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In this project, a series of four digital escape rooms were used to enhance student
engagement and understanding in a “Cognitive Psychology” course. Senior Optometry
students worked in groups to solve themed challenges aligned with the course’s key
concepts. After each escape room, a class discussion was held to explain the difficult
concepts and reinforce learning. Pre- and post-quizzes were used to evaluate knowledge
gains, while midterm and final surveys collected feedback on the effectiveness of the
activities in enhancing understanding, critical thinking, self-directed learning, and
engagement. Furthermore, winning groups were recognized through Blackboard
announcements to encourage motivation. The results showed improved knowledge
acquisition, greater teamwork, and high levels of student satisfaction. This teaching
approach represents a meaningful shift toward active, collaborative, and enjoyable
learning in higher education.
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® Escape Room \ (Visual Perception): The Optometrist’s Hidden Discovery

[https://view.genially.com/T eYdabAY) . Y.VcYVecd ¢V . A]

® Escape Room Y (Attention and Consciousness): The Maze of Attention

[https://view.genially.com/TVAVYAAYALAAdbcb Y YbY1oY1Y]

® Escape Room Y (Memory): Cognitive Archive: The Final Unlock
[https://platform.breakoutedu.com/game/play/escape-room-Y-\ Y Y €Y} Y-

XX\MFCGQ1Y]

®  Escape Room ¢ (Memory Process): The Memory Maze: Unlocking Dr.

Noura’s Clinical Mind [https://platform.breakoutedu.com/game/play/escape-

room-¢-1 Y\ VY'Y Y-NKJYCFAaQMW]
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https://view.genially.com/66e7dab8210207c31ec94708
https://view.genially.com/679788384889bcb13b765767
https://platform.breakoutedu.com/game/play/escape-room-3-1114112-XX1MFCGQ62
https://platform.breakoutedu.com/game/play/escape-room-3-1114112-XX1MFCGQ62
https://platform.breakoutedu.com/game/play/escape-room-4-1117322-NKJYCF9QMW
https://platform.breakoutedu.com/game/play/escape-room-4-1117322-NKJYCF9QMW

