"Coffe time": A virtual chemical escape room
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Physical or virtual escape games are a contemporary educational method that can be adapted for any age group and academic discipline, enhancing learning through competitive group activities (Veldkamp et al., 2020). Game-based learning integrates games to promote knowledge acquisition and skills development, contributing to cognitive growth and enhancing key 21st-century competencies like teamwork, critical thinking, problem-solving, and creativity, which are essential for integration into the workforce (Bonwell, 1991; AAC&U). It also helps bridge the gap between formal and informal education, enabling experiential learning (Yayon et al., 2023).
The virtual escape game "Coffee Time" was developed at Afeka College of Engineering for mechanical and biomedical engineering students taking an introductory chemistry course. Its development was driven by four main goals: 1) creating a positive and engaging learning experience, 2) encouraging the application of 21st-century skills in an interactive context, 3) providing an alternative assessment to traditional quizzes, and 4) supporting first-year students’ social adaptation through group-based activities. The development process integrated chemistry principles, puzzle design, and fostering peer interaction through immediate feedback. Feedback from 251 participants highlighted enhanced teamwork, creative thinking, and the application of course content. These findings suggest that the escape-room model can effectively reinforce scientific and engineering subjects, supporting the integration of game-based learning in higher education. 
In this workshop, participants will experience the escape game while learning about its unique design principles, which consider the development of 21st-century skills in higher education.
Teaser: https://www.youtube.com/watch?v=iBmJO3M6Ch0
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