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University of Findlay - Exploring the Library

● Held in the library
● Introductory english class

○ ~20 students
○ Mainly freshmen
○ 50-75 minutes

● Game play
○ Break into a box instead of out of a room
○ Work in smaller groups
○ Not competing for clues
○ Solving puzzles and clues to move forward
○ Shafer Saves

● Learning Goals
○ Comfortable navigating the library
○ Using the Library’s website
○ Introduction to a database



Muskingum University’s First Escape Room

● Goals
○ Gauge interest in a library activity 

during “Get Hooked” week. 
○ Gauge interest in an escape room in the 

library.
○ Learn about the process of creating and 

running an escape room.
● Atmosphere & Theme

○ Created decorations ourselves or 
brought props in from home.

○ Held in Special Collections.
● Game play:

○ 2 nights. 8 teams of 6 students.
○ Teams started by picking up a packet at 

the Welcome Center (circ desk.) 
○ A librarian was posted to let them in the 

room, explain the rules, etc.



Muskingum University — Cross-Campus Collaboration

Muskingum librarians frequently work with the campus Game Club on escape rooms.

● Library as a Space
○ The Game Club has used the library’s basement as a venue 

for two escape rooms
○ Librarians have worked with the faculty members writing the 

rooms to make sure they thoroughly understand how the 
library stacks and website functions.

● Librarians Join the Fun
○ Beta-testing
○ Double-trouble: two Escape Rooms (one by the library, 

one by the game club) running simultaneously in the library
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Escape Room LibGuide
For tips and advice on creating your own escape room, visit 
our libguide!

https://findlay.libguides.com/escaperooms 

https://findlay.libguides.com/escaperooms

