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Escape	room	answers	math

Trace	is	a	web-based	escape	room	game	similar	to	Escape	Simulator	where	you're	trapped	and	must	find	a	way	out	by	collecting	objects	and	solving	puzzles.	You	can	view	walkthroughs	below	if	you	want	to	beat	the	game,	but	the	key	to	success	lies	in	understanding	how	clicking	works	in	this	specific	game.	Unlike	other	point-and-click	games,	Trace
doesn't	offer	hints	by	hovering	over	areas;	instead,	you	need	to	click	on	parts	of	the	scene	multiple	times	before	interacting	with	objects,	and	even	then,	there	are	no	on-screen	pointers	for	guidance.	To	progress,	focus	on	collecting	items	by	clicking	on	them,	especially	when	they're	hidden	behind	other	elements.	You	can	examine	potential	clues	next
to	each	item	in	your	inventory	by	clicking	a	magnifying	glass	icon.	One	crucial	step	involves	collecting	the	half-pair	of	scissors	from	the	sink	and	finding	a	four-digit	code	hidden	within	a	picture	under	the	bathroom	mirror.	To	unlock	the	combination,	follow	these	steps:	1.	Click	the	toilet	roll	once	to	reveal	5	as	the	first	number.	2.	Open	the	gold	box
above	the	toilet	and	note	which	lights	are	on	above	the	mirror;	then	click	the	same	buttons	(1,	3,	4)	on	the	side	of	the	box	to	get	8	as	the	second	number.	3.	Solve	the	star	five-colored	electricity	puzzle	on	the	wooden	casing	around	the	toilet.	Align	the	colored	arrow	so	that	when	you	click	the	central	button,	the	yellow	lines	follow	the	same	pattern	as
the	image	above	it.	Solving	this	puzzle	will	turn	a	red	light	next	to	the	toilet	green,	allowing	you	to	access	a	cupboard	containing	half	of	the	scissors	and	another	number	(16)	for	the	combination.	Next:	1.	Combine	the	scissors	in	your	inventory.	2.	Use	them	to	cut	the	string	holding	the	red	key	near	the	mirror.	3.	Open	the	silver	box	above	the	toilet
with	the	red	key	to	find	paper	and	the	third	number	(.35).	The	crumpled	piece	of	paper	is	a	map	image,	with	an	x	marking	a	spot	where	you	can	zoom	in	by	clicking	on	it.	This	will	reveal	a	loose	tile	with	an	image	of	a	fish	on	its	back;	line	up	the	arrows	to	copy	this	picture	and	open	a	cabinet	on	the	right	side.	Inside	the	cabinet,	find	code	numbers	(1,	2,
.05,	8),	but	this	time	they're	below	lines	instead	of	above,	indicating	you	need	to	divide	them.	This	will	give	you	the	correct	combination:	5472.	Using	this	combination	on	the	little	safe	behind	the	picture	reveals	a	lightbulb.	Place	it	in	the	pumpkin	cabinet,	and	inside,	you'll	find	your	final	clue.	Looking	for	help	with	an	escape	room?	First,	follow	the
instructions	and	directions	given	in	the	game.	A	key	is	located	in	a	cabinet	below	the	sink.	To	get	it,	apply	the	arrows	on	colored	electricity	to	open	the	final	cabinet.	Once	you	have	the	key,	enter	it	into	the	panel	on	the	bathroom	door.	This	will	reveal	a	sliding	puzzle.	Rearrange	the	pieces	so	that	the	large	green	and	yellow	parts	are	on	the	right	side	of
the	puzzle,	then	move	the	red	part	across	the	top	until	the	small	purple	parts	can	be	moved	to	open	the	door.	Next,	collect	several	items	from	around	the	room,	including	a	metal	star,	a	battery,	an	ogre	figure,	and	others.	Use	these	items	in	your	inventory	as	needed.	Look	at	the	planets	through	the	camera	on	the	bay	window	to	solve	a	puzzle	inside	a
cabinet	under	the	window.	Match	the	puzzle	pieces	to	match	the	planet	pattern,	then	press	a	red	button	to	open	a	small	hatch.	Solve	another	puzzle	involving	a	horse's	neck	that	needs	to	be	bent	until	its	eye	matches	a	blue	diamond	on	an	image	on	the	window.	Once	solved,	click	a	button	to	get	a	missing	piece	of	metal.	Use	this	piece	to	solve	a	metal
puzzle	and	reveal	a	red	button.	Note	symbols	on	a	long	picture	frame	to	press	six	red	buttons	in	order:	by	the	fish	tank,	on	a	fan,	on	a	computer,	in	a	cabinet,	behind	a	painting,	and	on	a	grey	box.	Pressing	these	buttons	will	open	the	grey	box	and	give	you	a	green	key	and	utility	knife.	Use	the	green	key	to	exit	onto	the	patio.	On	the	patio,	use	a	metal
star	on	the	table	with	blue	tablecloth	to	reveal	several	hidden	items.	Solve	a	jigsaw	puzzle	on	the	table	by	finding	one	missing	piece.	Finally,	use	your	utility	knife	to	reveal	another	puzzle	involving	red	pieces	under	a	desk.	To	unlock	the	puzzle,	put	in	the	two	batteries	and	turn	on	the	lamp	next	to	the	desk.	This	will	add	arrows	to	the	black	hearts.	To
move	them	forward,	click	the	red	button	to	get	a	piece	and	a	yellow	submarine.	Place	the	submarine	in	the	fish	tank.	Go	outside	and	insert	the	last	piece	into	the	puzzle.	Use	the	utility	knife	on	the	armrest	of	the	sofa.	Click	under	the	plant	pot	next	to	the	sofa,	then	the	chair	arm,	and	use	the	knife	to	reveal	a	panel	with	a	pentagon	key	inside.	Examine
the	key	while	looking	at	the	numbers	written	on	the	wall	under	the	desk.	Place	the	key	over	the	sequence	9,	2,	3,	which	will	give	you	the	password	to	log	into	the	computer.	Once	logged	in,	you'll	have	two	icons.	Click	the	water	bowl	icon	to	control	the	submarine	in	the	fish	tank	and	enter	the	castle.	There,	find	the	code	26336	6161	on	the	inside	wall.
This	will	open	a	panel	with	colored	squares	where	you	need	to	place	your	metal	stars.	Get	the	last	star	using	the	computer,	choosing	the	robot	this	time.	Make	it	climb	to	reveal	instructions	on	how	to	open	the	drawers	under	the	fish	tank	in	the	correct	order	(X,	O,	X,	O).	After	clicking	the	drawers,	you'll	hear	a	sound	indicating	that	you	can	now	get	a
magnet	from	the	U	drawer.	Use	the	magnet	to	retrieve	the	last	star	from	underneath	the	table.	Go	back	to	the	panel	and	place	the	stars	according	to	the	pattern	shown	above.	This	will	unlock	the	front	door	and	give	access	to	the	tower.	Inside,	go	around	to	a	small	table	with	a	vase	containing	red	flowers.	Above	it	is	another	sliding	puzzle.	Set	it	to
down	arrow,	s,	jagged	line,	d,	x.	This	opens	a	hole	in	the	wall	where	you	can	grab	a	phoenix	figure	and	a	key	for	the	umbrella.	While	in	the	tower,	get	the	robot	hanging	on	the	wire	upstairs.	Also,	look	out	of	the	window	at	the	bottom	of	the	stairs,	where	you'll	see	the	words	CABBAGE	FACED	written.	Use	the	key	to	unlock	the	umbrella	on	the	porch.
Opening	it	reveals	an	image	on	the	chair,	which	you	can	take	a	picture	of.	While	out	here,	hang	the	robot	on	the	kite	string.	Now	go	to	the	tiny	piano	and	play	the	notes	in	the	order	CABBAGE	FACED.	This	opens	the	piano	and	gets	you	the	robotic	arm	inside.	Go	back	inside,	add	the	robotic	arm	to	the	submarine,	pop	it	back	into	the	tank,	and	then	use
the	computer	again.	Use	the	robot	to	climb	and	look	right	at	a	row	of	symbols	on	the	bridge	(circle,	square,	triangle,	star,	square,	triangle,	circle).	Use	the	submarine	to	go	back	into	the	tower,	open	the	chest,	and	reveal	a	message	saying	I	DID	DEEDS	–	the	reverse	of	the	number	code	you	saw	earlier.	Go	back	into	the	tower	and	open	the	drawer	in	the
table	with	flowers	on	it.	To	start,	enter	the	dragon	figure	into	the	machine	for	a	fourth	piece.	Then	proceed	to	the	central	room	via	the	door	at	the	back	of	the	tower	and	trace	the	image	on	the	chair	you	took	a	photo	of	earlier	onto	the	pin	board	on	the	wall	using	the	corresponding	symbol.	This	will	unlock	an	eight-light	puzzle	above	your	head;	click	the
lights	in	sequence	12356784	until	they	all	go	out.	Subsequently,	place	the	four	figures	corresponding	to	phoenix,	vampire,	ogre	and	dragon	at	their	respective	crossover	points	on	the	stone	plinth	to	obtain	a	screwdriver.	Return	upstairs	to	the	machine	with	a	golden	lamp	and	input	the	symbols	you	observed	earlier	through	the	robot's	perspective	onto
the	bridge	puzzle.	This	will	unlock	the	flight	plan	puzzle.	Next,	enter	the	Tower	program	using	the	password	found	under	the	fan	in	the	main	house	with	the	metal	panel	underneath	the	shelf.	Access	the	Mathemagic	program,	solve	the	puzzle	to	decipher	the	symbol	combinations	on	the	safe	and	unlock	it.	Inside,	you'll	find	the	companion	book	for	the
Adventures	of	a	Wayward	cosmonaut.	Note	the	color	sequence	of	planets	visited	in	both	books	and	input	the	launch	date	2793	into	the	machine	upstairs.	This	will	give	an	image;	copy	it	and	return	to	the	house,	using	the	screenshot	to	match	the	pyramid's	colors	on	the	triangle	points.	This	will	make	the	top	part	of	the	pyramid	pop	up,	giving	you	the
pyramid	key.	With	the	Pyramid	Key,	reopen	the	bathroom	door	and	the	lid	of	the	toilet	with	the	pentagon	key.	You'll	find	an	escape	hatch	instead	of	a	toilet.	Congratulations,	you've	completed	the	Trace	escape	room.	Teachers	can	create	an	engaging	learning	experience	for	students	in	grades	3-6	by	developing	an	escape	room	that	focuses	on	math
curriculum	knowledge.	This	interactive	activity	is	designed	to	challenge	and	inspire	learners	as	they	work	together	to	solve	math-related	problems.	To	set	up	the	escape	room,	teachers	need	to	prepare	a	few	essential	materials,	including	pupil	workbooks,	table	activities,	and	scripts	for	introducing	and	concluding	the	activity.	The	escape	room	consists
of	10	challenges	that	cover	various	math	topics,	such	as	number	operations,	addition,	subtraction,	multiplication,	division,	long	division,	and	problem-solving.	Each	challenge	builds	on	the	previous	one,	requiring	students	to	apply	their	knowledge	and	skills	in	a	fun	and	collaborative	way.	The	teacher	can	decide	how	much	time	each	group	has	to
complete	each	challenge,	adding	an	element	of	excitement	and	urgency	to	the	activity.	As	students	work	through	the	challenges,	they	will	need	to	refer	to	times	tables	and	demonstrate	a	good	grasp	of	number	concepts.	This	escape	room	is	ideal	for	reviewing	learning	and	can	be	adapted	to	suit	different	class	sizes	and	abilities.	By	working	together,
students	will	develop	their	math	skills,	build	teamwork,	and	have	fun	while	doing	it!	To	complete	the	Maths	Escape	Room	Challenge,	participants	must	navigate	through	all	10	puzzles	and	collect	the	corresponding	Answer	Keys.	Upon	completion	within	the	two-hour	time	frame,	teachers	can	review	each	group's	progress	to	determine	whether	they
have	successfully	solved	the	challenge	by	obtaining	all	10	Code	Keys.	For	groups	who	succeed,	the	teacher	should	read	out	a	statement	revealing	their	accomplishment.	The	total	duration	of	the	Escape	Room	Challenge	is	approximately	two	hours.	Participants	are	encouraged	to	visit	the	website	for	more	Math	and	Science	Escape	Rooms,	which	are
being	continually	added.	To	stay	updated	on	new	products,	sales,	and	freebies,	users	can	follow	the	star	above.	Every	digital	math	escape	room	now	comes	with	a	printable	PDF	version,	accessible	from	its	file.	This	update	allows	for	printing	at	school	without	color,	making	it	easier	to	manage	in	educational	settings.	Each	printable	puzzle	features	an
answer	sheet	with	directions	and	space	for	each	4-letter	code's	solution.	Additionally,	each	printable	puzzle	has	a	NEXT	STEP	box	that	students	can	use	to	guide	themselves	through	the	puzzles.	The	digital	and	printable	versions	of	the	math	escape	rooms	share	identical	questions.	The	formatting	is	similar	between	both	forms,	but	with	some
adjustments	made	for	better	printing	quality.	Users	can	access	these	printable	PDFs	from	their	original	files	without	re-downloading	any	content.	Get	ready	for	an	immersive	learning	experience	with	these	digital	math	escape	rooms.	There's	no	need	to	re-download	anything,	just	access	them	from	the	website	for	free	updates.	Browse	through	all	the
available	options	and	find	the	one	that	suits	your	class	best.	This	particular	maths	escape	room	is	a	brand-new	addition,	and	it's	designed	for	teams	of	students	who	can	solve	puzzles	within	an	hour	or	less.	It's	perfect	as	a	fun	educational	activity	for	your	class.	The	resource	includes	a	range	of	materials	such	as	an	interactive	tracker	PowerPoint,
puzzle	keys,	team	sheets,	teacher	answer	sheets,	and	certificates	for	successful	completion.	The	escape	room	consists	of	7	different	rooms,	each	with	its	own	unique	puzzle	that	aligns	with	the	maths	topic.	It's	suitable	for	KS3	and	KS4	students	and	can	even	be	adapted	for	bright	KS2	students.	The	puzzles	involve	numeracy,	literacy,	and	lateral
thinking,	making	it	an	engaging	activity	for	students.	One	of	the	best	things	about	this	resource	is	that	it	can	be	easily	printed	out	and	used	as	a	flipped	learning	environment.	You	can	also	use	it	to	encourage	teamwork	and	problem-solving	skills	among	your	students.	If	you're	looking	for	more	maths	resources,	be	sure	to	check	out	some	of	the	popular
sellers	from	Cre8tive	Resources.	Some	of	the	other	popular	math	escape	rooms	available	include	Probability	-	Maths	Escape	room,	End	of	Term	Maths	Escape	Room,	Algebra	Escape	Room,	Different	Shapes	-	Escape	Room,	and	Christmas	Maths	Bundle.	These	resources	are	designed	to	make	learning	maths	fun	and	interactive	for	students.	Overall,	this
digital	math	escape	room	is	an	excellent	resource	that's	easy	to	use	and	well-received	by	students.	It's	perfect	for	end-of-term	lessons	or	any	other	time	you	want	to	engage	your	students	in	a	fun	and	challenging	activity.	Digital	math	escape	rooms	have	been	widely	adopted	by	teachers	as	a	versatile	and	engaging	tool	for	review,	independent	practice,
group	work,	and	concept	reinforcement.	They	offer	a	paper-savings	benefit	when	students	use	technology.	The	full-color	versions	are	not	printer-friendly,	but	printable	PDF	updates	are	available	for	each	digital	escape	room.	Teachers	appreciate	the	self-checking	factor,	which	encourages	students	to	troubleshoot	their	mistakes	and	stay	motivated.
Given	article	text	here	Looking	forward	to	seeing	everyone	at	the	meeting	tomorrow	and	discussing	our	strategies.	Validation	is	key	in	the	classroom,	providing	students	with	immediate	feedback	and	reducing	the	need	for	grading.	Digital	math	escape	rooms	offer	a	fun	and	engaging	way	to	practice	various	math	concepts,	including	geometric
transformations.	Students	do	not	require	Google	accounts	or	signing	into	Google	to	access	the	escape	rooms,	as	long	as	they	can	access	their	Google	Drive	and	the	form	is	not	blocked	on	their	devices.	The	directions	for	sending	the	escape	rooms	are	included	in	each	PDF	file	along	with	a	link	to	the	Google	Form.	A	digital	math	escape	room	bundle	for
middle	school	includes	95+	activities	that	cover	topics	such	as	integers,	fractions,	decimals,	percents,	the	coordinate	plane,	expressions,	exponents,	and	more.	This	bundle	is	designed	to	promote	self-checking	and	problem-solving	skills	in	students,	making	it	a	valuable	resource	for	teachers.	Sending	the	escape	rooms	to	students	is	straightforward.
Simply	open	the	PDF	file,	click	the	"send"	button,	and	copy	the	link	to	share	with	students.	Your	students	really	love	doing	math	escape	rooms,	check	out	our	full	collection	of	digital	math	escape	rooms.


