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1B KALLAL'S
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Chris Kdllal is the Executive Director at Southeastern Bap+ic;+ Youth Camp in
énf'eer\c;laur'@r Indiaha. Chris, an llinois hative, has been a camping
professional since 2001 He started off at Camp Manitoum, in llinois, serving as
their program director For 10 years whie dso teaching Gth arade at Washburn
Middle School. Then he spent 3 years learning to be a boy scout as the Camp
Director of Inﬂersoll Scout Reservation. The next 10 years, Chris served as the
Executive Director of Camp Good News in llinois.

Carrie has been workinﬂ at Camps \on@er than Chrisl S+ar+ing as a CIT at
Camp Moanitoumi in 2000, then moving onto Girl's Leader, Dining Room Hostess,
Counselor, Craft Person Comp Store Director, Canteen Manaaer‘,
Bookkeeper, Food Service Director, Assistant Director, and now Guest
Services Director! In her Free time, she loves to craft, test out hew recipes,
and talk camP!A

When they Find time, Chris and Carrie love to search otline for the newest,
uhique ideas to implemen+ into their Camp as well as vi«;i+ing rr'ul-l-iple camps over
the years to ‘steal' ideas From theml

The Kallals love camp so much that +he\/ spend a lot of their free time +eachina
others about camp! They have taught comping 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 taks all -Hninas Camp Programming

They have a total of 4 chidren, Rowan, Emmalinga, Autumn, and Aurora, as well
as a couple doa;, cat, some hissing cockroaches, bearded dr'az_:,on, Ieopar‘d
gecko, ﬁr‘oe} couple turtles, and a pet skunk, named Stinkerbell

Email: chr‘is+opher‘ka|lal@yahoo.com
Download Packet: StedThisstuff.com
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An escope room is anh immersive, GO-minute, red-life adventure goame.
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 Ilindinﬁ
lost golcl, launclninﬂ a martian spacecra{:-h or compleﬂng on art heist!

A successiul escape requires you o uncover hidden clues, crack
tough codes, and solve challenging puzzles. Each discovery and "aha'
moment brinas you closer to comPleJring the mission.

Don't Forget to look underneath rugs, sift through the books on
shelves, and take a closer look. at all those Pair‘lﬁng; 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 o open a combination
lock.

Everyﬂ—\ina you notice is a Po+en+ia| clue and a Puzzle wai+in6 to be
solved. But hurry, the clock starts +icl<in9 the moment you enter
the escape roorml

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
wil have a blast and make memories that you will share For a lona
time.

Escape gomes are ﬁreaJr Lor Iarge groups, but you can also have a
wonder+ful time by your'«;elf—! You can start in on escape game with
9+ranaer9 who will quickly become teammates.


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

Escape rooms are a whole new way of experiencing 9+ory+elling. By
combining social activity with interactive adventures and challenging
puzzles, escape game players are immersed in an entirely new world
with storylines that Feel ke Hollywood blockbusters.

Once you step into the escape room, you are in9+an+ly +ranv;|:~or‘+ed
into a different world, as your room surroundings match the mission
theme! You could Find yourself standing in a fancy art gollery, behind
bars in a prison cell, or at the command module of a spaceship com-
plete with high-tech screens ond controls.

These immersive worlds help you Feel ke youre ac+ua||y Iiving out
the s+or'y of your mission Inside the room, your Gome Master, the
escape room stalf member who helps you throughout the game, wil
maoke sure that you are clear on what an escape room is, the rules
ond answer any initiol questions you have. Then, you will ur;uany watch
a video that explains your mission in Full. once the video ends, your
one-hour timer starts counting downrl From then on, youll be directly
in+er'ac+in3 with the objec+~; ond props in the room to uncover all
the clues to 6e+ out of your escape rooml

Don't worry, you won't be left +o+a||y dlone in the escape rooml You
and your team will be helped thirough your mission by a Gome Mas-
ter, who monitors your game through cameras and microphohes in
the room. IF you want a clue, your Game Master is the one who will
give it to you. Your Game Master adlso 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
stil fun and solvable!

Are you really locked in a room? Nope! IS you need to leave the
room ot any Poin’r clur'inﬁ the game, you’r'e alwaye welcome to 9+e|9

out.



It you don't escape in time, that's okay! Whether you Finish the mission
or not, your Game Master wil meet you at the end of the gome and
open the room up it you havent escaped yef While it is exci’ring to be
able to successkully escape, escape rooms are stil lots of fun For
groups who don't manage to make it out during their First attempt-it
gives them a ﬂoa\ to work towards the next time +hey come ond Play!

Putting together an escape room con be a lot of work, especially for
a single use experience. But +he\/ cah be a gr‘ea+ ac+ivi+y For young
people. Besides being a lot of Fun here are 5 more reasons to offer
an escape room to Kids.

DEVELOPS PROBLEM-SOLVING sKILLsS

- 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 skil set.

DEVELOPS CRITICAL THINKING sKILLsS

- Often players must take the answers from different puzzles and
combine them to solve a mystery.

- Analyzina ond in+erpre+ing clues in an escape room game will help P|ay—
ers think critically in an enjoyable format

DEVELOPS INFERENCE sKILLS

- Google the word inference’ and youll 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 ond combine that with their own
experience to come to a |ogical solution.

- Inference skills are important For chidren. it is a high-order skill that
gives them @rea+er comprehension.



PROMOTES CREATIVE THINKING

- Not onl\/ do escape rooms help develop Problem 9olving skills, +hey
dlso promote creativity as many puzzles and clues Found in these
gomes ore hot as s-h"aithr Forward as Pu++ina +oge+her‘ a Jia«;aw puzzle.
- Players will often need to think creatively, think. cutside 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 9+r'a+eﬁic 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 Pinishing on escape
room game on time.

CHALLENGES PLAYERS TO PERSEVERE

- Escape room gomes ore chanena‘ma in nature. It is the challenae that
mokes @inighing them so rewarding But, puzzles have a way of being a
bit Pr‘u9+r'a+ing at times.

- They test your perseverance, a aood 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 sake environment is beneficial for
anyone.

Escape Rooms are a blast and a great addition to any Comp or Re-
treat Center. IF you're stil not so sure, Grob a group of friends and
go play a commercial one. | guarantee you wil be +alkina about it For
weeks after. The same can be true of the Escape Room at your locao-
tion. Campers wil love ond be +a|l<‘|na about For quite some timel



Vecabulary

These are common terms used in Egcape Rooms

Red Herring

® This is a puzzle or code that leads to absolutely nothing. i
woas just used to waste time. Many escape rooms are doinﬁ
away with these as Pr'e++y much everyone hates them

Linear Path

e This is where the Flow of the room goes From puzzle to
puzzle. Players wil solve one puzzle that leads them directly
to the next puzzle and so on

Non-Linear Path

® This is where several puzzles con be haPPenir\g at the same
time. Great for Iar‘ae groups so that everyone has some-
thing to do and no ore is getting bored, but harder to cre-
ate

Escape

o Pla\/ers are ho lonﬂer locked in rooms where +hey 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 | Room

e This is a room that doesnt have any +echnology.

2 Finger Touch
® The rule you give players. "F the object cannot be moved
with just 2 Pingers, then it is not supposed to be moved
This helps o keep players From rearranging Furniturel
L






One of my most Favorite locks to use in ony escape gome is a
directional lock. These locks can add a completely difFerent
element to your 3ame|. Unlike normal locks that use letters or
numbers, this lock slides into 4 different directions, moking
your puzzles quite different than what you would normally seel

Cons:

o  Whie these locks are super cool, there are dePinH-ely some
down sides. In Fact, these cons are so common, that every
commercial escape room | have done have started with
how to use these locks correcﬂy!

e One of the big cons of the directional lock is how to reset
it 1F you put the combo in wrong, you have to squeeze the
lock part back into the Padloc;k twice to reset. While this
isnt necessarily hard, it does get overlooked often and
therefore people arent dble to open it

* Another thing | realy dislike about this lock is the way it
opens. It tokes a pretty ﬂood 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 Iockinﬂ area.



Pros:

® The uniqueness of this lock makes it so awesome. Newbies
will likely not have seen anything like this so it dePinHely adds
a "wow"' moment

® This thing can be Progr‘ammed with up to 30 directionsill
That's an ihsane amount, but stil very awesomel

o The versa+i|i+y of puzzles you can do with this lock are
pretty sweet too. I've seen one where there are several
pictures of people all Iookinﬁ certain directions. Another
had guitars in a row on a poster and some of them were
upside-down (+his would only use the up and down directions
+hou3h). One puzzle was a Par'aaraph in a camping Journal
teling 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)

° Proloalaly the best part of this lock is directions are @airly
easy to understand and younger kiddos can easily Piaure it

out!




A lock | see many at-home or Comp escape rooms use, but |
have rarely seen in a commercial room is the Combination (or
sometimes called Locker) Lock. You may remember these bad
Iooyg From your younger days. You get 3 numbers ranging
from 0 t0 39. To open you must turn the dial to the rigln+ 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 humber-. Finally, you go back to the right
again dir'ecﬂy to your third number (do not pass go, do not col-
lect $200, just go straight to it)

Conhs:

e Kids dont 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 Fiﬂuring out
how to open it and it never seemed to workl)

® They come with their own combination already programmed
and it cannot be changed This is super annoying i some-
+hing every happens to your lock. and you have to replace
it. That also means you have to comple+e|y change the puz-



zle that got you the code For this lock

They are not the easiest to open I- youre ofk just a bit on
your numbers, or youve turned too many times around, this
doesn't open. That, in turn, causes the Pla\/ to think +|ney
don't have the correct code which causes massive frus-
tration.

Pros:

They are cheap! | ﬂeJr them at the Dollar Store every time |

need onel

They cannot be reset. While | Pu+ this as a con, it's adlso a
huae pro For mel | cannot tell you how many times in my
rooms that kids have been holding/Playil’lg with already open
locks and end up acciderﬂ-ally (ma\/be Purpo‘;e?ully) reset it.
They con moke For some diffFerent puzzles. Somehow in
the Puzzle you have to 3e+ the Player‘ to khow to turn to
the right 3 times, then back to the left one Full turn, then
direcﬂy to the last number. One example | saw of this was
a hiking journal and it had something similar to this written in
it 'l was wanderina around the woods trying to escape Big
Foot and | Felt so turned around. | proboably had gone in cir-
cles to the right 3 or 4 times before stopping at a sign
that read Hwy 34 After that, | looped back. around the left+
this time goina Paer the sign once to turn off my scent be-
Fore headina down a trail and -Pindina a small wooden sign
that read Garage Sale, 22 Smith Lane. | decided that would
be a terrible thing to lead Big Foot fo this sadle so | decided
to just go right to 3rd avenue.
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Word or Letter Locks are simiar to normal number locks

with the excep+ion of the use of letters over humbers.

Conhs:

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 Pic+ur‘ed above wil only relock iF the solution is
in the riah’r spots

Depending on lighting and colors, some of these can be
very hard to read

Pros:

Mokes for some unique and funh combinations
The lock Pici-ur‘ed dbove cannot be reset easiy, so it
would help stop kids From acciden’rally resetting

You can te in the combination to your theme to keep the
Immer-sion goin@

10



These are you normal locks that most People know. They

come in 3, 4, or 5 numbers usually. Proloaloly the most common

locks you will see in Escape Rooms

Cons:

Many of these are small and hard to read Especially i they
are just silver and not painted

They're bor‘inﬂ

The smaller ones can usually be Picked

Sometimes it's hard fo tell where you are supposed to line
up the numbers

Easiy resettable so kids could acc;iclen+al|y reset

Pros.

Easy to work with as they are common
Easily resettable to Fit your theme
Fairly Cheap

Can Find pretty much anywhere

1
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These are locked opened by a Key

Cons:

Can lose the Key
Must have the Key to open, so r'ese++ing the room can
sometimes be annhoying because you have to g0 ge+ the key

Sometimes players try the Key ond it doesn't work. at First
s0 +hey move oh, when +he\/ ju9+ Pu+ it in wrong

Smaller luﬁaaﬁe locks can be easiy broken

Pros:

Hiding a key in & room makes For a more exciting puzzle
than just a number combination

IS 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

Con be found at most stores

12



This type of lock uses your standard letters or numbers, but

each didl 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

u«;ually Iarﬂer‘ locks so hard to Fit into small hasps on
smaller boxes

Pros:

Con make For very unique puzzles. You count all the green
bals and that's the First number, dll the red Flowers is sec-
onhd, 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

13



This +ype of lock requires the en+r\/ of a combination to

open a small box ih which keys or some+hing else can be

stored

Cons:

The lock Pic+ured above requires you to enter the combi-
hation even to relock

Space inside is not quite big enough for much more than a
set of keys

IF they arent attached to something they usudlly get
moved and then Forgotten where placed

Expensive and hard to find

Pros:

Hard to reset and wil help with accidental resetting

Can make For a unique puzzle as they usudlly 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

1%



These are the locks that have a Iona cable usuall\/ used For

Iockina up bikes

Cons:

With that lock. cable, you will have to Liaure out how to use
it without Pla\/er's ju9+ slipping it ofF the item
Con 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
Con be found at most stores

Fairl\/ cheap

15



This +ype of lock usually has a skeleton key and comes in

marny different themes

Conhs:

u;ually quite large

Expensive

Hard to Find

Many advanced players wil assume the skeleton key is a
red herring

Skeleton key cannot be reproduced easily

Sometimes hard to open

Pros:

Super cool |ool<in3

With the unlimited types of locks, you con easily Find sev-
eral to Fit the theme of your room

Canhot be reset

Large and hard to break

Did | mention they were super cool Iookinﬂl.

16



\/er‘y similar to Lock Boxes, except these have an older look.
that would Fit an Escape Room immersive environment

Cons:
e The lock Pic+ured above requires you to enter the combi-
hation even to relock

® Spoace inside is not quH'e biﬁ enouah Lor much more than a
set of keys or rolled up paper
* Crozy Expensive and hard to Find

Pros:

e Hard to reset and wil 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 |ool<in3

17



A set of handcuffs similar to Police cuffs

Cons:

Would not recommend using these as actual cubfs as some
parents may not be happy adbout that

I£ used elsewhere in room, once they are released, kids wil
inevH-anIy use them on each other

Can lose the key and then in big trouble iF on a chid

Must have the key to open, so reseH-ing the room can
sometimes be ahnoying because you have fo go get the key
Sometimes players try the key and it doesnt work at First
so they move on, when they Just put it in wrong

Not easy to Find

Pros:

Great For immersion

Hioling a Key in a room mokes for a more exciting puzzle
than just a number combination

I8 you have a spare set that you keep on you, it's much
easier o open than try and remember what the code wos

Kids do well with keys compared to remembering humbers

18



Using hormal safes or briefcases with combinations can help

hide items or puzzles in a room

Conhs:

safes are heavy and hard to move

Both of these are expensive

Most cheaper safes have dll 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 Pla\/ers to lose somewhere in room

Can even hide smaller boxes and more locks inside so wil
be 3r‘ea+ for smoaller or Por"ralale Escape Rooms

19
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Finaerprirﬂ' Locks, Retina Scan Locks, Bluetooth Locks, etc.

These all requir“e some +ype ofF +ec|nnoloax/ to open

Cons:

Battery must be charaed to work

Fingerprint and retina would not work with new players
Bluetooth locks need some+hing with Bluetooth (iphor\e) that
then risks breoking of expensive tech

Hard to find

\/ery expensive

Pros:

These are super cool

Can redlly add to the immersion

Makes for very unique puzzles

Players wil 3e+ more excited about these than hormal locks



This -l-ype of lock will Fit on top of a bottle

Cons:

e Must Fit the bottle exactly or will come off easily
e Only 3 digits

® Plastic and can be broken

* Bottle is usudlly glass and con be broken

e Hard to Find

Pros:

e Great For immersion - Think deserted island

® Unigue lock

° Fairly Cheap

* Your standard number lock that many can Piﬁure out how
to use

21
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Diversion Safes are Places to hide olajeci-s that look like hormal
ever\/c(a\/ iterms

Cons:

® Unless you lead players here, they wil be dmost impossible to
pigur‘e out

o Coh be Pragile

® Coan 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

e Hide something without having to remember a code

o Most Pla\/ers @e+ very excited when the ?iﬁure these out!



A common everyday door handle can be used to lock out a cabi-
net or whole other room

Cons:
e Not super excH-ing
o F using a coded door, batteries wil need r'eplac;ed

® Requires agsemwy

Pros:

e Adds a difFerent lock many wouldn't think. of
® Can help with immersion

* Easy o make duplicate keys

e Coded doors can hold multiple codes

23



Hasps are used to attach locks to various +le|@9. The hasp
oh the left is a hormal hasp. I+ onl\/ dlows For I lock. As well
it will need to be screwed into whatever you are Iockina

The Hasps on the right are called Lockout Tagout Hasps. This
particular one dlows for & 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 heed some type of hasp to attach to.
The normal ones can be found at wamart and pretty much
every hardware store. The Lockout Tagout Hasp can be
Found online

24
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e These can be quite expensive to buy, so | built my ownh. |
used a drawer For the box, old wooden rules For the walls,
and plexigass to cover

o The key cah also be attached to a Iarger Piece that cannot
come out of the wood until the end

® | dso have a Iarge one in a room that is attached to the
wall. Playere use a maﬂneJr to 3e+ the ke\/ out of the whole




Get plexiglass and cut into 4 equal |
shapes

Make sure that the shapes can
only be lined up I 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 aond trace
the shape. Then write the code in
a diﬂi‘ral Font

Put one piece oh 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

27



Flag of Zimbabwe

® The adbove pictures are printed on the Front and back of
the same piece of paper

® The godl is fo 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
coun-l'ina.

® Another way this could be done is not having the Plag 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 con be gquessed Fairly simple)
Code For picture: 5-1-2

Remove | humber card from each of the suits
in a deck of cards. These numbers wil 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 hear,
club, and Pinall\/ spade‘

9



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

Print a picture and have the unlock code in a Ipt Font
somewhere very obvious. (the picture below is in his e\/e)
You will have to print the code upside and backwards For
the microscope to see it cor‘r‘ecﬂy

Hide the picture and microscope together in room

Players LOVE physical challenges

Put a magnet on the end of a Pishing pole

Have a long pipe with a bunch of bolts and nuts AND the
key they need

They wil have to go Fishing to
retrieve i

30



EOSSyIMINION

3e+ 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 ?oagy, you wil
be able to read the code easily

Have hints somewhere to let players khow to breathe on
mirror. | have an iphone nearb\/ with parts of songs that
use the word breathe or breath As they listen to the mu-
sic, they should be oble to hear those words

Riddles are not always a Favorite of Escape Rooms, but
con be used if done well

Be sure to use easy riddies or kid riddies and not super
hard and Pr‘u9+r'a+ina ohes

WILL YOU CRACK THE CODE ?

0 uﬂ 2 | One number is correct and well placed
' One number is comrect but wrong place
=
| 2 | 0 | 6 | Two numbers are correct but wrong places
| | | | | g | 3 |8 | Nothing is correct
CODE One number is correct but wrong place

n




cles are Found

and word they wil £ind a humber-.

or a homophone Lor a number. Ex Two or To)

Hide articles in diFferent spots

Laminate the articles and be sure to put the number on
back. For which order they are

Have as many newspaper articles as you have numbers in
an unlock code (Each article must contain a humber in it

Hide the cipher in a spot that won't be Lound until all arti-

The cipher stands For this: Al £ Ll e
A=Article A2 PL 11 W3
P=Par‘aﬂr‘aph
L=Line A3 P3 18 Wi
W=Word Ay | P11 18 W5

When they look. at those articles

aond then Find the paragraph, line, A5 Ph L3 w2

S ks JNATION 7

Shark Awareness Day
wwmpomn s Celebrating the
ot o S5 jmportance of
Sarirsis i our sharks

by bambos wharks 30 canl

(‘IIIM‘ Or, Mabel wunce.
w apecsity
Teatr

|

i
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Numbers go in article order for unlock code order




GrillciCGipher,

Grile Cipher'g are a heat way to decode your Puzzle;.

There's several different kinds of grile ciphers, but the gist of
them is this; You have 2 papers. One is a letter, page of book, or
Just a bunch of rondom 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 Reveadl Grile

® 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
B whole words to give you a new sen-
L' tence

A e For example to the left. The gom-
ers were led to a certain page in a
book. When they lined up the grille, it
reveded "When you get this come
over' which was a hint for another

Puzz|e

This code will reveal only letters to
spell out a word

This example will reveal muH-iPle
words as you turn the top part of
the hole paper so that the dots go
From 1 dot, 0 2, o 3, to 4.

This would reveal OPEN - LOCK-
WITH - LUCK to open a 4-letter word lock
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* Using Microsoft Word, | made a 4 column by 4 row table.

® Thenl dr‘aaged the corner to resize it so that the table ended up
being 55" wide by 55" fall. (£ 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)

® | selected dll the cells and made them vertical center align ond
horizontal center aligr\.

® | chose the font Arial Black size G5

® Then | decided which boxes | wanted to be cut out First. IF all the
boxes were numbered left to right, top to bottom, | chose boxes
L 10, 12, 15 on mine because it was harder to reod any of the puz-
zle this way.

® Highlight each of those cells and shade them black.

e After | added a simple text box and typed in a period with the
Arial Black. size 36 Font
> Change the Fil 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
alianmerﬁ to vertical
> Move this text box to the very riz_:]H- edﬂe of your
table between cells 8 & 12

® Now moake 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

® Finaly moke one last text box like above but with 4 Periocle
> Change the alignmerﬁ to vertical
> Move this box to the very left of your table
between cells 5 & 9
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e Now select/highlight the entire +able 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

Prin+ecl)
® Save this as ‘Grile Cipher Cutout"

® Print and cut out the black squares with an xacto knife

® Delete dll text boxes

® Select dl 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. ( | chose red, because it's First in the rainbow so | khow
these are the First boxes to read)

® Then | select/highlight cells 3, 8, 1, 13 and shade them yellow
® Then | select/highlight cells 2, 5, 7, 16 and shade them green
® Then | select/highlight cells 4, ©, 9, 14 and shade them blue

® When | am ready o made a code, | 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: 1F you are going to have any blanks, | try to
spr‘ead them out on the table so +hey dl are not near
each other too much)

® Choose "'SAVE AS' and hame this "Grill Cipher Puzzle Key"

o Alter saving the key, I highlight the entire toble and shade it to "No
color' or white. This removes dll 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 ho color again but leave the
outside of the entire table as black (so
you khow what square to cut out once
printed)

e Now you can print and cut out with an

xacto knife
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e Hidden messages are made by making certain words special.
(Bold, Al Caps, First line, etc)

* Inmy picture below, | created a Paragraph that Fit my
theme but included certoin words | needed to lead the play-
ers.

e The First hidden message is all bold letters because those
are visudlly seen First. This gives the clue 'hint on back of
box' (This is For a Escape Crate)

e On the back of the box they wil see a this list: ‘Lincoln, NE,
sPrinallield, IL, Montgomery, AL, Juno, AK, Boise, ID" These
are all capitals of their states.

* Going back to the paragraph, it they Find the words that
have capitals, they wil 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 O ate too For'

the best way to complete this escape box is to figure out the

code as fast as you can! READ each hint
for help in solving the puzzles. if you work ONLY by yourself
the escape box is much harder. THE best way 2 do it is as a team.
first ON the list is swiftly working your way through each
lock 1 at a time going FIRST to last. sometimes there

is WORDS or part OF a phrase written forward or back that has
0 to do with the puzzle. EACH time i did this, i almost

ate a whole thing Of donuts. but a BOX of donuts didn’t help
too much, they just made me less crabby! anyway,
for completing this, it's best to have 4-5 people working in a LINE
good
luck!




Heads up. These are used a lot and experienced escapees know how

to solve without the cipher

® A Pig Pen Cipher uses 9r‘id«; ond dots to represent letters.

AlB J K| L

M« N IO

-0

()
w I m

® Players wil Find a message written in code and then need to find
the above cipher to solve

17T 1A
I N |
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Draw It Cut

o With this Puzzle, Pla\/er‘s are given clues to Poin+9 that when

+he\/ connect those points, it draws out numbers

® For example, One puzzle | have has 3 different Pliﬁh+ paths. |
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 C|+y Mexico. When
that is drawn out on the map, : .
it makes the number 7

® There are two more Pa’rhs
that draw out 4 and then a |

e The code for a box is 7-4- &‘r

Another way | have done this:

* They Find this board with screws, a string
aond each screw is labeled a letter.

* They dlso Find a Pig Pen cipher and puzzle.
The cipher reveadls this answer: M-N-H-G-A-B-
C-D-JH1-0-P-Q-R-L-K-L-FE

o  When +he\/ move the G‘h"iﬂﬂ to each of those

screws it wil reveal the numbers 5-2-3




This can be hard, so you will heed to make this easier depending
on your +arae+ed 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 dso
see the lines and dots. As wel, |
have put a pause and title For

each new word (Example, Right
before the First word it says

oh 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 coan dliso buy a very expen-
sive tech prop that requires
Players to enter the correct
morse code for a cabinet to
open
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O Cedles

e QR Codes are ldbels that usually lead a smar+t phore to a
website.

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

® You wil heed to dlso hide a smar+t phone in the room so that
players have a way to decode it

e Have a whiteboard in the room -
* Using a permanent marker, write out the code, || Lefte— I
but then with a whiteboard marker, write out Rgnte—22
iberi d £F Lestes o
other g erish that would throw them o Rt 2
e  You wil need some hint to ﬂe-l- them to erase Left &35
the board Rt > 9

o  When +he\/ erase, +hey wil leave behind the per-
manent marker with the code

NOTE: I whiteboard markers have been on a

board For too long, they dont erase well so you

wil need to erase and re-write every so often

NOTE: Permanent marker comes off b\/ coloring

over it with whiteboard marker and erasing so be

careful to not cover up the Per‘manerﬁ marker

10



BaCKWardsINriting

Wl PN

® Write or print a clue backwards. Include a _
mirror to solve ! ';.E’%,

-

* Using Legos (or gant toddier legos) Write math problems on
them so that they can only be solved, when done correctly.

® Be sure to write which equation is Ist, 2nd, 3rd, and 4th so
players know how to enter the code when they get it cor-
rectly.

1



To make this, you will heed to create on the compu+er‘

| made a 2 Ful Par‘agr‘aphs that took. up 2 £ull papers (size
20 font so it's easier to read)

Print the Ist 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
3\a¢;969 (Ioouﬂth on Amazon) and wil have to close each eye
individuall\/ to read the opposite color words

Nebraska. It was too...Nebraska there! After that | went
overto Peoria, lllinois. There was a nice little town not too
far from the city that | think would be perfect! It's right in
the middle of the United States, and seems like a great
spot. | really liked it, but wanted to keep looking, just in
case so| went up to Madison, Wisconsin and then south
to Jackson, Mississippi. It was a very productive trip that
month! Formy final month, | started in Buffalo, New York
It was too close to the border, so | went south to
Savannah, Georgial It was nice being near the ocean, but

| still think that spot in the Midwest is my favorite

Nebraskau it wastoo:., Nobraskathars! Afterahafiwent
ovartoPeara. thingis. Therpawassa nicesitie (bwmenol oo
faefrop the city INatd think would be perfectt INSTighting
‘the.middiedf the Unjted States: antiseegs
spobdreslly Wked il Hul wantsd o keep

2



507G CHEIPs Eares

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

Highlight, underine, bold, etc 1 specikic letter on each word
s0 Pla\/er‘s will khow which ohe is special

Then on the wordlock, use symbols to identify which order
the letters go fo unlock. if

SWIMMING POOL

e . .

NATURE CENTER
S A L | ;; Q.ﬂy..\"‘,g‘& s
. o k. 'U‘"' :‘,*“‘ n

T

.
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This would open a directional lock

Find pictures of road sighs with arrows on them

Put a date in the bottom corner of the picture (ike they
used to do when you would get photos developed)

The goal is to put the dotes in correct order and then use
those directions in that order to open the lock

.‘- Gy

awnanRd
L
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®  Print out sheet music 1o a very popular ond VERY easy to
read song

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

* Add a litHe more skil by using a alpha-numeric cipher to

open a 4—digi+ lock.

-
3%-‘. PR -
=¥ —F—
ﬂ‘
3%‘ < * z 5 ” e
D= e 2
4 v w
%%‘ = =
I SSSS s
v T
EEESS =
e e —————
o
SE
g
0
g%
ZU— — — — — — — —
Lock Code
A B C D E F G H | J K L M
4 7 25 3 20 10 24 12 18 23 [} 19
N (8] P Q R S T U v ALY X Y Z
13 11 21 9 1 16 | 26 | 15 | 22 17 5 8 14




This works great with a word lock, but could easily be used

For a humber lock too

For a word lock, have various +hin39 that Player; can easily
measure,

At each of those measurements, put a letter

Also put random letters on the tape too as red—herrings

IS you woant to do a number lock, you wil heed whole num-
bers (ho I/2, 3/4, etc)

P|ayer9 will z_;]e+ clues similar to: Width of Map, Heithr of
Pencil, Length of Rug, ete)

When +hey 3e+ to that poin+ onh the measuring +ape, there

will be a letter that go into the lock

21 31" 47 5]

)
v v — - S— - A -
., !

14
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Get a colendar 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: | would have all the holidays in a calendar
marked in red, except | Heart Camp Day (Feb 1), 44h of
July (July 44h) and Chrristmas (Dec 25) in Blue. The unlock
code would be -4-2-5

1]



o A Polybiu; cipher looks like the muH-iPlicaﬁon tables From

grade school or the way to Find points on a map

You get 2 humbers 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 +op. Tlney 9Po+ +hey meet is the

letter you will use

Polybius Ciphers are great for coding sentences or multiple
Y P 9 9 p

word clues

1|2

d L

AB
F G

C D
H 1,3

L M
QR

N O
ST

O U DN —

VI

XY

N C T X | M O

19

31 18 LL LL 15 L2

35 2L 13

S0 L3 15 3l 15 33



SmalliPlizzic

Get a small humber of pieces puzzle

Put it together and write a clue or code on the back
Toke it apart and hide the pieces around the room (or all in
one place)

Player‘ wil have to put it +oge+her and the Plip it over to

see what the other side says
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Used to open 3-digi+ 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 wil be Filed in with solid black
Print that on +ransparency paper

Now g0 back to the empty spaces and Fill in certain ones in
blue so that they make a humber

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
humbers just by looking at the paper

After, Fil in every empty cell with yellow

Print that on cardstock

Put each piece in your yroom

Players wil need to line hem up to get the code




have to look at them at an angle to reod them.

e Snotes are words that have been stretched so that you
words onh one shnote

* Usudly done in a circle so that you can turn and get multiple

o Make your owh at shotes.com

NV, VA ==
LD XI A/

q L/ " ) » ‘
WA NG
Na0ZB. & N)YE
NS ZL a2 <)

\\""»“A
UNAYA 00N
\‘Lavb., V/r"-‘ X\
N2V AR
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Small black light -Plashliﬁh-rg cah be Purcha«;ed in the camping
section at Walmart or on Amazon

Use a highlighter to write stulf on a yelow paper

Or purchase 6\ow in the dark paint to paint on white sur-
Face

When players shine the black light on it, it will reveal code
or clue
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Maze Bex

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 (ke a
maze) and end at a number

Those humbers that lined up with the sticker wil be the
numbers that go on the bottom of the box in that order to
unlock. the lock

Add other various (but loocks similar) stickers around the
box with extra numbers
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Use to open a word lock
Exchange 4 letters on a Key—
board with humbers I-4

Players wil khow which letter is
First because it's in the number |
spot, and so on

SmelllCipher;

Get small containers and write hum-
bers on the lid

Fil each container with a different
smell (oregar\o, cinhamon, vanilig,
pumpkin spice, etc)

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

Players wil have to smell each jar
to decide the order

55
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Lemon
Coffee
Garlic
Maple
+ Strawberry




HARSEAIMS

Similar o puzzle pieces

Buy some +anﬂrams

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 pla\/er‘g khow
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
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Hay a Seng

Use to open a 4 diﬁi’r number lock.

You wil 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 wil be the unlock
code

Record your‘eel? 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
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it e el

e You wil need several items that are the some (Pir\ﬂ pong
balls, Fish toys, lego blocks ete)
There ore 2 ways to do this:

First Way:

e Write a humber on 3 of them

e This wil unlock a B—diaH' humber lock

e Hide the items around the room

e When they have Ffound all 3 numbered, they can enter the

code to unlock

Second Way-

e The number of items is the humber of the code

e Instead of hiding I00+ items, you can dlso say ‘items plus 100
= unlock" or Multiplied by 12, etc

] Players will then have to count the items as +hey Find them
and do the math to unlock the code
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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 wil line up oh each circle.
This wil 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 actudlly be the letter K

Now you can moke a whole phrase usirlﬁ your new cipher.
You will need to let Players know what the ciplner is so +hey
can match it up and star+t decodin@ the code
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° Chromadepﬂn is a +ype of 3D alassee that make diffFerent
colors pop vs sink.

o IF you Follow the rainbow, towards the red colors wil pop
out more and towards the blue/purple colors wil sink back
more

® These can moke 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 wil pop eveh

more!

e | have lalackliglrﬁ paint in my room where | Pain+ed numbers
on a wall and | make all the Pla\/erg wear the ala;;es so that
those numbers will pop out at them when +he\/ see it

&0



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 lar‘ger‘ hole at the top that only the key can Fit out
Make sure key hod a key chain circle on it

Drop key into container

Players must use dowels by sticking them in holes ond
slowly wor'king key up to the top
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MOUSCAILAR

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
Player‘s will see it and +r‘y to release the trap without 3e+—
+'|ng 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 diffFicult to read at First,
but players wil easily Figure it out.

The picture says ‘The Fourth Sentence"
This is to lead players to another clue in the
room
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DIfeitionalIFaces

e Used For a Directional Lock

® Toke 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)

e Players wil need to input the direction they are facing to
uhlock. 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

e +{o unlock a 4 diﬂiJr number lock.

e Have a clock in the room that is : ; .
stuck on a time 11 12 1

HIPBTH

e  That time is the code
® The picture hos the code of 100
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Used to give a clue or code

You wil need I5 blocks

You will stack them pyramid style. (5 on bottom, then 4, 3,
2, and I on top)

Each row needs numbered in a different color. (-5 in red
on the bottom 5, I-4 in yellow on the next row, I-3 in green, |
2 in blue, and 1 in purple)

On the opposite side you can put your 15 letter clue.

Mine says Villoin Opposite’ to get the code HERO
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Used to hide an object above where players con see

You cah either order a periscope online or make on with
PVC pipes

We have a pineapple hidden above the ceiing as a clue For
Player«;.

Players wil 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.

Wheh +he\/ see another pineapple in the room, it has a key
hiding in it
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LampiReveal

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
Iigh+ up the room

When the lomp turns on, you wil
be dble 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 hana them From a
hook.

Have 4 different hooks on the wall
at various heigh’rs

Have a line painted on the wall
When the ropes are hung on the
wall, players wil khow which hook
they go on because it wil come to
that line

Then they can count the khots on
the First rope For the First digit in |
the lock, second rope for the sec-

ond diﬁi‘r, and so on
66



mixelUPIAYE

e Used to give code to a 5 diﬁi-f word or humber lock
] Buy or create a 5 Panel art Piece

e When Piecee are lined up cor‘r‘ecﬂy, write the humber or
letter on the back

® Then hang them up on the wall mixed =~ - :
UP ‘. L
® Players wil have to put them in the :

correct order to ge’r the correct

sequence of numbers or letters

SoundlGIues

e Used to give clues to a code

e 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, | have themed music Play-
ing but then +he\/ 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 wil know what order
they go in

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




* Used fo give a clue

° Players will have two very similar +Hlngc; to look. at. One will
have a ton of pictures whie the other only has a Few.
These few are importont ones to give clue or code

° Players must match the pictures From the Few to the
Iarge number in a certain order to continue

® For example. In our Virtual Room, we had 2 stained 3!0\99
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'
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A phabeIFAT

e Used to give a code to a 4 letter word lock

* Use pictures of everyday things that look. like letters of

the alphalae+

e Number them on the back so players khow which order
they go in and hide them around the room randomly

e Used to tell you what order something goes in. Can maoke an
easy puzzle harder b\/ adding this step

Four suits, each missing one card
Figuring out this riddle will surely be hard
The order of each is what you do not know

Discovering that order is what you need to go

The Largest of the four is not the first one you see
A red suit is going to be either one or three
The spade is going to be the hardest to decide
But putting it after hearts has definitely been verified

This one thing I'm certain, 5 is at the end
Now you just have to figure out the rest of the trend
Hurry along quickly, your task is almost complete
You're doing very well, it's quite a feat!

&Y



Moncylcount

Used to give a code to a number lock

Can be done in various ways.

One V\Iay is to count up dll the Foke money and the total is
the code

Another way is there are 4 dibferent types (dollars, quar-
ters, pennies, nickels) You have to add up the number of
each to get a digit For the lock

personjcount

Used to give a code to a 4 diz_;]H- number lock

Have 4 pictures near each other going left o righ+ (+|ney
don't have to be in an exoct line, but needs to not be on top
of each other so players know which is Ist, 2nd, etc)

The pictures heed 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 ‘Pamily of 5,
so the second number in the
code is Five, etc

In the picture to the righ’r,
the number would be 8
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Used to give a code or clue

I you have windows in your
room, have a pair of binoculars
nearby

Outside on a wall or +ree have a
Iarﬁe arrow Poin’rinﬁ out a small

clue or code

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

IWhSHSIMiSSInG

Used to give a clue or code

Have 2 Pic’rures, where ever\/Jrhing is the same exceP+
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

n




Sezll

Have a maze with numbers or letters Placed in it

Used to give o code to a lock

As Playere comple’re the maze from start to Finish, +|ney will
go +hrouﬂh letters or numbers
The letters or numbers in that order is the code

START

ode

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
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Used to give a clue to the correct items

Have 4 or more of the same item

Each ohe must be exacHy the some except |

Each one must have a different number or letter For the
code on it

For example: You could have 4 exact half-Filed Pepsi botte.
They have the humbers -4 written onh their cops. They all
look. exacﬂy the some, except | 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 | is emPer.

There is a clue to organize them by weight to get the code.
Least to 3rea+69+. So it would be Orange, Pepsi Root Beer,
Sprite

E'-‘."s%}%. : !‘u".!
W
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e Used to give the code to a word lock

e Have a word in a different language like French

® Then have a French to English dic‘rionary in the room

* Players will franslate 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-
mon to Spanish, Spanish to English)

® Be sure to put a hint on which languaae you are 9+ar‘+ing
with

e Used to give a clue or code “
e Certain letters of the alphabe+ are 9ymme+rical verti-
cal or horizontal

e Have a word written in half so players would have to (
Place it aaain9+ a mirror to see what word it is
® For Example IF the code is MOUTH, Write that word

vertical but cut in half
e HKE is a horizontal example

NMINRE 1
Ik
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e Used to give a clue or code

* Buy a two-way mirror offine (The more
expensive, the less +Iney scratch)

e Attach the mirror to the front of a cabi-
het.

* Inside the cabinet is your clue and lights

* When players turn on the lights they wil
be dble to see the clue, but when they 8

y P

of the
' Paragraph

are ofE it looks like just a normal mirror

e Used to reveal code onh a Directional Lock

e 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 6ui+ar‘9 where every 3rd one
i5 upside down would give the code of up, up, down, up, up,
down, up, up, down, up

ALY A




Used to determine the order of the code

Code is written on see thrrough 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 caendar

Players wil Find a clue that says to ‘count dll the people in
the pictures unless they were taken on a Tueeday"
Players would then have to toke 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 tdlies 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 gow in the dark paint'

514 would be the code

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

For players
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A very hard, but super cool puzzle

In one room you have 4 ropes hanging down

In another room, those ropes are ottached to the four
corners of a large lobyrinth

Inside the lobyrinth is a round ball with a note/clue/code
written on it

P|ayer‘«; must work +oge+her‘ and communicate well o ac-
complish this task

While one player is puling 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
+hr'ou3h the maze
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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 wos released and
must put a CD on that dowel

Alter dll are on there, the CDs moke a humber that is the
code

s Avchech
éa
s Aechech

6&
VN
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Used to give a code

There is a Flat surface with letters on
numbers written all over it

under (hot able to be seen) specikic
letters a magnet is ottached

Players are given a magnet ond as they
run it over the surface, it wil stick o

certain ones. Those are the ones that
are the code

Used to give a code

Throughou-l- the room there are small hooks that are lobeled
with a letter or humber

Players wil open a cabinet to discover several pieces of
rope of ditferent lengths lobeled First, second, etc

The rope is ottached 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




Wialeg? 0F el

Used to give code For a 4 or 5 digﬁ number lock.

Have 4 or 5 different shapes in a line

The number of sides of the shapes equadls the number For
the code

For Example, the below code would be 3-G-4-4-0

A O TTO
Follo iz 2

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 Omaho, NE to Topekoa, KS would be
down

a1



KIOCKIOHIOb)CEl

e Used to Give Key

e Have a key in a can on a shelk up high

e Players wil be given a clue that it's in that can and the only
way to get it is to knock it ofF the shelk

® Players wil also have a stick or badll to throw at the can

HINT: While physical challenges are the most enjoyable in an es-

cape room, +he\/ are dso the most destructive, so be careful

with this one

MitrorthoUSHIHOTE

* Used to get Code or Clue

o Have a small hole in the wall

. P|ayer9 will have one of those mirrors on a +elescoping rod
(con be bought at Walmar+)

® The players must stick the mirror +Inrouah the hole and use
it to read the word written on the other side of the wall

o This wil 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‘ t will mos+
Iike|y be the gome master.

This person wil give the Players
something in return for a task
they complete

For example. Players must collect
4 bonanhas 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

InPlaylGames

Used to give code

In the room is a game that is already in
play (Chess, darts, ect) The pieces
are gued down so players dont move
them

The aoal is to count up the points in
the game to get the code

Players will likely need some +ype of
hint to lead them to that, otherwise
they may just think it's part of the

decor.

a3



liem Coumnt

Used to Give Code
stickers or symbols work great Lor this

On the box you are trying to unlock, have 3 or 4 of the
different icons, in the order of the code

P\ayers will then search out those icons around the room
For example, it the box has Fish, Star, Circle, Player‘f—;
will count up all the Fish icons +hey see and that's the
First number of the code. To open the bottle in the
picture, the code is 5-4-3

il Cledl ez

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: ke at that time

So 3 would look like and L, and 9 would lock. like a back-
wards L

The below Code is 139! \
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HeatjPens

Pens that are considered erasoble, are actually heat
erased.

Get one of those cheap pens From Wamart to make a
code

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

Players wil find a clue to add heat to reveal code

When they place a lighter near it, the erasable pen wil dis-
appeoar

Keﬁreezing it will bring it back, but hot as strong it's best
to just rewrite the gibberish again when you reset the

rroom

as



® Used to reveal code
or clue

o (Clue is given in Brallle

e Also in room is a
Braile alphabet

* Players must deci-
pher code using the
alphabet

Sallaibiir [aggelar

e Used to reveadl word code or clue

A

D

E

o Have a calculator in the room

* Players wil have to add up several numbers and the answer
they get wil moke a word when ‘urned up«;ide down.

e  This word is the code or clue they need

4D €9 €D €D €D
-

—

.




Wit sramie] Gad

Used to reveal code or clue

Players wil find a Hat wide ribbon or paper with letters on
it

When wrapped around a dowe), it will reveal a word verti-
caNy.

PYSIGHIAGIphet

Used to reveal code or clue

You wil need 2 PVC pipes, one sliﬂh-l-ly smaller than the other
and can Fit easily inside the other one

On the Iarger pipe, cut out Iarge holes

On smaller pipe, when it goes into the larger one, put hum-
bers or letters in the location of the holes so that +hey 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
Pu++inﬁ into the Iarge ohe

a7



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 hum-
bers on the phone and those
numbers are the code

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

B It ©ut

Used fo reveadl 4 or 5 digit code

Put numbers or letters randomly around the room
Players wil Find a map of the room with spots marked Ist
+hr‘ou3h 4th or 5th

Wheh you go to the spot in the room that's marked Ist on
the mop, you will Find the number or letter that goes First
in the code

3rd

1st

4th 2nd 5th




MessasclinBIBottle

Used to give a clue or code

Write out a message and roll it up and put in bot- ¥
te with wire attached lid

Adter you close it, tie a zip tie around it
Players wil find scissors that have a padiock
keepinf] them shut

When they unlock. the scissors they can then
cut the zip tie and open the bottle

NOTE: You wil 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 wil need to keep
an eye on them

Used to reveal number code

Players wil need to line up a

VINHVN 40 ST

popular Book series in the cor-
rect order.

The humbers have been
switched around on the books,
so players wil need to know the
correct order by the title,

NVIdSVD FONINd m

Then once they are lined up
cor‘r‘ec’rly, the numbers on the

side reveal the code a9



mmcogs

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 wil lower a box From the
rafters

Used to reveal 4 digit code
Players wil Find 4 differ-
ent colored coats/hoodies
in the room

Each ohe has a humber 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 diﬁﬂs




s o i el

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 stulk 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 o mess with him

k2 |



P\ayers con see into a smaller room

Used to reveal code or clue

through a window but cannot get into
that room

Inside the room is an RC Car with a
mirror attached

Players wil Find the remote for that
car ond 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 s-l-anclinz_;]

Siimel] Sl i

Used to reveal order of code

P|ayer9 will Find +oy ahimals with numbers on them
There is dlso a table with a map
surface

P|ayer9 must put ahimals on top
of their home area (Kangaroo onh |
Australio, Panda in Chino, Bald Ea-

ge in us, ete)

) ‘;'5“.)) :

&
That will then reveal the order of =40 e
the numbers by going left to g ) ‘
right 72

8 &
aY
!ﬂ)\
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Used to reveal Clue

On a piece of paper is several
different letters of different
colors

There is also PIashIiah‘I-; 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 lligur'e out the sequence, the missing numbers
wil be the code

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

|2 35 X132 x55 89 X
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® Used to reveal secret code or clue

e You wil need to order a heat reveal mug From Amazon

* Also in the room wil need to be a keurig or colfee ma-
chine

o  When players start the ma-
chine, it will Fil the mug with
hot water and reveal the se-
cret clue

NOTE: Hot Water can be danger-

ous, so you wil heed to be VERY

careful with this one

® Used to reveal a humber

e There wil heed to be a scale in the room

o Player‘s must put objec+9 on the scale as
they Find them

e Alter all object have been put the scale,
the weight of them is the code For the
lock

4



Spinningikan

e Used to reveal Code

® The code is written on the ceiling Fan, but the Fan is spin-
ning when Player‘«; enter room

* They wil need o turn ofk the Fon so that they can read
the code

T Ok s

* Used to revedl secret message

e Wil need a multiple room escape room

. P|ay parts of the same message in different rooms so that
player wil have to spread out and listen simultaneously to
3e+ the Full message

RUBLINSIREVEa

® Used to reveal clue or code

® In a hotebook, write a messoge or code with a Firm hand

e Remove that page

* Players wil need to rub a top
sheet over that paper to reveadl w—_“
the message y AR e

NOTE: You will heed good hints to

get them to do this. Also, you wil

have to rip out and redo this puzzle =

every time you reset.

5



RFID Readers

Best ones found at rFidwizcom

| use them that when the rfid chip is lined up to reader, dif-
Ferent things happen, (ight 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

Maa Locks

These are very powerkul mognetic locks

They require elec+rici+y

Magnets wil slide, so moke sure you are +akinﬂ them apart
vs sliding them apar-t

Used Yo 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

%






This is lke cramming an entire room into a smal portoble
trunk!

u~sually linear as you can only
get so much in the trunk.
u;ually a shorter game ex-
perience too. Around 30 min
See my DIY Crates at iheart-
camp.org/s+ea|+his

These are great For cabins
to check out or Families to

‘rent' From your camp

TableyopIGames

Great For Large Groups

Each table group has Escape Games of their own and eve-
ryone has same gomes

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 I of the locks
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Mysteryalirail

® This is an Escape Room on a Hike

® There are several ditFerent ways to do this.

® One way is Pu++ing escape puzzles in ammo boxes and Placihg
them along a trail The players wil get a booklet to take with
them teling where each box is as well as addinﬁ some puzzles
alona the way. The solution of each box, opens the next. i
would be a VERY linear gome

® Another way is more lke 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

e Can be downloaded here: https://rb.gy/t7ypv3

e Object of game is to work your way through trail and choose
the correct items to defeat vilain ot the end

Camp Good News Mystery Trail

® Uses several puzzles From my rooms in ammo boxes. Compers
solve each box to open next box

e Cah be downloaded here: https://rb.gy/bbshwn
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Ye, Hear Ye! You h
‘been chosen by King Curt
to 4o on a mighty Quest!
Just follow the path in this
pook (next paqe) and obey
the decrees of the King!

Once you are victorious and
have vanquished the evil
bring this Quest Book back
to the Throne Room (Camp
Office) | Rememper, if you
{ail, OFF WITH YOUR HEA
-~ (or just do it again!)




BEGIN YOUR

QUEST HERE:

Follow the instructions at
each box. Purple Box

e
€D

CED
e2 U

Venture over to the

Answers will be recorded Flagpole
on the back of this book.
1 2
e ¢ PUZZLE BOX 1 cEd €W

Open the Puzzle Box and
write your POINTS in the

Follow the Arrow on the space below With the Pool on your
End of Hopscotch and left, walk straight until
walk until you Come to a you come to the edge of

Fence the woods. Look for a
Puzzle Box There
4 5 6
PUZZLE BOX 2 e e
e e D

Open the Puzzle Box and
write your POINTS in the
space below

Walk into the woods and
sit down on the bench

SIDEQUEST

e 6D
e e 9

Continue down the path
to the next bench

11

2



@ D

Continue down the path
to Crate Stacking

FOUR

Look at all the milk
crates, how many
different companies did
these crates come from?

G. Three H. Four

SIDEQUEST

Here is an optional Side
Quest called "Cliff Walk" If
you choose to do this
Quest, please turn to

page 6
(Cross off Wrong Answer
13 on Back) 14 15
GEy  GRD PUZZLE BOX 3 aEd G5

Walk to the Bottom of

Open the Puzzle Box and
write your POINTS in the

Follow the Direction that
the Puzzle Box told you to

the Hill space below take. Both paths lead to
the bleachers at Archery
Dodge. Be on the lookout
for Furry Friends along
16 17 your path 18
FIVE aumy R This is the Magic Tree. It has
Underneath each of the | | ez @z, @ | | Peenwatchingyou on your

bleachers is a number.
Add those numbers up
and choose your answer:
156

Continue down the path
and stop at the Big Red
Eye in the Tree

quest. It has a gift for you.
You must choose to cross of
any 2 weapons to take the
gift. Choose Now:

Yes, Take the Gift and lose 2

(Cross off Wrong Answer Weapons
on Back
! 19] 20 No, Continueon 21
cEd G SIX GEd  GRD

If you chose, Yes, look on

There is a special speed
for the camp circle. What

Continue to the Tree

the back of the eye for is it? )
your gift. If you chose no, Shark
do NOT look. K5 75
Continue down to the (Cross off Wrong Answer
Speed Limit Sign 22 on Back) 23




e €D PUZZLE BOX 4

e e D
Open the Puzzle Box and
write your POINTS in the
Follow the path straight space below

until you come to the
Spider on a Log

26 27,
cEd €2 D €D
eD e €2 eD> e 9
Follow the path on the Continue straight to the
right to the giant Minion Road
28 30
PUZZLE BOX 5 > D
eD e 2
Open the Puzzle Box and
write your POINTS in the Choose One Final
space below Location from the 4
below and Head there to
find out what evil villain
you must face
31) 33
ADD UP ALL YOUR POINTS AND
WRITE THE TOTAL HERE:
OR SWING FIRE PIT SWING

1"

PLEN

4



Tree Trail Side Quest

Skip this page if you did not choose the Quest

e (¥
L43 % n#

6D
R

Walk to Tree #1

PUZZLE BOX SQ2

Open the Puzzle Box and
write what you received
in the space below

@R
)

3D

e YD

Walk to Tree #4

TREE TROLL

6
G G

PUZZLE BOX SQ1 @D
G D
Open the Puzzle Box and

write what you received

in the space below Continue to Tree #2

aEd R

PUZZLE BOX SQ3

Open the Puzzle Box and
write what you received

Continue to Tree #3 in the space below

PUZZLE BOX SQ4 =

e vasste
G

Open the Puzzle Box and »
write what you received

in the space below Walk to Tree #5

You've come upon the Tree Troll!

Open the Puzzle Box and see if you

have what it takes to defeat him!!!!
Follow the directions in the box

Return to Step 11 when finished




Clift Walk Side Quest

Skip this page if you did not choose the Quest

Walk to Bench #1

PUZZLE BOX SQ2

Open the Puzzle Box and
write what you received
in the space below

c= (g ]
eD e D

Walk to Bench #4

TREE SHARK

PUZZLE BOX SQ1

Open the Puzzle Box and
write what you received
in the space below

e
Cu 2

g
e

Continue to Bench #3

PUZZLE BOX SQ4

Open the Puzzle Box and
write what you received
in the space below

G2
ez ©2

ED
e

Continue to Bench #2

PUZZLE BOX SQ3

Open the Puzzle Box and
write what you received
in the space below

eD
@ G

ED
e

Walk to Bench #5

You've come upon our Tree
Shark, Fluffy! Open the Puzzle
Box and see if you have what it

takes to defeat him!!!! Follow the
directions in the box

Return to Step 16 when finished




Instructions

Cross off the Option that is Wrong

ONE

 J

A. Plunger

THREE

E. Glitter
FIVE
Y
l. Lysol
Spray

SEVEN

Ge

M.
Sunglasses

NINE A

J"l
Q. Water
Rocket

J. Sunblock

®

N. Dog
Leash

£
L)

s

R. Spray
Paint

TWO E

C. Fun D. Traffic
Noodle Cone
FOUR

G. Rope H. Golf Ball
SIX
[ 7
W
K. Water L. Squirt
Balloon Gun
EIGHT g
" P. Battle
O. Hairbow Bot

If you chose to take the gift from
the Magic Tree write it here:

(Don't forget to cross off ANY 2 weapons)



These pages are not meant to be printed and given to Campers, this
is just notes for the Camp Staff setting up the Mystery Trail

Instructor Notes

e You will need to answer the questions correctly to get the
weapons you need at the end

e Puzzle boxes should have a timer in them and a time limit
per box (Harder ones should have longer time limit)

e Puzzle boxes give you points, you will need a certain number
of points to defeat the villain at the end. 10 points per box

e Each puzzle box will have a puzzle in them that opens a
smaller locked box that contains the points earned.
Campers will not know how many points they earn unless
they are able to solve the puzzle and open the smaller box

e Side Quest Puzzle Boxes are different. The answer you get in
them, will be the combination for the next puzzle box, plus a
weapon needed to defeat the Side Quest Villain. (See Villain
info to see what weapons are needed)

o For my Cliff Walk Side Quest, you will learn at the first stop
that you need to have "Rope" to do this quest. Which means
if you got Question FOUR wrong, you won't have rope and
therefore must pass on this quest

o | will be locking all of my Puzzle Boxes with a Universal Key.
The groups will get this when they pick up books from the
office and must turn back in at the end of the quest. This will
protect the boxes some from non-players

e Furry Friends are just random signs/statues that have 10
points to give you

At each END location, | have just half of the red/blue 3d
glasses. That way they see what villain they face only when
they arrive. (For Example, The Nature Center Porch will have
the Blue Side which means they will fight the Dragon, but the
Swing Fire Pit has the Red Side which means they will fight
Bigfoot)

As you changes this up to fit your Camp, remember to keep
the weapons and Vvillains fun and not scary

This was also meant to be repeated with groups
accomplishing it faster and also trying to fight other villains,
so allow groups to redo if desired

Both Side Quests are end at the same location they start
(one is just a dead end that requires you to walk back). This
way, you won't miss any of the Mystery trail if you choose a
Side Quest

End Villain Option: Each Villain will also have a puzzle box
that you can solve to "earn back" a needed weapon

Max number of Points Possible is 110

o 10 from each of the 5 Puzzle Boxes = 50

o 25 from each Side Quest = 50

o 10 from a Furry Friend
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Looking for Great Puzzle Ideas for each of the Puzzle Boxes,

Check out 101 Puzzles for Low Cost Escape Rooms by: Curt

Jackson & Phillip Drake

o https://patchworkmarketplace.com/product/101-puzzles-
for-low-cost-escape-rooms/
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A Tiny litHe Escape Room in a Baa‘.
Great For droppinﬂ ofF at cab-
ins on rainy days or leaving lying
around For groups to complete
Around 15-30 min gome

I am currently working on sev-
eral different plans For these:
School Backpack, Diaper Bag,

Purse, Fanny Pack, Briefcase,
Sports Duffle Bag, and morel

Check. out Escapel_lama com For w'
these when they become avail- R

odl

There are no several board gomes that can be Purchased

able

that are small escape gomes
u«;ually it is a one-time Play as the pieces have to be cut or
manipulated to solve

| have not been that impressed with
these and have not enjoyed them
They can be found orline and at
Target https://rb.gy/4oqqn2
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These are escape games in book Form

You complete puzzles and codes adll inside
the book

One player only, but lots of fun

Journal 2.9 https://rb.gy/kqgubg

Journal 29 Revelation: https://rb.gy/gkmu00
Tachyon: https://rb.gy/wnd2dz

The Cypher Fies: https://rb.gy/mamco7
404 https://rb.gy/rybdx2

Codex Enigmatum: https://rb.gy/tjtémk
Escape Room Puzzles: https://rb.gy/nafgnx
Seekers: Ah Escape Devotional Book: https://rb.gy/o0vnyg

RrintandiPlay,

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 Pe The secrel the ol¢
Fairly cheap

Etsy has a ton of theml




* Played online

e Great For groups that don't live any- |
where near each other

* Some are play by yoursel:

® Some are Avatar Games

e The 2 | have are Hosted Games. You
can Find them ot iheartcamp.org/
stealthis

e Another Favorite is: https://rb.gy/7hjncc

Poplupjients

® These are smadll escape rooms made in those pop up tents
you see at croft Fairs

® Usudlly the walls of the tent have the room and puzzles
printed, or painted on it

e The wals are velcroed onh,
so they can be easiy re-
moved and a new gome
odded

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

® Similar to how you would
set up a hormal escape
room, but it's inside a tent
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SUppRlics

Rfidwiz.com

EscapeLlama.com
PatchworkMarketplace.com
A-props.com
Escaperoomsupplier.com
Frightprops.com
Halloweenfxprops.com
Creativeescaperooms.com

Several different shops on etsy.com

10 Puzzles for Low Cost Escape Rooms on
Curt Jackson and Philip Drake

- https://rb.gy/I8xleu

How to Create a Low Cost Escape Room on

Curt Jackson

- https://rb.gy/rh2jve THE. D= IT-YOURSELF

The Do It Yourselk Escape Room HENE {3 ROOM

Book by Paige Ellsworth Lyman  [F2e SIS [T R

- https://rb.gy/7Iiclre YOUR OWN CLUES, DESIGNING PUZZLES,
WD CREATING YoUR VN cuuun:;

>
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FIGCBOCKGIOLIRS

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 Techhology and Props - https://rb.gy/ywvhm?7
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 Lloma

The InFinite Escape Room
Inverse Gehnius

Escape This Podcast

Escape Homilton

DU Escape Crue

The Hivemind Escape Podcast
Fort Escape Goames Podcast

Escape Divas
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o Escape Llama - https://rb.gy/pzvemx

e The Escape Gome - https://rb.gy/zfqtbi

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

o Sherlocks Escape Rooms - https://rb.gy/béndpn

e Mr. Puzzle - https://rb.gy/2tj2dk

e FLEB - https://rb.gy/vxkpOg

» Chris Ramsay - https://rb.gy/ymlvie

 Legendary Quests - https:/irb.gy/p6tjvc

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

« Cracked it Escape Games - https://rb.gy/glaxun

« Cross Roads Escape Gomes - https:/irh.gy/
rxhdwm

RGOMENAIRTOUS 5

e See comple’re walK-Hnroughs ofF both my rooms,

the mystery trai, my crates, boxes, and table
+oP game ot ihear+camp.or'ﬂ/«;+eal+hi9
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Western

Fairy Gorden

Shrunk. Downh in the Kitchen
Tropped ot the Zoo

Csli

Villains Lair

Superhero Fortress of Solitude
Pirate Ship

Kids Treehouse

Stuck in a Video Game
Back in the 90s

Coastle Fairy+ale

Back to the Future

Niﬁh’r at the Movies
Spaceship

Winter Wonderland

Mad scientist

Pyramids of Egypt

Lost in Time

At the Circus

Library

The Roaring 205

Magicians Room

Home Cooking in the Kitchen
Ih a Barn

At the Pawn Shop

Museum of Weird Ar+t

At the Candy Store

The GOs
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Steal This: Ideas of Awesomeness
(uPcla+ecl: December 2018)

ST: ldeas For Outdoor Ed & STEMiness
(uPda+ed: October 2019)

ST:- 50 Ways to Be Awesome
(uPda+ecl-. November 2.019)

ST: ldeas of Portableness
(uPda+ed: October 2019)

ST: Ideas ofF Contemporary Croftiness
(uPda+ed: February 202.0)

ST: Ideas of Virtudlhess
(uPda+ed: May 202.0)

ST: Ideas For Time Filers & Brain Breakiness
(uPda+ed: Au9u9+ 202.0)

ST: Ideas of Comp Boxiness
(upda+ed: April 2021)

ST: Ideas During Covidness
(upda+ed: April 2021)

ST: Ideas of Social Distancedness
(uPda+ed: May 2021)

ST: Ideas For Escape Rooms & Puzzleness
(uPda+ed: October 2021)

ST: Ideas of Teamlauildinﬂness
(uPda+ed~. October 2022)




ST: The BIG Book of Awesomeness
(uPda+ed-. February 2023)

ST: ldeas of Games & Funness
(uPda+ecl-. October 2023)

ST: Ideas of CAFE Bagginess
(uPcla+ecl: October 2023)

ST: 25 Rules for Urlparalleled Hospitalitiness
(uPda+ec(: February 2025 )

ST Ideas For Carmp Board Greatness
(uPda+ed: July 2025 )

ST: Ideas of Parenting Awesomeness
(uPda+ed: Augus’r 2025)

ST: 50 Ideas For Retreat Awesomeness
(uPcla+ec|: December 2025)

ST: Ideas of staff Training Greatness
(uPda+ed: January 2020)

Princess Diary: Devos For Girls
(uPcla+ecl-. October 2021)

Man Book: Devos for Boys
(uPcla+ecl-. October 2021)

Church Notes Vol -4
(uPda+ec|: October 2022)

Steal This: ldeas +or Fun Fundraisingness
Steal This: ldeas of Successtul Marketingness
Steal This: ldeas for Waterfront Awesomeness
Steal This: ldeas +or Nighttime Funness
Steal This: ldeas of Rainy-Pay Campiness
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