"Al + Metaverse + Digital Game-Based Learning" Sub-forum
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Unlocking students engagement in Architecture
Education Through Digital Educational Escape Rooms
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Discover the transformative power of Digital Educational Escape Rooms (DEERS)
in architecture education! As we adapt to a post-pandemic world, DEERs offer an
exciting, game-based approach to learning that enhances student engagement,
creativity, collaboration, and problem-solving skills. This project explores how
integrating DEERs into architectural studies bridges the gap between theoretical
knowledge and professional practice, preparing students for real-world
challenges. Grab the opportunity to ask more as we share qualitative research
findings and uncover the initial impacts of these innovative tools paving the way
for a new era in educational strategies. Don't miss out on reimagining the future
of education!
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