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Workshop Agenda
• History & Concept

• Let’s Play – You Get to Save Scribbler!

• COVID and the Move to Online Play

• Designing an Escape Room

• Questions



Scribner Seminars
These are a required First-Year course, which includes a fourth credit hour organized by a 
peer mentor to cover various college topics. Every fall semester there are about 40 sections 
of this seminar.

While not mandatory, many instructors schedule a library session for their seminar. 
Sometimes these students have a specific research assignment, but some instructors want a 
general orientation.

Skidmore College
-Liberal arts, residential college
-2,500 undergraduate students
-Lucy Scribner Library is the only library on campus



Our Dilemma:

How do we make general library 
orientations more engaging and 
interactive?



Starting Point: Breakout.edu
This is popular company for educators to purchase 
escape room materials and share templates.

Solution: Escape Rooms
Originally created commercially, these 
have become more prominent in 
classrooms and libraries. 



How does Save Scribbler work?

Let’s Play!



Going from In-Person 
to Online Play



Challenges & Solutions

• Challenge: Students no longer physically explore the library.

• Solution: Students could solve more of the clues, because they didn’t spend time 
wandering the library. They got more practice in the catalog, and most groups completed 
the database clue.

• Challenge: There’s nothing physical to find or open, so what is an alternative for student to find 
and  “open” online.

• Solution: Place the code in the catalog records and have a Google form for the launch 
sequence.

• Challenge: There was a loss of spontaneity of different groups working on different clues based 
on what they physically pulled out of the box first. Most groups solved clues in the order they 
appeared in the guide.

• Solution: When visiting breakout rooms later in the game, we made sure to encourage 
groups to work on different clues based on what had been solved by other rooms. 



Challenges & Solutions

• Challenge: Because everything was an electronic file, it was hard for students to keep 
everything open on their screens.

• Solution: We tried to keep as much material on the LibGuide including the clues.

• Challenge: When students are in the Breakout rooms, you don’t know how they’re progressing. 
(Students are often hesitant to ask for help or clarification about the game.)

• Solution: If a group hadn’t called us into a room after 15 minutes, we popped into the room 
to check on their progress. We made students aware before the start of the game that we 
would be popping into and out of their breakout rooms throughout.



Designing an Escape Room



Student Learning Goals

• Students will be able to: 
• Search the library catalog using a variety of 

keywords, limiters, and search strategies.
• Understand the different types of resources 

available in the library.
• Distinguish the types of sources found in a catalog 

vs. a database.
• Understand the benefits of LibGuides (subject 

guides).

When in-person
• Students will be able to: 

• Physically familiarize themselves with different areas 
of the building. 

• Utilize Call Numbers to locate items in the library.

Designing the Game
Step 1
Decide the student learning goals for 
the session.



Designing the Game
Step 2
Create a story/scenario that ties all the 
clues and items together.



Clue Example: Cape Canaveral

Student Learning Goals: 
• Highlight the children’s collection.
• Understand how to use keywords.
• Encourage going into and exploring 

catalog records.

Find a children’s book connected to space 
exploration / NASA. (Hidden Figures)

Construct a clue that uses elements of the 
children’s book Hidden Figures that would pull 
that record.

Designing the Game
Step 3
Engineer the clues following the 
student learning goals and theme.



Example 2
Engineer the clues following the 
student learning goals and theme.

Clue Example: Post-It Notes

Student Learning Goals: 
• Use a database to find a journal article 

using keywords and an author search.
• Understand how to use keywords in the 

catalog search.

Find an article in a commonly-used database 
about space travel that goes with a squirrel 
theme. Need an article that will be easy to find 
using only a couple of keywords and an author. 

Look at that article for a keyword within it that 
will find only one logical item in the catalog.

Construct a clue that will get them to the article 
and also identifies what needs to be found to be 
used in the catalog to find the applicable book.



Designing the Game
Step 4 (Optional)
Develop a LibGuide that has links to 
everything students will need.



Designing the Game
Step 5
Beta test several times, especially for 
the first iteration. 

Initial Beta Testing for Version 1

• 6 Beta Test sessions 
• 3 small (4-5 people) tests
• 3 large (20 people) tests

• 1 was with the seminar peer mentors

• Beta testers included students, faculty, and 
staff (anyone we could get in the summer.)



Keep it simple when you start!



Scribbler Version 4.0
Save Scribbler: Secrets of the Pharaoh’s Tomb



Questions?



Appendix



Instruction Statistics

• Fall 2018 (Save Scribbler!): 14 Sessions

• Fall 2019 (Save the Amazing Scribbler!): 16 Sessions (about 33% of all seminars)

• Fall 2020 (Save Scribbler: Squirrels in Space): 8 Sessions



Version 1: Save Scribbler!

Scribbler (the library’s researching rodent) is 
squirrel-napped and found locked in a box. 
Students have to solve clues to find items 
throughout the library that will provide a 
color combination to unlock the box.

In-Person Iterations

Version 2: Save the Amazing Scribbler!

Scribbler (famous rodent magician) accidentally locks 
himself into his “Box of Doom” and can’t get out. 
Students have to solve clues to find items throughout 
the library that will have the different keys to unlock 
the magic box.



Elements of In-Person Gameplay

Document with the 
scenario and rules 
of the game.

LibGuide with links to the 
catalog and any applicable tools 
students will need (like a link to 
a database).

Box filled with clues.



• Students are broken up into smaller groups of 3-4 people.
• Each group has a box of clues. The clues are the same for each group, so different groups may 

be working on the same clues at the same time.
• “In theory” the groups are working collectively, so when one group solves a clue and finds the 

key/code, the other groups can skip trying to solve that clue. This also means groups can team 
up to solve clues or share information.

• When a group finds a key/code, they ring a bell and announce it to the rest of the class.
• Typically, the students have 45 minutes to play, but it depends on the length of the class.
• Students can use Google or any other apps to help with the clues, but they always need to use 

the catalog to know where to go in the library to find a lock’s key/code.
• Each group has one hint that they can use at anytime. They must specify the clue that the hint 

will be used for.
• Librarians can answer any library-related questions about searching, the catalog, building, or 

call numbers at any point during the game.

In-Person Game Play



Clue from Version 1: Medieval Image Binder



Solving the Lock for Version 1



Adam Matthews Blog Post

Version 2 (Save the Amazing Scribbler!) 
utilized the database Victorian Popular 
Culture from Adam Matthew. We wrote a 
short blog post about incorporating their 
primary sources into the game.

https://www.amdigital.co.uk/about/blog/item/save-the-amazing-scribbler

