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Integrate
technology into
teaching

Integrated digital tools and
media include:

. Padlet,
Genially, Google Forms

- GPTChat, AR, QR codes,
video/audio clues
- Blended and online escape’
room design
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	Slajd 1: Abstract: The Educational Escape Room 2.0 course empowers future teachers to design immersive learning experiences that blend physical and digital environments. Integrating AI tools, multimedia platforms, and hybrid delivery, the course prepares 

