A.1
Phase A 1

N
>

entre of the roo
(table)

Exploring the room and

o explaining the context
finding three cryptexes

find: an old parchment ’

I3 ttached to a tabl
” leg

A2

A

» Puzzle 1

find: a chalk wrapped in a |
paper. |

A1

Students enter the 12 _Centre of the roo
»
room (table)

find: an incomplete code wheel |

with 3 moving circles I

A3
14

« Somewhere obvio
» .
in th room

find: a chest locked by a 4 digit )

ill in the code wheel
solution :

1. align the wheels on the tools
symbols (pick, axe, hammer)
2. complete the empty wheel with

numbers from 0 to 9

enigma : "When tools align,

start counting in single digits.
Start at the rune that marks a
treasure on a map."

A4

» Puzzle 2

lock. On it are 8 runes, directions
and a drawing of a tree. J

pen the chest
solution :

1. Puzzle 1 is solved

2. trees are aligned on the wheel

3. find the digits that corresponds
to the runes

Opening the cryptexes
Phase B

B1

16 < On the walls

find: Pictures of fantastic
creatures and medievel
weapons, with runes of lettes.

- an arrow bow has a text written
on its back

15
»<_ Inside the chest

find: 3 Cryptex, with colors and
symbols on them (red, green,
blue)

17 somewhere in th
room

find: A pouch with a blue circle
visible on it.
Inside the bag are pictures.

114 _~somewhere in th
room

find: A box with a small opening

to see inside. :

A blue button on the box plays and |g_<some\;\;hoen|:‘e inth

audio message, and lights up a

LED light inside the box. g N

find: Pigpen paper 1/2, with only
the shapes. Printed in green

A /

8.2 <somewhere in th
room

4 N

find: Pigpen paper 2/2, the
paper calque that shows which
letter corresponds to which
symbol. Printed in green as well

\ 4

»  Puzzle 3

@ red cryptex \

solution :

1.
2.
. There is a text behind the arrow

. The text leads to 2 characters

. The decipher the runes, and find

On the cryptex: symbol of an
arrow bow and 5 runes
Players have to use the wheel
again

bow

displayed on the wall
Players find the alignment of the
wheel based on the text and the

2 characters (4, E and &)

the code /

Puzzle 4

1.

2.

3.

&

p{en blue cryptex \
solution :

1 players describes the
numbered elements in the box,
The others find the elements in
the blue bag and find the runes
written on the back of the
pictures

The 5 runes in the right order
form the code of the blue cryptex

4

B3

»  Puzzle 5

'({pen green cryptex \

solution :

1. stack pigpen paper 1 and 2
2. decipher the pigpen code that is

on the green cryptex

3. get the 5 letter code
4."P-1-C-K-8S"

/

Phase C Preparing the escape and exiting the mine

C1

19.1
»nside the red cryptex-

find: one statuette of a dwarf
(rfid)

19.2

N

Inside the blue
cryptex

find: one statuette of an elf (rfid)

3
« ~Inside the green
cryptex

find: one statuette of a human
(rfid)

110 _~somewhere in th
room

find: A locked box. On the cover,
3 circles with written on them
"human", "dwarf" and "elf"

» Puzzle 6

112, 113 C2

K{pen box with circles (box 3) \
solution :

1. get all the statuettes from the 3
cryptexes

2. place them on their
corresponding circles

3. the box opens

A /

C3

»  Puzzle 7

»< inside box 3 >

- a magnet attached to strings

- a piece of empty parchment
and a quill "Write down
instructions of the way out, to
remember it"

- fixed at the bottom of the box, a
plan of the mine, with exit path

N

ley to uncover the maze /

> In the maze >

F(ve the maze

solution :

discover the maze
using the strings

of paper

\ retrieve a key

1. The key opens the lid, players

2. 2 to 4 pupils take the magnet and
use it to navigate in the maze,

3. they navigate, following the
instructions written on the piece

4. following the correct path, they

~

find: The key of the room

. !

111 somewhere in th
room

find: A large object, covered by
a lid that is locked with a key.
The object once unlocked is a
maze box.

Students use the key
and escape the room





  

