dynamics of the escape room. 

Furthermore, escape rooms often involve teamwork, as the challenges can only be 

overcome through cooperation among all participants working toward a common goal. In 

this way, they foster collaboration, communication, and the ability to manage frustration. 

Moreover, the challenges can sometimes be intense or not go as expected, which 

also contributes to the pupils’ emotional development, helping them to respond 

appropriately to any obstacles that may arise during the activity. 

Finally, it is an exploratory and hands-on activity. Overall, the escape room uses 

tools that make it a motivating and meaningful experience for children. 

 

5.2. Narrative  

The theme of the escape room is based on the book Ñac-Ñac, the book-eating 

monster by Emma Yarlett (2016). This book is aimed at children aged between 3 and 6, 

so it is well suited to the age group selected for the activity. 

The story features a little yellow monster who loves to eat, especially books. 

Throughout the story, we learn how this monster escapes from his cage and begins to 

devour parts of various traditional tales. Specifically, there are fragments from Goldilocks 

and the Three Bears, Little Red Riding Hood, and Jack and the Beanstalk.  

The story concludes when a character from Jack and the Beanstalk manages to 

return Ñac-Ñac to his cage, with the aim of preventing him from causing further chaos. 
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However, the book has an open ending, as on the last page the little monster manages to 

escape from his cage again, hinting to the reader that he will continue his mischief.  

To adapt this story to the escape room, participants must take on the role of 

investigators, whose mission will be to find the monster and return it to its cage. At the 

start of the activity, the players will discover that Ñac-Ñac has managed to escape from 

its cage and has entered the traditional tales. However, this time he has caused disorder 

in the stories, altering their development and angering their main characters.   

Faced with this situation, the investigators must help the protagonists of the stories 

to reorganise their stories and return them to normal. As they manage to resolve each 

situation, the protagonists will provide them with clues that will allow them to advance 

in their search for Ñac-Ñac.  

The outcome of the escape room follows the same idea as the original story. Once 

the investigators manage to find Ñac-Ñac and return him to his cage, the monster escapes 

again, leaving an open ending that suggests the possibility of a continuation of the story.  

 

5.3. Challenges  

At the start of the escape room, students will enter the room and explore the 

environment freely before moving on to challenge number 1. If they do not approach the 

corresponding challenge, the game master will encourage them to approach and observe 

what is inside the cage, with the aim of starting the series of challenges.  

The narrative/visual support book is a resource designed to promote a detailed 

understanding of the storyline. It is a book without text which, through the exclusive use 

of images, narrates the mischief that Ñac-Ñac is getting up to in tests 3, 4 and 5. 

Throughout the book, readers can see how Ñac-Ñac enters different stories and 

destroys them. The reactions of the main characters are also shown, who appear unhappy 

with what has happened. As players complete the tests, the story presents new images in 

which the protagonists are shown satisfied and grateful for the help they have received.  

As a gesture of gratitude, the protagonists give the players a series of items needed 

for later challenges, along with some notes they found in their respective stories. These 

notes, left by Ñac-Ñac, will help them continue their investigation. 

This book is designed for the game master to reveal progressively as the children 

pass the challenges. The narrative starts in challenge number 3, when Ñac-Ñac enters the 

first story, and ends in challenge number 5. Likewise, the game master will be responsible 

for providing players with the items they receive from the characters of the stories.  

Since the book contains no text, it is recommended that players observe what is 

happening in each image together and draw their own conclusions. This process promotes 

understanding of the story, as well as analysis of the images and the emotions experienced 

by the characters, without the need for reading.  
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5.3.1. Challenge number 1: Ñac-Ñac´s cage 

Challenge number 1 does not consist of solving a challenge as such but rather acts 

as an introductory activity to the story of the escape room. Upon entering the classroom, 

students will find a cage in the centre, like the one shown in figure 11. This cage belongs 

to Ñac-Ñac, although the character will not be inside at that moment. 

 

Figure 7. Ñac-Ñac´s cage without bars. Source: Self-elaboration 

Next to the cage, the book of Ñac-Ñac will be in physical format, to provide 

students with clues that allow them to identify who the cage belongs to. In addition, inside 

the empty cage there will be a note. This note is written in the first person, implying that 

Ñac-Ñac himself is addressing them. Figure 12 shows the content of the note.  

 

 

Figure 8 . First clue, located inside the cage, corresponding to challenge number 1. Source: Self-

elaboration 

The note also provides a clue as to how they can pass the next test. Once they have 

completed all the steps for this first test, the pupils must continue along the route, 

following the footprints on the ground, which will guide them to test number 2.  

For test number 1, the game master’s help is not considered essential, as the aim 

is for the children to come to conclude that this is Ñac-Ñac’s cage and that he has escaped. 

If the game master feels that they have not reached this conclusion they will ask them 

questions, such as: “Oh look, what a tiny cage! Who do you think it might belong to?” 
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As a visual aid, the game master can use Emma Yarlett’s book, which will be 

placed near the cage, to indicate that this is the character to whom it belongs. 

The objectives of this activity are as follows: on the one hand, it encourages 

teamwork, as the children must communicate with one another, share what they find and 

discuss together. It also develops patience and concentration: patience, because they must 

wait for everyone to complete the first challenge, and concentration, because they have 

to pay attention to what their classmates find and to reading the clue. 

Furthermore, the activity encourages independent problem-solving, as the goal is 

for the children to reach the desired conclusion on their own. Finally, it helps to develop 

reading and active listening skills, as one of the children, with the help of the game master, 

must read the clue, whilst the rest must listen carefully and understand its content. 

As for any prior clues, they are not given any, as the first challenge is located in 

the centre and they should head there first. If this is not the case, the game master should 

direct the children’s attention by asking questions such as: ‘Have you seen this here?’ 

The estimated duration would be just a few minutes, as the children are expected 

to reach their conclusions quickly and continue following the corresponding clues. 

As for participation, it is essential that all the children take part in the first 

challenge, because, this serves as an introduction and lays the foundations for the 

narrative. Therefore, when reading the note inside the cage, all the children must listen 

carefully. The game master should gather the team together to ensure their attention. 

The aim is for children to reach the correct conclusions independently and rapidly, 

and, to move on to the next task thanks to their understanding of the clue provided. 

 

Table 5.Summary of general information on Challenge 1:  Ñac-Ñac´s  Cage. Source: self-

elaboration 

General location 

A central location, to catch participants' attention as they enter the escape room 

 

Help from the game master Specific objectives 

Oral assistance Visual assistance Teamwork 

Patience and attentiveness 

Independent problem-solving 

Active reading and listening. 

Open-ended questions from the 

game master 
Using the original book to refer 

to the character in the story. 

Previous clue Duration and participation 

There are no further clues, as this is the first test 

 

 

Approximate duration: 3 minutes 

Grupal and introductory activity 

Desired resolution 

Identification and reasoning 

Reading comprehension 

Following instructions 

Challenge procedure 

In the introductory activity: the discovery of the empty cage, the note written by Ñac-Ñac and Ñac-Ñac’s 

original book. 
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5.3.2. Challenge number 2: What is Ñac-Ñac´s favourite food?  

Task number two involves answering the question formulated by Ñac-Ñac in the 

clue corresponding to task number one: “What is my favourite food?”. (Figure 12) 

Once the children have completed the first task, they should follow the footprints 

on the floor, which will lead them to task number two, as shown in Figure 13. 

 

 

Figure 9. Footprint guide. From challenge 1 to 2. Source: Self-elaboration 

In this second task, participants will find a set of cards with letters on both sides: 

on one side, a letter appears against a blue background, whilst on the other side the 

background is yellow. There will also be a guide on the floor similar to the one shown in 

Figure 14, which indicates that, first, they must form a word using the blue sides of the 

cards and then turn them over to reveal the word in yellow.  

To complete the challenge, they must place the word ‘books’ on the blue guide 

and then turn all the cards over to reveal the yellow side, where the new word, ‘Curls’, 

will appear. 

 

Figure 10. Visual representation of test number 2. Source: Self-elaboration 

Once the players have obtained this new word, the game master will give them a 

new clue indicating where they need to go to continue the story (Figure 15) 

This may be one of the most complex challenges in the escape room, as not all 

children aged 5–6 have yet developed the ability to read independently. For this reason, 

the game master’s involvement will be particularly important. 
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It is essential that the game master provides support with spelling the words, 

without actually revealing them, as the aim of the activity is for the children themselves 

to discover Ñac-Ñac’s favourite food and decipher the message on the yellow cards. 

The game master will do this by using phonemic awareness, pronouncing the 

sounds of the letters in a segmented manner to help the pupils identify the word. This will 

be the main form of verbal support provided during the test. As for visual support, the 

teacher may use standard classroom strategies, such as images associated with words 

beginning with the relevant letter or gestures related to the letter. 

Finally, with regard to narrative support, from this activity onwards the teacher 

will begin to incorporate the visual support book, using, in this case, the first page of the 

book, which visually shows Ñac-Ñac entering a yellow book, referring to the colour of 

the next activity: Goldilocks and the Three Bears, as can be seen in Figure 16.  

The specific objectives of this test are as follows. Firstly, it focuses on reading 

comprehension and memory. Reading comprehension is put into practice when pupils 

must interpret the preceding clue and understand that, in order to pass the next test, they 

must answer the question asked. Memory, meanwhile, comes into play when they are 

required to recall what Ñac-Ñac’s favourite food was. If they cannot remember, 

participants are allowed to refer back to the story to find the answer. 

Furthermore, as with other escape room challenges, teamwork is encouraged, as 

the activity is not designed to be solved individually, but collaboratively. Students will 

therefore need to work together to arrange the letters correctly and read the new word. 

In addition, literacy skills are developed, as the children must spell and read the 

two words provided, as well as interpret the new clue they will receive after completing 

challenge number two. 

Finally, the students work on recognising attributes and sequences, as they need 

to comprehen that the blue spot accompanied by the number one indicates that they must 

first form the word using the blue side of the cards, whilst the yellow spot with the number 

two indicates that they must then turn the cards over to form the corresponding word. 

The duration and participation depend on the group’s level; however, the 

approximate duration of the challenge is 10 minutes. All children must participate 

actively, as their involvement is important for the development of literacy skills. 

The aim is for all children to be able to understand the challenge, read the new 

word and work out the corresponding clue, enhancing their understanding of the story. 
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Table 6.Summary of general information on challenge 2: What is Ñac-Ñac´s favourite food? 

Source: self-elaboration 

General location 

 

The footprints on the ground lead the way to challenge number 2, located near the previous challenge. 

 

Help from the game master Specific objectives 

Oral assistance Visual assistance Reading comprehension and 

memory  

Teamwork 

Literacy skills  

Recognition of attitudes and 

sequences 

 

Use of phonemic awareness  

 

First page of the visual support 

book.  

Open-ended questions related to 

the narrative.  

Previous clue   Duration and participation 

 

To solve this challenge, the discovery of Ñac-

Ñac’s favorite food. 

 

Estimated duration: 10 minutes 

Active and global participaction 

Desired resolution 

Deciphering the mechanism of the challenge and reading the texts and the key words. 

Challenge procedure  

 

Two coloured guides: a blue one marked with the number 1 and a yellow one marked with the number 2. 

Double-sided cards, with the word “BOOKS” on the blue guide and, after turning to the yellow side, the 

new word: “CURLS”. 

 

5.3.3. Challenge number 3: Goldilocks and the three bears  

As mentioned earlier, once the players have successfully completed task number two, 

they will receive a clue (Figure 15). This clue will indirectly indicate that Ñac-Ñac has 

gone to the Goldilocks story, so the children must look around the room and identify 

which of the previously decorated corners corresponds to this story, and make their way 

there. Figure 17 shows where this corner (3) is located.  

 

Figure  11. Layout of the challenges in the escape room, specifically Challenge 3 Source: self-elaboration 

To make the process of finding the next clue more intuitive, this corner has been 

decorated in yellow, in reference to the golden colour of the main character's curls.  
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Once they have located the challenge, they will find a two-way table like the one 

shown in Figure 18. They will also be provided with bowls, beds and chairs in three 

different sizes: large, medium and small, just as in the original story.  

 

Figure  12. Guide to the two-way table for Test 3. Source: self-elaboration 

The children must identify which bear each object belongs to based on its size and 

place it correctly on the board following the pictograms: beds in the sleeping row, chairs 

in the sitting row and bowls in the eating row. Once they have managed to place each 

object in its correct spot, they will have passed the Goldilocks challenge. At that point, 

the game master will give them the next clue, and they will also receive a yellow bar, 

corresponding to this challenge.  

The bar is essential for completing the final challenge, so the children must take 

responsibility for the items they collect as they progress through the escape room. The 

game master must ensure that this happens. Figure 19  

This new clue tells them what their next challenge is, that is, which story Ñac-Ñac 

is currently in.  

This challenge should not be particularly difficult for the players, as by the age of 

3 or 4 they begin to understand how two-way tables work, and by the age of 5 or 6, most 

of them have mastered them. Therefore, this activity is not very demanding.  

As for the game master, they will provide assistance to the pupils according to 

their needs. In theory, the pupils are expected to be able to quickly identify the sizes and 

match them to the characters in order to place them correctly on the board. If difficulties 

arise, the game master will ask guiding questions about the sizes, such as: ‘Is this bear 

big or small?’ or ‘So does he eat from a big or small bowl?’, with the aim of helping the 

children establish the relationship between the two concepts independently. 

With regard to the pictograms, it is helpful if the children have already been 

exposed to them. If not, the game master will ask questions such as: “What do you think 

this person is doing…?”, thereby encouraging interpretation and understanding.  
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In terms of visual support, it is essential that the game master ensures all children 

can see both the pictograms and the objects. Furthermore, the use of hands-on materials 

will help children to understand and make connections between concepts.  

As for narrative support, this task introduces the use of a visual support book. 

Before beginning, the game master will show a series of pages from the story: first, page 

1, which shows how Ñac-Ñac enters the story of Goldilocks; next, page 2, which shows 

how Ñac-Ñac has sneaked into the three bears’ house and wrecked it; followed by page 

3, where Goldilocks appears with an expression of anger and displeasure at the situation. 

Whilst these images are being shown, the game master will ask the children what 

they think has happened, guiding them towards the desired conclusion: that Ñac-Ñac has 

entered the three bears’ house, made a mess of it, and so they need to help Goldilocks tidy 

up before the bears return.  

Once the children have placed all the objects in the correct positions, pages 4 and 

5 will appear, showing the tidy house thanks to their help, as well as Goldilocks, who is 

clearly grateful. In this scene, Goldilocks hands them a yellow bar and a clue she has 

found on the floor of the house, which will be provided to the pupils by the game master. 

Figure 20 shows all the pages assigned to Test 3.  

The objectives of this challenge are focused on developing logical and 

mathematical thinking. Throughout the activity, they will need to analyse and synthesise 

the information presented, establishing coherent links between the various elements. 

To this end, they will practice classifying objects using a two-way table, as well 

as identifying and distinguishing between sizes. These topics form part of the curriculum 

for the second cycle of Early Years Education in the area of logic and mathematics.  

Furthermore, the activity encourages cooperative work, as the children will need 

to work together to successfully complete the challenge. In this regard, the game master 

will play a key role, ensuring that all participants contribute and work effectively as a 

team. To achieve this, they can use various strategies, such as positive interdependence, 

making it clear that they will only succeed in the challenge if they cooperate, or the use 

of open-ended questions that encourage interaction, such as: “ask your partner” or “decide 

together”. In this way, it not only helps them complete the activity but also fosters the 

development of social and teamwork skills.  

The activity is expected to last between 5 and 10 minutes, depending on the pupils’ 

level and their level of participation. As mentioned earlier, it should be carried out in 

groups so that all the children can follow and understand the story as it unfolds.  

The main aim is for them to quickly work through the double-entry table, whilst 

also understanding the context of the exercise. Specifically, the aim is for them to 

understand how they obtained the bar, who gave it to them, and why she gave it to them.  
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Table 7.Summary of general information on challenge 3: Goldilocks and the three bears. Source: 

self-elaboration 

General location 

 

Location in a corner of the classroom. Decoration related to the Goldilocks challenge. 

 

Help from the game master Specific objectives 

Oral assistance Visual assistance Cooperative work  

Logiacl and mathematical 

thinking  

Analyse and synthesise 

information  

Classification and identification 

of attributes  

 

Questions guiding children to 

establish relationships by size 

and through pictograms. 

 

Pages 1, 2, 3, 4, and 5 of the 

visual support book for 

narrative comprehension. 

 

Previous clue   Duration and participation 

Indication to continue the Goldilocks challenge. 

 

Estimated duration: 5 to 10 minutes 

Grupal activity 

Desired resolution 

Solve the double-entry chart. 

Understand the narrative context  

Challenge procedure  

 

Three bowls, three beds, and three chairs of different sizes, to be correctly placed in a double-entry 

chart. 

 

5.3.4. Challenge number 4: Little Red Riding Hood  

Once the players have completed the previous challenge, they will receive a clue 

indicating where Ñac-Ñac has gone. In this case, they must head to the Little Red Riding 

Hood challenge, which will be located at the next corner, going in the opposite direction 

to the hands of a clock. Furthermore, this will be easily recognisable, as it will be 

decorated in red, making it easy to locate. Figure 21 shows this location.  

 

Figure  13. Layout of the challenges in the escape room, specifically Challenge 4 Source: self-elaboration 

In this task, as well as the decorations, participants will find pieces of Little Red 

Riding Hood’s hood scattered on the floor. Their task will be to reassemble the hood. 

These pieces will be of medium size and will feature different fastening mechanisms, 

such as Velcro, buttons, zips or laces. Figure 22 shows a diagram of the hood.  
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Figure  14. Illustration of the hood puzzle for challenge number 4. Source: self-elaboration 

Once players have managed to reconstruct the cape, the challenge will be 

considered complete. At that point, the game master will hand them the next clue, along 

with the bar corresponding to the Little Red Riding Hood challenge , that is, a red bar. 

Figure 23 show the material given to the players.   

The complexity of this challenge is relative and depends on the group carrying it 

out. To perform it correctly, a certain degree of hand-eye coordination is required, which 

is why teamwork is essential.  

The game master should take a less active role, avoiding direct intervention. Their 

main role will be to encourage the children to try different strategies for solving the 

problem. If a player finds it difficult to fit two pieces together, the game master should 

suggest to ask for help to a classmate or try combining other pieces. It is important that, 

even in frustrating situations, the adult does not intervene physically but instead 

encourages the children to try alternatives or to work together.  

As a visual support, the game master will display an image of the finished puzzle, 

which will serve as a guide to help players place the pieces correctly.  

 

 

Figure 15. Visual support for the cap puzzle corresponding to test number 4. Source: self-elaboration 

As for the narrative aid, the visual support book will be used, specifically 

pages 6, 7, 8, 9 and 10. Before starting the challenge, pages 6, 7 and 8 will be presented 

to provide context of the story: on page 6, Ñac-Ñac is seen entering a red book, 

referring to the story of Little Red Riding Hood. On page 7, he appears in Little Red 
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Riding Hood’s house, breaking her hood, and on page 8, Little Red Riding Hood is 

shown discovering the damaged hood, clearly showing her anger.  

Once the test has been passed and the hood repaired, pages 9 and 10 will be 

revealed. On page 9, Little Red Riding Hood appears with her hood repaired and 

looking visibly happy, whilst on page 10 she expresses her gratitude and gives the 

players a new clue along with a red bar.  

As in the previous challenge, participants must take responsibility for the bar 

they receive, the colour of which relates to the story of Little Red Riding Hood.  

Furthermore, whilst presenting the various pages, the game master will ask the 

children questions to encourage them to play an active part in constructing the story. 

Figure 25 shows the pages mentioned above.  

The specific objectives of this activity focus, on developing attention and 

concentration. Children must concentrate on completing the jigsaw puzzle correctly, 

maintaining sustained attention until they have placed all the pieces in the correct order.  

It also helps to develop fine motor skills and hand-eye coordination, as assembling 

the pieces involves using various fastening mechanisms that require precision and 

dexterity. This also promotes personal autonomy, encouraging independence in everyday 

tasks such as getting dressed, as the puzzle includes elements found in everyday clothing. 

Furthermore, the activity enhances logical and spatial thinking, as participants 

must identify each piece, its correct position and the corresponding type of fastening. It 

also fosters teamwork and cooperation as the basis for solving the task together.  

The estimated time is 10 minutes, although this may vary depending on the 

number of items and the complexity of the fastenings. In this regard, the most complex 

elements are buttons and laces, whilst Velcro and drawstrings are simpler.  

As for participation, the aim is to encourage collaborative work, ensuring that 

every child completes at least one piece. In this way, everyone has the opportunity to work 

towards the set objectives and feel involved in the activity.  

Ultimately, the aim is to ensure that the puzzle is assembled correctly with an 

appropriate level of skill, as well as to understand the narrative supported by the book, 

whilst also encouraging active participation throughout the process.  
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Table 8.Summary of general information on challenge 4: Little Red Riding Hood. Source: self-

elaboration 

General location 

 

Location in the counterclockwise direction, with decoration corresponding to the Little Red Riding 

Hood challenge. 

Help from the game master Specific objectives 

Oral assistance Visual assistance Develop attention and 

concentration  

Develop fine motor skill and 

hand-eye coordination  

Logical and spatial thinking  

Teamwork   

 

Encourage and suggest 

strategies for the players  

 

Pages 6, 7, 8, 9, and 10 of the 

visual support book for 

narrative comprehension. 

 

Previous clue   Duration and participation 

 

Indication to continue the Red Riding Hood 

challenge. 

 

 

Estimated duration: 10 minutes  

Grupal activity and collaborative participation  

 

Desired resolution 

Puzzled to be assembled correctly  

Understand the narrative context  

Active participation  

Challenge procedure  

Assembly of Little Red Riding Hood’s hood puzzle, using Velcro, zippers, and buttons. 

 

5.3.5. Challenge number 5: Jack and the Beanstalk 

Once the previous challenge has been completed, the children will receive a new 

clue indicating the location of the next challenge. As with the previous challenges, this 

one is located at the next corner, moving anti-clockwise, and will be decorated in green, 

in reference to the story of Jack and the Beanstalk, so it should be easy to find. The 

location, marked in green as number 5, can be seen in Figure 26.  

 

 

Figure  16. Layout of the challenges in the escape room, specifically Challenge 5 Source: self-elaboration 

In this task, participants will find small figures of Jack, a golden chicken and a 

harp, as well as a guide similar to the one shown in Figure 27. They will also be presented 

with a vertical maze based on the story of Jack, as shown in that same figure.  
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Figure  17. Instruction guide and vertical maze for test number 5. Source: self-elaboartion 

To complete the challenge, the pupils must pair up. Each member of the pair will 

hold one end of the rope in the vertical maze and follow the guide’s instructions. First, 

they must raise the figure of Jack to the top of the maze. Next, another pair will lower 

Jack down together with the golden chicken. After that, a new pair will raise Jack back 

up, and finally, the last pair will lower him down together with the harp.  

Throughout the process, they must prevent the figures from falling through the 

holes in the maze. If this happens, there is no need to restart the entire test; they only need 

to repeat the action performed by that pair.  

Once they have passed this challenge, the players will receive the final clue along 

with the last bar, which corresponds to the story of Jack. This clue will tell them that Ñac-

Ñac is no longer inside any of the stories, but is now hidden in the classroom. (Figure 28). 

The main obstacle in this challenge lies in teamwork, as each pair must coordinate 

their movements to stop the figures from falling into the holes and reaching their 

objective. The maze has 23 holes, if any pair is struggling to achieve their goal some holes 

must be covered to reduce the difficulty and prevent excessive frustration.  

As in the previous challenge, the game master must not intervene physically. Their 

role will be to offer the children options for completing the challenge, like suggesting 

different routes. When forming pairs, the game master will intervene, organizing the 

children strategically so those with greater motor difficulties can rely on their classmates.  

As a visual support, the game master can draw or place arrows along the route so 

that the children can identify the best path with less holes. They can also point the way 

with their finger to guide the children more clearly.  

As for the visual aid book, we will continue with pages 11, 12, 13, 14 and 15. 

Pages 11, 12 and 13 will be covered before the test. They are shown in Figure 29.  

Page 11 shows how Ñac-Ñac steps out of the story of Little Red Riding Hood and 

into a green-coloured story, corresponding to Jack and the Beanstalk. On page 12, Ñac-

Ñac finds Jack’s beanstalk and break it. On page 13, Jack discovers Ñac-Ñac’s mischief 

and appears clearly annoyed by the situation.  
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The last two pages will be presented once the children have passed the challenge. 

On page 14, Jack appears happy after receiving help. On page 15, Jack gives the children 

a green bar along with the final clue.  

This bar and the clue will be handed out by the game master, indicating that they 

come from Jack. As with the other challenges, the children must look at the pictures and 

try, with the game master’s help, to work out what has happened in the story.  

The specific objectives are: firstly, hand-eye coordination, as players must 

perform the pincer grip movement with precision. Also, support vertical orientation, 

working on spatial concepts, up and down, thereby improving spatial awareness.  

Furthermore, the activity involves following guided instructions, which in turn 

requires associating images with specific actions, such as moving Jack up or down. 

Finally, teamwork is encouraged, as the activity is carried out in pairs. This 

helps develop collaborative skills, teaches children to take turns, and builds tolerance 

for frustration in the face of potential mistakes.  

The estimated duration of the activity is between 2 and 4 minutes per pair. If 

the game master notices that a pair is taking too long, they should offer the indicated 

hints to avoid frustration. Participation will be in pairs, if there are fewer than eight 

children, some pairs will repeat, as four pairs are needed to complete the challenge. 

The objective is for the children to be able to identify the quickest route and 

follow it effectively to complete the challenge. Furthermore, as with the other 

activities, the aim is for them to understand and engage with the narrative of the story.  

 

Table 9.Summary of general information on challenge 5: Jack and the Beanstalk. Source: self-

elaboration 

General location 

Location in the counterclockwise direction, with decoration corresponding to the Jack and the Beanstalk 

challenge. 

Help from the game master Specific objectives 

Oral assistance Visual assistance Follow guided instructions  

Teamwork  

Build tolerance  

Prevents frustration    

Encourage and suggest different 

routes 

Cover some holes of the maze 

Pages 11, 12, 13, 14, and 15 of 

the visual support book for 

narrative comprehension. 

Previous clue   Duration and participation 

 

Indication to continue the Jack and the Beanstalk 

challenge. 

 

Estimated duration: 2 to 4 minutes per pair  

Pair activity and collaborative participation  

Desired resolution 

Identify the fastest route  

Work in pairs effectively   

Challenge procedure  

Following the step-by-step guide and completing the vertical maze in pairs. 
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5.3.6. Challenge number 6: Find Ñac-Ñac. 

To complete challenge number 6, the children will have been given a final clue 

indicating that Ñac-Ñac is no longer in a storybook, but has hidden himself in the 

classroom. Furthermore, they are told that he is in a place where books are stored, 

suggesting that he is hiding in the classroom library.  

This challenge is placed after challenge number 5, as shown in Figure 30, in order 

to maintain a coherent sequence within the narrative. In this space, a bookcase accessible 

to the children will be placed, where they will find various stories from the classroom 

and, amongst them, a book shaped like a chest, wider than the others, whose cover shows 

Ñac-Ñac’s face against a yellow background.  

 

Figure  18. Layout of the challenges in the escape room, specifically Challenge 6. Source: self-elaboration 

To pass the challenge, the children must search the library until they find the Ñac-

Ñac book chest. When they open it, they will find a Ñac-Ñac doll inside. As shown in 

Figure 31.  

 

Figure  19. Bookstore for challenge number 6, together with the Ñac-Ñac box chest. Source: self-

elaboration 

Once they have found it, they must be able to deduce for themselves that, in order 

to follow the coherence of the story, they must place Ñac-Ñac in the cage and use the bars 

obtained in previous challenges to lock him in.  
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The level of difficulty is very straightforward, as players simply need to work out 

that the book with the picture of Ñac-Ñac on the cover is where he is hiding.  

The game master will mainly provide indirect help through open-ended questions 

or suggestions such as: “Where do you think Ñac-Ñac might be?” or “What should we do 

now that we’ve found him?”. In this way, the game master encourages the children both 

in the search and in deciding what to do with the character. 

The specific objectives addressed in this test are, on the one hand, deduction and 

logical thinking, as participants must link the cover image to the book’s content. On the 

other hand, it develops working memory, as they must integrate the information gathered 

throughout the escape room to understand the story’s conclusion.  

Furthermore, it encourages teamwork, the exchange of information and 

discussion, as disagreements may arise that they will need to resolve together. 

The duration of the challenge is short, as they are expected to find the book quickly 

and deduce the next step with agility. Participation must be group-based, particularly to 

ensure understanding of the narrative thread. 

The aim is for the children to connect the elements quickly and easily, work out 

the next step and maintain the coherence of the story, coming to understand it naturally. 

 

Table 10.Summary of general information on challenge 6: Find Ñac-Ñac . Source: self-elaboration 

General location 

 

Location on a classroom bookshelf near the previous challenge to maintain cohesion. 

 

Help from the game master Specific objectives 

Oral assistance Visual assistance Deduction and logical thinking  

Working memory and 

integration of relevant 

information  

Teamwork and debates   

Open-ended questions or 

suggestions to guide the players  The book cover itself as visual 

support. 

 

Previous clue   Duration and participation 

 

Indication to continue  with the next challenge 

(number 6).  

 

No estimated duration, although it is expected to 

be very short. 

Group-based activity  

 

Desired resolution 

Quick understanding of the mechanism and agile arrival at the conclusion.   

Challenge procedure  

 

Finding the book with Ñac-Ñac’s face on the cover and discovering Ñac-Ñac inside. 
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5.3.7. Challenge number 7. Ñac-Ñac´s cage.  

To continue the challenge, the children, together with the game master, must 

decide which way to go next. In the previous challenge, they encountered Ñac-Ñac and 

now must figure out how to lock him in the cage they saw in challenge number 1. The 

difference this time is that they have collected the three bars needed to close the cage. 

The location of the final challenge will be exactly the same as that of challenge 

number 1 and will be situated in the centre of the classroom, with the aim of making it as 

noticeable as possible so that the children quickly realise they must proceed from that 

point. The following figure shows where this would be located.  

 

Figure  20. Layout of the challenges in the escape room, specifically Challenge 7. Source: self-elaboration 

To pass this challenge, they must place Ñac-Ñac inside the cage and position the 

three bars in their correct places, following a sequence of colours. Figure 33 shows an 

example of what the cage would look like without the bars, as well as how it would look 

once the bars have been correctly positioned and with Ñac-Ñac locked inside.  

 

Figure  21. Example of Ñac-Ñac in the cage, with and without the bars, corresponding to challenge 

number 7. Source: self-elaboration 

Once they have finished this test, they will have completed the escape room in its 

entirety, and the game master will congratulate them and thank them for helping to lock 

up this mischievous monster.  

After congratulating them, the game master will accompany the group to the door 

and, just as they are about to leave, will quickly turn the cage 180 degrees so that the back 

is visible, and will call the children so they can see for themselves what has happened.  
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What the children will see is a bite mark, as shown in Figure 34, on the back of 

the cage, which has left a hole, along with a note in which Ñac-Ñac hints that he has 

escaped again and that we will see him in his next mischief, leaving an open ending for 

future activities or escape rooms. This brings the story to a definitive close, in a manner 

very similar to that of the original tale of Ñac-Ñac, the book-eating monster.  

 

Figure  22. The back of the Ñac-Ñac cage showing the bite mark, along with the final note for challenge 

7. Source: self-elaboration 

In this case, the complexity of this challenge lies in the children’s ability to work 

out that the colour of the bars corresponds to the order in which they should be placed, as 

the rest of the challenge is based mainly on the narrative rather than on its difficulty.  

As for the game master, in this last test they will provide very little assistance to 

the pupils, as they should be able to complete the escape room quickly; if not, the game 

master may ask open-ended questions to guide them to the conclusion. 

In terms of specific objectives, various aspects are addressed. In relation to 

knowledge, the activity encourages the identification and association of colours, as well 

as coordination and fine motor skills, as pupils must position and adjust the pieces so that 

they match and fit into place. 

Furthermore, independent problem-solving is encouraged, as they must complete 

the escape room on their own. As well as, gathering information and objects for later 

application or use, thereby fostering responsibility and the retention of information.  

And finally, by incorporating a plot twist at the end of the story, we encourage 

children to want to repeat the activity and help them learn to manage frustration, with the 

aim of teaching them to recognise and cope with this emotion as it arises.  

The duration is expected to be short, given its low level of complexity. As with 

the other challenges, every attempt should be made to ensure all children participate. 

Through this challenge, they will understand the full development of the escape room and 

the reason behind certain elements that have appeared during the activity, such as the bars.  

The aim of the resolution is for them to understand the narrative as a whole, 

integrating all the clues and events that have appeared throughout the activity. The 

intention is to reach conclusions on their own, fostering their capacity for reflection and 
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reasoning. In this way, they will be able to understand the outcome of the story and the 

overall meaning of the escape room clearly and fully.   

 

Table 11. Summary of general information on challenge 7: Ñac-Ñac´s cage . Source: self-elaboration 

General location 

 

Central location, exactly as in challenge 1, to finish the escape room in the same place where it began. 

 

Help from the game master Specific objectives 

Oral assistance Visual assistance Identification and association of 

colours  

Coordination and fine motor skills  

Responsibility and retention of 

information  

Motivation  

Manage frustration and other emotions  

Open-ended questions  
The cage openings themselves 

as visual support through the 

different colors. 

 

Previous clue   Duration and participation 

 

There is no previous clue  

 

No estimated duration, although it is expected to be very 

short. 

Group-based activity  

Desired resolution 

Understand the narrative and integrate all the information  

Reflection and reasoning    

Challenge procedure  

 

Placing Ñac-Ñac inside the cage and arranging the bars they have received in the correct order. 
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6. ATTENTION TO DIVERSITY AND FUTURE LINES OF RESEARCH  

Regarding attention to diversity, this escape room, designed for children aged 5 to 

6, incorporates measures that enable it to respond to the different educational needs that 

may be encountered in a classroom.  

Firstly, the escape room features various types of visual aids, including the use of 

pictograms, which make it easier to understand the instructions to be followed, helping 

all pupils to comprehend these commands, particularly at this stage of early years 

education, where reading and writing skills are not yet fully developed in some cases.  

Another major support tool that promotes attention to diversity is the narrative 

support book. One of the main objectives of the escape room, in addition to solving it, is 

understanding it; in other words, ensuring that the children understand why they have 

carried out the challenges and for what purpose. To this end, the visual support book is 

used. In this case, a text-free book has been chosen so that pupils can focus their attention 

on interpreting the images and understanding the narrative context.  

And finally, the role of the game master, played by the teacher, provides essential 

support, as it allows for personalised and individualised assistance on certain occasions. 

The teacher can adapt explanations, offer small hints or guide the children, always seeking 

to respect their individual learning pace. This ensures the active participation of all 

children, preventing situations of exclusion and promoting inclusion within the group.  

It is also strongly recommended that the group of pupils be kept small, as this 

makes it easier for the game master to provide the individual support mentioned above. 

Furthermore, it is also essential that the game master is familiar with the children’s 

capabilities and is responsible for forming the groups, as this can foster better cooperation 

and teamwork. In this way, the children themselves are encouraged to help one another 

according to their needs.  

As for future lines of research, this study opens up the possibility of further 

exploring the use of escape rooms as an educational resource at different levels of the 

Early Childhood Education stage. It could be interesting to design activities adapted to 

younger children, aged between 3 and 4, by adjusting the complexity, duration and design 

of the challenges. Furthermore, the creation of escape rooms for a wider age range could 

also be considered, with the aim of comparing results.  

Future research could also explore the design of escape rooms that focus on 

promoting awareness of diversity, using more personalised strategies and tools with 

greater adaptability to address different needs in a more specific and inclusive manner.  

Furthermore, future research could focus on analysing the impact on students in 

areas such as motivation, concentration and frustration, thereby gathering real data to 

demonstrate the benefits that can be gained from using this methodology.  
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7. DISCUSSION AND CONCLUSION  

The results obtained through the development and analysis of the escape rooms 

have been diverse and positive. Firstly, the preparation, creation and design of these 

escape rooms demonstrate a clear pedagogical coherence, due to the range of active, 

game-based methodologies involved in their creation. Among these, gamification is 

particularly noteworthy, as it integrates perfectly with the proposal thanks to the wide 

variety of elements and mechanics typical of games.  

Furthermore, the main aim of the proposal has been to combine meaningful 

learning in the early years with a playful element, specifically the escape room activity; 

in this way, the second methodology, game-based learning, is being applied. In addition, 

aspects related to other methodologies have also been incorporated, such as serious games 

and free play, although to a menor extent, but with the necessary relevance within the 

educational proposal.  

Likewise, it has been possible to adapt a story originally aimed at pre-school 

children to the style and dynamics characteristic of escape rooms, whilst retaining its 

essence throughout and making it suitable for this type of immersive experience.  

The proposal developed in this final-year project demonstrates great potential for 

stimulating skills and promoting the acquisition of knowledge in line with the early years 

curriculum. Through tests and puzzles, cognitive, social and emotional skills are 

enhanced, whilst teamwork and cooperation are encouraged, with a view to maintaining 

a dynamic, motivating and playful approach.  

The assessment tools and criteria set out in this proposal are, to a certain extent, 

subjective to the teacher proposing them. However, a range of options is provided so that 

the teacher can select those that best suit the characteristics and needs of their class. 

Among the proposed assessment methods, the following stand out: systematic 

observation, individual and group field diaries, rubrics, self-assessment, and the use of an 

external teacher.  

These instruments not only allow for the assessment of pupils’ cognitive and 

socio-emotional development, but also offer the opportunity to evaluate the escape room 

as an educational tool, thereby facilitating the introduction of adjustments and 

improvements in future applications. Additionally, they gather relevant information on 

aspects such as the level of attention required for the activity to function properly or the 

degree of participation observed, whilst also providing significant data on students’ 

motivation both during and prior to the activity.  

Thanks to the way the challenges are structured and the use of various types of 

support, including visual, narrative and oral aids, amongst others, the approach is easily 

accessible to children. Furthermore, this variety of resources allows for greater 

adaptability to diversity.  

The escape room tool can be regarded as an innovative educational strategy with 

great pedagogical potential, due to its ability to create multiple storylines and design a 
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wide variety of puzzles and challenges adapted to the content to be worked on. This range 

of possibilities means it can be applied to different contexts and areas of learning, as well 

as serving a variety of purposes, thus making it a highly useful and motivating resource 

in the Early Childhood Education classroom.  

Thanks to its dynamic and engaging nature, the escape room encourages children 

to want to take part in the learning process of their own initiative, without being fully 

aware of the benefits they can obtain. In this way, we are promoting more meaningful and 

experiential learning.  

On the other hand, escape rooms stand out for their ability to stimulate creativity, 

exploration, curiosity and logical reasoning, all of them essential aspects of a child’s 

overall development in their early years. All this activity takes place through a game-

based experience led by a game master, who guides and supports the pupils at all times, 

whilst also allowing for mistakes and exploration, as this approach also promotes 

independent learning.  

Due to the absence of any actual implementation of the proposal in a pre-school 

classroom, the findings presented in this section are primarily theoretical in nature. 

Consequently, the conclusions drawn are based on the analysis carried out during the 

design and development of the proposal, as well as on the theoretical framework reviewed 

in this study.  

In this regard, I believe and emphasise that, in order to objectively assess the 

impact and actual effectiveness of this educational proposal, it would be essential to put 

it into practice in a real-life school setting.  

By implementing it in the classroom, it would be possible to analyse key aspects 

such as student motivation, the level of learning, active participation and the development 

of collaborative work in greater detail. In addition, through the proposed assessment 

methods, it would also be possible to evaluate the effectiveness of the escape room as an 

educational tool.  

For all these reasons, the possibility is being considered of opening up future lines 

of research that would allow the educational potential of this approach to be fully explored 

and enhanced. Such research could focus on adapting escape rooms to different stages 

and age groups, analysing how the dynamics, challenges and problem-solving strategies 

vary according to the developmental characteristics of the pupils.  

Similarly, future research could also focus on applying this tool in different 

educational contexts and for different purposes, as well as on developing approaches that 

pay greater attention to diversity.  
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9. ANNEXES  

 

Figure 23. Balanced Play Pyramid, Gummer (2025) 

 

 

Figure  24. America´s Army (2002) (España, 2022) 
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Figure  25. Dafur is Dying (Darfur is Dying, 2006) 

 

 

Figure 26. Example of decoration for challenges 3, 4 and 5. Source: Self-elaboration 

 

Figure 27. Clue obtained at the end of challenge number 2. Source: Self-elaboration 

 

Figure 28. The first page of the visual support book, showing Ñac-Ñac entering the first story: Goldilocks 

and the Three Bears. Source: Self-elaboration 
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Figure 29. Yellow bar and a new clue they receive after completing challenge number 3. Source: self-

elaboration 

 

Figure  30. Pages 1, 2, 3, 4 and 5 of the visual support book, which correspond to challenge number 3. 

Source: self-elaboration 

 

Figure  31. Red bar and a new clue they receive after completing challenge number 4. Source: self-

elaboration 

 

Figure  32. Pages 6, 7, 8, 9 and 10 of the visual support book, which correspond to challenge number 4. 

Source: self-elaboration 
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Figure  33. Green bar and a new clue they receive after completing challenge number 5. Source: self-

elaboration 

 

Figure 34. Pages 11, 12, 13, 14 and 15 of the visual support book, which correspond to challenge number 

5. Source: self-elaboration 

 


