Escaping the Everyday Chaos: Assessing the
Needs for Internal Knowledge Transfer in SMEs
via an Escape Room
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Abstract. The implementation of an Escape Room to assess the needs

for internal knowledge transfer is a method used in the project Education 4.0 for SMEs. The aim of this project is to support Small
and Medium-sized Enterprises (SMEs) in their digitization challenges
in terms of internal knowledge transfer and to help them collect the
company's knowledge among its employees. For this purpose, a needs
analysis using a specially designed Escape Room adapted to a ctional
company is applied. Initial results from pilot SMEs provide indications
of the eectiveness of this method.
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Introduction

Making existing knowledge visible and usable is one of the goals of knowledge
management in companies. A meaningful and clear knowledge base, above all
one that is actually used, is crucial in today's world [13]. But reality is often
dierent. There is no structured and thus ecient knowledge exchange, searches
for information are time-consuming, strategies and technologies for knowledge
documentation are missing, right up to knowledge loss [21].
This dilemma is the starting point of the project Education 4.0 for SMEs.
It aims at nding out more about possible support for Small and Mediumsized Enterprises (SMEs) in their digitization challenges, especially in terms
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of knowledge transfer. The project focuses on knowledge transfer in terms of
exchange and distribution of knowledge among employees within a company.
The exchange with partner companies is also taken into account in the project.
In the following, the development and obstacles to knowledge management in
SMEs will be displayed, teamwork being one possible solution. Communication
and teamwork are essential elements of Escape Rooms as well. Therefore, Escape
Rooms as a Serious Game and/or as a Serious Gaming tool serving to increase
positive (learning) eects are being reviewed. So far, Escape Rooms have mainly
been used for educational purposes  their application in a business context has
been rather marginal. Hence, the paper shows possible benets of an employeecentered needs analysis via an Escape Room and discusses methodical issues.
To this end, relevant theoretical aspects are presented, followed by a description
of the design and implementation of the Escape Room, which is conceived as
the starting point for further cooperation with a company in the eld of knowledge management, knowledge transfer and digitization. Given the novelty of the
method in this context, rst results of the evaluation are discussed with regard
to the further development of the method.

2

Knowledge Management in SMEs

Knowledge transfer is an important component of a knowledge management initiative, which among other things has the identication, documentation, classication and storage of important knowledge as its goal [20]. The use of knowledge
stored in this way leads  especially in Information Technology (IT) management
 to positive eects in a company and to innovation [38], such as the sharing
and the common application and further development of knowledge [20].
The use of knowledge management in SMEs rises [25] to increase their competitiveness [36]. Successful knowledge management practices are based on technology, organization and people [43]. Technology is needed for the support of
knowledge management processes. Organizational aspects, for instance clear
communication structures and transparent responsibilities, lead to a company
culture that focuses on the management of its knowledge as a crucial factor for
competitiveness. People are the most important factor for knowledge management initiatives  they must accept and live knowledge management [24]. An
over-estimation of technology and the negligence of people and processes are
often reasons for the failure of knowledge management initiatives [15].
A trend towards a decrease in the importance of storage of information and
documents in favor of support of knowledge sharing and teamwork can be discovered [20]. This may result in a solid basis of IT systems already used by most
companies. In studies from 2000 and earlier, communication and collaboration
were not the focus of knowledge management (see [30]). Since 2000, participants
in research have asked for communication and collaboration features [24]. For
example, a survey from 2015 shows that following process improvement (55 %
very relevant / 16 % relevant) the enhancement of communication ows in
the company was most important to the participants (43 % very relevant / 29
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% relevant) [23]. Figure 1 summarizes this trend moving from storage-oriented
knowledge management to supporting more and more collaboration oriented
knowledge
sharing.
R. Loew

3 Issues in Company Knowledge Management
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[1]. In the practical use of knowledge management, various hurdles have been
identied which must be overcome in order to use it eectively. These are for
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Assessment of the relevance of topics (How much time do I invest in a

Improving satisfaction of employees reached the focus of KM initiatives [Linde, 2005].

topic?, cost-benet ratio) [26];
Lack of time.

All these obstacles are mitigated by an open and communicative corporate
culture [34]. This is the aim of the oers of the project: Many of the hurdles
mentioned can be overcome through teamwork.
79

3

Escape Rooms as Serious Game/Gaming

Everyday life seems to require humans to cooperate with each other in order to
be a functioning member of society [39]. This in turn can be seen as an important
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motive for introducing cooperative learning situations in education and training,
since it equips the learner with an active and more constructive role. For a few
decades, collaborative learning has been viewed as an eective and valid teaching
method for learning institutions, for example schools [40]. This kind of learning
may be dened as a learning situation in which learners engage in a joint learning
activity, enabling the construction of knowledge and/or the solution of problems
in pursuit of a joint goal (see [41] and [35]).
In recent years, an increasing amount of research has introduced collaborative
learning to game-based scenarios  meaning that the given educational content
was made accessible through game play (see e.g. [18]). Collaborative game-based
learning can be viewed as a learning by doing approach, which allows the
learner to make mistakes while at the same time avoiding risks in the real-world
[35].
Preventing risks but still possibly oering immersion in a situation, so that
participants have the feeling of creating and undergoing a (real) experience, are
both great benets of Serious Games [6]. First recorded Serious Games are approaches of simulation, counting and planning games, which linked the acquirement and usage of knowledge in a playful way [2]. Even though the carefully
thought-out educational purpose [3, p. 1] is focused by such a game, the entertainment factor should not be neglected as both parts support each other to
achieve the (learning) goal [28].

3.1

Positive Eects in Escape Rooms

Nowadays, most Serious Games are of a digital kind, but lately another format
in which the hedonic nature of the game is highlighted [4, p. 43] have gained
worldwide popularity: Escape Rooms [9]. Escape Rooms  or Escape Games 
are dened as live-action team-based games where players discover clues, solve
puzzles, and accomplish tasks in one or more rooms in order to accomplish a
specic goal (usually escaping from the room) in a limited amount of time [29,
p. 1]. They focus on a team-based learning approach, in which players have
to delve into a scenario and work together as a team [17]. When the design
is specically directed at reaching a certain educational goal, Escape Games
are also considered to be called `Educational Escape Rooms' [4] [7]. However,
a concrete educational goal does not have to be of a professional or technical
nature alone; the development or encouragement of, for example soft skills, can
be conceivable as well [4].
In recent years, a growing interest in an industrial, respectively organizational
setting can be detected (see e.g. [14]). Escape Rooms no longer seem to be
exclusively a leisure activity or an irrelevant variation of everyday school life. An
(Educational) Escape Room can be considered a Serious Game  but in addition,
the concept of Serious Gaming is possible, too [4]: Through game-based learning
 besides achieving the instruction and story objective  diverse positive learning
developments and eects can occur, like generating tolerance towards others and
their way of thinking and acting [12]. In most Escape Rooms, teamwork and
communication are promoted [29], too. Some studies (e.g. [12]) assert that these
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games can be applied as an eective method of changing attitudes towards a
designated issue. Even an increase of motivation towards approached subjects
and situations of Escape Rooms could be determined, as players felt double
motivated in the process of playing [4, p. 43]. By improving the participants'
motivation , a deeper engagement with the respective learning content can be
ensured [8].

3.2

Escape Rooms in a Business Setting

An employee-centered approach oers numerous advantages: For one, it can support the entry into digital learning and facilitate employees' access to novel technologies. The gaming component has both intrinsic value (e.g. enjoyment) and
extrinsic value, meaning that there is a learning element, respectively knowledge, to be obtained by the employee * the latter being the main objective of
an Escape Room designed for a business setting [42]. In addition, the innovative
learning context enables the employee to use dierent strategies and out-of-thebox thinking, as it fosters the ability for creative problem-solving [8].
Current research on game-based learning seems to focus on learning goals
or the cognition and/or meta-cognition of its participants (see e.g. [44]). This is
particularly true for Escape Rooms. Aiming to assess the needs of SMEs and its
employees, we did not pursue this focus for the present Escape Room. Rather, a
setting was needed that put the participants in an (aective) state, so they would
want to share personal and/or informal information and not just supercial or
socially desired information.
Aective states  forming a superordinate category for emotions and feelings
 have an impact on the learning process and educational achievements, precisely
on one's motivation to learn and achieve a certain goal (see e.g. [31] and [22]).
Both positive and negative emotions seem to be a substantial part of learning.
The subjective feeling that is experienced can be seen as a source of information
that, for example, helps the individual to form judgment and steer cognition e.g.
[37]. Information processing and the scope of attention can change due to a specic emotion that is experienced [11, p. 314]: Many positive emotions broaden
individuals' momentary thought-action repertoires, prompting them to pursue a
wider range of thoughts [...]. Additionally, the emotions one experiences during
a learning activity can help with the understanding of individual interests and
developing a strong and long-lasting motivation [32]. Dampening or activating
positive or negative aect can be helpful in the motivational process to gain access to specic neurological systems, thus accessing further or new information
(see e.g. [19] and [27]).
Based on the empirical ndings described above, one could assume that
through a specic learning environment dierent aective states might be induced, which could in turn lead to the disclosure of new information. In this
case, the emotionally charged Escape Room might enable the participants to
access information in a much more exible way. Facing, for example, a frustrating scenario but also having a sense of success in the end when the riddles are
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solved, could accordingly make an Escape Room a helpful tool when evaluating
the status quo, as it might provide a more detailed and realistic assessment.

4

The Escape Room in the Pro ject Education 4.0 for
SMEs

In the rst instance, it is important for projects related to SMEs to know the current status of a company in order to support it in its further development. The
project Education 4.0 for SMEs applies, among other methods, a self-developed
Escape Room in order to determine the needs in the area of knowledge transfer. The following sections describe all relevant aspects of the developed Escape
Room, from the identied requirements to the storyline, structure and specic elements such as a control mechanism for the Gamemaster. The chapter concludes
with the main goals that the project wants to achieve by using the Escape Room.

4.1

Requirements

With regard to the objective of a needs analysis, several requirements have to
be met: First of all, the target group should be as diverse as possible in order to
get a comprehensive insight into all departments and every hierarchical level of
the company. Also, it is recommendable that the Escape Room is playable for a
variety of people in order to adapt to the respective situation (quantity, diversity
of the group) in the company. The realistic range of participants lies between
two and six. In addition to the adjustable number of people, the duration of
the Escape Room or the diculty of the riddles also needs to be individually
adjusted.
Since the Escape Room serves as an introduction to the needs analysis on the
topic of knowledge transfer, it is followed by a feedback discussion with reective
questions and an interactive presentation on the topic combined with individual
surveys. The planned time for the entire part is one hour. Therefore the playing
time should not exceed 20 to 25 minutes. Correspondingly, it must be possible
to control the game from outside if necessary. The mobility of the Escape Room
presents the third precondition, as it is played directly on site and therefore
has to be adaptable to spatial conditions. The nal requirement is to create a
realistic working environment with familiar problems and situations in order to
motivate and also challenge communication between the participants, in turn
encouraging them to make open and realistic statements about the situation in
their company. In this vein, the riddles are presented as everyday tasks one faces
in an oce environment.

4.2

Storyline, Structure and Gameplay

The storyline of the Escape Room is about a company named DEMMIC, a
ctional, medium-sized company, specializing in the production of components
for lightweight construction. One of its sales team members has forgotten to
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forward an order to the production department before they went on their welldeserved vacation. The Escape Room takes place right after a customer has
called and complained about the missing order. The participants have to gain
access to their colleagues' laptops and nd it.
The current situation of the company DEMMIC serves as a negative example of internal knowledge management:






No coherent documentation of processes;
No use of common company standards like le servers etc.;
Cluttered working environment full of unnecessary stu (e.g. not work related magazines);
Outdated or even wrong documents.
The structure of the Escape Room and the riddles and items needed to nd

the missing order are shown in gure 2.

Riddle

1

employee birthday

Item
A

password
Item
B

Riddle

2

unlock laptop 1

password

Riddle

files

phone list
Riddle

6

find phone number

4

unlock laptop 3

Item
C

Item
D
phone number

Fig. 2.

Riddle

3

unlock laptop 2

order ID
Riddle

find order

5

ordered items
Riddle

7

call production

Riddle-Flow-Chart (as seen in [7]).

After a brief introduction to the Escape Room method, the participants are
directly confronted with the starting situation (they are employees of DEMMIC)
and sent into the room. Suddenly an actor (the disguised Gamemaster) enters
and panic-strickenly talks about the situation of the disappeared order and the
angry customer who has just called. The actor also hands over a smartphone as
a possibility to call for help and for the Gamemaster to give clues and leaves
the room. In addition, the phone is needed for riddle 7 to call the production
department with the corresponding order. As it can be seen in gure 2, the
participants initially have to nd several items (A - C) to solve the starting
riddles (1 - 3) and to get access to two of the three laptops. To unlock the third
laptop (riddle 4) they have to combine another item (D) with some information
they get by solving riddle 3. By unlocking each laptop, the participants get
a piece of information which is needed to nd the lost order (riddle 5) and
afterwards solve the nal riddle (7). The dotted arrows to and from riddle 6
in the gure show an optional riddle which can be added or removed by the
Gamemaster and will be described in the next section (4.3). After solving riddle
7 by calling the production department the participants can successfully escape
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the room. In addition to the riddles 1 to 7, there are a lot of false clues hidden
throughout the Escape Room, which is also a common feature in commercial
Escape Rooms [29]. This is intended to slow down the participants and simulate
a typical situation at work, when they have to search for information.

4.3

Control Options for the Gamemaster

The Gamemaster is aware of the progress the participants have achieved and can
intervene whenever needed. To this end, participants are observed audio-visually
from the outside. To give hints, the smartphone is used in order to preserve the
tense atmosphere of the Escape Room. When calling the participants, the actor
(the disguised Gamemaster) leaves clues like: Have you looked into the drawer?
They usually put all their stu there.
As mentioned in the previous section, riddle 6 is optional. This was introduced
to control the playing time. Especially in the context of the Escape Room being
only one of several dierent workshops that take place at the company, this
is a valuable option. Riddle 6 is about nding the right phone number of the
production department when given several, partly outdated, lists of numbers. In
order to solve this riddle, the participants have to call the right number after
nding the correct list. Each call is received by the Gamemaster, who, depending
on the correctness of the number, can react correspondingly:

1) Answer the phone with: Person X, from production department. How may
I help you?
2) Not answer the phone at all.
3) Answer the phone with some excuse that they must have called the wrong
number.
When skipping the riddle, the Gamemaster just answers the rst phone call
with option number 1).

4.4

Main Goals

As the Escape Room is part of the needs assessment in the project Education 4.0 for SMEs, dierent objectives for further data collection are linked to

raise awareness
and sensitivity for the importance of appropriate knowledge transfer within the
company
Learning more about the current diculties in knowledge transfer
and the status quo in the respective enterprise
be encouraged to talk openly and freely
about the experiences they are facing in their everyday working life

the participation of the workforce. One of the main goals is to

. This ranges from understanding of knowing what one knows, to ar-

ticulation and transparent and comprehensible documentation of the knowledge
in question.

represents a further goal. Finally,

by showing the participants a worst-case scenario of how not to do knowledge
transfer and documentation, they should

.
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Exploratory Study in two SMEs

Joint work with a company begins with a preliminary discussion with the management to identify starting points. Based on these rst results, the so-called
practical taster day(s) is individually organized for each company. In addition
to a practical insight into the project contents, the format of the practical taster
day consists of several workshops including a needs analysis. The needs analysis
intends to reify the discrepancy between the desired situation and the actual situation and thus has the aim of analyzing decits in education, promotion and
organizational development at the strategic, operational and individual level
[5, p. 825]. The management selects the representatives of the workforce who
participate in the practical taster day, according to specic criteria. They represent a group as heterogeneous as possible in terms of dierent departments,
hierarchical levels, training, gender, full-time and part-time employment, etc.
In the context of the project Education 4.0 for SMEs, the needs analysis
comprises two thematic priorities: digitization and knowledge transfer. While
the situation in the eld of digitization is primarily evaluated by the method
LEGO

R

SERIOUS PLAY

R , the self-developed Escape Room described above

primarily serves to assess needs in the area of knowledge transfer. In addition,
the technical solutions for knowledge management that may already be available
in the company are considered at this point as well.
The collection of data in the area of knowledge transfer is divided into two
parts: 1) Participation in the Escape Room is followed by a short feedback round
with reective questions and 2) an interactive presentation about knowledge
transfer including individual surveys. Furthermore, at the end of the practical
taster day the participants ll in questionnaires in which, among other topics,
they also evaluate the experienced Escape Room and the input for the knowledge
transfer (12 items with 5 point Likert scale ranging from fully agree to totally
disagree).

5.1

Results of the Questionnaire on the Escape Room

In the rst step, some insights from the questionnaire on the Escape Room
method as a tool for needs analysis will be given. It proved to be an innovative

n

and enjoyable method, as 90.5 % (

= 21) of the participants had not visited

an Escape Room in their free time yet, while almost all of them had fun in
the session during the practical taster day (95.2 % fully agreed and agreed
on this item, while one was neutral). The diculty and number of tasks were
furthermore deemed appropriate by the majority of the participants (85.7 % and
81 % respectively for positive answers, only one participant totally disagreed,
which might be reected in one of the answers in the feedback session described
in 5.2).

raising awareness for the importance of appropriate knowledge transfer within one's
company
Apart from the method as such, its suitability in terms of its goal

was rated. To this end, the participants were asked whether they found

the `Escape Room' method helpful to think about knowledge transfer in [their]
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everyday work. Although 14.3 % did not take any side and 4.8 % disagreed on
this question, the statement was conrmed explicitly by 80.9 %. Also, most of
the respondents (76.2 %) agreed that the method helped them to understand
the topic of knowledge transfer better. Asked for new insights about knowledge management and transfer in their everyday work, the participants answers
diverged more, ranging from totally agree (19 %) to disagree (4.8 %); the
majority however agreed to have become aware of new aspects (61.9 %). Considering the practical implications of knowledge transfer, most participants
were positive (76.2 %) that the Escape Room supported their awareness of the
topic. However, almost a quarter (23.8 %) had a neutral stance regarding this
question, showing that some issues might not be new.

5.2

Results of the Feedback Conversation

In order to contextualize the data from the quantitative and anonymous evaluation that was held at the end of the day, some statements from two feedback
rounds held directly after the Escape Room will be drawn on. Asked about the
number of people playing the Escape Room, the participants considered it to
be okay. The participants then pointed out that, while agreeable for this playful context, it was a rather unrealistic scenario compared to their work, in that
usually such issues are not solved in a team. At the same time, especially for
participants without a special anity for computers, the team was an essential
factor for solving the riddles. This might be an explanation for one participant's
judgment who did not nd the task's diculty appropriate.
Even this rst question relating to the participants' experiences in the Escape
Room, which was mainly meant to serve as feedback for the further development
of the method, showed the diculty of separating methodological feedback on
the Escape Room from statements about the Escape Room's topic of knowledge management. These statements were induced in the context of the second
goal, which was for both the participants and the project Education 4.0 for

learn about the current diculties in knowledge transfer and the status
quo in the company encouraging the participants to talk openly and freely
about the experiences they are facing in their everyday working life
SMEs to

by

. To this end,

the close connection between the method and the (familiar) topic of knowledge
management presents a valuable opportunity to discuss inconvenient issues. In
this vein, not only objective aspects were mentioned, such as the applicability
of the scenario to various departments, questions of documentation tools and
ways of personal knowledge transfer. Rather, these aspects served as a starting
point for the possibility of expressing critical issues like the familiar situation of
the absence of a colleague as well as possible solutions, for example by ocial
arrangements or unocial practices.

5.3

Results of the Questions about Knowledge Transfer

Do you know where in your company which knowledge is available or who you
can ask about a certain topic? This question serves as the main motivation for
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the module on knowledge transfer in the workshops during the practical taster
days.
In an interactive session, the systems relevant to knowledge management are
identied for the purpose of needs analysis. Based on this list, further action
might be identied. The aim of the group experience in the preceding Escape
Room Session is, among other things, to increase the the ability to criticize and
reect. The participants usually respond very openly to questions regarding the
current situation in the company. This leads to results, such as the answers
shown in g. 3.
In the course of the project several surveys have been conducted on the topic
of knowledge management in dierent companies. Figure 3 shows the answer
to the question How much time do you spend searching for information in
your daily work? given in the participating two pilot SMEs and three online
seminars about knowledge transfer. As a result, there is a considerable potential
for improvement of knowledge management, which could lead to signicant time
saving in practice.

How much time do you spend searching for information in your daily work ?
Answer

%

5 minutes

3.7

10 minutes

22.2

30 minutes

29.6

more than 60 minutes

44.4

22.2%
44.4%

29.6%

Survey results over the years 2019 and 2020.
n = 81 (Collected in Project Education 4.0 for SMEs
needs analysis sessions and online seminars)

Fig. 3.

Survey Results.

A similar conclusion was reached in a survey of more than 1600 oce workers,
which found that 25 % of respondents spent up to 60 minutes per working day
searching for knowledge [21]. The needs analysis showed that companies usually
have several IT systems in place that can serve as the basis for a knowledge management initiative. To the above-mentioned question whether the participants
know where to nd information on a topic or who to ask, most respondents answered that they roughly know this, but that there is still a considerable amount
of work to be done to nd concrete solutions. Participants would like to have a

simple and central means of access to relevant information
above mentioned search eort.

, which reduces the
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Lessons Learned

Due to tight constraints on the duration of the feedback session, some answers
stayed relatively supercial. Giving the participants more time (e.g. about 30
minutes instead of 15-20 minutes) to reect on the topic of knowledge transfer
in their company might lead to more profound results. However, the responses
received in this short period were already promising and should be examined
further in future studies. A basis for this assumption is the relaxed and positive atmosphere that was indeed induced by the method, which, however, is also
closely linked to the corporate culture. In the feedback session, banter on the
Gamemaster`s mean riddles and the admission that a certain riddle was really annoying, as well as various sessions of laughter showed that the planned
aective state of the participants could be achieved. Therefore, participatory
observation is highly recommended for further studies in order to nd out more
details.
In addition to the experience gained for further data collection, certain points
can also be noted for the design of the Escape Room itself. One opportunity for
improvement is the clue system, in which a smartphone was used to communicate
with the participants. Even though no problems have been encountered so far,
the dependency on the reception level on site (especially indoors) might cause
trouble in future sessions. This might be avoided by adding another way of
communication, e.g. using the local company network or other internet sources. A
possible further development emerged from the fact that communication can be
done remotely using common messengers or video conference tools, thus shifting
the whole Escape Room to an online solution. Such a digital Escape Room could
be integrated better into the daily work routine, for example by decoupling it
from the other workshops, thus requiring less time.

6

Conclusion and Further Work

In conclusion, the collected data indicate that the (method) Escape Room has
certainly some justication to be used as a tool in the business setting to analyze
the needs of in-company knowledge transfer management. This paper does not
allow for a clear statement regarding the emotionally inducing impact the Escape
Room might have had on its participants. Accordingly, it cannot be ruled out
entirely that the collected data from the ensuing feedback conversation would
have been generated only on the basis of the preceding Escape Room. Future
research could therefore focus on the interim inquiry or retrospective judgment
of participants' aective states, in order to examine and understand the eectiveness of these states more closely. In addition, the data collected so far could
be further deepened within the project. For example, group discussions or individual interviews with representatives of the workforce could be considered in
order to give all participants  the project and the participating SMEs  the
opportunity to gain a deeper insight into the topic and especially the problems
of knowledge transfer. Finally, the Escape Room method oers various potential
elds of application such as Human Resources Development. Working on the
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riddles together can provide insight into the team dynamics, especially if the
solution is not obvious and various hurdles have to be overcome.

Acknowledgements
The Project Bildung 4.0 für KMU (Education 4.0 for small and medium-sized
manufacturing enterprises, Grant number 01PA17014) is funded by the German
Federal Ministry of Education and Research and the European Social Fund for
Germany within the Digital Media in Vocational Training program.

References
1. Abele,

E.,

Kuhn,

S.M.,

Liebeck,

T.:

Wissensmanagement

und

kmu.

ZWF

Zeitschrift für wirtschaftlichen Fabrikbetrieb 98(7-8), 375379 (2003)
2. Abt, C.C.: Ernste Spiele: lernen durch gespielte Wirklichkeit. Kiepenheuer &
Witsch (1971)
3. Abt, C.C.: Serious games. University press of America (1987)
4. Bakhsheshi, F.F.: Serious games and serious gaming in escape rooms. In: 2019
International Serious Games Symposium (ISGS). pp. 4247. IEEE (2019)
5. Becker, M.: Personalentwicklung: Bildung, Förderung und Organisationsentwicklung in Theorie und Praxis. Schäer-Poeschel, Stuttgart (2013)
6. Birkenbusch, J., Christ, O.: Concepts behind serious games and computer-based
trainings in health care: immersion, presence, ow. In: Serious games and virtual
worlds in education, professional development, and healthcare, pp. 114. IGI Global
(2013)
7. Borrego, C., Fernández, C., Blanes, I., Robles, S.: Room escape at class: Escape
games activities to facilitate the motivation and learning in computer science.
JOTSE 7(2), 162171 (2017)
8. Clarke, S.J., Peel, D.J., Arnab, S., Morini, L., Keegan, H., Wood, O.: EscapED: A Framework for Creating Educational Escape Rooms and Interactive
Games to For Higher/Further Education. Int. J. Serious Games 4(3) (2017).

http://journal.seriousgamessociety.
org/index.php/IJSG/article/view/180

https://doi.org/10.17083/ijsg.v4i3.180,

9. Corkill, E.: Real escape game brings its creator's wonderment to life. Pozyskano
z http://www. japantimes. co. jp/life/2009/12/20/to-be-sorted/real-escapegamebrings-its-creators-wonderment-to-life/#. V-BG6vCLShd (2016)
10. Davenport, T., Prusak, L.: Working Knowledge: How Organizations Manage what
They Know. EBSCO eBook Collection, Harvard Business School Press (2000),

https://books.google.de/books?id=QIyIWVhdYoYC

11. Fredrickson, B.L., Branigan, C.: Positive Emotions Broaden Thought-Action
Repertoires: Evidence for the Broaden-and-Build Model. Cogn. Emot. 19(3) (2005)
12. Glavas, A., Stascik, A.: Enhancing positive attitude towards mathematics through
introducing escape room games. Mathematics education as a science and a profession pp. 281293 (2017)
13. Gold, A.H., Malhotra, A., Segars, A.H.: Knowledge management: An organizational capabilities perspective. Journal of management information systems
18(1), 185214 (2001). https://doi.org/10.1080/07421222.2001.11045669,

//www.tandfonline.com/doi/abs/10.1080/07421222.2001.11045669

https:

14

Project Education 4.0 for SMEs

14. Gramÿ Denise AND Pillath, P.A.N.D.S.C.: Escape Room  Mitarbeitende für
digitales Lernen begeistern. In: Dachselt Raimund AND Weber, G. (ed.) Mensch und Comput. 2018 - Work. Gesellschaft für Informatik e.V., Bonn (2018).
https://doi.org/10.18420/muc2018-demo-0507
15. Grothe, M., Landenberger, H., Schildhauer, T.: Corporate Knowledge. Business
Village GmbH, Goettingen (2003)
16. von

Guretzky,

B.:

Bausteine

für

eine

innovationsorientierte,

wissensbasierte

http://www.community-of-knowledge.de/beitrag/
bausteine-fuer-eine-innovationsorientiertewissensbasierte-unternehmenskultur
unternehmenskultur (2004),

17. Hermanns, M., Deal, B., Hillhouse, S., Opella, J.B., Faigle, C., Campbell IV, R.H.,
et al.: Using an "escape room" toolbox approach to enhance pharmacology education (2017)
18. Kinio, A.E., Dufresne, L., Brandys, T., Jetty, P.: Break out of the Classroom: The
Use of Escape Rooms as an Alternative Teaching Strategy in Surgical Education.
J. Surg. Educ. 76(1), 134139 (2019). https://doi.org/10.1016/j.jsurg.2018.06.030,

http://www.sciencedirect.com/science/article/pii/S1931720418303283

19. Kuhl, J., Baumann, N.: Self-regulation and rumination: Negative aect and impaired self-accessibility. Control Hum. Behav. Ment. Process. Conscious. Essays
Honor 60th Birthd. August Flammer pp. 283305 (2000)
20. Kuhlen, R.: Change of paradigm in knowledge management - framework for the
collaborative production and exchange of knowledge. In: Knowl. Manag. (2011).
https://doi.org/10.1515/9783110955071.21
21. KYOCERA-Document-Solutions:

Wissensmanagement

mit

dms:

Mit

https:
//www.kyoceradocumentsolutions.de/de/smarter-workspaces/media-center/
e-books/e-book-wissensmanagement-dms.html
dms

unternehmenswissen

besser

verfügbar

machen

(2018),

22. Lane, A.M., Whyte, G.P., Terry, P.C., Nevill, A.M.: Mood, self-set goals and examination performance: The moderating eect of depressed mood. Pers. Individ.
Dif. 39(1), 143153 (2005)
23. Linde, F.: Barrieren und erfolgsfaktoren des wissensmanagementsergebnisse einer
onlinebefragung. HMD 246, 2028 (2005)
24. Loew, R.: Information Brokerage  A new Approach using Knowledge Management. Cork Institute of Technology, Cork, Ireland (2009)
25. Gust von Loh, S.: Wissensmanagement und informationsbedarfsanalyse in kleinen
und mittleren unternehmen: Teil 2. wissensmanagement in kmu. Information Wissenschaft und Praxis 59(2), 127135 (2008)
26. Maier, R.: Knowledge Management Systems: Information and Communication
Technologies for Knowledge Management. Springer Berlin Heidelberg (2004),

https://books.google.de/books?id=IQD8JCxsEyEC
27. Martens,
den?

T.:

In:

Was

Kempf,

ist
W.,

aus

dem

Langeheine,

Integrierten
R.

(eds.)

Handlungsmodell

gewor-

Item-Response-Modelle

in

https:
//www.pedocs.de/volltexte/2016/12327/pdf/Martens_2012_Was_ist_aus_
dem_Integrierten_Handlungsmodell_geworden.pdf
der

sozialwissenschaftlichen

Forschung.

Regener,

Berlin

(2012),

28. Michael, D.R., Chen, S.L.: Serious games: Games that educate, train, and inform.
Muska & Lipman/Premier-Trade (2005)
29. Nicholson, S.: The state of escape: Escape room design and facilities. Meaningful
Play (2016)
30. Nohr, H., NOHR, H.: Wissensmanagement in stuttgarter unternehmenergebnisse
einer umfrage/fachhochschule stuttgart. 2000. Arbeitspapiere Wissensmanagement
(10) (2000)

Needs Analysis via an Escape Room

15

31. Pekrun, R.: Academic emotions. Handb. Motiv. Sch. 2, 120144 (2016)
32. Pekrun, R., Stephens, E.J.: Academic emotions. In: APA Educ. Psychol. handbook,
Vol 2 Individ. Dier. Cult. Context. factors., pp. 331. American Psychological
Association (2012)
33. Probst, G., Raub, S., Romhardt, K.: Managing knowledge-Building blocks for success. Organ. Stud. Gr. Organ. Stud. 22(1), 186 (2001)
34. Riege, A.: Three-dozen knowledge-sharing barriers managers must consider (2005).
https://doi.org/10.1108/13673270510602746
35. Romero, M., Usart, M., Ott, M., Earp, J., de Freitas, S., Arnab, S.: Learning
through playing for or against each other? Promoting collaborative learning in
digital game based learning (2012)
36. Schauer, H., Frank, U.: Methoden des wissensmanagements. Wissensmanagement
für KMU pp. 147166 (2007)
37. Schwarz, N.: Feelings-as-information theory. Handbook of theories of social psychology 1, 289308 (2011)
38. Soto-Acosta, P., Popa, S., Conesa, I.: Information technology, knowledge management and environmental dynamism as drivers of innovation ambidexterity:
a study in smes. Journal of Knowledge Management pp. 824849 (02 2018).
https://doi.org/10.1108/JKM-10-2017-0448
39. Tomasello,

M.,

Carpenter,

M.:

Shared

intentionality.

Dev.

Sci.

10(1),

https:
//onlinelibrary.wiley.com/doi/abs/10.1111/j.1467-7687.2007.00573.x
121125

(2007).

https://doi.org/10.1111/j.1467-7687.2007.00573.x,

40. van der Linden Jos and Erkens, G., Henk, S., Peter, R.: Collaborative Learning. In:
Simons Robert-Jan and van der Linden, J., Tom, D. (eds.) New Learn., pp. 3754.
Springer Netherlands, Dordrecht (2000). https://doi.org/10.1007/0-306-47614-2_3
41. Vuopala, E., Hyvönen, P., Järvelä, S.: Interaction forms in successful collaborative
learning in virtual learning environments. Active Learning in Higher Education
17(1), 2538 (2016). https://doi.org/10.1177/1469787415616730

42. Warmelink, H., Mayer, I., Weber, J., Heijligers, B., Haggis, M., Peters, E., Louwerse, M.: AMELIO: Evaluating the team-building potential of a mixed reality escape room game. In: Ext. Abstr. Publ. Annu. Symp. Comput. Interact. Play. pp.
111123 (2017)
43. Wolf, T., Decker, S., Abecker, A.: Unterstützung des wissensmanagements durch
informations- und kommunikationstechnologie. In: Nüttgens, M., Scheer, A.W.
(eds.) Electronic Business Engineering, pp. 745765. Physica-Verlag HD, Heidelberg (1999). https://doi.org/10.1007/978-3-642-58663-7_39
44. Woo, J.C.: Digital game-based learning supports student motivation, cognitive success, and performance outcomes. Journal of Educational Technology
&

Society

17(3),

291307

jeductechsoci.17.3.291

(2014),

https://www.jstor.org/stable/10.2307/

