
How we build a library escape game
for 1st year University students

Questions or comments: tietopalvelu@utu.fi



Library Escape Game for 1.year students

1.Starting point:

A table with:
• Starting story
• Crossword puzzle
• QR-code to the web diary

Our webdiary (on the left) is made by Adobe Express and is located at: 
https://new.express.adobe.com/webpage/0RZHAzcywjp42

The story revolves around bookworms and a mysterious person at the library.

In the starting table we also had pencils and paper. It was also already told at 
the booking phase that a mobile phone was needed. The booking of the tour 
was made by tutors of the 1st year students. An ideal group involved the tutor 
and up to six 1st year students.

https://new.express.adobe.com/webpage/0RZHAzcywjp42


2. After soving the crossword→ a 
notification for a requested book

The clue behind the crossword puzzle solution is an arrival notice of a 
requested book :

The players needed to understand to go to the requested booksshelf and look 
for the book in question.
Between the book in question, there was a transparency slip with 3 marked
squares. What the students now needed to undestand:

• Look for the hint in the diary for the right page
• Use the transparency in the right page
• Find the right numbers on the books page
• Add the right numbers to the right place in the diary



3. After using the transparency→ the
periodic table

As a solution from the requested book assignment the students will open 
another hint in the electronic diary. The hint is the periodic table. At the same 
time the players are meant to realise that in the diary there is a scripted 
writing they can open with the periodic table by replacing the numbers from 
the hint with related letters from the periodical table. 

The name of the book: 
Monmonier: How to lie with maps, 2. edition.



4. After soving the periodic table puzzle →
look for the physical book on the shelf

After soving the periodic table problem, the players now need to understand 
that in order to find the book in question they need:
• Use the library database to see where the book is located in the library

• Find the right shelf and book

• Realise that there is a new hint physically at the back of the book



5. After finding the book→ go see all group
study spaces

From the behind of the physical book, the players see a coded list of our group 
study rooms:

What the students need to understand:
They need to get the codes from each group study room door in the right 
order.



6. After getting the codes from groups
studyrooms→ race to the finishline

As they follow the right order, they will get the shelf place for a text book: 

Teutori Kurssik Jep

What the students need to understand: 

• Teutori Kussik Jep is a text book shelf spot. 

In the right place there is a fake book that looks like a book, but is filled with 

candy and patches.

The End


