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“A gateway to 
another part of 
my brain, a way to 
escape my daily 
life in a fun and 
stimulating way. 
And all this 
whilst bonding 
with other 
people.” 

LEX eiit 



Learning Objectives

Raising awareness of the part which individuals and groups play in the whole; 

Knowing more about processes in the human body, for example: 

○ How to create hormones; 

○ How emotions affect the body; 

○ How every process in the body is affecting another; 

○ How drugs affect the body. 
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Aim of the Adventure: This adventure gives way for starting a conversation 
about exclusion. That sometimes it doesn’t matter how inclusive your 
surroundings are, you can still feel excluded. Awareness about how exclusion 
could also be a part of your own behaviour. 
Also for biology teachers, this adventure lets students get a feeling about 
how processes work in the human body and more general knowledge 
about the human body itself.

Duration

Preparation of the materials: Minimum 2 hours

Setting up the space before the adventure: 30 min

Intro time: 10 min

Play time: 50 min

Debrief/ evaluation time: Minimum 10 min

The best number for this adventure is a group between 9 and 13 people. 

Nº of players
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The players form one human body. This human body is split into 5 functions: Brain/ main body 
(1p), senses, emotions, bones/muscles, organs. The human that they all form, finds itself after 
waking up on a cold hard floor, not knowing how it got there. It’s up to this body that they find 
out where they are and escape. They have to escape from a slaughterhouse by solving puzzles 
in 3 rounds. The puzzles match the body part/function. This results in quite a range of diversity 
in puzzles. For example, the senses have to do a silhouette puzzle (sight), an audio 
puzzle(hearing) and a maze puzzle (spatial awareness). 
After that the group will “leave” the slaughterhouse and they are free.  
Then comes a reflection on what has happened during the escape adventure, how they 
feel, what they've learned etc.

Support is needed when a body part / function takes too much time in 
solving their puzzle. Because then the other groups have to wait for too 
long. The facilitator should keep an eye on all the groups to see how they 
are progressing and help when a group is lagging behind. 
Also intervene when students are having an argument about how to 
solve a puzzle.

Guiding the process

General overview of the Adventure

This adventure creates ownership on multiple levels.  
They will experience they have to take ownership of themself in their level of 
participation in the group. They’re responsible as a smaller group for the whole.  
So they have to ask themselves what can I do? 

Educators can ask the students about these things in the debriefing to increase the 
level of ownership. You can never guarantee ownership, because like feeling included, 
ownership is something you have to take for yourself. 

Level of ownership
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Level of inclusion

Well considering that this escape adventure requires a form of exclusion, the level of 
inclusion during the game changes. In the debriefing, you’ll have to talk about how 
individuals are important for any group, but also that groups are important for each 
individual. So that everybody learns about the meaning of this adventure. The 
puzzles per area are different, so you can play this game multiple times and have a 
different experience every time if you let people occupy different areas and let 
different people be the brain/ main body. The puzzles are quite diverse and give a 
high level inclusion for different types of thinkers and problem solvers. 

In the beginning the group has to make a decision which body part they take on, not 
knowing what will happen. Checking beforehand with what kind of puzzles they have 
affinity with, so the teacher can sort them into groups based on that might increase 
the level of inclusivity. 

HUMAN PROCESSOR



Needed: 
A big enough room to make 4 areas and in the middle a circle or square for the brain/ main 
body. The tables in the classroom can be used to divide them. Briefing in another room. Before 
you let the other participants in, you have to “lock” the person who is going to be the brain/
main body in the playing room.  

Additional/Optional: 
Darken the play room from light outside, use only artificial lighting. Put here and there 
bloodstained hands, using paint or fake blood. 
Additional/Optional: Monitoring can be made from the same room, and that is fine, but it 
could help the feeling of escaping if you could monitor from another room.

Game components

Location, Ambience

SETTING UP THE ADVENTURE

3 combination locks 
3 padlocks 
1 directional lock 
Something to divide the room.  
1 chair + 1 table for ‘the brain’ 
5 chains/ ropes (or 1 long one) to “bind” the 
brain and put the locks on 
A glass jar and tape to tape the jar to a table 
A box/chest that can be closed with a 
combination lock 
100 pieces of lego, 40 (white), 30 (red), 20 (blue) 
10 (green), colours can be different but the 
amount cannot 
Printed materials 
Own made sliding puzzle (but this could be 
printed). 

A smartphone that can be used for the qr-codes 
and playing the sound sample 
A molecule set used in biology or chemistry 
lessons (or 3 blue balls, 1 green ball, 9 red balls, 
13 smaller grey balls, 29 toothpicks or something 
similar but bigger. The balls should be made from 
a material like styrofoam or modelling clay.) 

Optional for ambiance: 
Fake blood 
Latex gloves 
Music from silent hill 
Materials to blind the windows.  
Semi transparent paper to put over the lamps for 
a dimmed light.

Most of the required components are digitalised  
and ready to “Print & go”. Click on the icon  
to download the components of this module. 

Once you have downloaded it, make sure you have: 
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FULL DESCRIPTION

“Each of you is a part of a human body. One person will be the brain, the rest of the group will 
be divided by me into 4 equal groups. You can in advance tell me which kind of puzzles you 
like. The person who will become the brain will have to enter before the rest.  
The groups are: 

- Emotions 
- Organs 
- Muscles/ bones 
- Senses 

Each group will have to go to their designated spaces, once in your space you may not 
communicate with other groups except the brain.  
You start with puzzle’s of round one. You’re allowed to go to the next puzzle after the brain has 
given a summary of the current round. If you are waiting for others to finish you can observe 
the others, but don’t disrupt them.” 

Scenario 
“You’re waking up, you open your eyes and you see all blurry. Dazed you look around you, 
whilst doing so, you notice you’re lying on a cold stone floor. Slowly you realise that you don’t 
know where you are and how you’ve got there. 
It’s up to you all to learn about what happened and how to escape the situation.” 

The person who is the brain has to go in the room and “lock the brain up”.  
Give them the following narrative.  
“You are the link between the body parts/ functions, each form of communication has to go 
through you. At the end of each round you summarise what has happened this round so the 
others know what has happened. After that you explain (as is written on your round card) which 
puzzle the others have to do and why.” 

Intro & Narrative
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For additional team building and group making, it is recommended to give the members 
of each group a distinct accessory to show to which group they belong. For example: A 
T-shirt with a skeleton print for muscles/bones or funny glasses for the senses etc. 

Additional 
preparation
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3 rounds. In every round each group has to solve 1 puzzle. Only after every body part/ 
function has solved their puzzle the Brain gives the go for the second round after 
telling what happened in the first round.  
The solution of one body part/ function gives another a new puzzle.  

The puzzles match the body part/function. This results in quite a range of diversity in 
puzzles. For example, the senses have to do a silhouette puzzle (sight), an audio 
puzzle(hearing) and a maze puzzle (spatial awareness) 

Walkthrough 
Round 1.  
Senses  
Suddenly the blurriness starts to lift and you can take a real good look at your 
surroundings. The room you’re in contains only dim light and you can’t even see the 
other side of the room. You can see that the room has white tiles from top to bottom, 
first a silhouette puzzle that leads to 4 objects. This solution is given to the brain. 
Which will have to decide where you are (a slaughterhouse) 

Muscles/ Bones  
Whilst the senses try to see what’s in the room. The muscles/ bones try to stand up. But 
there’s resistance. You’re shackled to an iron pipe, the shackles are armed with a lock. 
This lock is a sliding puzzle, after solving the puzzle for 95%, the lock doesn’t unlock. 
This information is given to the brain.  

Emotions  
Being dazed and confused, not knowing where you are. A loss of memory isn’t helping 
either. You try to find out what you remembered last. The first puzzle is a rebus, this will 
give the solution. The last thing you can remember is that it was really hot outside and 
you ate an ice cream cone at that shady place. This information is shared with the 
brain. 

Organs  
The organs are busy with breaking down drugs. They do so in the form of a puzzle. The 
puzzle is a jigsaw puzzle, you’ve found a medicine bottle with the label torn off. If the 
label is put together it forms a qr-code. When they follow this, they find out that 
anaesthesia is used, and there is a list of symptoms the list they get as a solution is 
given to the brain. 

Brain  
Senses first solution helps the brain realise where you are (the brain has to choose from 
multiple options what it could be). Solution: Abattoir/ slaughterhouse. This information 
is given to the emotions and that starts their next puzzle. 

Description of the flow of the Adventure

HUMAN PROCESSOR

When Muscle/ Bones gives their first almost complete solution, the brain has to give the senses the order to find the 
missing piece for the sliding puzzle. This gives the senses their next puzzle.  
Emotions first solution is given via the brain to the organs, this gives the organs their next puzzle (maybe the brain has to 
decide which hormone to make (in the form of a puzzle).  
Organ’s list of symptoms is given by the brain to the muscles/bones (or every body part). But the anaesthesia has a muscle 
relaxation component, it gives the muscle/bones their new puzzle.  
It’s up to the brain to reconstruct what happened to you and what the current situation is. Upon receiving all information, 
you have to make a multiple choice quiz. So you have a better understanding of what is happening. 
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Round 2.  
Senses  
Finding the missing piece for the lock puzzle. They look around and see a small box with a 
combination lock and a qr-code, this leading to a sound puzzle that leads to the combination of 
the lock. The piece for the sliding puzzle is given to the brain so it can finish the sliding puzzle 
with muscle/bones and this way releasing the main body from its shackles.   

Muscle/ bones  
Due to the relaxing nature of the anaesthesia, the muscle/ bones have to do a silhouette puzzle 
to increase the blood flow and by doing so disperse the anaesthesia better and circulate the 
adrenaline. This will give the liver more of the anaesthesia so it can be broken down. The puzzle 
will be containing silhouette’s, they have to lay down in that form, and it will form the word liver. 
The answer is given to the brain.  
  
Emotions 
The emotions will receive the information that you are in a slaughterhouse, this will result in the 
emotion fear. The emotions get the assignment to find X (fake) hint cards for this round. Each 
hintcard is given to the brain, and these hint cards have to be given to the other body parts. 
(This will create the illusion of fear being disruptive to the body). If all the hint cards are found 
they complete their assignment.  

Organs  
The organs have to produce the hormone adrenaline C9H13NO3, this will be in the form of a 
puzzle which forms the molecule adrenaline (they are given the needed atoms in the form of 
coloured balls with a toothpick coming out of it) Red = carbon, Green= Nitrogen Blue= Oxygen, 
Grey= Hydrogen. The solution is given to the brain. After this solution is given to the brain, the 
brain is able to give hints to the other body parts when they ask for it.  

Brain V 
The senses will give the brain the sliding lock part. The brain has to relay this to the muscles and 
this starts their 3rd puzzle.  
Muscle/ bones will give the brain their solution. This information is given to the organs, and it 
will start their 3rd puzzle.  

Emotions will give the brain X hint cards that the brain has to give to the other body parts. One 
of the fake/useless hints contains a real clue (the real clue has a symbol on it that also will be on 
the next puzzle) for the senses. It will give them a clue about where to find the exit, this gives the 
senses their next puzzle. 
The organs will give the brain their solution, unlocking the brain's ability to give hints to the 
other body parts. This triggers the fight response, and this is given to the emotions and starting 
their 3rd puzzle.  

HUMAN PROCESSOR
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Last round 
Senses 
There is a map of the building, the senses have to find the quickest way to the exit. Maze puzzle, 
with a directional lock. 

Muscles/ Bones 
When receiving the last piece of the sliding puzzle, it can finally be solved completely. By doing so 
the shackles unlock. The main body can finally move, and moves to the door. The door is locked 
with multiple locks but only one that can be opened with a key. Next to it, there is a box/ring with 
multiple keys. Find the right key to escape from this room. Multiple keys puzzle. They give the key 
to the brain.  

Emotions 
The fight response is triggered. This human is feeling brave. On the door there is another lock for 
you to open. Next to the door are 4 containers with unidentified substances in it. It’s obvious that 
the key should be hanging above these containers. But it probably fell into one of the containers. 
Feeling brave, you decide to stick your hand in the boxes in search of the key. Simple padlock, but 
you need 4 containers with different substances and the key in a plastic bag in one of the 
containers. As a help, there is also a ghostleg puzzle. But only a part of the ghostleg puzzle is 
hanging above the box.  

Organs 
Organs have to break down the anaesthesia, 
They are given a structure of lego (representing the anaesthesia) containing 4 colours. They have to 
break it down in smaller pieces. Counting how much per colour there are, the colours represent 
atoms found in the anaesthesia. This will give a ratio (100 lego pieces, 10 green, 20 blue,30 red, 40 
white. This ratio is the answer to the code puzzle the brain have to solve, so the ratio and colours 
are given to the brain  
Brain 
There seems to be another lock on the door. This is a combination lock. (On this lock there is input 
for 4 numbers, and a symbol, this symbol is also found on the quiz from round one).  
After each lock from the 3rd (last) round is opened, the main body (and thus everybody) is freed. 

How was the team work? 
Who stopped participating? 
What was the level of inclusion and did that change during the rounds? Why did they 
change, was it because they gave room to each other or was it because of the puzzles?

What to observe during the adventure
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Reflection

The debriefing is actually one of the most important parts of this escape adventure, you have to give 
way for a conversation about how people felt and about the level of inclusion they experienced. For 
the biology teachers it is also important to check what they have learned about the human body.  

There isn’t a definite structure or questions to a good conversation.  
But there should be a focus in which topics you should discuss: 

- Inclusion/ exclusion and how that changed during the adventure; 
- Biology; 
- Ownership. 

And some suggestions for questions to ask: 

- How included did you feel as the brain/ main body? Did this change during the game? And 
if yes, why do you think it changed? If not, what was necessary to change that feeling? 

- How did you feel as a subgroup within the whole? Even though being in a subgroup, did 
you feel like you belonged to a bigger team? 

- How was it to be dependent as a group on an individual? 
- How was your own level of participation? 
- What did you learn about biology?

HUMAN PROCESSOR

Additional notes

Self-exclusion is imbued in the way you play the game, one of the players chooses to be excluded. Then 
during the adventure they learn as a group that you are depending on other individuals and as an 
individual you also depend on the group to be functioning as a whole. 

Beware that emotional risk is at hand, you don’t want to put someone who isn’t somewhat mentally stable 
in the position of the brain. Because they will feel excluded at the beginning of the game.  

It depends how big the groups are to see if it’s okay if someone wants to quit, but in each squadron at 
least one person has to see it to the end.  

During the escape adventure it could happen they lose interest in the game if they have to wait too long 
for other groups to finish. Maybe you could let them help each other or let them observe.  

Students don’t actually have to know things beforehand. But it could help them. What will make it the 
most safe is, remove the time factor, so they have time to finish it and it’s made in a way that everyone 
should be able to finish it. If students have more knowledge about the subject, they will see solutions 
faster.  

This adventure has quite some variables and in order how to deal with those variables changes every time 
depending on the group of players and the room the game is played in. Be creative and flexible.
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Setting up the tools for the adventure 

You will need:  

- Printer 
- Piece(s) of cardboard (not necessary but makes 

it more sturdy). 
- Knife and/or or scissors 
- Glue (only needed if you decide to put it on 

cardboard) 
- Envelope called “Senses Round 3” containing morse code table and alphabet with 

numbers table. 
- 4 Envelopes 
- Glass Jar and tape to tape this to a table 
- Rebus made in your own language, English is provided. 
- Black Marker 
- Printed materials 
- Dividers (tables for the classroom should suffice, but if your school has dividers they 

can be used too). 
- Chair and table for the brain 
- 3 combination locks, 3 padlocks and a directional lock.  
- Molecule making set. 
- MP3 file with morse code on it if you want to change it to your language, English is 

provided.  
-

As alternative to the molecule making set: 

- 3 blue Styrofoam balls  
- 1 green styrofoam ball  
- 9 red styrofoam balls 
- 13 smaller grey styrofoam balls 
- 29 toothpicks or something similar but bigger.  

- If you’re making a sliding puzzle yourself you’ll need: 
- Cardboard.  
- Wood (stirring sticks for paint) 
- Spray paint 
- Wooden block, with a screw in it, and a little magnet glued to it.  

HUMAN PROCESSOR



11

Puzzles and Materials 
Round one Puzzle Materials needed + instructions 

- Senses Silhouette 16 pictures of random things. (found in printing round 1.2) 
- 4 pictures of items you can find in a slaughterhouse (found in printing round 1.2) 
- Copies of the 4 pictures, made black with a marker so there’s only a silhouette. 
- Muscles/ Bones Sliding Sliding puzzle preferably 

made out of cardboard. But you can print out the 
example 

- Padlock 
- Glass jar that’s too small to put your hand in. 
- Tape 
- A screw or another metal object on a rope. 
- Emotions Rebus Rebus forming 3 sentences. Printed 

out.  
- https://www.rebuses.org/  
- Pen and paper. 
- Organs Jigsaw QR-code printed (use a qr-code 

generator, watch out, most generators expire after 7 
days) 

- Piece of cardboard (not necessary but makes it more 
sturdy). 

- Knife or scissors 
- Glue (only needed if you decide to put it on cardboard) 
- Brain quiz Gamecard round 1, with a question about where you are. And other 

instructions 
Round two   

- Senses Sound  QR-code printed and glued to small container 
- 4 number combination lock with code 5733 
- Envelope containing morse code table and alphabet with numbers table. 
- Paper and pen for the group. 
- Muscles/ Bones Physical silhouette Print out the letters needed for the word 

Liver.  
- Extra letters for confusion. (Watch out that they can’t create other words with it). In 

English the recommended letters are, L, I, V, E, R, O, K, W, Q, J 
- Emotions Hints assignment 9 hint cards 
- Make these by glueing the hints in printing round 2.1 to the backs of the pictures of the 

other groups in printing round 2.2 
- Organs Atoms Molecule making set.  

HUMAN PROCESSOR
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You can find all the components of this Escape Adventure at: 
 www.lookingatlearning.eu/escapeexclusion/toolkit

As alternative 
- 3 blue Styrofoam balls  
- 1 green styrofoam ball  
- 9 red styrofoam balls 
- 13 smaller grey styrofoam balls 
- 29 toothpicks or something similar but bigger.  

- Brain Ability to give hints is unlocked.  4 Hint cards for the 
next round. 

- Round instruction card 
 
 
 
Round 3  
  

- Senses Maze puzzle A maze puzzle representing the slaughterhouse 
- A directional lock set to the combination of the first 8 directions of the solution of the maze 

puzzle.  
- Muscles/ Bones Multiple Keys At least 25 different keys 
- A ring to put the keys on.  
- Padlock 
- Emotions Substances A padlock 
- A box with numbered holes in the top for the four substances.  
- A ghost leg puzzle (found in printing round 3.2) cut in half with the bottom half on the hint 

card for emotions. 
- A card explaining the rules of a ghost leg puzzle (found in printing round 3.1) Trace the line 

starting top left to show how it works. 
- 4 cups, with each containing another substance in it. Place the key in one of those and place 

it on the spot of the solution of the ghostleg puzzle.   
- Organs Ratio Lego  100 lego pieces in 4 colours. Colours can be different but it has 

to be this ratio: 10, 20, 30, 40 (Build a pyramid using the lego blocks)  
- Combination lock with 4 coloured dots on it corresponding to the colours of the lego 

blocks. 
- Suggested code: 3,1,2,4 
- Brain Combination Lock Combination lock (code: 4214) 
- Quiz, containing questions about this escape adventure 

HUMAN PROCESSOR
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Setting up the room. 
First gather all of the materials in 3 groups: Round 1, Round 2, Round 3. Now cut out the 
instructions for the different groups for each round, along with all the other printed materials. 
Put all the instructions for the puzzles of round 2 and 3 in separate envelopes titled “puzzle 
instructions (2 / 3)” except for the 3 round cards of the brain. 

Divide the room into 4 areas with the area for the brain in the centre. Make sure the Brain has a 
table to sort all the instructions they will be getting. Keep in mind that pictures and hints will be 
hidden in the areas of senses and emotions respectively, so make sure there are enough hiding 
places in these areas. A key will also be hidden in the muscles/bones area. Each area should 
have a table to lay the puzzles on. 

Setting up round 1: 

!  Senses: 
Hide all the pictures, including the four of the slaughterhouse, in the senses’ area. Then hang 
the four silhouettes on the wall with their instructions for round 1. 

"  Muscles/Bones 
Shuffle the parts of the sliding puzzle and lay down the instructions next to it. 

#  Emotions 
Lay down the Rebus on a table in their area, along with their instructions. Lay down a pen and 
paper next to this. 

❤  Organs 
Turn the QR code into a jigsaw puzzle by cutting it up with scissors, then lay the instructions 
next to it. Provide them with a pen and paper. 

%  Brain 
Place the Brain round 1 card on the Brain table. Lay down the envelopes with instructions for 
the next rounds down on the brain table. Put chains around the chair where the brain will be 
sitting. Try to either attach these to the chair or hang them up in an area around the brain to 
emulate the idea of being locked up. 

HUMAN PROCESSOR
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Setting up Round 2: 

!  Senses 
Put the lockable box on the table in the senses’ area with the last piece of the sliding puzzle inside. 
Lock the box with the combination lock with the code 5733. 

"  Muscles/Bones 
Put the letters for muscles/bones’ second puzzle in a separate envelope titled “Letters for Muscles/
bones Round 2” and lay this down on the table for the brain. 

#  Emotions 
Hide the 9 Hint cards in the Emotions’ area. 

❤  Organs 
But the molecule set or the alternative on the table in Organs’ area and put the drawing of 
adrenaline found in printing round 2.2 upside down next to it. 

%  Brain 
Place the Brain round 2 card on the Brain table. Tape the glass jar from Muscles/Bones on the table 
of the Brain. Attach a magnet to the key for the padlock and put it inside the glass jar. 



15

HUMAN PROCESSOR

Setting up Round 3: 

!  Senses 
Put the maze for round 3 in the round 3 instructions envelope on the Brain’s table. Now hang the 
directional lock on the chains (or rope) surrounding the Brain facing the Senses’ Area. 

"  Muscles/Bones 
Attach the padlock for the Muscles/Bones to the chains surrounding the Brain facing the Muscles/
Bones’ area. Then hang or place the ring with keys close to the padlock. Now take the correct key for 
the padlock and hide it somewhere inside Muscles/Bones’ area. Then write a hint about the location of 
the key on the Muscles/Bones hint card for round 3, and put it in an envelope with “Hints round 3” 
written on it. 

#  Emotions 
Set the box on the table in the Emotions’ area, then place the top half of the Ghostleg puzzle near the 
box. Place the hint card with the bottom half of the Ghostleg puzzle in the envelope with “Hints round 
3” written on it. Now place the cups with substances inside making sure the key is in the right 
substance. 
Attach the padlock for the key to the chains surrounding the Brain facing the Emotions’ area. 

❤  Organs 
Place the lego pyramid on the Organs’ table. Attach the combination lock with coloured dots to the 
chains surrounding the Brain facing the Organs’ area. 

%  Brain 
Place the Brain round 3 card on the brain table. 
Attach the final combination lock to the chains surrounding the brain. 

You’re ready to start the adventure! 
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