
 

 

B1.2 
Creating meaningful 
escape room 
challenges 



 

 

Work in pairs in order to answer the following exercises.  

Creating meaningful puzzles  

An Escape Room can be comprised from a series of puzzles. These puzzles are 
usually presented in sequence. The sequential appearance of puzzles in escape 
rooms is often easier to design and has many advantages in regards to the player 
experience. Specifically, one advantage is that it requires less guidance, thus making 
it simpler for students to progress while another advantage is that it allows the 
educators to track the players’ activity in a more simple and accurate way since the 
progress and performance of all students can be measured more easily (López-
Pernas, Gordillo, Barra, & Quemada, 2019). When creating each puzzle, game 
designers should carefully connect the puzzle to the theme of the room and provide 
information so to be understandable by the players in the context of the game setting. 
At its core, an escape room puzzle uses a simple game loop:  
1. A Challenge to overcome  
2. A Solution (may be concealed)  
3. A Reward for overcoming the challenge (Wiemker, Elumir & Clare, 2015). 
 
 
Your task is to decide if the following NEET-SYSTEM Escape Room Challenge under 
the title “ABANDONED SHIP” (Cultural Awareness Competence Area) is meaningful 
according to the above.  
You are advised to first read carefully the plot and consider the challenges, then 
continue to the activities.  
 



 

 

 
 

  



 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

For the wrong answer the player gets: 
 

  



 

 

For the correct answer the player gets: 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

THE STORY CONTINUES TO THE NEXT CHALLENGE  

 
 

 
For the wrong answer the player gets: 

 
  



 

 

For the correct answer the player gets: 
 

  



 

 

Activity 1: Please fill in the table with the requested information and then 
provide your opinion. 
 

 
Is there a challenge to overcome? 
 
 

 
 
 
 
 
 
 
 
 

Is there a solution? 

 
 
 
 
 
 
 
 
 

Is there a reward for overcoming the 
challenges?  

 
 
 
 
 
 
 
 
 
 

Your opinion “Are these Escape 
Room Challenges meaningful”? 
(please provide explanations) 
 

 
 
 
 
 
 
 
 
 
 
 

 
 
  



 

 

Activity 2: In order to create meaningful puzzles the designers should take into 
account the criteria for a ‘good’ puzzle. If a designer answers yes to all of the below 
then he/she has probably created a good puzzle.  Your task is to decide if the 
following criteria are taken into account for this particular Escape Room Challenges.   
 
Are the puzzle integrated into the storyline?  

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________ 

Are the clues to the puzzles logical?  

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________ 

Can the puzzles be solved using the information provided?  

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________ 

Do the puzzles add to the atmosphere of the Escape Room plot? 

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________

___________________________________________________________________ 

 

 
 

 

 



 

 

 

 


