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:,() BASICS

Room Escape Maker is an online tool that allows users to create interactive
digital escape rooms without any coding. It is suitable for educational
activities, gamified learning, and collaborative challenges.

URL / Access: hitps://roomescapemaker.com/

:.() ADDITIONAL INFORMATION

Multilingual support: The platform interface is mainly available in English,
but escape room content can be created in any language.

Technical requirements: Room Escape Maker works on desktop computers,
laptops, and tablets through a web browser. A stable Internet connection is
required.

Adaptations for SLD users: The visual, point-and-click interaction supports
learners with SLD by reducing text overload and encouraging visual
problem solving.

Cost and access:
e Price: Freemium
¢ Free plan limits: The free version allows basic room creation with limited
features and project options.
e Account or sign-up required? Yes
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:.() HOW TO USE IT

STEP 1: Create a new escape room

Create an account and click on “Create a Room™. Choose a background
image and define the main goal of the escape room, such as finding a key
or opening a door.

STEP 2: Add interactive objects and puzzles

Insert clickable objects, codes, messages, and puzzles into the room. Each
object can be connected to actions or conditions (for example, entering the
correct code unlocks an item).

STEP 3: Test and share the game
Use the Test/Play mode to check that all puzzles work correctly. Once
finished, share the escape room link with students or participants.

:.0 EXAMPLES FROM THE TOOL

Image Possible Use

Example: Educational escape room

Possible use: Teachers can create an escape room 1o review
school subjects, where each puzzle is linked to a learning
question or task.

Example: Project introduction activity

Possible use: An escape room can be used as an engaging
introduction to a new topic or group project.

Example: QR code to unlock a video

Possible use: A QR code can be revealed after solving a
puzzle, unlocking a video that provides clues or explanations.
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