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Escape the Cubicle: Escape Room Proposal 

 The popularity of escape rooms for recreational and educational use raises many 

questions about the longevity of escape rooms as a business (McConnon, 2018) and how the 

educational use of escape rooms aligns with institutional goals and student learning objectives. 

The following proposal will present a new theme for an escape room based on the 1999 movie 

Office Space. The students in the management and human relations courses will experience the 

communication, team building, leadership, problem solving and higher order thinking that escape 

rooms provide (Clarke, Arnab, Morini, Wood, Green, Masters, & Bourazeri, 2016).  Using the 

Office Space theme, the movie will add a context since many professors use the film as a 

supplementary course resource when presenting concepts such as communications and 

leadership (Bunz, 2006). 

Educational Objectives  

 Escape rooms have both entertainment and educational value that appeal to the 21
st 

Century learner. Escape rooms could be subject specific, for example, pharmacy students using a 

“diabetes-themed escape room” to test their knowledge about the disease (Eukel, Frenzel, & 

Cernusca, 2017).  Escape the Cubicle is based on Office Space, the cult classic satirical comedy 

set in a technology company about the workaday pressures of employees (Turner Classic 

Movies, 2018; Leydon,1999). The movie addresses management principles and themes of 

leadership and team dynamics. Escape the Cubicle will give participants the opportunity to 

explore management principles while having a memorable experience. The educational 

objectives of Escape the Cubicle include solving puzzles to foster communication, working 

together as a team to problem solve, and to experience leadership roles (Clarke et al., 2016).  

Concept: Features, Relevance, and Feasibility 
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Depending on the purpose and the type of learner, the design of some escape rooms 

differs from a model to support an entirely immersive experience with an intriguing backstory or 

a more basic room with the goal of solving various puzzles with no backstory (Nicholson, p.14). 

The purpose of Escape the Cubicle is for a group of two to ten participants to complete a series 

of tasks and puzzles to solve in 60 minutes to break out of the last room. A participant not 

familiar with the film Office Space would still be able to proceed and complete the tasks in the 

escape room. The team needs to solve 20 puzzles, hidden in three different places to escape. The 

facilitator or game master will briefly set the story the team needs to find clues on who is 

embezzling money from the company. The team will need to solve the puzzles hidden in each 

room. Once the team solves the problems in the first room “the cubicle”; they will progress to the 

meeting room, then to the print station where the final puzzle is to unlock the code for the 

“printer jam” to get out of work. Figure 1 illustrates how the visitor would move through the 

escape room experience.  

                          
Figure 1. Escape the Cubicle. The layout of how participants would advance through the 

challenges in the escape room.  

Note:  Images created using Visio and Canva.com  
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Experience 

 

 There are also references to the movie sprinkled throughout the rooms that may provide 

some clues to the puzzles. The team will learn someone is embezzling funds and they need to 

find out who is stealing from the company. The references are sayings from the movie but also 

common phrases such as “the case of the Mondays”  (Murphy, 2014). There are laptops in both 

rooms to provide messages to the team and to keep time. Throughout the room are puzzles and 

clues to get the team to the next room. Also, the team needs to remember or gather the clues or 

the things they learned along the way and apply to escape the “printer jam” room where to get 

out the team needs to type a code on the printer to escape. As the team looks for clues in and 

around the cubicle, there are various puzzles. The team will need to solve ten clues in the first 

room. The first clue is on the monitor at the desk to guide the team to spell out letters and clues 

to order the books on the bookshelf. The remaining keys and puzzles all point to order the books 

on the bookshelf with the book spines spelling a message on the bookshelf, the doors 

automatically open to the next room, the meeting room.  In the meeting room, there are eight 

puzzles to solve; the puzzles are more complex than the puzzles in “the cubicle.” The projected 

image on the wall hides the first clue in the room, which will help the team solve the word 

puzzles on the tables, and decipher the hidden message on the mug to locate the key to open the 

green object. Inside the green object is a clue to open the door to the last room.  Once the team 

moves on to room #3 to solve the remaining two riddles to uncover the name of the person 

embezzling funds, the team will need to enter the code on the printer keypad, and then will be 

able to escape the room. The last challenge of the printer jam is a reference to the movie where 

the characters violently destroy the incessant malfunctioning printer. Escape the Cubicle can be 
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replicated in an online environment in addition to classroom and work environments as many of 

the props are common school and workplace items. 

 Conclusion 

 

The escape room concept is not new, but advances in technology and market demand 

have created the perfect environment as escape rooms can both be virtual and physical depending 

on the goal, learning objectives, and budget. For example, the business management students in 

this scenario learn how to communicate with each other and given the 60-minute deadline, and 

some may have taken leadership roles much like the movie where select team members are more 

vocal than others. After the escape room experience, students may want to study the team 

dynamic and organizational culture because of their direct experience.  Scott Nicholson, a 

professor of Game Design and Development at University in Brantford, Ontario (Inverse Genius 

59,2018), researches informal learning and the educational use of escape rooms. Nicholson 

believes the excitement of an escape room may inspire a participant’s interest in a topic, where 

the participant may want to learn more in the future (Nicholson, 2015), which indeed is an 

example of the benefits of informal learning.  
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