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The Great Escape:
Designing Educational  Adventuies
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Building Peace Through Play

INCLUSIVE
.

Following the completion of our Participatory Action Research, the
project entered an exciting new phase — creating 8 interactive
educational Escape Rooms that bring peace education to life.

Work Package 3 "The Great Escape: Desighing Educational
Adventures" focuses on developing innovative Open Educational
Resources (OERs) that empower young people and youth
practitioners with conflict prevention and resolution skills —
through hands-on, game-based learning.

Each Escape Room incorporates 360° photos & Augmented Reality
(AR) elements, and physical puzzles,
making them a truly cutting-edge non-formal education tool.
The scenarios are rooted in the findings of our PAR research —
addressing real youth perspectives on violence, marginalization,
and social change.
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Activity 1: Training in Croatia
("Bridge of Peace" Mobility)

Learning to Build the Adventure

The journey began with working mobility "Bridge of Peace" hosted in Croatia by Association
Studio B.

Participants from all four partner countries: Croatia, Serbia, Cyprus, and Spain — came together
for an intensive multi-days training.

During this mobility, youth practitioners and young volunteers:

Deepened their understanding of the peace education framework

Learned how to design and implement Escape Room scenarios

Explored how to integrate Augmented Reality (AR) and 360° photos as educational tools
Defined the key themes and storylines for each of the 8 Escape Rooms — 2 per country

This exchange was a creative and inspiring experience that set the foundation for everything that
followed.

Co-funded by 'aga AGENCY FOR (@ - .
the E Uni ']‘ MOBILITY AND Udruga StudioB ) Erasmus+
€ European Union EU PROGRAMMES é y~ Enriching lives, opening minds.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European Union
or the European Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.



Activity 2:
Creating the Escape Rooms

From Ideas to Reality

Back in their home countries, each partner organization held "The Great Escape: Starting the
Adventure" workshops— 2-day creative sessions where young volunteers and youth workers
rolled up their sleeves and brought the scenarios to life.

A total of 8 unique Escape Rooms were collaboratively developed across Croatia, Serbia, Cyprus,
and Spain.

Each room was designed to challenge players to think critically, collaborate, and reflect on issues
of conflict, inclusion, and peacebuilding.

The production phase was led by Udruzenje Svetlost (Serbia), whose team handled the design,
handcrafting, programming, and technical development of:

e 8 physical Escape Room sets (40 sets in total, in 6 languages)

e Digital part of Escape room featuring 360° content and AR

e DIY modules for each Escape Room

e A comprehensive Methodological Guides for each rooms implementations
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Activity 3:
Piloting & Testing in Serbia

.
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Putting Peace to the Test

Before the Escape Rooms could travel across Europe, they needed to be tried and tested.
The "The Great Escape: Framework & Piloting" working meeting took place in Sabac, Serbia,
bringing together representatives from all partner organizations.
The pilot sessions were held at two venues:

e Tehnicka Skola "Kosta Abrasevi¢" — with students of the school

e Kancelarija za mlade, Loznica — with local youth volunteers
Over 35 young participants took part in testing all 8 Escape Rooms. Their feedback was carefully
collected and used to refine scenarios, fix technical elements, and standardize the final versions

of the rooms before distribution.

Co-funded by @ AGENCY FOR (@ X .
the E Uni '1 MOBILITY AND Udruga StudioB ) Erasmus+
€ European Union EU PROGRAMMES Pt Enriching lives, opening minds.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European Union
or the European Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.



Activity 3:
Piloting & Testing in Serbia
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Putting Peace to the Test

A special contribution to the piloting process came from Slobodan Avdi¢, representative of the
Sports Association of Persons with Disabilities from Sabac, who actively participated in the
testing and evaluation of all 8 Escape Rooms.

His invaluable insights helped the team assess the inclusivity of each room — identifying barriers
and recommending concrete adjustments to ensure the Escape Rooms are accessible and usable
for a wider range of participants, including youth with reduced mobility and hearing impairments.
This perspective was essential in shaping the final, more inclusive versions of the rooms.

This phase ensured that the final product was not only engaging and educational, but also
inclusive, functional, and ready to be used in diverse community settings.
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Activity 4:
Local Adventures & Translation
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The Escape Rooms Go Live

With the Escape Rooms finalized, three partner countries — Croatia, Cyprus, and Spain —
organized "The Great Escape: Local Adventures" events, each bringing together 15 youth
practitioners and stakeholders to experience the rooms firsthand.

Participants engaged with the full Escape Room experience, provided feedback, and discussed
how the methodology can be integrated into their local youth work practice.

Finally, to ensure maximum accessibility and impact, all materials — including the Escape Room
sets, the Methodological Guide, the DIY modules, and the smartphone application — were
translated and adapted into 6 languages: English, Croatian, Serbian, Greek, Turkish, and Spanish.

Enriching lives, opening minds.
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CLOSING / BACK COVER

What's Next?

With Work Package 3 now complete, the project moves into its final phase
WP4: Beyond the Escape, focusing on evaluation, training for trainers, e-learning, and ensuring

the lasting impact of everything we've built together.

All Escape Room materials will be freely available on the project website:
https://inclusivepathwaystopeace.eu/

Stay tuned and follow our progress:
“¥* @udrugastudiob | @udruzenje.svetlost | @erasmiau | @yeu_cyprus
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AgAtLo 3

HiMeyaAn Anedpac):
2xedladoviras EKTatd EVTUKES
MepimeTeLeEG
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Xtidovtag tnv ELpivn Meoa
ano to Mawyvidt

Metd tnv oAoKANpwon tnG ZUPPETOXLKNAG Epeuvag Apacong (Participatory
Action Research - PAR), To £pyo £L0)ABE O£ pLa VEQ KOL CUVAPTIACTLKA
paon: tn dnpLovpyia 8 SLadPacTLKWY EKALSEUTLKWY Escape Rooms mou
Sdivouv (wr otnV eKNaidguon yLa tnv ELpRvn.

To NMakéto Epyaciag 3, «<H MeydaAn Anédpacn): Zxedralovtag
EKTIaLS EUTLKEG MEPLMETELEG», EMKEVIPWVETAL GTNV avantuin
KALVOTOHWYV Avolxtwyv Ekmatdsutikwy Mopwv (Open Educational
Resources - OERSs), oL omtoioL EVSUVAHWVOUV TOUG VEOUG KL TOUG
EMayyeApatieg tng veoAaiag pe Se&Lotnteg mpoAndng Kat emiAvong
CUYKPOUGEWV HECW BLWHATLKIG HABnong mou Bacifetal oto malxvidt.

KaOe Escape Room eVowpATWVEL pwtoypayieg 360° KaL ctoLxeia
Enavinuévng Npaypatikotntag (Augmented Reality - AR), KaBwg kat
(PUGCLKOUG YPLYPOUG, KAOLOTWVTAG TO EVA TIPAYHATLKA TPWTOTOPLAKO

EPYAAELO PN TUTILKAG pAdnong.

Ta ocevdpLa Bacifovtal ota eupnpata tng Epevvag PAR Kat
AVTATOKPLVOVTAL GTLG TIPAYHATLKEG ATIOYPELG KAL EPTIELPLEG TWV VEWV
OXETLKA PE TN Bla, TOV KOLVWVLKO ATTOKAELGHO KL TNV KOLVWVLKI)
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ApactnpLotnta l:
Eknaidevon otnv Kpoatia (Kwvntikotnta
- «Fepupa ELprivne»)

MaOBaivovtag va Xti{oupe tnv MNepLneteLa

To ta&idL Eeklvnoe pe TNV Klvntkotnta epyaciag «Mepupa Etprivng», mou @LAogevnBnke otnv
Kpoartia amo tov opyaviopo Udruga Studio B.
JUPHETEXOVTEC ATIO TLG TECOEPLG YWPEC-eTaipoug — Kpoartia, ZepPia, Kumpo kat Iotavia —
ouvavtninkav yLa pLa EVIATLKN TIOAUNPEPN EKTTaldeuon.
Katd tn Stdpkela autng tng KLvNTLKOTNTAG, OL EMAYYEAPATLEG vEOAaLag Kal oL veoL EBEAOVTEC:

e EpBdBuvav otnv katavonon Tou TAALoLoU TNG EKtatdeuong yLa tnv eLpnvn,
‘Epabav mwg va oxedlalouv Kat va UAoTiolouv oevdpla Escape Room,
Alepglivnoav TpoTmoug evowpdtwong tng Emavgnuevng Mpaypatikotntag (AR) kat Twv
PWTOYPAPLWV 360° WC EKTTALSEVUTLIKWY EPYAAELWY,
KaBopioav tig Baotkeg Oepatikeg Kat TLG agnyroeLg yLa kabe eva ano ta 8 Escape Rooms (2 ava
Xwpa).
H avtaAAayr] autr) amoteAeoe pPLa SNPLOUPYLKN) KAL EUTIVEUCHEVN EUTIELPLA TTOU £B€0€ Ta BepEALa yLa
0,TL akoAouBnoe.

Tng Eupwraikng 'Evwong
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ApactnpLotnta 2:
Anpwoupyia twv Escape Rooms

Ao TG I8¢ otV Mpaypatikotnta

Miow OTLG XWPEG TOUG, KABE 0pyavilopOG-€TaAlpOog UAOTIOLNOE Ta epyaotripla «H MeyaAn Atodpaon:
ZEKLVWVTAG TNV lMepLETeLla» — SNPEPEG SNPLOUPYLKEG CUVAVTIOELG OTIOU VEOL EBEAOVTEG Kal
gpyalOpeVOL OTOV TOPEA TNG VEoAaLlag «eBaAav ta xepLa otn SOUAELA» Kal petetpedav Ta oevapla
O€ TPAaypatikoTnta.

2 UVOALKAQ, avamtuyBnkav 8 povadika Escape Rooms o€ ouvepyaoia peta&u Kpoatiag, ZepBiag,
Kumpou kat Iotaviag. KaBe Swpdatio oxedLAoTNKE WOTE va TIPOKAAEL TOUG TIALKTEG VA OKEPTOVTAL
KPLTLKQ, va ouvepyadovtal Kat va pofAnuatidovtat Tavw o€ ¢ntrjpata cUykpouong, evtagng kat

0LKOSOPNONG ELPNVNG.

H pdaon mapaywyng cuvtoviotnke ano to Udruzenje Svetlost (XZepBia), n opada tou omoiou avelafe
TOV OXE8LACWO, TN XELPOTEX VLA, TOV TTPOYPAPHATLOHO KAL TNV TEXVLKI QVATITUEN:
* 8 uUOLKWV o€t Escape Room (40 oet cuvoALkd, SltabeoiLpa o 6 YAWOOEQ),
e Tou YneLakou pEPoUG Twv Escape Rooms, to omolo mephapBavel meplexopevo 360° kat
otolxela Emavgnuevng Mpaypatikotntag (AR),
e DIY (Do-It-Yourself) evotrjtwyv yLa kaBe Escape Room,
e OAokAnpwpevwyv MeBodoAoylkwv Odnywv yLa tnv uAotoinon kAaBe Escape Room.
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ApactnpLotnta 3:

oo PN Mulotikn Epappoyn & AoKLpn otn
R ZepPla

Aokipadlovtag tnv Etpiavn otnv Mpaén

Mpwv ta Escape Rooms ta&ldePpouv og OAN tnv Eupwtn, Enpeme va SokLpactoly otnv mpagn.
H ocuvavtnon epyactag «H MeydAn Attodpacn: MAaiolo & MAoTikr E@appoyn» tpaypatonoLonke
oto Sabac tn¢ ZepPiag, CUYKEVTPWIVOVTAG EKTIPOOWTIOUC ATO GAOUC TOUC 0PYAVLOHOUGC-£TaipoUC.
OL TAOTLKEG oUVESPLEC TTpaypatoTo)Bnkav og U0 XWPOUC:

e Xto Tehnicka Skola "Kosta AbraSevic¢", pe pabnteg tou oxoAeiou

e 1o Kancelarija za mlade, Loznica, P& TOTILKOUG VEOUG EBEAOVTEC
MeploooOtepoL amo 35 vVEOL CUPHETELYaV ot SoKLuN Kat Twv 8 Escape Rooms. Ta oxO0ALa Toug
OUAAEXONKQaV TIPOOEKTLKA Kal XpnotpotoLenkav yia tn BeAtiwon twv oevapiwy, tn SLopbwon
TEXVIKWVY OTOLYELWV KAL TNV TUTIOTIOLNON TWV TEALKWV EKSOCEWV TWV SWHATIWV TIPLV aTo TN SLavoun

TOUC.
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ApactnpLotnta 3:
Motk Epappoyn & AoKLpn oth
ZepPla
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Aokipadlovtag tnv Etpiavn otnv Mpaén

Mua LéLaitepn cupBoAn otn dtadikacia tng TAOTLKNG ePappoyng eixe o Slobodan Avdié,
EKTIPOOWTIOC TOU ABANTIKOU ZUAAGYOU ATOpWV pE Avamnpia amd to Sabac, o onolog cuppeteiye
EVEPYA OTN SOKLYMN Kal a§LoAdynon Katl Twv 8 Escape Rooms.

OL TOAUTLUEG TTapaTnPr oL tou Bonbnoav tnv opdada va agloAoynoeL TNV MpocBactpotnta Kabe
Swpatiou — evtomidovtag ePTodLa Kal TIPOTEIVOVTAG CUYKEKPLUEVEG TIPOCAPOYEG, WOTE Ta Escape
Rooms va glvat TpooBacipa Kat AELTOUPYLKA yLa Eva eUPUTEPO PACHA CUPHETEXOVTWY,
OUUTEPIAAPBAVOPEVWY VEWV PE HELWHPEVN KLVNTLKOTNTA Kat TIPoBArpata akorg. Autr n OTITLKN
UTINP&E KABOPLOTLKI) OTN SLAPOPPWON TWV TEALKWY, TILO CUUTIEPLANTITIKWY EKSOCEWV TWV SWHATLWV.
AuTr n @Aaon SLac@AALoE OTL TO TEALKO TPOLOV S€V NTAV POVO EAKUCTLKO KAL EKTIALSEUTLKO, AAAA Kat
OUUTIEPLANTITLKO, AELTOUPYLKO KAL ETOLPO VA XPnoLPoTolnBel o€ TTolkiAa KOWoTLKA TEpLBAaAAovTa.

TnG EupwTraikng 'Evwong
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ApactnpLotnta 4:
TotiLKEG MepLniEteLeg & Metawpaon
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Ta Escape Rooms Byaivouv otov Agpa

Me tnv oAokAnpwaon Twv Escape Rooms, TpeLg xwpeG-etalpol — Kpoatia, Kumpog kat Iomavia —
SLopyavwoayv TG Spdoelg «H Meyain Attodpaon: ToTikeg MepLieteleg», pepvovtag padi 15
EMAYYEALATLEG VEOAQLAG KaL EVOLAPEPOPEVOUC (POPELG O€ KABE Ywpa, wote va Blwoouv ta Escape
Rooms amo mpwto xepL. OL CUPPETEXOVTEG EAaav PEPOG oTNV TIANPN ePTieLpla Twv Escape Rooms,
Tapeiyav avatpowodotnaon kat culntnoav mwg n peBodoAoyia Pmopel va evowpatwBEeL oTNV TOTILKNA
TIPAKTLKI Epyaciag e VEOUC.

TEAOG, yLa va SLacWAALOTEL N PeyLOTN TPOGBacLyotnTa Kat afmrjxnon, OAa Ta UALKA —
oupmepAapBavopevwy Twv ot Escape Room, tou MeBodoAoyikou O&nyou, twv DIY evotritwy Kat
NG EYappoyng yta smartphones — peta@pactnkav Kat Tpocapuootnkav o€ 6 YAwooeq: AyyALKaQ,
Kpoatikd, ZepBLkd, EAANVLIKA, ToupKLKA Kat IoTtavika.
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KAEIZIMO / NIZQ EZQPYANO

TL AKOAOUOEL;

Me tnv oAokAnpwaon tou Maketou Epyacilag 3, To £pyo TEpVA OTNV TEALKN TOU QAoN:

ME4: Beyond the Escape, T0 0Tol0 EMKEVTPWVETAL OTNV AELOAOYNOT, TNV EKTALSEUCT EKTIALSEUTWV,
TNV NAEKTPOVLKI pabnon kat tn SLac@ailon Tou SLapkKoUg AVTLKTUTIOU OAWVY OCWV £XOUE
Snuloupynoet padl.

'OAa ta UALKA Twv Escape Rooms Ba eival eAevBepa Stabeoipa otnv LoTooeAida Tou Epyou:
https://inclusivepathwaystopeace.eu/

Melvete GUVTOVLOPEVOL KAl TTapakoAouBnote tTnv mopela pag:
«¥ @udrugastudiob | @udruzenje.svetlost | @erasmiau | @yeu_cyprus
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BULTEN 3

BuyukiKacis:
Egitsel MaceralarTasanlamalk
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Oyun Aracilidiyla Baris insa Etmek

Katilimli Eylem Arastirmamizin (PAR) tamamlanmasinin ardindan
proje heyecan verici yeni bir asamaya gecti: baris egitimini hayata
geciren 8 etkilesimli egitsel Kacgis Odasinin olusturulmasi.

“Buyuk Kacis: Egitsel Maceralarin Tasarlanmasi”, gengleri ve
genclik calisanlarini catisma dnleme ve ¢6ziimleme becerileriyle
guclendiren yenilik¢i Agik Egitim Kaynaklari (OER) gelistirmeye
odaklanir. Bu amag, uygulamali ve oyun temelli 68renme
yontemleriyle gerceklestirilir.

Her bir Kacis Odasi, 360° fotograflar, Artirilmis Gergeklik (AR)
unsurlarn ve fiziksel bulmacalar icerir ve onlari yaygin egitimde son
derece yenilikci bir 68renme araci haline getirir.

Senaryolar, PAR arastirmamizin bulgularina dayanir ve gencglerin
siddet, marjinallesme ve toplumsal degisim konularindaki gercek
gorus ve deneyimlerini ele alir.
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Aktivite 1: Hirvatistan’daki Egitim
("Bridge of Peace")

Macerayi Tasarlamayi1 Ogrendik:

Yolculuk, Hirvatistan’da Association Studio B tarafindan gerceklestirilen egitimle basladi.

Dort partner Glkeden katilimcilar (Hirvatistan, Sirbistan, Kibris ve ispanya) birkag giine yayilan ve
dolu dolu gecen bu egitimle bir araya geldi.

Bu egitim sirasinda genclerle ¢calisanlar ve gonulluler:

Baris kulturu egitimi cercevesiyle ilgili bilgilerini artirdilar

Kagis Odasi senaryosu tasarlamayi ve uygulamayi ogrendiler

Artirilmis Gergeklik (AR) ve 360° fotograflari egitsel aracglar olarak entegre etmeyi kesfettiler
Kagis Odalari icin temel temalar ve hikayeler tanimladilar (her tlke i¢in 2 oda)

Bu egitim, projenin geri kalani i¢cin temel olusturan yaratici ve ilham verici bir deneyimdi.
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@y VS Etkinlik 2:

AR Ptm Kacis Odalarini Tasarlamak

Fikirden Gercege

Katilimcr kuruluslarin her biri, kendi ulkelerinde “The Great Escape: Starting the Adventure”
atolyelerini gerceklestirdi. iki gln stiren bu yaratici oturumlarda geng génulluler ve genclik
calisanlari kollari sivayarak senaryolari hayata gecirdi.

Hirvatistan, Sirbistan, Kibris ve ispanya’da is birligi icinde toplam 8 6zgiin Kacis Odasi gelistirildi.
Her bir oda, katilimcilari elestirel dusunmeye, is birligi yapmaya ve ¢catisma, kapsayicilik ile baris
insasi konulari Uzerine dusunmeye tesvik edecek sekilde tasarlandi.

Uretim asamasi, Udruzenje Svetlost (Sirbistan) liderliginde yuritaldd. Ekip tasarim, el isciligi
uretimi, programlama ve teknik gelistirmeden sorumluydu:

8 fiziksel kagis odasi seti (6 dilde toplam 40 set)

360° icerik ve AR dahil olmak Uzere Kacgis Odalarinin dijital unsurlari

Her Kacis Odasi icin DIY modull

Her oda icin kapsamli Yontemsel Kilavuz
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Aktivite 3:
Sirbistan’da Pilot & Test Asamasi

.
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Barisi Test Etmek

Kacis Odalari Avrupa’da yolculugu ¢cikmadan once, test edilmeleri gerekiyordu. "The Great Escape:
Framework & Piloting" toplantisi Sirbistan’in Sabac bélgesinde, tim partner organizasyonlarin
katilimiyla gerceklesti.
iki farkli pilot oturum gerceklesti:

e Tehnicka Skola "Kosta AbraSevi¢" — okul 68rencileriyle

e Kancelarija za mlade, Loznica — yerel geng¢ gonullulerle

35'ten fazla genc¢ katilimci 8 Kagis Odasr’nin test asamasina katildi. Geri bildirimleri dikkatlice
toplandi ve senaryolari tamamlamak, teknik unsurlari onarmak ve dagitimdan once odalarin son
versiyonlarini standardize etmek i¢in kullanildi.
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Aktivite 3:
Sirbistan’da Pilot & Test Asamasi

.
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Barisi Test Etmek

Pilot uygulama surecine 6zel bir katki, Sabac Engelliler Spor Dernegi temsilcisi Slobodan Avdi¢’ten
geldi. Kendisi, 8 Kagis Odasinin tamaminin test edilmesi ve degerlendirilmesi sureclerine aktif

olarak katildi.

Degerli yorumlari, ekiplerin kapsayiciligi her odada degerlendirmeye almaya katki sagladi.
Boylece, Kagis Odalari hareket kabiliyeti kisitli gencler ve isitme engelli bireyler de dahil olmak
Uzere daha genis bir katilimci kitlesi tarafindan erisilebilir ve kullanilabilir hale getirilmesi igin
somut duzenlemelerin 6nerilmesini sagladi. Bu bakis acgisi, odalarin son ve daha kapsayici
versiyonlarini sekillendirmekte onemli bir rol oynadi.

Bu asama, son versiyonun egitsel ve interaktif olmasina ek olarak kapsayici, islevsel ve farkli
toplumlarda kullanima hazir olmasini da sagladi.
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Aktivite 4:
Yerel Maceralar & Cevirileri
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Kacis Odalari Kullanima Hazir

Kacis Odalarinin tamamlanmasiyla, U¢ partner organizasyonun her biri “The Great Escape: Local
adventures” etkinlikleri duzenleyerek, odalari deneyimleyebilmek i¢cin genclerle ¢alisan ve paydas
olan 15'er kisiyi bir araya getirdi.

Katilimcilar Kagis Odasi deneyimini yasayip, geribildirim saglayip, metotlarin kendi calismalarina
nasil dahil edilebilecegini tartisti.

Son olarak, erisilebilirlik ve etkiyi en Ust duzeye ¢ikarmak icin (Kagis odasi setleri, Yontemsel
Kilavuzlar, DIY modulleri ve akilli telefon uygulamalari) tim materyaller 6 dile ¢cevrilmis ve
uyarlanmistir: ingilizce, Hirvatca,Sirpca, Yunanca, Turkce ve ispanyolca.
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SON OLARAK
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Sonraki Adimlar

Calisma Paketi 3'un tamamlanmasiyla, projenin son asamasi olan Calisma Paketi 4'e giris
yaplyoruz. Burada degerlendirmeye, egitmen egitimine, e-68renmeye ve su ana kadar
yaratilanlarin surdurulebilir etkisine odaklanilacaktir.

Kacis Odalarinin tamamiyla ilgili materyaller, proje websitesinden ulasabileceksiniz:
https://inclusivepathwaystopeace.eu/

Daha fazla bilgi i¢in takipte kalin:
“¥* @udrugastudiob | @udruzenje.svetlost | @erasmiau | @yeu_cyprus
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	The Great Escape:  Designing Educational  Adventures


	Building Peace Through Play
	Following the completion of our Participatory Action Research, the project entered an exciting new phase — creating 8 interactive educational Escape Rooms that bring peace education to life.
	Work Package 3 "The Great Escape: Designing Educational Adventures" focuses on developing innovative Open Educational Resources (OERs) that empower young people and youth practitioners with conflict prevention and resolution skills — through hands-on, game-based learning.
	Each Escape Room incorporates 360° photos  & Augmented Reality (AR) elements, and physical puzzles,  making them a truly cutting-edge non-formal education tool.  The scenarios are rooted in the findings of our PAR research — addressing real youth perspectives on violence, marginalization, and social change.

	Activity 1: Training in Croatia  ("Bridge of Peace" Mobility)
	Learning to Build the Adventure
	The journey began with working mobility "Bridge of Peace" hosted in Croatia by Association Studio B.  Participants from all four partner countries: Croatia, Serbia, Cyprus, and Spain — came together for an intensive multi-days training. During this mobility, youth practitioners and young volunteers:
	Deepened their understanding of the peace education framework
	Learned how to design and implement Escape Room scenarios
	Explored how to integrate Augmented Reality (AR) and 360° photos  as educational tools
	Defined the key themes and storylines for each of the 8 Escape Rooms — 2 per country
	This exchange was a creative and inspiring experience that set the foundation for everything that followed.

	Activity 2:  Creating the Escape Rooms
	From Ideas to Reality
	Back in their home countries, each partner organization held "The Great Escape: Starting the Adventure" workshops— 2-day creative sessions where young volunteers and youth workers rolled up their sleeves and brought the scenarios to life.
	A total of 8 unique Escape Rooms were collaboratively developed across Croatia, Serbia, Cyprus, and Spain.  Each room was designed to challenge players to think critically, collaborate, and reflect on issues of conflict, inclusion, and peacebuilding.
	The production phase was led by Udruženje Svetlost (Serbia), whose team handled the design, handcrafting, programming, and technical development of:
	8 physical Escape Room sets (40 sets in total, in 6 languages)
	Digital  part of Escape room featuring 360° content and AR
	DIY modules for each Escape Room
	A comprehensive Methodological Guides for each rooms implementations

	Activity 3:  Piloting & Testing in Serbia
	Putting Peace to the Test
	Before the Escape Rooms could travel across Europe, they needed to be tried and tested.  The "The Great Escape: Framework & Piloting" working meeting took place in Šabac, Serbia, bringing together representatives from all partner organizations. The pilot sessions were held at two venues:
	Tehnička škola "Kosta Abrašević" — with students of the school
	Kancelarija za mlade, Loznica — with local youth volunteers
	Over 35 young participants took part in testing all 8 Escape Rooms. Their feedback was carefully collected and used to refine scenarios, fix technical elements, and standardize the final versions of the rooms before distribution.

	Activity 3:  Piloting & Testing in Serbia
	Putting Peace to the Test
	A special contribution to the piloting process came from Slobodan Avdić, representative of the Sports Association of Persons with Disabilities from Šabac, who actively participated in the testing and evaluation of all 8 Escape Rooms. His invaluable insights helped the team assess the inclusivity of each room — identifying barriers and recommending concrete adjustments to ensure the Escape Rooms are accessible and usable for a wider range of participants, including youth with reduced mobility and hearing impairments. This perspective was essential in shaping the final, more inclusive versions of the rooms.
	This phase ensured that the final product was not only engaging and educational, but also inclusive, functional, and ready to be used in diverse community settings.
	Activity 4:
	Local Adventures & Translation
	CLOSING / BACK COVER


	INCLUSIVE
	ways
	PATH
	TO PEACE
	Ενημερωτικό Δελτίο 3
	Η Μεγάλη Απόδραση: Σχεδιάζοντας Εκπαιδευτικές Περιπέτειες


	Χτίζοντας την Ειρήνη Μέσα  από το Παιχνίδι
	Μετά την ολοκλήρωση της Συμμετοχικής Έρευνας Δράσης (Participatory Action Research - PAR), το έργο εισήλθε σε μια νέα και συναρπαστική φάση: τη δημιουργία 8 διαδραστικών εκπαιδευτικών Escape Rooms που δίνουν ζωή στην εκπαίδευση για την ειρήνη.
	Το Πακέτο Εργασίας 3, «Η Μεγάλη Απόδραση: Σχεδιάζοντας Εκπαιδευτικές Περιπέτειες», επικεντρώνεται στην ανάπτυξη καινοτόμων Ανοιχτών Εκπαιδευτικών Πόρων (Open Educational Resources - OERs), οι οποίοι ενδυναμώνουν τους νέους και τους επαγγελματίες της νεολαίας με δεξιότητες πρόληψης και επίλυσης συγκρούσεων μέσω βιωματικής μάθησης που βασίζεται στο παιχνίδι.
	Κάθε Escape Room ενσωματώνει φωτογραφίες 360° και στοιχεία Επαυξημένης Πραγματικότητας (Augmented Reality - AR), καθώς και φυσικούς γρίφους, καθιστώντας το ένα πραγματικά πρωτοποριακό εργαλείο μη τυπικής μάθησης.
	Τα σενάρια βασίζονται στα ευρήματα της έρευνας PAR και ανταποκρίνονται στις πραγματικές απόψεις και εμπειρίες των νέων σχετικά με τη βία, τον κοινωνικό αποκλεισμό και την κοινωνική αλλαγή.
	Δραστηριότητα 1:  Εκπαίδευση στην Κροατία (Κινητικότητα - «Γέφυρα Ειρήνης»)

	Μαθαίνοντας να Χτίζουμε την Περιπέτεια
	Το ταξίδι ξεκίνησε με την κινητικότητα εργασίας «Γέφυρα Ειρήνης», που φιλοξενήθηκε στην Κροατία από τον οργανισμό Udruga Studio B. Συμμετέχοντες από τις τέσσερις χώρες-εταίρους — Κροατία, Σερβία, Κύπρο και Ισπανία — συναντήθηκαν για μια εντατική πολυήμερη εκπαίδευση. Κατά τη διάρκεια αυτής της κινητικότητας, οι επαγγελματίες νεολαίας και οι νέοι εθελοντές:
	Εμβάθυναν στην κατανόηση του πλαισίου της εκπαίδευσης για την ειρήνη,
	Έμαθαν πώς να σχεδιάζουν και να υλοποιούν σενάρια Escape Room,
	Διερεύνησαν τρόπους ενσωμάτωσης της Επαυξημένης Πραγματικότητας (AR) και των φωτογραφιών 360° ως εκπαιδευτικών εργαλείων,
	Καθόρισαν τις βασικές θεματικές και τις αφηγήσεις για κάθε ένα από τα 8 Escape Rooms (2 ανά χώρα).
	Η ανταλλαγή αυτή αποτέλεσε μια δημιουργική και εμπνευσμένη εμπειρία που έθεσε τα θεμέλια για ό,τι ακολούθησε.
	Δραστηριότητα 2:  Δημιουργία των Escape Rooms

	Από τις Ιδέες στην Πραγματικότητα
	Πίσω στις χώρες τους, κάθε οργανισμός-εταίρος υλοποίησε τα εργαστήρια «Η Μεγάλη Απόδραση: Ξεκινώντας την Περιπέτεια» — διήμερες δημιουργικές συναντήσεις όπου νέοι εθελοντές και εργαζόμενοι στον τομέα της νεολαίας «έβαλαν τα χέρια στη δουλειά» και μετέτρεψαν τα σενάρια σε πραγματικότητα.
	Συνολικά, αναπτύχθηκαν 8 μοναδικά Escape Rooms σε συνεργασία μεταξύ Κροατίας, Σερβίας, Κύπρου και Ισπανίας. Κάθε δωμάτιο σχεδιάστηκε ώστε να προκαλεί τους παίκτες να σκέφτονται κριτικά, να συνεργάζονται και να προβληματίζονται πάνω σε ζητήματα σύγκρουσης, ένταξης και οικοδόμησης ειρήνης.
	Η φάση παραγωγής συντονίστηκε από το Udruženje Svetlost (Σερβία), η ομάδα του οποίου ανέλαβε τον σχεδιασμό, τη χειροτεχνία, τον προγραμματισμό και την τεχνική ανάπτυξη:
	8 φυσικών σετ Escape Room (40 σετ συνολικά, διαθέσιμα σε 6 γλώσσες),
	Του ψηφιακού μέρους των Escape Rooms, το οποίο περιλαμβάνει περιεχόμενο 360° και στοιχεία Επαυξημένης Πραγματικότητας (AR),
	DIY (Do-It-Yourself) ενοτήτων για κάθε Escape Room,
	Ολοκληρωμένων Μεθοδολογικών Οδηγών για την υλοποίηση κάθε Escape Room.
	Δραστηριότητα 3:  Πιλοτική Εφαρμογή & Δοκιμή στη Σερβία

	Δοκιμάζοντας την Ειρήνη στην Πράξη
	Πριν τα Escape Rooms ταξιδέψουν σε όλη την Ευρώπη, έπρεπε να δοκιμαστούν στην πράξη. Η συνάντηση εργασίας «Η Μεγάλη Απόδραση: Πλαίσιο & Πιλοτική Εφαρμογή» πραγματοποιήθηκε στο Šabac της Σερβίας, συγκεντρώνοντας εκπροσώπους από όλους τους οργανισμούς-εταίρους. Οι πιλοτικές συνεδρίες πραγματοποιήθηκαν σε δύο χώρους:
	Στο Tehnička škola "Kosta Abrašević", με μαθητές του σχολείου
	Στο Kancelarija za mlade, Loznica, με τοπικούς νέους εθελοντές
	Περισσότεροι από 35 νέοι συμμετείχαν στη δοκιμή και των 8 Escape Rooms. Τα σχόλιά τους συλλέχθηκαν προσεκτικά και χρησιμοποιήθηκαν για τη βελτίωση των σεναρίων, τη διόρθωση τεχνικών στοιχείων και την τυποποίηση των τελικών εκδόσεων των δωματίων πριν από τη διανομή τους.
	Δραστηριότητα 3:  Πιλοτική Εφαρμογή & Δοκιμή στη Σερβία

	Δοκιμάζοντας την Ειρήνη στην Πράξη
	Μια ιδιαίτερη συμβολή στη διαδικασία της πιλοτικής εφαρμογής είχε ο Slobodan Avdić, εκπρόσωπος του Αθλητικού Συλλόγου Ατόμων με Αναπηρία από το Šabac , ο οποίος συμμετείχε ενεργά στη δοκιμή και αξιολόγηση και των 8 Escape Rooms.
	Οι πολύτιμες παρατηρήσεις του βοήθησαν την ομάδα να αξιολογήσει την προσβασιμότητα κάθε δωματίου — εντοπίζοντας εμπόδια και προτείνοντας συγκεκριμένες προσαρμογές, ώστε τα Escape Rooms να είναι προσβάσιμα και λειτουργικά για ένα ευρύτερο φάσμα συμμετεχόντων, συμπεριλαμβανομένων νέων με μειωμένη κινητικότητα και προβλήματα ακοής. Αυτή η οπτική υπήρξε καθοριστική στη διαμόρφωση των τελικών, πιο συμπεριληπτικών εκδόσεων των δωματίων. Αυτή η φάση διασφάλισε ότι το τελικό προϊόν δεν ήταν μόνο ελκυστικό και εκπαιδευτικό, αλλά και συμπεριληπτικό, λειτουργικό και έτοιμο να χρησιμοποιηθεί σε ποικίλα κοινοτικά περιβάλλοντα.
	Δραστηριότητα 4:  Τοπικές Περιπέτειες & Μετάφραση

	Τα Escape Rooms Βγαίνουν στον Αέρα
	Με την ολοκλήρωση των Escape Rooms, τρεις χώρες-εταίροι — Κροατία, Κύπρος και Ισπανία — διοργάνωσαν τις δράσεις «Η Μεγάλη Απόδραση: Τοπικές Περιπέτειες», φέρνοντας μαζί 15 επαγγελματίες νεολαίας και ενδιαφερόμενους φορείς σε κάθε χώρα, ώστε να βιώσουν τα Escape Rooms από πρώτο χέρι. Οι συμμετέχοντες έλαβαν μέρος στην πλήρη εμπειρία των Escape Rooms, παρείχαν ανατροφοδότηση και συζήτησαν πώς η μεθοδολογία μπορεί να ενσωματωθεί στην τοπική πρακτική εργασίας με νέους. Τέλος, για να διασφαλιστεί η μέγιστη προσβασιμότητα και απήχηση, όλα τα υλικά — συμπεριλαμβανομένων των σετ Escape Room, του Μεθοδολογικού Οδηγού, των DIY ενοτήτων και της εφαρμογής για smartphones — μεταφράστηκαν και προσαρμόστηκαν σε 6 γλώσσες: Αγγλικά, Κροατικά, Σερβικά, Ελληνικά, Τουρκικά και Ισπανικά.
	ΚΛΕΙΣΙΜΟ / ΠΙΣΩ ΕΞΩΦΥΛΛΟ

	Τι Ακολουθεί;
	Με την ολοκλήρωση του Πακέτου Εργασίας 3, το έργο περνά στην τελική του φάση: ΠΕ4: Beyond the Escape, το οποίο επικεντρώνεται στην αξιολόγηση, την εκπαίδευση εκπαιδευτών, την ηλεκτρονική μάθηση και τη διασφάλιση του διαρκούς αντίκτυπου όλων όσων έχουμε δημιουργήσει μαζί.
	Όλα τα υλικά των Escape Rooms θα είναι ελεύθερα διαθέσιμα στην ιστοσελίδα του έργου: 🌐 https://inclusivepathwaystopeace.eu/
	Μείνετε συντονισμένοι και παρακολουθήστε την πορεία μας: 📸 @udrugastudiob | @udruzenje.svetlost | @erasmiau | @yeu_cyprus
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	Büyük Kaçış:  Eğitsel Maceralar Tasarlamak


	Oyun Aracılığıyla Barış İnşa Etmek
	Katılımlı Eylem Araştırmamızın (PAR) tamamlanmasının ardından proje heyecan verici yeni bir aşamaya geçti: barış eğitimini hayata geçiren 8 etkileşimli eğitsel Kaçış Odasının oluşturulması.
	“Büyük Kaçış: Eğitsel Maceraların Tasarlanması”, gençleri ve gençlik çalışanlarını çatışma önleme ve çözümleme becerileriyle güçlendiren yenilikçi Açık Eğitim Kaynakları (OER) geliştirmeye odaklanır. Bu amaç, uygulamalı ve oyun temelli öğrenme yöntemleriyle gerçekleştirilir.
	Her bir Kaçış Odası, 360° fotoğraflar, Artırılmış Gerçeklik (AR) unsurları ve fiziksel bulmacalar içerir ve onları yaygın eğitimde son derece yenilikçi bir öğrenme aracı haline getirir.
	Senaryolar, PAR araştırmamızın bulgularına dayanır ve gençlerin şiddet, marjinalleşme ve toplumsal değişim konularındaki gerçek görüş ve deneyimlerini ele alır.

	Aktivite 1: Hırvatistan’daki Eğitim  ("Bridge of Peace")
	Macerayı Tasarlamayı Öğrendik:
	Yolculuk, Hırvatistan’da Association Studio B tarafından gerçekleştirilen eğitimle başladı.
	Dört partner ülkeden katılımcılar (Hırvatistan, Sırbistan, Kıbrıs ve İspanya) birkaç güne yayılan ve dolu dolu geçen bu eğitimle bir araya geldi.
	Bu eğitim sırasında gençlerle çalışanlar ve gönüllüler:
	Barış kültürü eğitimi çerçevesiyle ilgili bilgilerini artırdılar
	Kaçış Odası senaryosu tasarlamayı ve uygulamayı öğrendiler
	Artırılmış Gerçeklik (AR) ve 360° fotoğrafları eğitsel araçlar olarak entegre etmeyi keşfettiler
	Kaçış Odaları için temel temalar ve hikayeler tanımladılar (her ülke için 2 oda)
	Bu eğitim, projenin geri kalanı için temel oluşturan yaratıcı ve ilham verici bir deneyimdi.

	Etkinlik 2:  Kaçış Odalarını Tasarlamak
	Fikirden Gerçeğe
	Katılımcı kuruluşların her biri, kendi ülkelerinde “The Great Escape: Starting the Adventure” atölyelerini gerçekleştirdi. İki gün süren bu yaratıcı oturumlarda genç gönüllüler ve gençlik çalışanları kolları sıvayarak senaryoları hayata geçirdi.
	Hırvatistan, Sırbistan, Kıbrıs ve İspanya’da iş birliği içinde toplam 8 özgün Kaçış Odası geliştirildi. Her bir oda, katılımcıları eleştirel düşünmeye, iş birliği yapmaya ve çatışma, kapsayıcılık ile barış inşası konuları üzerine düşünmeye teşvik edecek şekilde tasarlandı.
	Üretim aşaması, Udruženje Svetlost (Sırbistan) liderliğinde yürütüldü. Ekip tasarım, el işçiliği üretimi, programlama ve teknik geliştirmeden sorumluydu:
	8 fiziksel kaçış odası seti (6 dilde toplam 40 set)
	360° içerik ve AR dahil olmak üzere Kaçış Odalarının dijital unsurları
	Her Kaçış Odası için DIY modülü
	Her oda için kapsamlı Yöntemsel Kılavuz

	Aktivite 3:  Sırbistan’da Pilot & Test Aşaması
	Barışı Test Etmek
	Kaçış Odaları Avrupa’da yolculuğu çıkmadan önce, test edilmeleri gerekiyordu. "The Great Escape: Framework & Piloting" toplantısı Sırbistan’ın Šabac bölgesinde, tüm partner organizasyonların katılımıyla gerçekleşti. İki farklı pilot oturum gerçekleşti:
	Tehnička škola "Kosta Abrašević" — okul öğrencileriyle
	Kancelarija za mlade, Loznica — yerel genç gönüllülerle
	35'ten fazla genç katılımcı 8 Kaçış Odası’nın test aşamasına katıldı. Geri bildirimleri dikkatlice toplandı ve senaryoları tamamlamak, teknik unsurları onarmak ve dağıtımdan önce odaların son versiyonlarını standardize etmek için kullanıldı.

	Aktivite 3:  Sırbistan’da Pilot & Test Aşaması
	Barışı Test Etmek
	Pilot uygulama sürecine özel bir katkı, Šabac Engelliler Spor Derneği temsilcisi Slobodan Avdić’ten geldi. Kendisi, 8 Kaçış Odasının tamamının test edilmesi ve değerlendirilmesi süreçlerine aktif olarak katıldı.
	Değerli yorumları, ekiplerin kapsayıcılığı her odada değerlendirmeye almaya katkı sağladı. Böylece, Kaçış Odaları hareket kabiliyeti kısıtlı gençler ve işitme engelli bireyler de dâhil olmak üzere daha geniş bir katılımcı kitlesi tarafından erişilebilir ve kullanılabilir hale getirilmesi için somut düzenlemelerin önerilmesini sağladı. Bu bakış açısı, odaların son ve daha kapsayıcı versiyonlarını şekillendirmekte önemli bir rol oynadı.
	Bu aşama, son versiyonun eğitsel ve interaktif olmasına ek olarak kapsayıcı, işlevsel ve farklı toplumlarda kullanıma hazır olmasını da sağladı.
	Aktivite 4:
	Yerel Maceralar & Çevirileri
	SON OLARAK



