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Digital ESCAPE ROOMS based on storytelling are an innova�ve and engaging method to deal with 

cyberbullying in secondary schools, thanks to their ability to convey important messages and raise 

awareness among students in an interac�ve way. Here are some reasons why these ac�vi�es are 

par�cularly effec�ve: 

1. Ac ve and Engaging Learning 

The digital ESCAPE ROOMS, based on interac ve narra ves, s�mulate the ac�ve par�cipa�on of 

students. In a school context, the use of engaging stories and s mula ng scenarios can a?ract the 

a?en�on of adolescents, facilita�ng the deepening of topics related to cyberbullying, such as online 

respect, the consequences of virtual ac�ons and the management of digital conflicts. Through play, 

students are mo�vated to reflect on virtuous behaviors and make informed decisions. 

2. Simula on of Real Situa ons 

Digital ESCAPE ROOMS simulate online bullying situa ons, puAng students in front of dilemmas and 

difficult choices. This helps to raise awareness of the risks associated with cyberbullying and how to 

deal with it effec�vely, both as vic�ms and as witnesses. 

3. Empathy and Understanding 

Storytelling allows you to explore the emo�ons and experiences of people facing cyberbullying. When 

students are immersed in a story, they can develop greater empathy towards those who are being 

bullied online. Storytelling provides an opportunity to put oneself in the shoes of others, fostering a 

greater understanding of the feelings of isola�on, anxiety, or sadness that vic�ms of cyberbullying may 

experience. 

4. Teamwork and Collabora on 

The digital ESCAPE ROOMS of the CyberBuddy  project can also be completed in groups. This fosters 

collabora�on among students, crea�ng a sense of community and reinforcing the message that 

cyberbullying is not a problem that can be tackled alone. By working together to solve puzzles and 

overcome obstacles, students can learn the importance of suppor�ng each other and working as a 

team to prevent and combat digital bullying. 

5. Development of Digital Skills 

Digital ESCAPE ROOMS not only raise awareness of cyberbullying but also allow you to develop 

essen al digital skills. In an increasingly technological world, it is crucial for students to learn how to 

navigate safely, recognize online dangers, and use digital plaEorms responsibly. ESCAPE ROOMS can 

serve as an educa�onal tool to improve awareness about privacy, data management and network 

security. 

6. Interac vity and Reflec on 

The interac�ve nature of the ESCAPE ROOMS s�mulates immediate reflec�on on the choices made 

during the game. Students must make decisions in real-�me and deal with the consequences of their 

ac�ons (through quiz answers), which helps them understand the impact their online ac�ons can have 

on others. This process fosters awareness and self-regula on, crucial quali�es in the fight against 

cyberbullying. 
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INSTRUCTIONS FOR ESCAPE ROOMS 

of "CyberBuddy" project 
 

From the Home or the horizontal Menu at the top, you can explore our ESCAPE ROOMS: 

 

Select the ESCAPE ROOM (Course) of your interest. It will be possible to play the ESCAPE ROOMS on 

the pla<orm. 
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Enter the ESCAPE ROOM (Course) and click on "Take the Course" 

  

 

 

 

 

 

 

 

 

 

 

 

 

You will be 

able to 

preview the 

lessons. The 

lessons are to 

be passed in 

sequen�al 

order. 
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The first  me you need to REGISTER, entering: in the Username field your NAME and SURNAME (it 

will be used for the header of the Cer ficate), your email and a password of your choice. This 

informa on will be useful to obtain the "CyberBuddy" Cer ficate, when you will be able to leave 

the ESCAPE ROOM (passing the last lesson).  For a subsequent LOGIN, you only need to enter your 

email and password again. 

 

 

A@er REGISTRATION, click on "Start Course" (or Take Course) to start the ESCAPE ROOM game. The 

LESSONS are to be followed in sequen al order, because some are preparatory to the next lesson. 
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To start playing, click on                                            You can also play in teams. 

 

Each lesson has a Quiz. The Quiz is linked to the storytelling of the Course, with the descrip�on of the 

scenario. So, it is suggested to pay close a�en on to the text that will be displayed from  me to 

 me. 

Answer the ques�on and then click on "Complete Quiz" 

  

To the right of the screen, there is a progress that 

demonstrates the degree of comple�on.  The 

menu is also used to navigate through the lessons. 
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For each correct answer, le?ers or numbers will be provided, which are the "clues" to be kept for each 

lesson and at the end will allow you to answer the last quiz to get out of the ESCAPE ROOM. 

 

 

At the end of all the Quizzes, if all answers are correct, a final reflec�on will appear. Click on "Complete 

lesson" to finish the Course and obtain your Cer ficate of par cipa on in the "CyberBuddy" project.  

You will also be sent an email confirming that you have passed the Course. 
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Later and automa cally you will be redirected to this page:  

 

Click on "View the cer ficate" to download the cer�ficate (PDF) you have just obtained! 

Congratula�ons!!!   ���� 
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