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Research

question
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How should chemical
experiments be designed to
support their use in
Educational Escape Games?
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School Experiments’ Gamification®”’

Technical Accuracy Conflict
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Website

or more information on the project CheMystery:

Instagram
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School students create and

build their own mobile escape
games with experiments.
Professional game developers
and pedagogigal staff help
them.
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31 Experiments to Green and
Sustainable Chemistry are
developed by Chemists and
evaluated with and for the
criteria.
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Video Qualitative
Analysis of Content
Experiments Analysis
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Design suggestions:
Scalability
Motivation
Creativity

Situational Positioning

Modellin
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(provisional)

Social Interactions
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