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Abstract

Escape rooms have been used in STEM classrooms, but there is
little evidence of successful implementation of escape rooms in
humanities courses in higher learning. This paper examines the
experience of adapting escape rooms for the education setting in
literature. To do so, two new components in the learning process were
incorporated: (a) students are required to create their own escape
rooms, thus increasing the stakes and the level of ownership; they are
not only responsible for their own learning, but they also need to teach
others; and, (b) students are required to explore a human rights
violation or social injustices in their escape rooms, making civic
engagement an end goal of the project. Participants in their escape
room come out of the experience learning something about social
change and being called to action.
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Figure 1 Introduction

Department of Magic Escape Room Protecting the world
from Voldemort is
no  easy  task.
However, my
students were up to
the challenge in
2019 during the
Issues of Literature
and Culture study
abroad in England,
Scotland, and
Croatia - a course
envisioned and
developed with
Harry Potter,

Outlander, and Game

Note. Students and I, with wizard robes on, prepared to enter Harry Potter
escape room in Edinburgh, Scotland. Students image used with permission. ofThrones themes.

In Edinburgh, Scotland, students participated in a Harry Potter
escape room. This was my first experience witnessing the power of
escape rooms as educational tools. At the Department of Magic, a sort
of mix between café, pub, game room, and waiting room, my students
and I created our own potions inspired by the Harry Potter series while
we waited to enter the magical room we would eventually need to
escape. Before embarking on our adventure, we were separated into
groups of four and required to put away all electronic devices; the only
tools we could use were ourselves and our teammates. As a participant,
I did not have much time to be a spectator. I fully immersed myself in
the goal of escaping within the allotted time, 50 minutes.
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classroom to my students. Being fearless involves deep trust in
students and innovative teaching and learning. I have always framed
this experience for my students as an experiment. The future of
successful escape room pedagogical practices is dependent on
continuous experimentation and research. As I witness success from
my budding escape room artists, higher retention and passing rates,
and I experience laughter and joy in my Zoom classrooms, I am grateful
for digital escape rooms during a year where most of my students
needed something different and fun to keep their minds off social
distancing, quarantine, unemployment, and friends and family losses.
Most importantly, I am creating social justice warriors one escape

room at a time.
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