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Escape games as a tool to raise 
awareness on the SDGs.
2022-1-PT02-KA220-YOU-000086096

The Escape4SDGs project is based on the principles of experiential learn-
ing, which suggests that individuals learn best through experience and 
active participation. Educational escape games provide an immersive and 
interactive experience that enables participants to discover things on their 
own, connect elements of the topic together, and get new insights. Through 
our project, we plan to make learning about the SDGs fun, engaging, and 
relevant to young people's lives

Create 2 educational tools to promote the SDGs to young people in a fun way.
Train 25 young workers on how to create an educational Escape Game.
Enhance the capacity and skills of 5 European organisations to create virtual Escape Games.
Foster active citizenship among 250 young people and engage society by raising awareness about the 

The following Results will be developed during the project’s implementation.

The English version of the Training KIT 
was launched on the project website! 
Take a look at it to learn more about the 
SDGs, educational escape rooms and to 
get ideas about activities to implement 
with young people, so they can develop 
important skills, useful to achieve the 

SDGSDGs!
The KIT will provide both a theoretical 
and practical framework for youth work-
ers to use when developing Educational 

Thematic Escape Games.

The APP was already launched on An-
droid to be piloted internally by the part-
ners’ staff and youth workers. Follow us 
to see the final version of the APP, which 
will contain 4 virtual escape games, each 
targeting one of the areas of the SDGs: 
society, culture, economy and environ

ment!

The Project

2nd NEWSLETTER

Are you curious about the specific objectives of this project?

Project Results

1. Training KIT – “From theory to prac-
tice-creating thematic escape games”

2. Escape4SDGs APP - Set of 4 Virtual 
Escape Games
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The European partnership is made up of the following organizations

In September 2023, the Escape4SDGs partners 
met in Istanbul, Turkey, for their second Transnational Project 

Meeting. They had the opportunity to meet in person and present the 
work done until then for the Training KIT and the Virtual Escape Rooms. 
They have also planned the LTTA that will take place in December, in Tar-

gu-Jiu, Romania. During the LTTA 25 youth workers will learn about SDGs and 
how to use educational escape rooms to raise awareness about the importance of 

aachieving the SDGs.

History of SDGs

Transnational Partners 
Meeting 18 & 19/09/2023

The partnership

TThe 2030 Agenda for Sustainable Development, adopted by all United Nations 
Member States in 2015, provides a shared blueprint for peace and prosperity 
for people and the planet, now and into the future. At its heart are the 17 
Sustainable Development Goals (SDGs), which are an urgent call for 
action by all countries - developed and developing - in a global 
partnership. They recognize that ending poverty and other 
deprivations must go hand-in-hand with strategies that 
impimprove health and education, reduce inequality, and 
spur economic growth – all while tackling climate 
change and working to preserve our oceans 
and forests.

Project website: www.escape4sdgs.eu


