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Escape Game — The ultimate Chance

Idea
*  Goal
e Playful sensitization on climate protection & climate adaptation = new target groups
* 1 Group (3-6 Players age 15+) in 1 Room have 1 Mission for 1 hour
e Covert messages in the story, the riddles & the décor - Have fun learning
* Scenario

* Fictitional time travel to the year 2050 to find a solution to climate change

* 2 scientists from Germany & France who collaborated in the research on climate change have lost
their lives on a joint research trip

* They were about to reveal a groundbreaking discovery to save the world from climate change

* The clues regarding their discovery are hidden somewhere in their office

* The extreme climate-change induced heatwave caused the electricity grid to collapse and the power
generator is only running for another hour

¢ Messages = connecting game & learnings in the debriefing

e Climate change is happing in Worms & will intensify 2 We must act today

e Climate adaptation & mitigation are joint global tasks 2 We must act together

e What is being done in Worms & what are my personal means of action = | can act myself

Intention

* Collaboration is key
* Teamwork & communication of players is fostered & required
e Ideal setup: two groups play simultaneously & interact to solve a riddle = replacing the
simultaneous play of two groups by playing a video-messsage, containing a hint for the riddle, the
other team would have given otherwise
* from the other team giving a hint for the riddle which would have come directly from the other team
otherwise
* Reaching different & new target groups
» Teenagers - Adressing schools & teachers, but groups are too small for whole classes; adressing
youth groups
» Families 2> Allowing younger children to play with their families
* Employees / friend groups / associations = Teambuilding in lunch-breaks or after work
* Long-term effect (debriefing, reflection, call to action & evaluation)
* Escape Game: Momentary experience focussed on the playful part
* Debriefing: Emphasizing the relevance of the aspects from the game & analyzing the game together
* Reflection: Handing out a brochure & sending an e-mail to all participants with direct links to local
offers & initiatives
* Call to action: Letting the players pick individual challenges
* Evaluation: digital survey

General requirements

* Infrastructure: 2 rooms with surveillance, internet-connection & laptops

* 2rooms preferrably close by (game room & supervision room)
* game room: office-size, gloomy atmosphere (shaded or windowless)
* supervision room: small but bright with windows

* Surveillance
e CCTV-camera via internet / cable
* microphone & speakers / headphones or phone-call

* Technology
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* 2 laptops (game room & supervision)
* 1Tablet
» walkie talkies
» external display to show the introductory video & remaining time & background music
Participants: small groups with players aged 15+
e Group size: optimum 3-4 players, maximum 6-8 (depending on room size) = smaller & bigger groups
have difficulty solving the riddles
e Age: recommended for ages 15+ = younger children can play with their families & the game can be
adapted for younger target groups
e Experience: One game for all (knowledge & experience may fasten the solving process) 2 The level
of difficulty can also be adapted flexibly
Expenses: 1000 — 6000 €
*  Borrowing furniture: 0 —300/500 €
* Potential rent for the room: 0- 1000 €
e Supervision staff: 0 - 1500 € = depending on the need to integrate external staff
e Give-aways: 0 - 1000 € - not necessary
*  Printing material: 0 - 500 €
* Building puzzles & equipment for riddles: 1000 € = only required for initial establishment
e Decorating the room: 0 —200/500 € = can be reused

Organizational recommendations

Initial establishment period: 1.5months+
*  Buying decoration, Buying equipment for riddles, building quizzes, finding a location
* Allow for delay by planning with time buffers
Preparation period: 1 week+
* Decorating the room, setting up & testing technical equipment, rehearsal, instructing supervisors
Gaming season: daily for 2-3 weeks around (winter) vacation
* Intensive period: daily implementation (weekends too, if possible) with many booking opportunities
if possible
e Duration: optimum 2 - 3 weeks, potentially around/during school vacation
* Season: not in summer due to potential heat & long evenings
Timeslots: 90mins from lunch to dinner
* 15min introduction, 60min puzzling & 15min debriefing
* 12-14: lunch-break attractive for work teams
* 14-16: medium popularity due to limited capacity for the working public
» 16-18: early after work or after school
e 18-20: high popularity as evening activity = finding supervisors is rather difficulty, especially minors
Handling reservations: via digital booking tool or through partner
e Using digital tools like doodle & e-mail 2 administrative work but possible
»  Utilizing established infrastructure from registration administration to manage bookings & answer
questions = adult eduction center
Advertisement: early via different media
» Using a mixture of different types of media: press release, social media, posters in public places,
postcards in local shops, newsletters, website presence
« Early announcement - enabling a full capacity utilization from the start
* High demand - extending the project period or repetition in the next year
Setup: dimly lit office
» Creating a realistic atmosphere = borrowing furniture from an antiquities shop, buying second-
hand or finding spare furniture
Handling technological difficulties
* Bugsin old technologies: Being prepared for common problems
* User errors: Experienced staff, instruction manual listing the most common obstacles
Supervision: large organizational team in groups of 1-2 responsible for 2-hour-slots
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* Easy delegation to apprentices & volunteers = granting a rehearsal game, introduction on how to
supervise, trial session with 1-on-1 chaperoning to gain experience

*  2-hour-slots per group (preparing the room, introduction, giving hints during game play, debriefing,
cleaning up) for 1-2 supervisors = 1 is possible but 2 is easier & more fun especially for younger
people

Background

- Collaboration across borders
o Created within the TANDEM-climate partnership of the Eurométropole Metz & the municipality of
Worms for the ,,German-French energy transition week” 2019
- Repetitions & adaptations: Worms, Metz & beyond
o 2019: 25 groups — 150 persons in Worms + various groups in Metz
o 2020: 14 groups — 70 persons + various groups in Metz
o 2024: 25 groups — 100 persons
o 2025: 40+ groups — 200+ persons
o Various municipalities have already adapted the escape game
- Guidebook & ressources available for adaptation: high demand
o Requested by over 100 municipalities & institutions
o Digital libary of documents & database with media = available for replication
- Positive communication & possibility for localization
o local sustainable initiatives: easily implementable in puzzles
o climate protection: learning means to act + local strategies can be presented
o climate change: being aware of the dangers & local consequences without being overwhelmed
o climate adaptation: learning how to prevent consequences + local adaptation measures can be
presented
- Logical structure of the puzzles within the scenario
o Combining different means of puzzling (finding clues, identifying hints, using technology,
communicating as a group)
o Integration modern technologies (laptop, tablet, audio recorder, walkie talkies)
o Diverse solving strategies (teamwork, combination, computer skills, visual recognition, manuel skills)

Further information

WwWw.escapegame.worms.de

Contact information
- Martin Hassel
- Climate protection manager of the municipality of Worms in Germany
- klima@worms.de
- +49 6241 853 7007
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