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• This session will discuss the impact of a collaborative approach between 
two Schools in the creation and implementation of a digital escape room 
for their Access To programme

1. We describe the development of a digital escape room to consolidate 
learning conducted during Access To outreach activities. 

2. We discuss the impact of the digital escape room based on feedback 
from staff facilitators. 

3. We reflect on the outcomes of this outreach exercise as a collaboration 
opportunity between different schools within the university



• Part of the Widening Access 
Programme

• Subject focussed 6-week programme 
for S5/6 pupils

• Mix of in-person/hybrid



• Online asynchronous collaboration on MS Teams over an 8-week 
development period.

• Leveraged PALs domain-knowledge and SoCs experience building 
interactive systems.

• A digital escape room was created using iterating prototypes to allow 
contextual input from the Course Development Team.





• “The pupils were highly engaged with the activities and Rebecca’s 
vision and collaborative work with colleagues from the school of 
computing ensured that learning was had in a fun and imaginative 
way. This approach of combining clinical expertise with technological 
expertise, is definitely the way forward for engaging future RGU 
students with STEM subjects.”

• “As members of staff working together to create the best experience 
for the students, we could all see that the use of an escape room was 
an intuitive way to combine active learning by encouraging a dialog 
and it would draw together the students’ previous learning.”

• “The pupils loved it.”



• We felt: 
• Impact of escape room demonstrated benefits of multidisciplinary 

collaboration across schools

• Created a fun & educational way to conclude PALS Access To Programme.

• Demonstrated what can be achieved when delivering online practical skills. 

• Most importantly, the students and staff involved enjoyed it and felt it 
contributed to a positive access experience



• Highlighted the positive outcome of schools coming together to solve 
a challenge
• Maintaining engagement in a hybrid access programme

• Demonstrated a potentially scalable method for concluding outreach 
programmes
• Escape room framework being pursued within SoC

• Evaluated and reflected on the outcome to show staff and students 
enjoyed it
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