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Introduction: 

Context: 
The ELMET project tries to contribute to the development of innovative and updated c-VET 

opportunities by developing a set of resources, in the form of a complete TOOLKIT that 

enables c-VET trainers and experts to design and use the educative Escape Games (including 

digital escape rooms) as new active learning methodology to develop the key abilities and 

competences requested from the Changing Working environments. 

 

Partner Organisations: 
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Objectives of The Escape Game: 
The objective of this escape room scenario is to give the opportunity to the participants to 

understand why sustainable methods and values at workplace are important and to familiarise 

the participants with the notion of Green Skills. Green Skills is the knowledge, abilities, values 

and attitudes needed to live in, develop and support a sustainable and resource-efficient 

society. It is what a company/business does with this knowledge that makes it sustainable. 

Thus, by using the Escape Room about Green Skills, trainers will count on a training resource 

to deepen on the following areas of knowledge:  

• The Sustainable Development Goals (SDGs) 2030.  

• The role of employees as green agents. Green Skills as transversal skills.  

• The meaning of the Ecological Footprint.  

• Circular Economy and current socio-environmental issues. 

After participating in this Escape Room, learners will be able to: 

• Understand what sustainability means and how all society members play a key role to 

support SDGs. 

• Be aware of the need of reducing water waste, of saving energy, recycle, etc. 

• Become an agent of change and contribute to reduce their Ecological Footprint. 

• Put in practice specific measures to support making their jobs (and lifes) more 

ecological. 

 It should not be forgotten that the objectives of an escape game are above all fun. 

However, this tool can also be used as an educational lever. In this case, the escape 

game can help to awaken curiosity and interest around a subject, here the one 

of social entrepreneurship. Therefore, a debriefing time with the players is essential 

to discuss the content and the pedagogy of the escape game. 

 

 

Group Size:  
2-5 participants 

Targeted Audience: 
Employed and unemployed people, especially low qualified, long term unemployed, migrants, 

etc. and active professionals that want to improve their skills and competences to new working 

environments 
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STEP 1: The Concept of the Escape Room 

Scenario: 
 Due to Climate Change, Low tides have left Venice's canals dry, with water levels 

dropping to -18 inches from a 19-inch average, months after heavy flooding. The city is 

currently meant to be experiencing the season of 'acqua alta', Italian for 'high water' which 

occurs from October to March. However, local reports described the tides of 'acqua bassa,' or 

low water with images showing the city's iconic gondalas beached highlighting the extent of 

the water loss. The Mayor of Venice, Emilia Jilani, has always maintained that the rapidly 

alternating water levels are linked to climate change. 

 
Reuters - https://www.reuters.com/video/watch/idOVE1FC0G1 

 

Recently, the mayor of the city decided to host a big event in Piazza San Marco in 

order to raise awareness about sustainable design and how overproduction and 

overconsumption add to the already-high levels of pollution and toxic gases that contribute 

to global warming and climate change. The event will focus on how sustainable design is 

mandatory in order to maintain Venice’s authenticity. Sustainable design is rooted in the belief 

that design is an important tool for making a social or environmental change. Design refers 

to everything from engineering, industrial and digital design, and architecture to the creation 

of systems and experiences. Sustainable design can be a process, profession, or outcome. 

Many new non-profits have launched in the last decade providing sustainable design 

consulting or focusing on a design as their key theory of change. 

Zer0Waste is a very successful organisation in Venice, Italy. Its main scope is to raise 

awareness on the benefits of Efficient Management of our resources and the way we dispose 

of toxic waste and pollution; as well as to encourage industries, businesses and consumers to 

recycle and reduce waste is important. ZeroWaste’s team believes that economic growth 

requires reduction of our ecological footprint by changing the way we produce and consume 

goods and resources. Reducing waste will help us with food security and shift us towards a 

more resource efficient economy. Additionally, reducing global food waste at the retailer and 

consumer levels is also important for creating more efficient production and supply chains. 

https://www.reuters.com/video/watch/idOVE1FC0G1
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 Zer0Waste is among the nominated organisations by the mayor of the city to organize 

the entire event. However, the organisation’s team need to prove its knowledge and skills by 

conducting a series of tasks that the mayor had already decided.  

 

Gameplay:  
 As a group, you have to impersonate the team that works for Zer0Waste and have 

just been informed that Emilia Jilani nominated you – among 9 other organisations – for 

taking over the responsibilities of hosting the event at Piazza San Marco. You are currently at 

the mayor’s office where you have been invited in order to accomplish the tasks and get the 

funds. The mayor has left the following question to you: 

“Name the three industries which are the most harmful to  

the environment due to overconsumption?” 

If Zer0Waste’s team manages to prove that it is capable of solving all the tasks within 

the time given, the mayor will allow the organisation to host the entire event and to get funds 

of 300.000 euros in order to continue its cause. It is very important for Zer0Waste to gain 

this funding in order to sustain itself, especially after the pandemic of COVID-19 that caused 

a huge revenue reduction. If the organisation does not manage to get the funding and host 

the event, 50% of its staff will be fired and the organisation will never manage to accomplish 

its cause. You must HURRY UP because the deadline to finish the mayor’s task is in 45 

minutes. If you do not manage to solve the puzzles, another organisation will get the funds 

and Zer0Waste will struggle for the next years due to the difficulties that it faced recently.  
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STEP 2: Preparing the material: 

The Room Layout 

  

Set Design: 
The room must contain: 

• A desk, a chair and everything else an office has, such as stationary. 

o On the desk there must be: 

▪ Quotes1.1 

▪ Box 1 with a 4-digit lock (PIN: 4135) 

• Inside Box1 please place: 

o Chart2.1 

o Chart2.2 

o Crossword 2.3 

o ABC2.4 

o A locked backpack on the desk’s chair with a 5-digit lock (PIN: 91145) 

▪ Inside the backpack there must be: 

o Doc3.1 

o Box2 [locked (PIN: 2030)] 

▪ Inside Box2 there must be: 

o Chart4.1 

o Chart4.2 

• The words “climate change”, “households”, “economy” and “environment” must be 

written on small pieces of paper and scattered and hidden all around the room.  

o Make sure that the numbers 2-0-3-0 will be written behind each piece 

respectively as illustrated in 3rd Task. 
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Installation and Reset: 
A preparation time (approx. 20 minutes) and reset time (approx. 10 minutes) is necessary at 

the beginning and end of the game to install and then store all the equipment. 

The room organization and clue distribution plan can help the game master in the carrying 

out of these steps.  

Check the restart list. 

 To avoid any unpleasant surprises, it is recommended to always recount the 

material at the end of each session and to check the status of the session. It is possible 

that players may have written in the notebook, on certain game media or that they have 

kept clues in their pockets. 

 

 

How to Set Up the Room / Tasks in order: 
 

1st Task: 
The following 3 quotes must be printed and placed on the mayor’s office in random positions. 

 

Quotes1.1 ↓     

 

“IT’S A PARTICULAR STR4ND OF 
OVERCONSUMPTION, WHERE WE 
PURCHASE THINGS, NOT TO FULFIL OUR 
BASIC NEEDS, BUT TO FILL SOME VOIDS 
ABOUT OUR LIVES AND MAKE SOCIAL 
STATEMENTS ABOUT OURSELVES.” — 
Annie Leonard 
 

 

“TRUE HAPP1NESS FLOWS FROM THE 
POSSESSION OF WISDOM AND VIRTUE 
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AND NOT FROM THE POSS3SSION OF 
EXTERNAL GOODS.” — Aristotle 
 

 

 

“THERE IS ENOUGH FOR EVERYONE’5 
NEED, BUT NOT FOR EVERYONE’S GREED.” 
— Mahatma Gandhi 
 

 

These 3 quotes contain four (4) digits that if put in the correct order, they can unlock the 

locked box that is located on the desk.  

The correct order of the digits is: “ 4 13 5 ” and the players will be able to find out the correct 

order only if they understand that they have to put the quotes in an alphabetical order based 

on the name of the person who said each quote.  

1. Annie Leonard (4) 

2. Aristotle (13) 

3. Mahatma Gandhi (5) 

 

2nd Task: 
Once the participating team has unlocked the box, they will find the following clues. 

Chart2.1 ↓ 

 

The majority of fibre production is synthetic and comes from fossil fuels. 

Chart2.2 ↓ 
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If the players follow Chart2.1 in order to solve Crossword 2.3, they will find that 5 letters are 

highlighted (the letters I, A, A, D and E) 

 

Crossword2.3 ↓ 

 

The answers to the crossword can be found right below but it MUST NOT be included in the 

box. 



 

10 

 

(NOT to be 

included in the 

box) 

 

 

 

 

 

 

 

 

 

 

 

If they understand that each letter corresponds to one number from the Clue below (ABC2.4), 

they will find the following 5-digit PIN: 9-1-1-4-5. 

  

ABC2.4↓ 

 

The players must understand that if they use all the clues given above, they will find the 

following 5-digit PIN (PIN: 9-1-1-4-5) which unlocks the backpack that is placed on the desk’s 

chair. 
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3rd Task:  
Once the team has unlocked the backpack that is placed on the desk’s chair, they will find the 

following document; as well as another locked box (with a four-digit lock). 

Doc 3.1↓ 

 

From this document, the words (in order) are 

missing: 

1. climate change 

2. households 

3. economy 

4. environment 

 

 

These words must be written on pieces of paper 

that are scattered and hidden all around the 

room. 

 

Behind each piece of paper, you write the 

following numbers in order: 2-0-3-0 

 

Climate Change households economy environment 

2 0 3 0 

 

If put in order in the locked box’s lock, the box will unlock to reveal the fourth puzzle. 
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4th Task: 
Inside the last box, the players must find the 

following charts. 

 Chart4.1 

 

 

 

 

 

 

 

 

 

Chart4.2↓ 

 

 

 

 

 

 

 

 

 

 

 

 

 

ENDING:  
With all the clues collected and the riddles solved, participants should be able to understand 

that the three most harmful industries to the environment due to overconsumption are: 

• The Textile Industry (Fashion) 

• The Food Industry (Agriculture) 

• The Automotive Industry (Transport) 
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The Necessary Material: 

Material to be Printed: 
Check the Google Drive folder with all the elements that need to be printed. 

In this folder you must find the following documents: 

• Quotes1.1 

• Chart2.1 

• Chart2.2 

• Crossword2.3 

• ABC2.4 

• Doc3.1 

• Chart4.1 

• Chart4.2 

(The order is the order the items appear during the game) 

Material you will have to add: 
• 2 locked boxes 

• 1 backpack 

• 2 four-digit locks 

• 1 five-digit lock 

 

 

  
• We recommend providing two printed versions of all the game supports. 

• We recommend to use a desk, a laptop, a smartphone, a hanger with a coat on it and 

a drawer that you already have. No need to buy new ones just for the game. 

• All clues have been designed to be printed in colour. 

• The dimensions of the supports are also important. Above all, print well in A4, by 

choosing the parameter "Actual size" and NOT "Adjust". Some clues may need to be 

cut, folded... 

• The documents can possibly be laminated to guarantee their lifespan between escape 

game sessions. However, the rendering will be less realistic. 

• Attention, when you install the game zone: make sure you remember the location of 

every clue! This will allow you to follow the progress of the participants during their 

game and give them the right clues. 

• It can be entertaining for players to get confused about certain objects and think that 

they are clues. Nevertheless, it is advisable to remove books with bookmarks that 

sticks out to prevent them from disturbing them (annotations, bookmarks, etc.). If 

this is too constraining, the game master can also alert the players as the game 

progresses and as they should not touch. Be aware that repeated interruptions may 

compromise the immersion of the players. 
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• Players should not have to move heavy loads, it is possible to use light pieces of 

furniture, trolleys, pouffes, small chairs, fabric… 

 

Restart List: 
• Make sure that Quotes1.1 is on the desk. 

• Put back in Box 1 the following clues: 

o Chart2.1 

o Chart2.2 

o Crossword 2.3 

o ABC2.4 

o Lock the box again. 

• Put back in Box 2 the following clues: 

o Chart4.1 

o Chart4.2 

o Lock the box again. 

• Put Box 2 in the backpack along with Doc3.1; and lock the backpack again. 

• Scatter the words “climate change”, “households”, “economy” and “environment” 

around the room. 

STEP 3: Playing the Game: 

The Game Master 
 

His/her missions:  

• Prepare all the game media, set up the room and then put it back in place;  

• Welcome the players and immerse them in the atmosphere of their mission before the 

game;  

• Follow the game in order to help them, give them clues or advice;  

• Once the mission is over, the game master is here to debrief with the players by going 

back over the highlights of the mission. 

 TIPS 

In the game space, we advise that the game master remains a little bit away from the 

group in order to leave the necessary space for the players to evolve independently and 

perhaps be less tempted to ask for clues or judge the reactions of the game master. 

 

 

Introduction to the Game: 
 

Before starting the game and as a game master you have to introduce yourself and explain 

your role. The game master is here in case participants need some help or are lost in the 

game. 

Explain the scenario if they still have some questions and explain about the timer: 
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1. Ask participants if they have already played an escape game and if not, explain them 

the purpose and mechanisms of escape games. 

2. Give the following instructions:  

• Stay within the defined playing area on the floor, unless one of the clues invites 

you to leave. In this case, only the youngest player may leave. 

• There is no need to use physical force, only mental force. And no clue is hidden 

high up, so there is no need to climb furniture. 

• Each clue is used only once. 

• Remember to explain to the other players what you are doing and listen to each 

other.  

• Don't hesitate to divide up the tasks. 

• And finally, don't forget to keep cool and have fun! 

 TIPS 
It is always better to give the instructions and success tips outside of the playing area, 

ideally in a quiet corner where players can sit down to listen carefully to the game master. 

 

 

Hints: 
 

1. Task 1: Alphabetic order is important in citation. 

2. Task 2: 2020 was a critical year for textile industry. 

3. Task 2: Colours on textile, Colours on crosswords. 

4. Task 3: Gaps can be filled in by words, but numbers make the difference. 

5. Task 4: Remember what the mayor asked you to find out. 

 

Beginning of the Game 
 

Make sure the instructions are clear for all the participants and when they confirm, drive them 

to the room and set the timer. The game should be 45 minutes: 

► 45 min 

 

 

The Course of the Game 
Here are some examples of how to inform the participants that they have completed/not 

completed the Escape Room on time: 
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 Congrats! 

Congratulations, you have shown good team spirit! By collecting all the 

documents and finding all the clues, you have been able to find the solution to all of the 

mayor’s tasks and understand that the three most harmful industries to the environment 

are the textile, food and automotive industries. According to the UN, everyone must 

contribute to reducing CO2 emissions to reduce overconsumption and overproduction to 

save the environment and the economy. Now that you have solved all the puzzles, you are 

eligible to host the big event in Piazza San Marco. With the new knowledge that you gained, 

you can inform the citizens of Venice about the contribution that overconsumption and 

overproduction have to the climate crisis. Finally, you can claim 300.000 euros for your 

organisation, Zer0Waste. 

 

You can be proud of yourself. 

 

 

 Unfortunately, you did not manage to complete your mission on time...  

You were quite very close to the end! All you had to do was... 
 

 

At this stage of the game, if the players wish, the game master can go back to the puzzles 

that were not solved and explain them the process that needed to be followed. 

 

Debriefing Questions:  
1. Do you understand how the three industries mentioned during the game affect the 

environment? 

2. Why is the reduction of / cloud services / newsletter so important for a business? 

3. Have you heard about overconsumption, overproduction, textile / food / automotive 

industry, CO2 emission and fossil fuel-based fabric before the game? 

4. What new knowledge have you gained from the game? 

5. What is the situation in your home country in regards to SDGs, 2030 agenda and 

European Green Deal? 

If needed, the following questions can also be asked: 
6. How did you find the overall experience of this escape room? 

7. What new insights did you gain during this game? 

8. Which puzzle did you find as the most challenging one?  

9. Linking each related clue was making sense to you? 

10. Overall, what would you outline as the main meaning from this educational game? 

11. Do you feel that you learned something more from it, about job hunting? 
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12. Have you participated in a similar educational game, whether escape room or anything 

else? What do you think about this method of education? 

13. Is it interesting/efficient? Please elaborate more on that.  

14. What could you add in order to make it more interesting? 

Participants and Game-master can go through the documents and leaflets found to discuss 

the definitions and go deeper into details.  

 

Participants’ Feedback? 
 


