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LESSON PLAN: Escape room on paying methods
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	Why?

Pupils of secondary level aren’t always aware of the possibilities and risks of payments. That makes them vulnerable of fraudulent activities like phishing or skimming.


	
	What?

In this lesson they get to know different methods with practical examples of real situations. Besides that they will get confronted with different forms of fraud so that they act with caution in financial situations.

The goals of this lesson are:
· Knowledge: explain why money has value; indicate different ways of payment; prove why paying methods involve risks.

· Skills: recognize important advantages and disadvantages of paying methods; find and judge sources of payment; select the appropriate paying method in different situations; calculate change money; pay in a safe way; evaluate the risks of paying methods.
· Behaviour: get motivated to keep informed about new paying methods and the according technological innovations; dare to ask questions about money and payments to people who can be trusted; take care of cash money or valuable objects in their possession.



	
	How?
Independent assignment.
In a digital learning path pupils have to crack the password to enter a bank, then find the safe and crack the code of that safe. They can do that by answering financial questions of which the can look for information in information files.



	Theme

	Payment methods

	School

	Sint-Theresiacollege, Kapelle-op-den-Bos, Belgium

	Age group

	13-16

	Identification of Financial Literacy Education knowledge needed for this activity


	Pupils must be able to calculate a percentage.

	Link to the national curriculum


	Mens en samenleving – financiële educatie - betaalmiddelen


	Duration

	100 – 150 minutes

	Participants

	Depending on the number of computers/tablets/smartphones available.

	Class setting (tables and chairs)

	1 computer / tablet / smartphone with internet per 2 pupils

	Relevant background information (documents, vids, social media…etc.

	· The information files could be printed and handed to the pupils. They can also be used as course information on paper.
· A fill-in paper could be printed. But it can also be used in a digital way.


	Teaching strategy

	· Group work. 

· Teacher gives an introduction to the subject and the way the pupils have to use the learning path and the information files.

· Teacher is the coach who will control the activity of the students and will help them when they get stuck.



	1. Conditions
In a digital learning path, pupils go through an escape room which they have to process in groups of two. Pupils get divided in groups ad random. Every group gets a booklet with information files or these files are presented digitally in the learning path. Pupils are asked to find the solution of the questions in the information files and the teacher emphasizes that they should not guess the answers.

The use of a calculator is permitted.



	2. Content / theme
There are three parts in the escape room.
Step 1

Students answer right or wrong on 18 general questions on payments. If all the answers are correct, they get a morse code. With that code they can enter the bank.

Step 2

Once in the bank they have to look for the employee who knows where the safe is. They can find this person in a ‘Who is it?’-game with 10 calculations. If the calculation is correct, they can go on. If not they have to try again. Every correct calculation gives a hint to find the right employee.
Step 3

Pupils have to answer 10 multiple choices. Each answer is connected to a sign flag and all the flags form the password to open the safe. 



3. Organisation of the lesson
	Duration
	Goal
	Teachers’
Activity
	Students’
activity
	Educational situation:

content, working methods, media
	Objectives / Competence-development
Assessment


	10 min
	Dividing the class in groups and getting clear instructions about the escape room.
	instructions
	listen
	Teaching conversation with feedback
	Teacher checks if instructions are clear.

	40 min
	Learn more about paying methods in general.
Explain why money has value.

Indicate different ways of payment.

Recognize important advantages and disadvantages of paying methods.

Get motivated to keep informed about new paying methods and the according technological innovations. 

Take care of cash money or valuable objects in their possession.


	coaching
	Actively looking for information to answer the questions
	Digital learning path. Groups of 2 students.
	Students have to complete the different steps, otherwise they cannot continue.

	30 min
	Calculate change money.

Calculate the real price, taking into account discounts.


	coaching
	Actively looking for information to answer the questions
	Digital learning path. Groups of 2 students.
	Students have to complete the different steps, otherwise they cannot continue.

	40 min
	Prove why paying methods involve risks.

Find and judge sources of payment.

Select the appropriate paying method in different situations.

Pay in a safe way. 

Evaluate the risks of paying methods.

Dare to ask questions about money and payments to people who can be trusted.


	coaching
	Actively looking for information to answer the questions
	Digital learning path. Groups of 2 students.
	Assessment: small test of 10 multiple choice questions.


	 4. This material belongs to …
· ‘Money and payments’

· ‘Prices and purchases of goods’

· ‘Lifelong learning’

· ‘Financial actors and consumers’
Explanation:
The escape room is about different types of money and payments. Pupils also learn about prices, discounts and change money in actual and realistic cases. Besides that, they are challenged to keep informed about new evolutions and they learn more about banks and other financial institutions.



	5. (optional)Variations, special characteristics
Variation 1: heterogeneous differentiation. Pupils get divided in groups ad random. The level of pupils working together can variate strongly. Advantage: the stronger pupil helps the weaker one.
Variation 2: homogeneous differentiation. Pupils get divided according to their results in their mother language or in mathematics. Advantage: possibility to give different learning paths, according to level. Stronger groups get a more challenging path with almost no hints. Weaker groups get a learning path with more hints and extra explanation.
Variation 3: automatic division in groups. Students start with a short test which will determine their level of knowledge an interests. Three different learning paths are adapted to their level. 



6. Annexes
· Link to the escape room: 
https://toll-net.be/moodle/xertetoolkits/play.php?template_id=40885
· Link to the information files: https://www.dropbox.com/s/0y1mna2bgvmr8lo/Information%20files.docx?dl=0
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