
 



 

Chris Kallal is the Executive Director at Southeastern Baptist Youth Camp in 
Greensburg, Indiana. Chris, an Illinois native, has been a camping  
professional since 2001. He started off at Camp Manitoumi, in Illinois, serving as 
their program director for 10 years while also teaching 6th grade at Washburn 
Middle School. Then he spent 3 years learning to be a boy scout as the Camp 
Director of Ingersoll Scout Reservation. The next 10 years, Chris served as the 
Executive Director of Camp Good News in Illinois. 
 

Carrie has been working at Camps longer than Chris! Starting as a CIT at 
Camp Manitoumi in 2000, then moving onto Girl’s Leader, Dining Room Hostess, 
Counselor, Craft Person, Camp Store Director, Canteen Manager,  
Bookkeeper, Food Service Director, Assistant Director, and now Guest  
Services Director! In her free time, she loves to craft, test out new recipes, 
and talk camp!. 
 

When they find time, Chris and Carrie love to search online for the newest, 
unique ideas to implement into their Camp as well as visiting multiple camps over 
the years to “steal” ideas from them! 
 

The Kallals love camp so much that they spend a lot of their free time teaching 
others about camp! They have taught camping classes at different  
conferences around the world and written a ton of books about the various 
aspects of camp life. As well, Chris co-hosts a podcast, Scamp Life - The  
Programming Side, where he talks all things Camp Programming.  
 

They have a total of 4 children; Rowan, Emmalina, Autumn, and Aurora, as well 
as a couple dogs, cat, some hissing cockroaches, bearded dragon, leopard 
gecko, frog, couple turtles, and a pet skunk, named Stinkerbell!  
 

Email: christopherkallal@yahoo.com 
Download Packet: StealThisStuff.com 
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CampFession 

I incorporate “dizzy Bat” into 

as many activities as possible 

just to watch the campers 

fall down 



 

An escape room is an immersive, 60-minute, real-life adventure game. 
The way it works is that you and your team meet in a themed room 
and have one hour to complete a mission and “escape” the room. That 
mission might be actually escaping something like a prison cell. In other 
cases, the “escape” is more mission-oriented, which may entail finding 
lost gold, launching a martian spacecraft, or completing an art heist! 

A successful escape requires you to uncover hidden clues, crack 
tough codes, and solve challenging puzzles. Each discovery and “aha” 
moment brings you closer to completing the mission. 

Don’t forget to look underneath rugs, sift through the books on 
shelves, and take a closer look at all those paintings on the wall! Look 
for patterns, interesting similarities, or something that just doesn’t fit. 
For example, you may find a string of numbers under the rug and 
those numbers turn out to be what’s needed to open a combination 
lock. 

Everything you notice is a potential clue and a puzzle waiting to be 
solved. But hurry, the clock starts ticking the moment you enter 
the escape room! 
 
Beating an escape room requires teamwork, speed, creativity, and 
patience. Escape rooms are perfect for family vacations, team-
building, or just having fun with your friends. It’s always a bonding ex-
perience! Even if you don’t actually “escape” the room, the whole team 
will have a blast and make memories that you will share for a long 
time. 

Escape games are great for large groups, but you can also have a 
wonderful time by yourself! You can start in an escape game with 
strangers who will quickly become teammates.  

https://theescapegame.com/team-building/


 

Escape rooms are a whole new way of experiencing storytelling. By 
combining social activity with interactive adventures and challenging 
puzzles, escape game players are immersed in an entirely new world 
with storylines that feel like Hollywood blockbusters.  
 
Once you step into the escape room, you are instantly transported 
into a different world, as your room surroundings match the mission 
theme! You could find yourself standing in a fancy art gallery, behind 
bars in a prison cell, or at the command module of a spaceship com-
plete with high-tech screens and controls. 

These immersive worlds help you feel like you’re actually living out 
the story of your mission! Inside the room, your Game Master, the 
escape room staff member who helps you throughout the game, will 
make sure that you are clear on what an escape room is, the rules 
and answer any initial questions you have. Then, you will usually watch 
a video that explains your mission in full. Once the video ends, your 
one-hour timer starts counting down! From then on, you’ll be directly 
interacting with the objects and props in the room to uncover all 
the clues to get out of your escape room! 

Don’t worry, you won’t be left totally alone in the escape room! You 
and your team will be helped through your mission by a Game Mas-
ter, who monitors your game through cameras and microphones in 
the room. If you want a clue, your Game Master is the one who will 
give it to you. Your Game Master also may volunteer a few extra 
tips to help “nudge” your team escape the room throughout your 
adventure. The best Escape rooms are meant to be challenging, but 
still fun and solvable! 

Are you really locked in a room? Nope! If you need to leave the 
room at any point during the game, you’re always welcome to step 
out. 



 If you don’t escape in time, that’s okay! Whether you finish the mission 
or not, your Game Master will meet you at the end of the game and 
open the room up if you haven’t escaped yet. While it is exciting to be 
able to successfully escape, escape rooms are still lots of fun for 
groups who don’t manage to make it out during their first attempt–it 
gives them a goal to work towards the next time they come and play! 
 
 
 
Putting together an escape room can be a lot of work, especially for 
a single use experience. But they can be a great activity for young 
people. Besides being a lot of fun, here are 5 more reasons to offer 
an escape room to kids. 

DEVELOPS PROBLEM-SOLVING SKILLS 
- Players are solving a variety of puzzles, from cryptic messages to 
riddles to physical puzzles and more. 
- Finding solutions to these problems helps build a player’s problem-
solving skill set. 

DEVELOPS CRITICAL THINKING SKILLS 
- Often players must take the answers from different puzzles and 
combine them to solve a mystery. 
- Analyzing and interpreting clues in an escape room game will help play-
ers think critically in an enjoyable format. 

DEVELOPS INFERENCE SKILLS 
- Google the word ‘inference’ and you’ll find the definition to be “a con-
clusion reached on the basis of evidence and reasoning”. In short, you 
could say it’s “reading between the lines’. 
- Players will use clues from the game and combine that with their own 
experience to come to a logical solution. 
- Inference skills are important for children. It is a high-order skill that 
gives them greater comprehension. 

 



 
PROMOTES CREATIVE THINKING 
- Not only do escape rooms help develop problem solving skills, they 
also promote creativity as many puzzles and clues found in these 
games are not as straight forward as putting together a jigsaw puzzle. 
- Players will often need to think creatively, think outside the box. 

ENHANCES COMMUNICATION SKILLS 
- Often in escape rooms, the players divide into smaller groups to 
tackle different puzzles and search for items and clues. Since there is 
a time limit, this makes strategic sense. 
- However, sometimes what one group discovers from a puzzle or clue 
will be needed by another group on a puzzle they’re working on. There-
fore, communication is important when it comes to finishing an escape 
room game on time. 

CHALLENGES PLAYERS TO PERSEVERE 
- Escape room games are challenging in nature. It is the challenge that 
makes finishing them so rewarding. But, puzzles have a way of being a 
bit frustrating at times. 
- They test your perseverance, a good trait to have. 

PLAYERS LEARN TO WORK UNDER PRESSURE 
- The clock places pressure on players. Life challenges all of us often 
and in different ways. 
- Learning to deal with pressure in a safe environment is beneficial for 
anyone. 

Escape Rooms are a blast and a great addition to any Camp or Re-
treat Center. If you’re still not so sure, Grab a group of friends and 
go play a commercial one. I guarantee you will be talking about it for 
weeks after. The same can be true of the Escape Room at your loca-
tion. Campers will love and be talking about for quite some time! 



 

These are common terms used in Escape Rooms 
 
Red Herring 
 This is a puzzle or code that leads to absolutely nothing. It 

was just used to waste time. Many escape rooms are doing 
away with these as pretty much everyone hates them 

 
Linear Path 
 This is where the flow of the room goes from puzzle to 

puzzle. Players will solve one puzzle that leads them directly 
to the next puzzle and so on 

 
Non-Linear Path 
 This is where several puzzles can be happening at the same 

time. Great for large groups so that everyone has some-
thing to do and no one is getting bored, but harder to cre-
ate 

 
Escape 
 Players are no longer locked in rooms where they are re-

quired to escape. This is a big fire hazard. Instead, they 
have a task of some kind they are supposed to complete 
to “Escape” 

 
Gen 1 Room 
 This is a room that doesn’t have any technology.  
 
2 Finger Touch 
 The rule you give players. “If the object cannot be moved 

with just 2 fingers, then it is not supposed to be moved. 
This helps to keep players from rearranging furniture! 

 



 

CampFession 

Camp is the only place where 

“You’re so weird”  

Is considered a compliment 



 

One of my most favorite locks to use in any escape game is a 
directional lock. These locks can add a completely different 
element to your game! Unlike normal locks that use letters or 
numbers, this lock slides into 4 different directions, making 
your puzzles quite different than what you would normally see! 
 
Cons:  
 While these locks are super cool, there are definitely some 

down sides. In fact, these cons are so common, that every 
commercial escape room I have done have started with 
how to use these locks correctly! 

 One of the big cons of the directional lock is how to reset 
it. If you put the combo in wrong, you have to squeeze the 
lock part back into the padlock twice to reset. While this 
isn’t necessarily hard, it does get overlooked often and 
therefore people aren’t able to open it 

 Another thing I really dislike about this lock is the way it 
opens. It takes a pretty good pull (which some younger chil-
dren would have a hard time with). As well, it doesn’t open all 
the way. You have to rotate the padlock part away from 
the locking area. 

 



 

Pros:  
 The uniqueness of this lock makes it so awesome. Newbies 

will likely not have seen anything like this so it definitely adds 
a “wow” moment 

 This thing can be programmed with up to 30 directions!!!! 
That’s an insane amount, but still very awesome! 

 The versatility of puzzles you can do with this lock are 
pretty sweet too. I’ve seen one where there are several 
pictures of people all looking certain directions. Another 
had guitars in a row on a poster and some of them were 
upside-down (this would only use the up and down directions 
though). One puzzle was a paragraph in a camping journal 
telling the directions they hiked. Another room used a map 
and a list of towns, you put in the directions in the same 
way the towns went from one to another (St Louis to Kan-
sas City = left) 

 Probably the best part of this lock is directions are fairly 
easy to understand and younger kiddos can easily figure it 
out! 



 

A lock I see many at-home or Camp escape rooms use, but I 
have rarely seen in a commercial room is the Combination (or 
sometimes called Locker) Lock. You may remember these bad 
boys from your younger days. You get 3 numbers ranging 
from 0 to 39. To open you must turn the dial to the right 3 
times and stop on your first number. Then you turn to the left 
one full turn (make sure to go past your first number) and 
stop on your second number. Finally, you go back to the right 
again directly to your third number (do not pass go, do not col-
lect $200, just go straight to it)  
 
Cons:  
 Kids don’t use these locks as much at school anymore so 

they have zero idea how to unlock them. And trying to 
teach how to open this lock will take you all day! 
(Remember that day in Jr High when you finally got a lock 
on your locker and you spent like 20 mins just figuring out 
how to open it and it never seemed to work!) 

 They come with their own combination already programmed 
and it cannot be changed. This is super annoying if some-
thing every happens to your lock and you have to replace 
it. That also means you have to completely change the puz-



 

zle that got you the code for this lock 
 They are not the easiest to open. If you’re off just a bit on 

your numbers, or you’ve turned too many times around, this 
doesn’t open. That, in turn, causes the play to think they 
don’t have the correct code which causes massive frus-
tration. 

 
Pros:  
They are cheap! I get them at the Dollar Store every time I 
need one! 
 They cannot be reset. While I put this as a con, it’s also a 

huge pro for me! I cannot tell you how many times in my 
rooms that kids have been holding/playing with already open 
locks and end up accidentally (maybe purposefully) reset it. 

 They can make for some different puzzles. Somehow in 
the puzzle you have to get the player to know to turn to 
the right 3 times, then back to the left one full turn, then 
directly to the last number. One example I saw of this was 
a hiking journal and it had something similar to this written in 
it: “I was wandering around the woods trying to escape Big 
Foot and I felt so turned around. I probably had gone in cir-
cles to the right 3 or 4 times before stopping at a sign 
that read Hwy 34. After that, I looped back around the left 
this time going past the sign once to turn off my scent be-
fore heading down a trail and finding a small wooden sign 
that read Garage Sale, 22 Smith Lane. I decided that would 
be a terrible thing to lead Big Foot to this sale so I decided 
to just go right to 3rd avenue. 

 



 

Word or Letter Locks are similar to normal number locks 
with the exception of the use of letters over numbers. 
 
Cons:  
 Not every word is available so you’re stuck with their 

choices 
 Sometimes, kids can accidentally spell bad words 
 Depending on your room theme, these could be sometimes 

guessed 
 The lock pictured above will only relock if the solution is 

in the right spots 
 Depending on lighting and colors, some of these can be 

very hard to read 
 
Pros: 
 Makes for some unique and fun combinations 
 The lock pictured above cannot be reset easily, so it 

would help stop kids from accidentally resetting 
 You can tie in the combination to your theme to keep the 

immersion going 



 

  

These are you normal locks that most people know. They 
come in 3, 4, or 5 numbers usually. Probably the most common 
locks you will see in Escape Rooms 
 
Cons: 
 Many of these are small and hard to read. Especially if they 

are just silver and not painted 
 They’re boring 
 The smaller ones can usually be picked 
 Sometimes it’s hard to tell where you are supposed to line 

up the numbers 
 Easily resettable so kids could accidentally reset 
 
Pros: 
 Easy to work with as they are common 
 Easily resettable to fit your theme 
 Fairly Cheap 
 Can find pretty much anywhere 



 

These are locked opened by a key 
 
Cons: 
 Can lose the key 
 Must have the key to open, so resetting the room can 

sometimes be annoying because you have to go get the key 
 Sometimes players try the key and it doesn’t work at first 

so they move on, when they just put it in wrong 
 Smaller luggage locks can be easily broken 
 
Pros: 
 Hiding a key in a room makes for a more exciting puzzle 

than just a number combination 
 If you have a spare set that you keep on you, it’s much 

easier to open than try and remember what the code was 
 Kids do well with keys compared to remembering numbers 
 Come in all shapes and sizes 
 Fairly Cheap 
 Can be found at most stores 



 

This type of lock uses your standard letters or numbers, but 
each dial is a different color.  
 
Cons:  
 requires memorizing a number or letter code 
 The lock above requires each number to be in the correct 

location to relock 
 Usually larger locks so hard to fit into small hasps on 

smaller boxes 
 
Pros: 
 Can make for very unique puzzles. You count all the green 

balls and that’s the first number, all the red flowers is sec-
ond, and so on 

 The lock above is hard to reset so it cannot be accidentally 
reset by a camper 

 Kids are great at counting objects and this lock is usually 
easy for them to figure out 

 The different colors help with seeing the numbers better 
for those with bad eyesight 



 

This type of lock requires the entry of a combination to 
open a small box in which keys or something else can be 
stored 
 
Cons: 
 The lock pictured above requires you to enter the combi-

nation even to relock 
 Space inside is not quite big enough for much more than a 

set of keys 
 If they aren’t attached to something, they usually get 

moved and then forgotten where placed 
 Expensive and hard to find 
 
Pros: 
 Hard to reset and will help with accidental resetting 
 Can make for a unique puzzle as they usually have up to 

10 digits 
 Can add a lock without adding a puzzle. This will help make 

a room a bit harder, but not overdoing it 
 



 

These are the locks that have a long cable usually used for 
locking up bikes 
 
Cons: 
 With that lock cable, you will have to figure out how to use 

it without players just slipping it off the item 
 Can be hard to open if you’ve never used one before 
 
 
Pros: 
 Can lock up large things 
 Can lock up lots of things 
 Hard to reset so helps prevent accidental resetting 
 Can be found at most stores 
 Fairly cheap 



 

This type of lock usually has a skeleton key and comes in 
many different themes 
 
Cons: 
 Usually quite large 
 Expensive 
 Hard to find 
 Many advanced players will assume the skeleton key is a 

red herring 
 Skeleton key cannot be reproduced easily 
 Sometimes hard to open 
 
Pros: 
 Super cool looking 
 With the unlimited types of locks, you can easily find sev-

eral to fit the theme of your room 
 Cannot be reset 
 Large and hard to break 
 Did I mention they were super cool looking! 



 

Very similar to Lock Boxes, except these have an older look 
that would fit an Escape Room immersive environment 
 
Cons: 
 The lock pictured above requires you to enter the combi-

nation even to relock 
 Space inside is not quite big enough for much more than a 

set of keys or rolled up paper 
 Crazy Expensive and hard to find 
 
Pros: 
 Hard to reset and will help with accidental resetting 
 Can add a lock without adding a puzzle. This will help make a 

room a bit harder, but not overdoing it 
 Super cool looking 
 
 
 



 

A Set of handcuffs similar to police cuffs 
 
Cons: 
 Would not recommend using these as actual cuffs as some 

parents may not be happy about that 
 If used elsewhere in room, once they are released, kids will 

inevitably use them on each other 
 Can lose the key and then in big trouble if on a child 
 Must have the key to open, so resetting the room can 

sometimes be annoying because you have to go get the key 
 Sometimes players try the key and it doesn’t work at first 

so they move on, when they just put it in wrong 
 Not easy to find 
 
Pros: 
 Great for immersion 
 Hiding a key in a room makes for a more exciting puzzle 

than just a number combination 
 If you have a spare set that you keep on you, it’s much 

easier to open than try and remember what the code was 
 Kids do well with keys compared to remembering numbers 
 



 

Using normal safes or briefcases with combinations can help 
hide items or puzzles in a room 
 
Cons: 
 Safes are heavy and hard to move 
 Both of these are expensive 
 Most cheaper safes have all the cons of combination 

locks 
 Most cheaper briefcases locks wear out fast and stop 

working 
 
Pros: 
 Great for immersion 
 Can hide large things/puzzles inside 
 Large and hard to lose or move around makes it hard 

for players to lose somewhere in room 
 Can even hide smaller boxes and more locks inside so will 

be great for smaller or portable Escape Rooms 



 

Fingerprint Locks, Retina Scan Locks, Bluetooth Locks, etc. 
These all require some type of technology to open 
 
Cons:  
 Battery must be charged to work 
 Fingerprint and retina would not work with new players 
 Bluetooth locks need something with Bluetooth (iphone) that 

then risks breaking of expensive tech 
 Hard to find 
 Very expensive 
 
Pros: 
 These are super cool 
 Can really add to the immersion 
 Makes for very unique puzzles 
 Players will get more excited about these than normal locks 



 

This type of lock will fit on top of a bottle 
 
Cons:  
 Must fit the bottle exactly or will come off easily 
 Only 3 digits 
 Plastic and can be broken 
 Bottle is usually glass and can be broken 
 Hard to Find 
 
Pros: 
 Great for immersion - Think deserted island! 
 Unique lock 
 Fairly Cheap 
 Your standard number lock that many can figure out how 

to use 



 

Diversion Safes are places to hide objects that look like normal 
everyday items 
 
Cons:  
 Unless you lead players here, they will be almost impossible to 

figure out 
 Can be fragile 
 Can be expensive 
 Many do not have locks, just a trick to opening 
 
Pros:  
 Helps the room to be more immersive 
 Adds a unique and fun puzzle 
 Hide something without having to remember a code 
 Most players get very excited when the figure these out! 
 



 

A common everyday door handle can be used to lock out a cabi-
net or whole other room 
 
Cons:  
 Not super exciting 
 If using a coded door, batteries will need replaced 
 Requires assembly 
 
Pros:  
 Adds a different lock many wouldn’t think of 
 Can help with immersion 
 Easy to make duplicate keys 
 Coded doors can hold multiple codes 
 



 

Hasps are used to attach locks to various things. The hasp 
on the left is a normal hasp. It only allows for 1 lock. As well, 
it will need to be screwed into whatever you are locking 
 
The Hasps on the right are called Lockout Tagout Hasps. This 
particular one allows for 6 different locks just to open this 
one hasp. As well, this one requires your box/item to have a 
hole in it to attached the opening claws to 
 
Every type of lock will need some type of hasp to attach to. 
The normal ones can be found at walmart and pretty much 
every hardware store. The Lockout Tagout Hasp can be 
found online 



 

CampFession 

Camp is the only place where 

“You’re so weird”  

Is considered a compliment 



 

 These can be quite expensive to buy, so I built my own. I 
used a drawer for the box, old wooden rules for the walls, 
and plexiglass to cover 

 
 
 
 
 
 
 The key can also be attached to a larger piece that cannot 

come out of the wood until the end 
 
 
 
 
 
 
 
 
 I also have a large one in a room that is attached to the 

wall. Players use a magnet to get the key out of the whole 
 
 



 

 Get plexiglass and cut into 4 equal 
shapes 

 Make sure that the shapes can 
only be lined up 1 way. (example a 
square would not work, but in my 
picture, the bottom left has a 
corner cut out) 

 Decide what you want your code 
to be 

 Get a piece of paper and trace 
the shape. Then write the code in 
a digital font 

 Put one piece on top of paper and using a permanent 
marker, trace random lines 

 Put the next piece and trace a different set of random 
lines 

 Do this until all four pieces have all of the lines to match up 
for the code 

 Hide each piece in different areas of escape room 



 

 The above pictures are printed on the front and back of 
the same piece of paper 

 The goal is to count the all the green gummy bears to get 
the first number, the yellow to get the second number, red 
for 3rd and white for 4th (Code 5454) 

 This could easily be made with any sort of colors and 
counting. 

 Another way this could be done is not having the flag at all, 
but just the gummy bears and the lock it would open would 
be a color lock 

 
 
 
 
 
 
 Scratch the wall in multiple place. 

Each set of scratches equals the 
number for that place in the lock 

 Code to right is 4-2-5 
 



 

 Buy a set of cheap dice 
 Scratch out or use paint remover 

to removed the dots off the side 
of 3 of the dice (more that three 
will require you to put which order, 
3 can be guessed fairly simple) 

 Code for picture: 5-1-2 
 
 
 
 
 
 
 
 
 Remove 1 number card from each of the suits 

in a deck of cards. These numbers will be 
your code to the lock 

 Leave the rest of the deck in room 
 On the lock that these numbers would open, be 

sure to put what order, by putting the suit 
icons in that order 

 The picture to the right was the background 
of an iphone in the room. To unlock the phone, 
you had to find the missing diamond, then heart, 
club, and finally spade. 

 



 

 Get a handheld microscope here: https://goo.gl/9zdSPX  

 Print a picture and have the unlock code in a 1pt font 
somewhere very obvious. (the picture below is in his eye) 

 You will have to print the code upside and backwards for 
the microscope to see it correctly 

 Hide the picture and microscope together in room 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Players LOVE physical challenges 
 Put a magnet on the end of a fishing pole 
 Have a long pipe with a bunch of bolts and nuts AND the 

key they need 
 They will have to go fishing to 

retrieve it! 



 

 get a mirror 
 Be sure to label somewhere on the 

mirror that players should NOT 
touch 

 Clean the mirror well 
 Using Alcohol and a Q-Tip, draw your 

unlock code LARGE on the mirror 
 When you breathe on the mirror to make it foggy, you will 

be able to read the code easily 
 Have hints somewhere to let players know to breathe on 

mirror. I have an iphone nearby with parts of songs that 
use the word breathe or breath. As they listen to the mu-
sic, they should be able to hear those words 

 
 
 
 
 
 
 Riddles are not always a favorite of Escape Rooms, but 

can be used if done well 
 Be sure to use easy riddles or kid riddles and not super 

hard and frustrating ones 
 



 

 Have as many newspaper articles as you have numbers in 
an unlock code (Each article must contain a number in it  
or a homophone for a number. Ex Two or To) 

 Laminate the articles and be sure to put the number on 
back for which order they are 

 Hide articles in different spots 
 Hide the cipher in a spot that won’t be found until all arti-

cles are found 
 The cipher stands for this: 

 A=Article 
 P=Paragraph 
 L=Line 
 W=Word 

 When they look at those articles 
and then find the paragraph, line, 
and word they will find a number. 

 Numbers go in article order for unlock code order 



 

 Grille Ciphers are a neat way to decode your puzzles.  
 There’s several different kinds of grille ciphers, but the gist of 

them is this; You have 2 papers. One is a letter, page of book, or 
just a bunch of random letters. The other page is blank, but has 
holes cut out of the page. When the two sheets are matched up, 
the holes reveal the words or letters that you are important. 

 

Word Reveal Grille 
 The way this one works that you 
have a page in a book, or you’ve 
printed out a letter or something.  
 The holed paper then lines up with 
whole words to give you a new sen-
tence 
 For example to the left. The gam-
ers were led to a certain page in a 
book. When they lined up the grille, it 
revealed “When you get this come 
over” which was a hint for another 
puzzle 

 
Single Letter Grille 

 This code will reveal only letters to 
spell out a word.  

 This example will reveal multiple 
words as you turn the top part of 
the hole paper so that the dots go 
from 1 dot, to 2, to 3, to 4.  

 This would reveal OPEN - LOCK- 
WITH - LUCK to open a 4-letter word lock 



 

How to Make Grille Ciphers:  
 
Make the Cut out paper first: 
 Using Microsoft Word, I made a 4 column by 4 row table. 
 Then I dragged the corner to resize it so that the table ended up 

being 5.5″ wide by 5.5″ tall. (If you don’t currently have the ruler 
turned on, go under the View tab and turn on ruler. This helps you 
get the width and height) 

 I selected all the cells and made them vertical center align and 
horizontal center align. 

 I chose the font Arial Black size 65 
 Then I decided which boxes I wanted to be cut out first. If all the 

boxes were numbered left to right, top to bottom, I chose boxes 
1, 10, 12, 15 on mine because it was harder to read any of the puz-
zle this way. 

 Highlight each of those cells and shade them black 
 After I added a simple text box and typed in a period with the 

Arial Black size 36 font 
  > Change the fill of the text box to “no fill” and the  
  outline to “no line” 
  > Move the text box up to the very top edge of your 
  table between cells 2 and 3 

 Now make another simple text box just like above, but two peri-
ods this time 
  > Go to format text box and change the text  
  alignment to vertical 
  > Move this text box to the very right edge of your 
  table between cells 8 & 12 

 Now make another simple text box just like above, but put 3 peri-
ods in this time 
  > Move this text box to the very bottom of your  
  table between cells 14 & 15 

 Finally make one last text box like above but with 4 periods 
  > Change the alignment to vertical 
  > Move this box to the very left of your table  
  between cells 5 & 9 
 



 

 Now select/highlight the entire table and change the inside cells 
border color to white or no color, but leave the outside of the 
entire table as black (so you know what square to cut out once 
printed) 

 Save this as “Grille Cipher Cutout” 
 Print and cut out the black squares with an xacto knife 
 
Make the Puzzle paper second: 
 Delete all text boxes 
 Select all cells and change the outline color to black again (makes 

it easier to work with) 
 The cells that are currently shaded black, change the shade to 

Red. ( I chose red, because it’s first in the rainbow so I know 
these are the first boxes to read) 

 Then I select/highlight cells 3, 8, 11, 13 and shade them yellow 
 Then I select/highlight cells 2, 5, 7, 16 and shade them green 
 Then I select/highlight cells 4, 6, 9, 14 and shade them blue 
 When I am ready to made a code, I spell out my first word in the 

red boxes going from left to right, top to bottom, then second 
word in yellow, third in green, and last in blue 
  > Hint: If you are going to have any blanks, I try to  
  spread them out on the table so they all are not near 
  each other too much) 

 Choose “SAVE AS” and name this “Grill Cipher Puzzle Key” 
 After saving the key, I highlight the entire table and shade it to “No 

color” or white. This removes all the color on it so it is harder to 
decipher 

 Then select the entire table and change 
the inside cells border color back to 
white or no color again but leave the 
outside of the entire table as black (so 
you know what square to cut out once 
printed) 

 Now you can print and cut out with an 
xacto knife 



 

 Hidden messages are made by making certain words special. 
(Bold, All Caps, First line, etc) 

 In my picture below, I created a paragraph that fit my 
theme but included certain words I needed to lead the play-
ers.  

 The first hidden message is all bold letters because those 
are visually seen first. This gives the clue “hint on back of 
box” (This is for a Escape Crate) 

 On the back of the box they will see a this list: “Lincoln, NE, 
Springfield, IL, Montgomery, AL, Juno, AK, Boise, ID” These 
are all capitals of their states.  

 Going back to the paragraph, if they find the words that 
have capitals, they will get the clue “READ ONLY THE FIRST 
WORD OF EACH LINE” 

 Reading the first word of each line gives the players this: 
“the code for the first lock is 0 ate too for”  



 

Heads up. These are used a lot and experienced escapees know how 
to solve without the cipher 
 A Pig Pen Cipher uses grids and dots to represent letters. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Players will find a message written in code and then need to find 

the above cipher to solve 
 
 



 

 With this puzzle, players are given clues to points that when 
they connect those points, it draws out numbers 

 For example, One puzzle I have has 3 different flight paths. I 
have a large laminated map in the room with a white board 
marker nearby. The hint is: “Wonder Girl’s Flight Path: Port-
land, OR to New York, NY, to Mexico City, Mexico. When 
that is drawn out on the map, 
it makes the number 7 

 There are two more paths 
that draw out 4 and then a 1 

 The code for a box is 7-4-1 
 
Another way I have done this: 
 They find this board with screws, a string 

and each screw is labeled a letter. 
 They also find a Pig Pen cipher and puzzle. 

The cipher reveals this answer: M-N-H-G-A-B-
C-D-J-I-O-P-Q-R-L-K-L-F-E 

 When they move the string to each of those 
screws it will reveal the numbers 5-2-3 

 
 
 
 
 
 
 
 
 
 



 

 This can be hard, so you will need to make this easier depending 
on your targeted players 

 Be sure to have a Morse Code Decoder in the room as well 
 In my room, the code is on a TV. Players hear the beeps, but also 

see the lines and dots. As well, I 
have put a pause and title for 
each new word (Example, Right 
before the first word it says 
on the screen “First Word) 

 This video loops for 10 min 
 There is a whiteboard near the 

decoder so that they can write 
out the code on there to solve 
it 

 You can also buy a very expen-
sive tech prop that requires 
players to enter the correct 
morse code for a cabinet to 
open 



 

 QR Codes are labels that usually lead a smart phone to a 
website. 

 This website will create codes that lead to just plain text: 
https://www.qr-code-generator.com/solutions/text-qr-code/ 

 You will need to also hide a smart phone in the room so that 
players have a way to decode it 

 
 
 
 
 
 
 
 Have a whiteboard in the room 
 Using a permanent marker, write out the code, 

but then with a whiteboard marker, write out 
other gibberish that would throw them off 

 You will need some hint to get them to erase 
the board 

 When they erase, they will leave behind the per-
manent marker with the code 

NOTE: If whiteboard markers have been on a 
board for too long, they don’t erase well so you 
will need to erase and re-write every so often 
NOTE: Permanent marker comes off by coloring 
over it with whiteboard marker and erasing so be 
careful to not cover up the permanent marker 
 
 



 

 Write or print a clue backwards. Include a 
mirror to solve 

 
 
 
 
 
 
 
 
 
 
 
 
 Using Legos (or giant toddler legos) Write math problems on 

them so that they can only be solved, when done correctly.  
 Be sure to write which equation is 1st, 2nd, 3rd, and 4th so 

players know how to enter the code when they get it cor-
rectly. 

 



 

 To make this, you will need to create on the computer 
 I made a 2 full paragraphs that took up 2 full papers (size 

20 font so it’s easier to read) 
 Print the 1st page (blue) first and then put it back in the 

printer and print the second page (red) on top of the blue 
ink.  

 For players to solve, they will need those red blue 3d 
glasses (bought on Amazon) and will have to close each eye 
individually to read the opposite color words 

 



 

 Make Postcards or pictures with labels of what they are 
written on the card 

 Highlight, underline, bold, etc 1 specific letter on each word 
so players will know which one is special 

 Then on the word-lock, use symbols to identify which order 
the letters go to unlock it! 

 
 
 



 

 This would open a directional lock 
 Find pictures of road signs with arrows on them 
 Put a date in the bottom corner of the picture (like they 

used to do when you would get photos developed) 
 The goal is to put the dates in correct order and then use 

those directions in that order to open the lock 

 



 

 Print out sheet music to a very popular and VERY easy to 
read song 

 Have just 4 letters of the title be the code to unlock a 
word lock 

 Add a little more skill by using a alpha-numeric cipher to 
open a 4-digit lock 



 

 This works great with a word lock, but could easily be used 
for a number lock too 

 For a word lock, have various things that players can easily 
measure, 

 At each of those measurements, put a letter 
 Also put random letters on the tape too as red-herrings 
 If you want to do a number lock, you will need whole num-

bers (no 1/2, 3/4, etc) 
 Players will get clues similar to: Width of Map, Height of 

Pencil, Length of Rug, etc) 
 When they get to that point on the measuring tape, there 

will be a letter that go into the lock 
 



 

 Put the code or riddle in a color by number sheet 
 I made a table on the computer and then typed numbers 

into each cell so that when colored, they would reveal a ci-
pher to be used in another puzzle 



 

 Get a calendar and write out holidays on their dates 
 For the unlock code, mark the holidays in a different color 

than the others. 
 To make this puzzle easier, let players know what colors to 

look for. Otherwise, to keep it hard, just give them the cal-
endar. 

 For example: I would have all the holidays in a calendar 
marked in red, except I Heart Camp Day (Feb 1), 4th of 
July (July 4th) and Christmas (Dec 25) in Blue. The unlock 
code would be 1-4-2-5 



 

 A polybius cipher looks like the multiplication tables from 
grade school or the way to find points on a map 

 You get 2 numbers the first number is where you down the 
chart on the left side and the second number is where you 
go across the chart at the top. They spot they meet is the 
letter you will use 

 Polybius Ciphers are great for coding sentences or multiple 
word clues 



 

 Get a small number of pieces puzzle 
 Put it together and write a clue or code on the back 
 Take it apart and hide the pieces around the room (or all in 

one place)  
 Player will have to put it together and the flip it over to 

see what the other side says 



 

 Used to open 3-digit number lock 
 Create a table on the computer where each box is equal in 

width and height 
 Use Landscape  
 50 columns by 40 rows 
 Every other vertical line will be filled in with solid black 
 Print that on transparency paper 
 Now go back to the empty spaces and fill in certain ones in 

blue so that they make a number  
 Now remove the black vertical lines and replace them with 

random spots in blue (only where black lines were) Be sure 
to add several and be random so that you cannot tell the 
numbers just by looking at the paper 

 After, fill in every empty cell with yellow 
 Print that on cardstock 
 Put each piece in your room 
 Players will need to line them up to get the code 



 

 Snotes are words that have been stretched so that you 
have to look at them at an angle to read them.  

 Usually done in a circle so that you can turn and get multiple 
words on one snote 

 Make your own at snotes.com 



 

 Small black light flashlights can be purchased in the camping 
section at Walmart or on Amazon 

 Use a highlighter to write stuff on a yellow paper 
 Or purchase glow in the dark paint to paint on white sur-

face 
 When players shine the black light on it, it will reveal code 

or clue 



 

 On the bottom of a lock box draw three lines. Put a dif-
ferent sticker under each line 

 Now put matching stickers randomly around the box 
 Draw lines from those stickers all over the box (like a 

maze) and end at a number 
 Those numbers that lined up with the sticker will be the 

numbers that go on the bottom of the box in that order to 
unlock the lock 

 Add other various (but looks similar) stickers around the 
box with extra numbers 

  



 

 Use to open a word lock 
 Exchange 4 letters on a key-

board with numbers 1-4 
 Players will know which letter is 

first because it’s in the number 1 
spot, and so on 

 
 
 
 
 
 
 
 
 
 
 Get small containers and write num-

bers on the lid 
 Fill each container with a different 

smell (oregano, cinnamon, vanilla, 
pumpkin spice, etc) 

 On the lock, write that the unlock 
code is the item 

 Players will have to smell each jar 
to decide the order 



 

 Similar to puzzle pieces 
 Buy some tangrams 
 Find a picture of what you are going to make 
 Make the tangram and then write the code on it 
 Be sure to put Xs on the opposite side so players know 

not to use that side 
 Put the tangrams and picture of it in the same spot so 

when players find it, they can piece it together and get the 
code 



 

 Use to open a 4 digit number lock 
 You will need a recording/playback device and a toy xylo-

phone 
 Write numbers on the keys of the xylophone 
 Create a 4 note song that the order will be the unlock 

code 
 Record yourself playing the 4 note song over and over 
 Players will listen to the device and then mimic that sound 

until they get it correct to know the code 



 

 You will need several items that are the same (ping pong 
balls, fish toys, lego blocks etc) 

There are 2 ways to do this: 
 
First Way: 
 Write a number on 3 of them 
 This will unlock a 3-digit number lock 
 Hide the items around the room 
 When they have found all 3 numbered, they can enter the 

code to unlock 
 
Second Way: 
 The number of items is the number of the code 
 Instead of hiding 100+ items, you can also say “items plus 100 

= unlock” or Multiplied by 12, etc 
 Players will then have to count the items as they find them 

and do the math to unlock the code 



 

 A Cipher wheel is 2 circles, one smaller than the other 
 The circles are connected at their centers so that they 

can spin freely 
 Each circle has a set of letters around the circle edge 
 As you spin each circle, letters will line up on each circle. 
 This will give you a cipher to create puzzles 
 For example when you spin the inside circle so that A is the 

same position as the outside circle of K, every times you 
see the letter A in a code, it should actually be the letter K 

 Now you can make a whole phrase using your new cipher.  
 You will need to let players know what the cipher is so they 

can match it up and start decoding the code 



 

 Chromadepth is a type of 3D glasses that make different 
colors pop vs sink. 

 If you follow the rainbow, towards the red colors will pop 
out more and towards the blue/purple colors will sink back 
more 

 These can make for fun puzzles where certain things in 
red pop out to the player as a hint or the code 

 
HINT: Be sure to outline the red in black so that it will pop even 
more! 
 
 I have blacklight paint in my room where I painted numbers 

on a wall and I make all the players wear the glasses so that 
those numbers will pop out at them when they see it 

 



 

 This is used to get a key 
 Have a container that players cannot just reach in or pick 

up and dump out (I use a water cooler because it fits my 
theme) 

 Put several small holes in it that only dowels will fit into 
 Put a larger hole at the top that only the key can fit out 
 Make sure key had a key chain circle on it 
 Drop key into container 
 Players must use dowels by sticking them in holes and 

slowly working key up to the top 



 

 A simple way to hide a key 
 Just a normal mouse trap where the spring has been re-

moved so that it cannot be set like normal 
 Just set in the corner of the room and put a key on it 
 Players will see it and try to release the trap without get-

ting hurt 
 Super easy to find, but a fun way to hide a key 
 
 
 
 
 
 
 
 
 
 a way to give a clue that is fairly simple to fig-

ure out 
 Number the back of the popsicle sticks in or-

der 
 Flip them order and write the clue on the front 

side, one letter per stick and just working your 
way from left to right, top to bottom 

 It will be a little difficult to read at first, 
but players will easily figure it out.  

 The picture says “The Fourth Sentence”. 
This is to lead players to another clue in the 
room 



 

 Used for a Directional Lock 
 Take pictures or find pictures online of people looking in 

different directions 
 Hang those in a room (or put numbers of the order on the 

back and hide them in various locations) 
 Players will need to input the direction they are facing to 

unlock the lock 
 The picture below has a code of: Left, Left, Left, Right, 

Left 
HINT: You may need to label the first one to help out younger 
players 
 

 
 
 
 
 
 
 to unlock a 4 digit number lock 
 Have a clock in the room that is 

stuck on a time 
 That time is the code 
 The picture has the code of: 1010 



 

 Used to give a clue or code 
 You will need 15 blocks 
 You will stack them pyramid style. (5 on bottom, then 4, 3, 

2, and 1 on top) 
 Each row needs numbered in a different color. (1-5 in red 

on the bottom 5, 1-4 in yellow on the next row, 1-3 in green, 1
-2 in blue, and 1 in purple) 

 On the opposite side you can put your 15 letter clue.  
 Mine says “Villain Opposite” to get the code HERO 



 

 Used to hide an object above where players can see 
 You can either order a periscope online or make on with 

PVC pipes 
 We have a pineapple hidden above the ceiling as a clue for 

players. 
 Players will find the bottom half of the periscope and 

match it up to the arrows of the upper half (attached to 
ceiling) 

 When they look through it they can see a pineapple. 
 When they see another pineapple in the room, it has a key 

hiding in it 
 



 

 Used to reveal a code or clue 
 Put words or numbers on the in-

side of a lampshade 
 Give players some type of hint to 

light up the room 
 When the lamp turns on, you will 

be able to see the numbers as a 
shadows on the shade 

 
 
 
 
 
 
 Used to give a code to a 4 digit 

number lock 
 Have 4 different pieces of ropes 

with a way to hang them from a 
hook 

 Have 4 different hooks on the wall 
at various heights 

 Have a line painted on the wall  
 When the ropes are hung on the 

wall, players will know which hook 
they go on because it will come to 
that line 

 Then they can count the knots on 
the first rope for the first digit in 
the lock, second rope for the sec-
ond digit, and so on 



 

 Used to give code to a 5 digit word or number lock 
 Buy or create a 5 panel art piece 
 When pieces are lined up correctly, write the number or 

letter on the back 
 Then hang them up on the wall mixed 

up 
 Players will have to put them in the 

correct order to get the correct 
sequence of numbers or letters 

 
 
 
 
 Used to give clues to a code 
 Have music playing in the background and every so often, 

have a sound that would lead players to a clue 
 For example. In one of my rooms, I have themed music play-

ing, but then they will hear a horse, then a little later glass 
breaking, then a crow, then money clanging, then swords 
fighting.. When they find a code later, each piece has a pic-
ture representing a sound they heard (Horse, broken win-
dow, crow, etc). By listening, they will know what order 
they go in 

 
HINT: Be sure to leave a 
long pause before the 
sound repeats so players 
know which sound is first 



 

 Used to give a clue 
 Players will have two very similar things to look at. One will 

have a ton of pictures while the other only has a few. 
These few are important ones to give clue or code 

 Players must match the pictures from the few to the 
large number in a certain order to continue 

 For example. In our Virtual Room, we had 2 stained glass 
windows. They had to match the pictures on the left with 
the ones on the right, but in counter clockwise order be-
cause the hint was “Back in Time” 



 

 Used to give a code to a 4 letter word lock 
 Use pictures of everyday things that look like letters of 

the alphabet 
 Number them on the back so players know which order 

they go in and hide them around the room randomly 

 
 
 
 
 Used to tell you what order something goes in. Can make an 

easy puzzle harder by adding this step 



 

 Used to give a code to a number lock 
 Can be done in various ways.  
 One Way is to count up all the fake money and the total is 

the code 
 Another way is there are 4 different types (dollars, quar-

ters, pennies, nickels) You have to add up the number of 
each to get a digit for the lock 

 
 
 
 
 
 
 Used to give a code to a 4 digit number lock 
 Have 4 pictures near each other going left to right (they 

don’t have to be in an exact line, but needs to not be on top 
of each other so players know which is 1st, 2nd, etc) 

 The pictures need to have a certain amount of people in 
them. 

 For example, the first picture might be a couple so the 
first number is 2 The sec-
ond picture is a family of 5, 
so the second number in the 
code is five, etc 

 In the picture to the right, 
the number would be 8 



 

 Used to give a code or clue 
 If you have windows in your 

room, have a pair of binoculars 
nearby 

 Outside on a wall or tree have a 
large arrow pointing out a small 
clue or code 

 Players will have to use the bin-
oculars to look and see what 
that clue or code is 

 
 
 
 
 
 Used to give a clue or code 
 Have 2 pictures, where everything is the same except 

something is missing in the second picture.  
 For Example: Both pictures are of a desk, but the second 

picture is missing the computer mouse. The code would be 
MOUSE 

 



 

 Used to give a code to a lock 
 Have a maze with numbers or letters placed in it 
 As players complete the maze from start to finish, they will 

go through letters or numbers 
 The letters or numbers in that order is the code 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Used to give a code 
 Buy cut-out wood letters or numbers 
 Put them in the order you want and put them inside a box 
 Have a hole in the box where players can stick their hand 

in, but have fur around it so they cannot see inside 
 Players must reach in and feel the shape of the numbers 

or letters to reveal the code 

START 

E 

S 

C 

A 

P 

E 

R 

M 

O S 

L 

K 

U 



 

 Used to give a clue to the correct items 
 Have 4 or more of the same item 
 Each one must be exactly the same except 1 
 Each one must have a different number or letter for the 

code on it 
 For example: You could have 4 exact half-filled Pepsi bottle. 

They have the numbers 1-4 written on their caps. They all 
look exactly the same, except 1 says Popsi instead of Pepsi. 
The number on that cap one of the numbers of the code 

 Then there’s 4 full Sprite bottles except one has a differ-
ent expiration date. The number on that cap is another part 
of code 

 Then there’s 4 almost full Root Beer Bottles, but one has a 
different colored lid, that’s another part of the code 

 Then there’s 4 Orange Crush except 1 is empty.  
 There is a clue to organize them by weight to get the code. 

Least to greatest. So it would be Orange, Pepsi, Root Beer, 
Sprite 

 



 

 Used to give the code to a word lock 
 Have a word in a different language like French 
 Then have a French to English dictionary in the room 
 Players will translate that word to get the English word 

which is the code 
 Make this harder by going from language to language. And 

having three different dictionaries (French to German, Ger-
man to Spanish, Spanish to English) 

 Be sure to put a hint on which language you are starting 
with 

 
 
 
 
 
 Used to give a clue or code 
 Certain letters of the alphabet are symmetrical verti-

cal or horizontal 
 Have a word written in half so players would have to 

place it against a mirror to see what word it is 
 For Example  If the code is MOUTH, Write that word 

vertical but cut in half 
 HIKE is a horizontal example 



 

 Used to give a clue or code 
 Buy a two-way mirror offline (The more 

expensive, the less they scratch) 
 Attach the mirror to the front of a cabi-

net. 
 Inside the cabinet is your clue and lights 
 When players turn on the lights they will 

be able to see the clue, but when they 
are off, it looks like just a normal mirror 

 
 
 
 
 
 
 
 
 Used to reveal code on a Directional Lock 
 Have a picture of several items that are upside down and 

right side up. That order is the way you put it in the direc-
tional lock 

 For example a picture of 10 guitars where every 3rd one 
is upside down would give the code of up, up, down, up, up, 
down, up, up, down, up 

 



 

 Used to determine the order of the code 
 Code is written on see through paper with a shape on it 
 That shape matches up the shape of a state (doesn’t have 

to be entire state, could just be a couple sides) 
 Put each paper on it’s correct spot on a map 
 Then from left to right you have the order of the code 



 

 Used to give a clue or code 
 You have several pieces of paper with clues or codes or 

numbers on it and each has a date 
 Also in the room is a calendar  
 Players will find a clue that says to “count all the people in 

the pictures unless they were taken on a Tuesday” 
 Players would then have to take those dates and check 

with the calendar to see what dates fall on Tuesdays and 
not count those 

 Another example: Library Escape room has Book Checkout 
Cards with tallys marked next to dates. Clue says not to 
count Fridays, so you would have to compare the dates to 
the calendar and not include the tallies on Fridays in your 
count 

 
 
 
 
 
 Used to give code 
 Have a popular Bible verse written somewhere without the 

reference. The numbers of the reference are the code 
 For Example. You may have “for God so loved the World, 

that he gave….” written on the wall. Players would use the 
Code 316 to open the lock 

 Another example is a dark room where the verse “You are 
the Light of the world is written in glow in the dark paint”  
514 would be the code 

HINT: You may have to include a Bible with the verse marked 
for players 



 

 A very hard, but super cool puzzle 
 In one room you have 4 ropes hanging down 
 In another room, those ropes are attached to the four 

corners of a large labyrinth.  
 Inside the labyrinth is a round ball with a note/clue/code 

written on it 
 Players must work together and communicate well to ac-

complish this task 
 While one player is pulling the ropes (and trying to remem-

ber which one goes to which corner), the player is the 
other room is directed them on how the ball is going 
through the maze 



 

 Used to give code 
 Have a stack of CDs (could just be brand new un-burned 

CDs) 
 On the wall you have a board with little dowels sticking out 

that the CDs can sit on 
 Each dowel is labeled with a date 
 Players get a clue as to when each CD was released and 

must put a CD on that dowel 
 After all are on there, the CDs make a number that is the 

code 



 

 Used to give a code  
 There is a flat surface with letters on 

numbers written all over it 
 Under (not able to be seen) specific 

letters a magnet is attached 
 Players are given a magnet and as they 

run it over the surface, it will stick to 
certain ones. Those are the ones that 
are the code 

 
 
 
 
 
 
 Used to give a code 
 Throughout the room there are small hooks that are labeled 

with a letter or number 
 Players will open a cabinet to discover several pieces of 

rope of different lengths labeled First, second, etc 
 The rope is attached to a hook in the cabinet 
 Players must extend the rope out and see which hooks it 

will connect to (it will only connect to the right ones) 
 The letter or number it connects to is that order in the 

code 



 

 Used to give code for a 4 or 5 digit number lock 
 Have 4 or 5 different shapes in a line  
 The number of sides of the shapes equals the number for 

the code 
 For Example, the below code would be 3-6-4-4-0 
 
 
 
 
 
 
 
 
 
 
 
 
 Used to unlock a Directional Lock 
 Have a map in the room 
 The clue is a path the Escape Artist took 
 Players will enter those directions into a directional lock to 

unlock it 
 For Example: “I went from Peoria, IL to Indianapolis, IN” 

would be right. Then Omaha, NE to Topeka, KS would be 
down 



 

 Used to Give Key 
 Have a key in a can on a shelf up high 
 Players will be given a clue that it’s in that can and the only 

way to get it is to knock it off the shelf 
 Players will also have a stick or ball to throw at the can 
HINT: While physical challenges are the most enjoyable in an es-
cape room, they are also the most destructive, so be careful 
with this one 
 
 
 
 
 
 
 Used to get Code or Clue 
 Have a small hole in the wall 
 Players will have one of those mirrors on a telescoping rod 

(can be bought at Walmart) 
 The players must stick the mirror through the hole and use 

it to read the word written on the other side of the wall 
 This will either give them a clue or the code to open the 

door to that room 



 

 Used to give item 
 An NPC (Non-Playing Character) is 

someone who is part of the Es-
cape Room Company. It will most 
likely be the game master. 

 This person will give the players 
something in return for a task 
they complete 

 For example. Players must collect 
4 bananas in a room. Once they 
have collected all 4, the NPC, 
Dressed as a monkey, comes into 
the room and gives them a locked 
box in exchange for the bananas 

 
 
 
 
 
 Used to give code 
 In the room is a game that is already in 

play (Chess, darts, ect) The pieces 
are glued down so players don’t move 
them 

 The goal is to count up the points in 
the game to get the code 

 Players will likely need some type of 
hint to lead them to that, otherwise 
they may just think it’s part of the 
décor. 



 

 Used to Give Code 
 Stickers or symbols work great for this 
 On the box you are trying to unlock, have 3 or 4 of the 

different icons, in the order of the code 
 Players will then search out those icons around the room 
 For example, if the box has Fish, Star, Circle, Players 

will count up all the fish icons they see and that’s the 
first number of the code. To open the bottle in the 
picture, the code is 5-4-3 

 
 
 
 
 
 
 
 
 
 
 
 Used to reveal Code 
 Have an analog clock somewhere in the room 
 For the clue, lines are drawn to show what the hands of 

the clock would look like at that time 
 So 3 would look like and L, and 9 would look like a back-

wards L 
 The below Code is 5-3-9-1 



 

 Pens that are considered erasable, are actually heat 
erased. 

 Get one of those cheap pens from Walmart to make a 
code 

 First write the code down, then in the same color ink, 
write gibberish over that code 

 Players will find a clue to add heat to reveal code 
 When they place a lighter near it, the erasable pen will dis-

appear 
 Refreezing it will bring it back, but not as strong, it’s best 

to just rewrite the gibberish again when you reset the 
room 



 

 Used to reveal code 
or clue 

 Clue is given in Braille 
 Also in room is a 

Braille alphabet 
 Players must deci-

pher code using the 
alphabet 

 
 
 
 
 
 
 
 
 Used to reveal word code or clue 
 Have a calculator in the room 
 Players will have to add up several numbers and the answer 

they get will make a word when turned upside down. 
 This word is the code or clue they need 
 



 

 Used to reveal code or clue 
 Players will find a flat wide ribbon or paper with letters on 

it 
 When wrapped around a dowel, it will reveal a word verti-

cally. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 Used to reveal code or clue 
 You will need 2 PVC pipes, one slightly smaller than the other 

and can fit easily inside the other one 
 On the larger pipe, cut out large holes 
 On smaller pipe, when it goes into the larger one, put num-

bers or letters in the location of the holes so that they are 
revealed. 

 Be sure to put tons of other numbers and letters ran-
domly on the pipe so that it can not be deciphered without 
putting into the large one 



 

 Used to reveal a number code 
 Players are given a word and a 

hint to dial it on the phone 
 The word matches up to num-

bers on the phone and those 
numbers are the code 

 For Example Escape would be 
3-7-2-2-7-3 

 
 
 
 
 
 
 
 Used to reveal 4 or 5 digit code 
 Put numbers or letters randomly around the room 
 Players will find a map of the room with spots marked 1st 

through 4th or 5th 
 When you go to the spot in the room that’s marked 1st on 

the map, you will find the number or letter that goes first 
in the code 

 

1st 

2nd 

3rd 

4th 5th 



 

 Used to give a clue or code 
 Write out a message and roll it up and put in bot-

tle with wire attached lid 
 After you close it, tie a zip tie around it 
 Players will find scissors that have a padlock 

keeping them shut 
 When they unlock the scissors they can then 

cut the zip tie and open the bottle 
NOTE: You will have to re-zip 
this every time you reset the 
room. Also, some players will 
try to break the zip tie with-
out the scissors, so you will need to keep 
an eye on them 
 
 

 
 
 
 
 Used to reveal number code 
 Players will need to line up a 

popular Book series in the cor-
rect order.  

 The numbers have been 
switched around on the books, 
so players will need to know the 
correct order by the title,. 

 Then once they are lined up 
correctly, the numbers on the 
side reveal the code 

5 1 4 6 3 2 



 

 Used to lower object 
 Players must find cogs in the room 
 When the cogs are put in the correct 

spot on the wall and the crank is 
turned, it will lower a box from the 
rafters 

 
 
 
 
 
 
 
 
 
 Used to reveal 4 digit code 
 Players will find 4 differ-

ent colored coats/hoodies 
in the room 

 Each one has a number on 
the front 

 On the wall are 4 differ-
ent hooks, the same col-
ors as the coats 

 When players hang the 
correct color on the 
hook, it reveals the order 
of digits 



 

 Used to give a clue or code 
 Write a message on the blinds 

that will only be revealed when 
the blinds are closed 

 Give players a hint to block out 
the windows so that when they 
close the blinds, the will see the 
message 

 
 
 
 
 
 
 
 
 
 
 Used to find key or clues 
 Have a clothed mannequin in the room 
 Hide stuff in its pockets for players to 

find 
 You may have to lead them there with 

good hints or they might think he is part 
of the décor and not to mess with him 



 

 Used to reveal code or clue 
 Players can see into a smaller room 

through a window but cannot get into 
that room 

 Inside the room is an RC Car with a 
mirror attached 

 Players will find the remote for that 
car and can drive it forward and 
back in the room to reveal a code or 
clue written on the wall under the win-
dow where they are standing 

 
 
 
 
 
 
 
 Used to reveal order of code 
 Players will find toy animals with numbers on them 
 There is also a table with a map 

surface 
 Players must put animals on top 

of their home area (Kangaroo on 
Australia, Panda in China, Bald Ea-
gle in US, etc) 

 That will then reveal the order of 
the numbers by going left to 
right 

 



 

 Used to reveal Clue  
 On a piece of paper is several 

different letters of different 
colors 

 There is also flashlights with dif-
ferent colored LEDs 

 When those lights are shined on 
the paper, that color letters 
are hard to see, and would re-
veal a clue with the other col-
ors. 

 
 
 
 
 
 
 Used to reveal code 
 On a piece of paper is a sequence of numbers with certain 

ones missing 
 When players figure out the sequence, the missing numbers 

will be the code 
 For Example, the code below would be 8-34-144 

 
1 1 2 3 5 x 13 21 x 55 89 x 



 

 Used to reveal secret code or clue 
 You will need to order a heat reveal mug from Amazon 
 Also in the room will need to be a keurig or coffee ma-

chine 
 When players start the ma-

chine, it will fill the mug with 
hot water and reveal the se-
cret clue 

NOTE: Hot Water can be danger-
ous, so you will need to be VERY 
careful with this one 
 
 
 
 
 
 
 
 
 
 
 
 Used to reveal a number  
 There will need to be a scale in the room 
 Players must put objects on the scale as 

they find them. 
 After all object have been put the scale, 

the weight of them is the code for the 
lock 

 



 

 Used to reveal Code 
 The code is written on the ceiling fan, but the fan is spin-

ning when players enter room 
 They will need to turn off the fan, so that they can read 

the code 
 
 
 
 
 
 Used to reveal secret message 
 Will need a multiple room escape room 
 Play parts of the same message in different rooms so that 

player will have to spread out and listen simultaneously to 
get the full message 

 
 
 
 
 
 Used to reveal clue or code 
 In a notebook, write a message or code with a firm hand 
 Remove that page 
 Players will need to rub a top 

sheet over that paper to reveal 
the message 

NOTE: You will need good hints to 
get them to do this. Also, you will 
have to rip out and redo this puzzle 
every time you reset. 



 

 
RFID Readers 
 Best ones found at rfidwiz.com 
 I use them that when the rfid chip is lined up to reader, dif-

ferent things happen, (light comes on, secret door opens, 
music turns on, etc) 

 A favorite in my room is players are given nerf guns and 
darts and shoot at little targets through a small window, 
When the knock down the correct one (which moves the 
rfid away from the reader) it releases the lock and opens 
a secret door into another room 

 
Mag Locks 
 These are very powerful magnetic locks 
 They require electricity 
 Magnets will slide, so make sure you are taking them apart 

vs sliding them apart 
 Used to lock safes, hidden cabinets, doors, etc 
 Cheap ones on Amazon  https://rb.gy/wdtnjf 
 
 
Human Circuit 
 When a complete circuit is made between the wires (by 

holding hands) it will turn on the electricity of the box.  
 Anything can then be plugged into that (Mag Lock, Lights, 

etc) 
 Cheap one found here: https://rb.gy/wltbs5 



 

CampFession 

Camp is the only place where 

“You’re so weird”  

Is considered a compliment 



 

 This is like cramming an entire room into a small portable 
trunk! 

 Usually linear as you can only 
get so much in the trunk 

 Usually a shorter game ex-
perience too. Around 30 min 

 See my DIY Crates at iheart-
camp.org/stealthis 

 These are great for cabins 
to check out or families to 
“rent” from your camp 

 
 
 
 
 
 
 
 Great for Large Groups 
 Each table group has Escape Games of their own and eve-

ryone has same games 
 This could be used as competition to see which table gets 

done faster 
 Everyone has all their own supplies or could come up to 

main table and share certain, more expensive supplies. 
 Instead of competition, it could be used where this is a 

Lockout Tagout Hasp that has multiple locks that each 
team has their own code for only 1 of the locks 



 

 This is an Escape Room on a Hike 
 There are several different ways to do this. 
 One way is putting escape puzzles in ammo boxes and placing 

them along a trail. The players will get a booklet to take with 
them telling where each box is as well as adding some puzzles 
along the way. The solution of each box, opens the next. It 
would be a VERY linear game 

 Another way is more like a Scavenger Hunt. Player will run 
around camp answering questions in the booklet to try and re-
veal the hidden message. 

 
Choose Your Own Adventure 
 Can be downloaded here: https://rb.gy/t7ypv3 

 Object of game is to work your way through trail and choose 
the correct items to defeat villain at the end 

 
Camp Good News Mystery Trail 
 Uses several puzzles from my rooms in ammo boxes. Campers 

solve each box to open next box 
 Can be downloaded here: https://rb.gy/bbshwn 



 



 



 



 



 



 



 



 



 



 



 

 A Tiny little Escape Room in a Bag! 
 Great for dropping off at cab-

ins on rainy days or leaving lying 
around for groups to complete 

 Around 15-30 min game 
 I am currently working on sev-

eral different plans for these: 
School Backpack, Diaper Bag, 
Purse, Fanny Pack, Briefcase, 
Sports Duffle Bag, and more! 

 Check out EscapeLlama.com for 
these when they become avail-
able 

 
 
 
 
 
 There are no several board games that can be purchased 

that are small escape games 
 Usually it is a one-time play as the pieces have to be cut or 

manipulated to solve 
 I have not been that impressed with 

these and have not enjoyed them 
 They can be found online and at 

Target  https://rb.gy/4oqqn2 



 

 These are escape games in book form 
 You complete puzzles and codes all inside 

the book 
 One player only, but lots of fun 
 Journal 29: https://rb.gy/kqgubq 
 Journal 29 Revelation: https://rb.gy/gkmu00 
 Tachyon: https://rb.gy/wnd2dz 
 The Cypher Files: https://rb.gy/mamco7 
 404: https://rb.gy/rybdx2 
 Codex Enigmatum: https://rb.gy/tjt6mk 
 Escape Room Puzzles: https://rb.gy/nafgnx 
 Seekers: An Escape Devotional Book: https://rb.gy/o0vnyg 
 
 
 
 
 
 Bought online, downloaded, and prepped at home 
 These are usually just paper puzzles that you print, cut out, etc 
 One time use 
 Not super exciting 
 Fairly cheap 
 Etsy has a ton of them! 



 

 Played online 
 Great for groups that don’t live any-

where near each other 
 Some are play by yourself 
 Some are Avatar Games 
 The 2 I have are Hosted Games. You 

can find them at iheartcamp.org/

stealthis 
 Another favorite is: https://rb.gy/7bjncc 
 
 
 
 
 
 
 
 These are small escape rooms made in those pop up tents 

you see at craft fairs 
 Usually the walls of the tent have the room and puzzles 

printed, or painted on it.  
 The walls are velcroed on, 

so they can be easily re-
moved and a new game 
added 

 Inside the tent would be 
any lock boxes or trunks.  

 Similar to how you would 
set up a normal escape 
room, but it’s inside a tent 



 

CampFession 

Camp is the only place where 

“You’re so weird”  

Is considered a compliment 



 

 Rfidwiz.com 
 EscapeLlama.com 
 PatchworkMarketplace.com 
 A-props.com 
 Escaperoomsupplier.com 
 Frightprops.com 
 Halloweenfxprops.com 
 Creativeescaperooms.com 
 Several different shops on etsy.com 
 

 

 

 

 

 

 

 101 Puzzles for Low Cost Escape Rooms by 
Curt Jackson and Philip Drake  
- https://rb.gy/l8xleu 

 How to Create a Low Cost Escape Room by 
Curt Jackson  
- https://rb.gy/rh2jve 

 The Do It Yourself Escape Room 
Book by Paige Ellsworth Lyman  
- https://rb.gy/7lclre 

 



 

 Escape Room Ideas for Kids and Families - https://rb.gy/blrx8o 
 Escape Room Enthusiasts - https://rb.gy/8xmhks 
 Escape Room Buy Sell Trade - https://rb.gy/ztzyxu 
 Escape Room Technology and Props - https://rb.gy/ywvhm7 
 Escape Room Tech - https://rb.gy/odaxgj 
 Scamp Life Escape Room Games Group - https://rb.gy/mozvxc 
 Escape Room Idea Discussion - https://rb.gy/yhqteb 
 Escape Room Exchange - https://rb.gy/v77p9y 
 

 

 

 

 

 

 

 

 Escape Llama 
 The Infinite Escape Room 
 Inverse Genius 
 Escape This Podcast 
 Escape Hamilton 
 DIU Escape Crue 
 The Hivemind Escape Podcast 
 Fort Escape Games Podcast 
 Escape Divas 



 

 Escape Llama - https://rb.gy/pzvcmx 
 The Escape Game - https://rb.gy/zfqt6i 

 Legacy Escape Box - https://rb.gy/tdcjpi 

 Sherlocks Escape Rooms - https://rb.gy/b6n4pn 

 Mr. Puzzle - https://rb.gy/2tj2dk 

 FLEB - https://rb.gy/vxkp0g 

 Chris Ramsay - https://rb.gy/ymlvle 

 Legendary Quests - https://rb.gy/p6tjvc 

 Red Door Escape Room - https://rb.gy/p7d3df 

 Cracked It Escape Games - https://rb.gy/qlaxun 

 Cross Roads Escape Games - https://rb.gy/

rxhdwm 
 

 

 

 

 

 See complete walkthroughs of both my rooms, 
the mystery trail, my crates, boxes, and table 
top game at iheartcamp.org/stealthis 

 



 

 Western 
 Fairy Garden 
 Shrunk Down in the Kitchen 
 Trapped at the Zoo 
 CSI 
 Villains Lair 
 Superhero Fortress of Solitude 
 Pirate Ship 
 Kids Treehouse 
 Stuck in a Video Game 
 Back in the 90s 
 Castle Fairytale 
 Back to the future 
 Night at the Movies 
 Spaceship 
 Winter Wonderland 
 Mad Scientist 
 Pyramids of Egypt 
 Lost in Time 
 At the Circus 
 Library 
 The Roaring 20s 
 Magicians Room 
 Home Cooking in the Kitchen 
 In a Barn 
 At the Pawn Shop 
 Museum of Weird Art 
 At the Candy Store 
 The 60s 
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Coming Soon (whenever they get time to write) 
Steal This: Ideas for Fun Fundraisingness 

Steal This: Ideas of Successful Marketingness 
Steal This: Ideas for Waterfront Awesomeness 

Steal This: Ideas for Nighttime Funness 
Steal This: Ideas of Rainy-Day Campiness 



 


