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Escape Room

Synopsis:

n true Christopher Edge style, there is so much more to
Escape Room than meets the eye. With layers of symbolism
and the complete unexpected, readers are challenged to think
about their own place in the world. 

12-year-old Ami has been given a fantastic gift – an
immersive escape room experience at The Escape. She
absolutely loves puzzles so this is perfect for her. At first, she
wonders if she will be playing alone but then four other young
people arrive: Adjoa seems seriously cool with her pink
sunglasses and so much confidence; Oscar has a sporty
swagger; Ibrahim is quietly clever; and Min is a walking
encyclopaedia. Together they should make a brilliant team.
Their task – Save the World and Find the Answer. 

The escape room starts out as they expect – clues, puzzles,
messages to decipher. Ami knows she needs to question
everything and take nothing for granted. When they come
across a strange, automated chess set, the solution seems
simple enough – defeat the machine and move on to the next
stage of the escape room. But suddenly, the situation takes a
dark turn. This is no ordinary game and the threat seems real.
Are they supposed to win or lose? Go forward or back? Trust
their judgement or find a different way? One thing is clear –
this is not going to be easy. 
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Synopsis continued:

The team find themselves in a series of bizarre rooms: an
attic full of old tech, a library with more books than anyone
could ever read, a cursed tomb and a deserted shopping mall.
Each is more dangerous than the last and none of them are
certain they’ll all make it out alive. Some say life is a game
but Ami’s not sure this is the game she wants to play. 

Ami is pushed to question everything she has ever known
about reasoning, logic and her own abilities. Questions of the
problems humans have created, the destruction of the
environment and the power of a child’s mind run through this
captivating story until the mind-blowing final moments.
Nothing is as it seems in the Escape Room. 

This story will challenge readers to dig deep into their own
understanding. They will love joining the team and working
through the escape room puzzles with Ami and the others.
Then, as the story takes a darker turn, they will find
themselves questioning just what it means to have
intelligence and our responsibility for what we choose to do
with this power. Only with optimism, creativity and
imagination can we build a brighter future. 
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Themes:

Content warning:

Puzzles & code breaking 
Mystery & the unknown 
The environment 
Responsibility for the world 
Teamwork 
STEM / Artificial Intelligence 

During their time in the Escape Room, some of the
members of Ami’s team appear to die. They are trying
to solve puzzles together and are forced to leave one
team-mate behind each time.  
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National Curriculum Links: 

Escape Room is just right for readers in Upper Key Stage Two
and Key Stage Three.  With advanced scientific vocabulary and
complex layers of symbolism, it is a challenging text. Stronger
readers in Year 5+ could tackle it independently although it
would be best as a class read aloud with plenty of discussion.
 
Links to science (the environment, technology), history
(prehistoric to present, libraries), geography (environment,
oceans) and maths (puzzles, coding) will stretch children’s
understanding of the world and provide opportunities to
explore issues further. 
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If you enjoy this you'll enjoy...

Space Oddity 

The Jamie Drake Equation 

The Many Worlds of Albie Bright  

The Longest Night of Charlie Noon 

The Infinite Lives of Maisie Day 

Twelve Minutes to Midnight 

Shadows of the Silver Screen 

The Black Crow Conspiracy 

UKS2

Escape Room



Key vocabulary

LED lights 
kaleidoscope 
revolving 
concentric 
vintage 
quizzical 
cavernous 
pensive 

CHAPTER 1:

illuminating 
ancient 
rummaging 
old-school 
antiques 
jumble sale 
cassette tapes 
worming 

CHAPTER 3:

incessant 
crimson 
chequered 
inferno 
extinguisher 
spontaneously 
pixelated 
pre-ordained

CHAPTER 5:

proportion 
humanity 
laboratory 
formula 
unique 
intently 
monitoring 
disembodied 

CHAPTER 2:

automaton 
waxwork 
splayed 
grandmaster 
clockwork 
pawn 
strategy 
initiated 

CHAPTER 4:

juddering 
universal 
catchphrases 
imposing 
avenues 
cylindrical 
suspended 
monumental 

CHAPTER 6:
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Key vocabulary

gallery 
strain 
miffed 
brute force 
galleries 
blooming 
broaden my
horizons 
sepia-tinged 

CHAPTER 7:

undimmed 
mounting 
dread 
brandishes 
seared 
seething 
hexagonal 
labyrinth 

CHAPTER 9:

landslide 
vaulted 
choked 
ultimate 
hieroglyphs 
hemming 
desiccated 
sarcophagus 

CHAPTER 11:

overdue 
sliding ladder 
wince 
incredulity 
guarantee 
zoology 
philosophy 
astounded 

CHAPTER 8:

peal of thunder 
deluge 
flotsam 
avalanche 
spindly 
snarl 
origami 
disintegrate

CHAPTER 10:

chiselled 
lever 
exquisite 
malachite 
pearl 
mineral 
red herring 
leer 

CHAPTER 12:
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Key vocabulary

spiral 
mesmerised 
revolves 
knack 
furrowed 
zenith 
baktun 
sinister

CHAPTER 13:

descend 
tread 
shards 
atrium 
concourse 
withered 
arcade 
beckons 

CHAPTER 15:

ivory 
stampede 
lurching 
makeshift 
gesture 
renovation 
inquisitively 
distinctives 

CHAPTER 17:

swathes 
jade 
sockets 
underworld 
bristling 
crystallise 
symmetry 
torrent

CHAPTER 14:

facades 
proclaiming 
shutters 
gnawing 
luminescent 
iridescent 
platinum 
guttural

CHAPTER 16:

stocky 
Neanderthal 
silhouetted 
nuzzling 
frantic 
extinction 
underworld 
pitched 

CHAPTER 18:
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Key vocabulary

 infinity 
vast 
TARDIS 
capsule 
console 
retro-futuristic 
promenading 
subterranean 

CHAPTER 19:

acceleration 
paradise 
lush 
vegetation 
disintegrating 
lurid 
translucent 
microplastic 

CHAPTER 21:

joystick 
primitive 
eight-bit 
icon 
manoeuvres 
inexorably 
unblemished 
cratered 

CHAPTER 20:

consciousness 
self-improving 
catastrophe 
uninhabitable 
dwindling 
capabilities 
artificial
intelligence 
precautionary 

CHAPTER 22:
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Entering The Escape & The Attic –
Chapters 1-5  

Why has Ami been given an evening of adventure at The Escape? (p.1) 
What is Ami’s first test? (p.2) 
How would you describe The Escape building? (p.2) 
What is unusual about the spelling of Ami’s name? (p.3) 
What is an escape game? (p.4) 
Who is the first teammate to arrive? What is she like? (p.5,6) 
How has Oscar made a wise choice of outfit? (p.6) 
What does Ibrahim’s Rubik’s Cube tell us about him? (p.7) 
What is the significance of the team name, Five Mind? (p.8) 
What must the team do to save the world? (p.11,12) 
What does the team notice about all of the tech piled up in the first
room? (p.16) 
Where is the clicking sound coming from? (p.20) 
What sort of mood is created by the description of the man at the
chessboard? (p.20) 
What is special about this automaton? (p.22,23) 
What skills does Ami have that make her good at chess? (p.24) 
To what well-known story does Adjoa compare the Chess-Player of
Maelzel? Why? (p.26) 
Why does Min want to open the trapdoor under the chess-player?
What do they discover when she does? (p.28,29) 
Do you think the team was supposed to win the game of chess?
(p.33) 
The chess-player points at Ami and says, “Checkmate”. What does
he mean? (p.35) 
Why does Ami say, “this doesn’t feel like a game anymore”? (p.36) 
“…every move that’s made already pre-ordained.” What does this tell
you about the chess computer? (p.41) 
What clue does the host give that allows them to stop the self-
destruct countdown and get out of the burning room? (p.44) 

1.
2.
3.
4.
5.
6.
7.
8.
9.

10.
11.

12.
13.

14.
15.
16.

17.

18.

19.

20.
21.

22.
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The Library – Chapters 6-10 

As she climbs down the ladder from the attic, how does Ami know
she is not alone? (p.46) 
Why is the library described as a labyrinth? (p. 48) 
How does Min feel about being in a library? (p. 48,49) 
How does Ibrahim know they were expected in the library? (p. 49) 
How does Oscar feel about being in a library? (p.50) 
Ami’s dad said, “Fools rush in where angels fear to tread.” What does
it mean? (p.50) 
What does Oscar mean when he says, “It was your mistake that
turned that chess player into a roman candle.” (p.51) 
Why do you think Ami’s library account has been suspended? Why is
hers different from everyone else’s? (p. 55,58) 
In chapter 7, Adjoa analyses each member of the team. What title
does she give to each of them and why?  
Why does the book Expressions of the Emotions catch Ami’s
attention? (p. 63) 
Why might the book be asking, “Do you know what it feels to feel”?
(p. 64) 
When helping Adjoa find her book, why does Ami say, “This whole
thing might be a red herring”? (p. 68) 
Why does Ami think fear is infectious? (p. 69) 
Does Ami trust the host of the game? How do you know? (p. 70) 
What is the dust falling in the library? (p. 73) 
What is unusual about the books found by Adjoa & Ami, Oscar and
Ibrahim? (p. 78) 
What is the clue in the poem found in A Natural Treasury? How does
it connect books and trees? (p.83-86) 
How does the author create an atmosphere of desperation and
terror in chapter 10?

1.

2.
3.
4.
5.
6.

7.

8.

9.

10.

11.

12.

13.
14.
15.
16.

17.

18.
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The Temple – Chapter 11 -14  

Is The Escape like a normal escape room experience? 
How is this new chamber different from the library they’ve just
escaped from? (p. 93) 
Why does Oscar call Ami “a sucker”? (p. 94,95) 
What evidence is there that the team is inside a Mayan temple? (p.
96,97) 
How does Ami know the Host is watching them? (p. 99) 
Why does Oscar think Hunab Ku should know the Answer? (p. 100) 
How does Ibrahim act as a finder and Oscar as a destroyer when
trying to get the lid off the sarcophagus? 
Why can’t the team pick up the treasure inside the sarcophagus? (p.
106) 
Why is she called The Red Queen? (p.106,107) 
What does Ami mean when she says, “Maybe the people with
treasure are the only ones that matter”? (p.107) 
What do the hieroglyphs on the wall represent? (p.111) 
Why does the team choose the twenty-first of December 2012 as the
date to unlock the gate? (p. 118) 
How does seeing a caterpillar inspire Ami to work out the correct
date for the time lock on the Mayan calendar? (p.123,124) 
What happened to Ibrahim? (p.126) 

1.
2.

3.
4.

5.
6.
7.

8.

9.
10.

11.
12.

13.

14.
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The Shopping Mall – Chapter 15-18 

What makes Ami think the shopping mall has been abandoned for
years? (p.128) 
How has Oscar’s opinion of the team changed? (p. 129) 
What is Ami afraid of? (p. 130) 
Adjoa finds what she thinks is a shopping list. What do you think
each word represents? (p. 130) 
Why does Ami ask Adjoa if she still thinks it’s a game? What do you
think? Why does Adjoa say, “It has to be”? (p. 133) 
What do you think happened to cause so much destruction at the
shopping mall? (p. 135) 
Inside the jewellers, why does Ami think it is “like I’m looking at an
underwater scene”? 
What is the GOLDEN item on their list? (p.138) 
What does it mean when Ami says, “I blink – not just my eyes, but
my brain too”? 
Why are the stone age animals a surprising contrast to the shopping
mall? (p.140) 
Why does Ami call the woolly mammoth “a creature that shouldn’t
exist”? (p.142) 
“There’s no way through this shadowy menagerie and, as I hear the
thundering tread of the mammoths behind us, no way back either.” 
What do this sentence tell you about the girls’ situation? (p.144) 
Why does Ami say, “…my worst fears dissolving in front of my eyes”?
(p.146) 
What is unusual about the baby kangaroo? (p.147,148) 
What do you think FROZEN and JUMPER are on the list? (p.150) 
Describe the Neanderthal. Is he on their list?  (p.151-153) 
What happens to the final word on the list? How does this link to
the creatures in the shopping mall? (p.156) 

1.

2.
3.
4.

5.

6.

7.

8.
9.

10.

11.

12.

13.
14.

15.
16.
17.
18.
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Space – Chapter 19-20 

Where do Ami and Oscar climb down the ladder into? How do you
know? (p. 160) 
How is The Escape like a TARDIS? 
What does the voice on the space capsule tell Ami and Oscar?
(p.163) 
Is the surface of Mars suitable to support human life? (p.163) 
Is this the Answer they’ve been looking for? (p.164) 
How does Ami know what to do to avoid the space dust? (p.168) 
How does Oscar’s attitude change when Ami makes it through the
space dust? (p.171) 
What’s the problem with the escape pod? (p.174) 
Why is it Ami who needs to carry on? (p.175) 

1.

2.
3.

4.
5.
6.
7.

8.
9.
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The Beach – Chapter 21-22 

Why does Ami call her new location “paradise”? (p.177) 
What does Ami find on the beach? (p.178) 
Ami says, “It looks like the ruins of an ancient civilisation scattered
across the sands.” Which civilisation is it? 
What does Ami spot in the water with the fish? (p.180) 
Is this actually paradise? 
What happens to Tooey? (p.180) 
Why are Ami’s emotions called “a tsunami of grief”? (p.181) 
What is significant about the flotsam and jetsam that washes up on
the shore? (p.181) 
When Ami says, “I’m not playing anymore” why does the Host say,
“That’s what you always say”? (p.182) 
Who is the Host? (p.182) 
What is revealed about Ami? Are you surprised? Did you suspect this
twist? (p. 183) 
Why must Ami be the one to save the world? (p.184) 
Why is it not enough to just think about the problems the world
faces? What must we also do if we are going to find a solution?
(p.187) 
What are the flames Ami can see around the island? What is the meaning of
“firewall”? (p.188-189) 
What is Ami’s father’s fear? (p.189) 
What is the Answer?  

1.
2.
3.

4.
5.
6.
7.
8.

9.

10.
11.

12.
13.

14.

15.
16.
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After Reading 

On page 75, the titles of the books Ami finds in the library
give clues to one of the main themes of the story. What
Have We Done; Our Final Warning; This Changes
Everything. What do these titles hint at? 
The Butterfly is a recurring symbol in this story: Min
dreams of being a butterfly; the Galactic Butterfly in the
tomb; the stone butterfly key; the caterpillar; even Oscar
swimming butterfly stroke at the end. What does the
butterfly symbolise? Why has it been used in this story? 
Is The Escape actually a game? What is its purpose?  
What is the significance of the animals in the shopping
mall? 
Ami says, “This game is going to be the end of us”. The
final word on the shopping mall list is EXTINCT. What is
the connection between these two parts of the story?
What is the game we are all playing? 
How are children capable of saving the world?  

1.

2.

3.
4.

5.

6.
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Writing ideas:

Work in a group to design your own escape room
challenges. Swap with another group and try to solve the
puzzles. 
Ami’s dad had many catchphrases. Find some more
catchphrases, proverbs or sayings that give sensible
advice. Can you write some of your own? (p.50) 
On page 72, the team finds a poem about nature. Write
your own poem about trees and leaves. 
Write a scene from another character’s point of view.
What do they think of The Escape? How would they solve
the puzzles? What do they think of Ami and the other
characters? 
Choose one of the rooms in The Escape and describe it in
detail. Imagine you are there. 
Write an advertisement for The Escape persuading people
to visit. 
Write a non-chronological report about the one of the
issues described in the story: plastic pollution, animal
extinction, consumerism, the development of technology… 
Write a discussion – Are children capable of saving the
world? Be sure to include detailed reasons for and against. 
Write an interview with one of the characters. What would
you ask them? What would their answers be? Would
different characters have different answers to the same
questions? 
Write a book review of Escape Room. What did you like
about it? Who else would enjoy it?  
Write a blurb for the back of the book. Make it intriguing
without giving away the plot. 
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Cross-Curricular Links

Try an escape room with your friends. There are many on-
line or you could visit an actual escape room to see if you
have what it takes to solve it. 
Create a secret code for a classmate to solve. 
In chapter 3, the team finds a pile of old tech. Find out
about some of the technology that came before the things
we use now: Altair 8800, Acorn Atom, Commodore 64,
cassette tapes. How did this technology lead to what exists
now? The National Museum of Scotland has a fantastic
collection of old tech you can explore on-line or in person. 
“Do you know what it feels to feel”? (p. 64) Feeling and
caring about the world and others is one of the themes of
this story. What do you care about? 
Go to a large library – perhaps the central library in your
nearest city. Explore the shelves. What books jump out at
you? Are there any very old books? Think about why
libraries are so important. 
Find out about Mayan temples, the Red Queen and the
Mayan calendar. Draw some hieroglyphics. 
Play old video games like Asteroids.   
Try to draw a map of the inside of The Escape. It really is a
TARDIS. How much can you remember? 
Find ways to protect the Earth. You could pick up litter,
create a recycling programme, encourage others to make
fewer car journeys - be creative. 


