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Research
question

School Experiments’ Gamification®”’

Technical Accuracy Conflict
Significant Effects Mystery

Reproducibility Interaction with
equipment
How should chemical Appropriateness to
experiments be designed to students
support their use in
Educational Escape Games?

Social Interactions

Time, Room and Interpersonal
Equipment Interactions

Safety Parsimony

S ERE

School students create and
build their own mobile escape
games with experiments.
Professional game developers
and pedagogigal staff help
them.

31 Experiments to Green and
Sustainable Chemistry are
developed by Chemists and
evaluated with and for the
criteria.

Evaluation
Method

3
Interviews Interviews
with Game | with School References
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