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Rosalinda Fox, 

a spy in the shadows 

 

Scenario Game Master Sheets 

 

Description of the Game Master’s role 

To help you understand your role as a Game Master (GM), take a look at the 

sheets “Tool - Roadmap” and “Tool - Track Form” in our creation box. Chapter 4 of 

our guide “Animation of a pedagogical escape room for language education” is 

also a resource that you may want to read. 

 

The game master is the director of the British secret service. He asks players to find 

a microfilm in order to prevent a potential World War 3.  

 

  

https://speakerproject.eu/resources/
https://speakerproject.eu/download/1978/
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Hints and solutions 

Step A.1 

Hints 

● The players have to find the letter written by Rosalinda Fox. If the players 

look around the room, they find a tablet with the app of “Google maps” 

opened, relating it to the letter. If they don’t link these two objects, you can 

tell them that the set of numbers on the letter seems to be a set of 

coordinates and they need to know which location it shows. 

Solution 

● The city of the coordinates is Kolkata. 

 

Step A.2 

Hints 

● Once they see that the location is Kolkata, they need to look for a map in the 

room and they will see the picture of Peter and Jonny Fox connected to this 

city. If they don’t manage to make the connection with the map, tell them 

they need to find where this city is in the room. The code to open the lock is 

the word “PETER”, so if they have problems guessing it, tell them that the 

names are important. 
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Step A.3 

● If the players struggle to find out what the next step should be, you can tell 

them that the correct name will open the next lock.  

Hints 

● The code should be the word “peter” 

 

Step A.4 

Once they have found the secret code, they need to open a drawer with the word 

they have discovered. If they have problems understanding this, you can tell them, 

“Where can you introduce this code?”, helping them to find a five-letter lock. Then, 

phase B begins. 

 

Step B.1 

● Once they open the box, they will find four letters written by Peter Fox, each 

one with a different date. They have to order the letters chronologically to 

get a four-digit code with the days of the dates. If they have problems 

understanding this, you can tell them, “The days these letters were written 

are relevant information”. 

Hints 

● The code should be: 3725 
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Step B.2 

Once they have ordered the letters and found the secret code, they need to open a 

drawer with the four-digit number they have discovered. If they have problems 

understanding this, you can tell them, “Where can you introduce this code?”, 

helping them find a four-digit lock. 

 

Step B.3 

In the drawer, the players will find a flag of Tangier. If they don’t know where the 

flag is from, you can tell them, “This flag belongs to another continent”. Then, they 

need to go back to the map. If they don’t manage to make the connection with the 

map, tell them that they need to find a place on another continent. 

 

Step B.4 

Once they have found the city of Tangier marked on the map, they will see some 

propaganda related to the independence of Morocco from Spain connected to this 

city and an icon of a tablet. They need to find the year of the independence of 

Morocco on the tablet. If they have problems understanding this, tell them to pay 

attention to the period when this revolutionary event took place and how they 

could get this information. 

Hints 

● The code should be: 1956 
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Step B.5 

Once they have found the secret code, they need to open a chest with the year 

when Morocco gained its independence from Spain (1956). If they have problems 

understanding this, you can tell them, “Where can you introduce this code?”, 

helping them to find a four-digit lock. Then, phase C begins.   

 

Step C.1 

Once they open the chest, they find a piece of the newspaper saying that Juan Luis 

Beigbeder was named Minister in Madrid. They need to go back to the map to look 

for Madrid, but if they don’t manage to make the connection with the map, tell 

them that it is important where this event took place. 

 

Step C.2 

Once they find Madrid on the map, they will see a photo of Beigbeder and 

Rosalinda and they need to know in which year Beigbeder was named Minister. The 

year is in the newspaper, but if they have problems understanding this, you can tell 

them, “What year was the newspaper published?”. 

Hints 

● The code should be: 1939 
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Step C.3 

Once they have found the secret code, they need to open a box using the year 

Beigbeder was named Minister as a code (1939). If they have problems 

understanding this, you can tell them, “Where can you introduce this code?”, 

helping them to find a four-digit lock. Then, phase D begins. 

Step D.1 

Once they open the box, they find a tile drawn on paper with a secret message in 

the middle. They need to find the same tile on the map connected to the city Estoril. 

If they have problems understanding this, ask them, “Where can we find a tile 

similar to this one?”. 

Step D.2 

The secret message on the first tile is related to the word “Estoril”, and the numbers 

in the message indicate the position of the letters in this word. If they don’t manage 

to find the connection between the numbers and the letters, you can tell them, 

“The numbers show the position of something in the city”. 

Step D.3 

Once they have found the secret code, they need to open a drawer with the word 

they have discovered in the secret message. If they have problems understanding 

this, you can tell them, “Where can you introduce this code?”, helping them to find a 

four-letter lock. Then, phase E begins. 

Hints 

● The code should be the word “tile”  
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Step E.1 

In the drawer, they find the microfilm and a secret message on a piece of paper. In 

this message, each flag is related to a number. If they don’t manage to make a 

connection between the flags and the countries, you can ask them, “Where are 

those flags from?”. Then, remind them that the sentence which appears in the 

secret message is as essential as the places Rosalinda lived in. 

Hints 

● The code should be the word “agree” 

 

Step E.2 

In order to open the door, the players need to use a word they will find once they 

know the word in the secret message. If they don’t understand this, tell them, “Now 

that you have the solution to the secret message, use it and you will find your way 

out”. 
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Briefing 

As a Game Master, it’s important that you make a briefing session with your 

students before the game. Take a look at our practice sheets “Tool - rules - game 

and safety” and “Tool - Student profile sheet checked” in our creation box. 

Debriefing 

Debriefing with your players at the end of a game is very important for you to have 

some feedback on the difficulty of the scenario, the fun your players had, what 

they think could be improved, …  

Take notes of your players’ feedback, and write down your own thoughts on how 

this game went. That way, the next time you prepare this scenario, you will be able 

to improve the experience.  

Have a look at our guide “Animation of a pedagogical escape room for language 

education”, chapter 6 will help you prepare for the debriefing session.  

You will also find helpful resources in our creation box, in the practice sheets 

“Resource - How to organize the debrief”, “Tool - Classic feedback roadmap”, 

“Tool - Roadmap”, “Tool - Track Form” and “Tool - Non-exhaustive trouble list”. 

 

Examples of questions you could ask: 

- “How did you like the game setting?” 

- “If you could add/change something about the game setting, what would it be?” 

- “How did you feel throughout the game?” 

- … 

https://speakerproject.eu/resources/
https://speakerproject.eu/resources/
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