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Escape the Feed: The Eco-Scroll Crisis

Scenario Conception and Setup

ltems’ index

General material (for all phases)

- Atable with seats (one per participant)

- Awhiteboard or paper pages and pens to take notes

- Annex 1 - Press release

- Annex 2 - 8 eco-cards

- Annex 3 -9 code cards + 1 hint card + 1 digital keycard
- Annex 4 -6 quiz cards + 1 hint card

- Annex 5 - 10 feed cards + 1 feed priority guide card

- Annex 6 - Final reboot card
Phase B — Digital Detox

- Annex 2 - 8 eco-cards
Phase C: Password trash

- Annex 3 - 9 code cards + 1 hint card + 1 digital keycard
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Phase D: Factstorm

- Annex 4 - 6 quiz cards + 1 hint card

Phase E — Algorithm Anomaly

- Annex 5 - 10 feed cards + 1 feed priority guide card

Phase F — Eco-Code Unlock

- Annex 6 - Final reboot card
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Detailed conception

Introduction

Material needed

- Alarge table or desk
- A whiteboard or paper pages and pens to take notes

- Printed annexes 1to 6
Tutorial

Place the playing cards on your side of the table or desk so as not to reveal the
answers on some of their sides, with enough space for all the participants to
adequately interact with the key elements. Ensure that you keep the hint cards and
keycard on your side and that players do not manipulate the sets of cards before

the phase that is relevant.

Annexes 1-6

Material needed

Annex 2 - 8 eco-cards

Annex 3 - 9 code cards + 1 hint card + 1 digital keycard

Annex 4 - 6 quiz cards + 1 hint card

Annex 5 - 10 feed cards + 1 feed priority guide card

Annex 6 - Final reboot card
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Tutorial

Print and cut up the cards so that each corresponding side matches and separate

them into sets corresponding to each annex and phase of the escape room.

The annexes provide the front and back sides of each card set. For example, in
Annex 1, page 1 provides the front of the cards, page 2 provides the corresponding
back of the cards, with the top row involving correct answers and the code on their
back, and the bottom row involving incorrect cards and the corresponding

indication on the back.

Before printing and cutting the cards, make sure that the fronts and backs of each

card set correspond to the solutions detailed in the roadmap and trainer’s guide.
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The installation of the room(s)

The game can simply be played on a table or desk in any type of room.

For the next game

Put the cards back into the corresponding sets and in a random order.
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