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• Effective pedagogy has three distinct areas: the implementation of effective instructional 
strategies, environmental/classroom management techniques, and program design 
(Marzano, 2007).

• When a course was fully gamified in an undergraduate learning environment students 
jumped an average of an entire letter grade compared to the previous year (Stott & 
Neustaedter, 2013).

• A form of non-digital serious game making the bridge to college campuses is escape rooms.

• Escape rooms do not favor a specific gender or skill-set; rather, teams are more successful 
when genders, ages, interests, and background knowledge are varied.

• Outcomes looking into escape games used for retention instead of topic introduction is 
extremely limited.

• Escape rooms were used as exam reviews in an undergraduate personal leadership course.

• Experimental design was used in determining whether or not the use of an escape room affected 
exam scores of students. 80 students participated in the experiment.

• Students were assigned equal groups based on average test scores from the first exam when all 
students completed a baseline escape room.

• Twenty-six students (n = 26) self-selected to not participate in a review session (Group A).

• Twenty-seven students (n = 27) completed the semester’s exam reviews in the escape room –
escape room – traditional review (Group B). The other half (n = 27) completed the semester’s 
exam reviews in the escape room – traditional review – escape room format (Group C).

• For the traditional review, students were granted in-class time to complete flash cards, peer-led 
trivia, etc.

• Consider using traditional reviews to split up escape rooms.

• Exam reviews do enhance student scores – consider adding them to your course schedule.

• More research is needed to determine if using escape rooms are worth the extra effort in time and cost 
to greatly benefit students.

• If using escape rooms in course, be sure to create small groups (less than 10) to allow students to 
equally participate. 

• Student performance scores were significantly higher when students participated in a traditional review session 
followed by an escape room review, in comparison to students who did not participate in review activities (Group 
A) and students who participated in an escape room review followed by traditional review (Group B).

Table X 
Summary of students’ performance on exams  
  Exam 1   Exam 2   Exam 3  
  (n = 26)   (n = 27)   (n = 27)  
Group M Md SD M Md SD M Md SD 
A 70.7 74.0 13.9 74.0 76.0 15.3 67.9 75.0 20.2 
B 77.6 78.0 7.0 75.9 72.0 8.9 77.6 80.0 14.0 
C 78.9 80.0 9.6 82.5 84.0 5.9 83.7 84.0 8.0 
Note. Group A = No review activity; Group B = Applied review activity followed by traditional review; 
Group C = Traditional review followed by applied review activity. 
	

Student performance was measured at three time points, which represent the three groups of the within-subjects 
factor (i.e., exam 1 score, exam 2 score, and exam 3 score). Students’ performance during the semester were 
reported by group in Table X.  A mixed ANOVA was used to determine if changes in student performance were the 
result of the type of review activity.
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