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Delivery Guide
Welcome to the Eerie-on-sea virtual escape room! Below you’ll find all the information 
you need to deliver this set of challenges, whether you’re an educator or a parent/carer. 
The escape room is designed to be delivered between a facilitator (that’s you) and any-
one from individuals up to groups of varying sizes. Look through the puzzles yourself 
and assess the best way of delivering for your children or pupils – it might be one-on-
one or done together, as a whole class, a breakaway activity for specific pupils, or a 
friendly competition, dividing up into smaller groups. Make it work for you! 

Age suitability: Key Stage 2 / 7-11s - degrees of help required
Time limit: Variable, but suggested one hour

Requirements:
• This delivery guide
• Answer sheet
• Print outs of each section of the escape room,  

one per group
• Some knowledge of the Eerie-on-sea books
• Understanding of Eerie script

All other codes and ciphers are either explained in the clues,  
or can be worked out with logic and lateral thinking. 

How to deliver
 
Prep your escape room: 
• Make sure you have enough copies of each part of the game for each group. You 

need one opening script sheet, and then copies of each of the six challenges for each 
group.

• Cut out the numbered sections and collate piles of all six so you can hand them out 
to teams as appropriate.

Your role is to facilitate the game. After reading the opening script you must check 
answers, and supply the next puzzles to participants. There are a series of puzzles to 
solve to move through the ‘levels’ of the game, but in the absence of the physical objects 
described, participants must take their answers to you, the facilitator.

An answer sheet is at the end of this pack

Explaining the game:
Introduce the concept of an escape room, ensuring understanding. Explain that you are 
the facilitator of the game, and that as soon as entrants have each answer, they should 
bring this up to you, written on the relevant answer sheet. 

The opening script should then be read out loud together, or as a class, so all participants 
hear the premise.  From this point, hand out the first sheet, with the opening puzzle to 
be solved. Depending on how you choose to run it, you can then set a one-hour time-
limit and have this visible somewhere for all entrants to see. Start the timer, and leave 
entrants to work out the clues!
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Story line for facilitator
Entrants are sent to find clues to help Herbert Lemon and Violet Parma foil the latest 
dangerous happening in Eerie-on-sea. Sneaking into a beach side shack once owned 
by Sebastien Eels, they find the diary that holds the information needed, but are then 
trapped inside. An old letter from Sebastien Eels explains that he has trapped them. 

A variety of (virtual) objects fill the room, each of which must be navigated and opened 
to progress through the game, resulting in discovering the key to escape, take the diary 
back to Herbert and Violet, and save the day.

Within the shack there are six separate challenges to overcome. 

Obstacle Puzzle type to open Key to puzzle Leads to

Typewriter Hidden message Found in 
Sebastien’s letter

Safe

Safe Backwards writing 
& word association Found in typewriter Mermaid Statue

Mermaid Statue Wordsearch Found in safe Locked box

Locked box Roman numerals 
puzzle

‘Textbook page’ 
found in box

Chest

Chest Pigpen cipher & 
grid references

Pigpen cipher in 
box, key written 
on map found in 
typewriter

Door

Door Eerie Script
Script key in chest, 
actual script written 
around edge of map

Escape

The narrative is contained within each handout, combined with each puzzle. The first 
handout must also include the Eerie-on-sea map, which provides the key to future 
puzzles. 
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Opening Script
FACILITATOR ACTION: Read out loud

Something strange, and probably very dangerous, is about to happen in Eerie-on-Sea! 
Herbert Lemon and Violet Parma have persuaded you to help them, but nobody knows 
quite what to expect. All you know is that whatever it is, it’s going to happen at sunset, 
tonight. Both Herbie and Violet are at the Grand Nautilus hotel hatching a genius plan, 
but their research has already uncovered a mysterious old shack down by the seafront, 
that was apparently owned by none other than Sebastien Eels, himself! They send you 
off to sneak into the shack and look for more information about this strange happening. 
When you arrive it seems that Sebastien Eels has lost his evil touch… Getting in to the 
shack is easy; the door isn’t even locked! You peer into the dark, cobwebby insides of 
the creaking, groaning shack, but there’s nobody there. As you creep inside you find a 
small, old-fashioned lamp on a desk. You light the lamp and an eerie glow shines on… 
Yes! It’s an old diary with S. Eels, embossed on the cover. It’s full of scrawled writing and 
diagrams – surely this has the clues Herbie and Violet need. It couldn’t be easier! You’ll 
be back at the hotel in no time, and then it’s off to Seegol’s diner for the best fish and 
chips in Eerie-on-Sea, safe in the knowledge that whatever strange events are happen-
ing, you’ll have helped Herbert and Violet put a stop to them.

You grab the diary, and turn to leave, but…

The door of the shack slams shut behind you! You hear the bolt click into place – you’re 
trapped! There’s a keyhole, but no key. No one has seen or heard from Eels in months 
now, so who knows how long you might be stuck here!

There’s nothing for it but to look around the room, so you pocket the diary and turn the 
lamp up bright. A huge portrait of Sebastien Eels sits on one wall. A big, heavy chest 
sits on the floor, with a series of strange dials on the front, full of numbers and letters. 
Nearby, a strange, leering mermaid statue stares at you, mouth open, its tongue sticking 
out rudely. By the other wall is a miniature model of Eerie of Sea, accurate to the last 
detail – it must have taken months to build. You turn to the desk, where a typewriter sits 
next to a small box with a combination lock, and a strange looking badge embossed on 
the lid. A piece of paper sits in the typewriter, with two words typed at the top of the 
page: 

“Enter password”

The rest of the page is blank. 

Beneath the locked box you now notice a 
small letter, old and dusty. It must have been 
put there a long time ago. You check the time 
- sunset is in one hour, so if you’re going to 
help Herbie and Violet, you’d better find a 
way out soon. 

FACILITATOR ACTION:  
Hand out letter
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Eerie-on-Sea Escape Room

Challenge one

SOLUTION TO CHALLENGE ONE: _________________________ ______________

Dear sneak-thieves,
I’ve trapped you! And now I will discover who’s 
been helping that pesky Herbert Lemon and his 
nosy friend, Violet Parma. Thank you for falling 
so easily into my trap!
I’ll be back once I’ve put my plan into action, so 
prepare to be thoroughly dealt with! Of course, there is a way out of here, and just for my 
amusement I’ve left six dastardly puzzles for you. 
But never fear – you were trapped so incredibly 
easily that it’s impossible you could be clever enough 
to work them all out! When you fail, it will be all 
the funnier to me to see the look of defeat in your eyes.
Wishing you the worst of luck,
I remain, 
The humble, brilliant, beloved author and mastermind,
Sebastien Eels
P.S. you have already read your first clue!
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Eerie-on-Sea Escape Room

You type ERWIN into the typewriter. The letters clack loudly around the shack. As soon as 
you hit the N key, a secret drawer slides open at the base of the typewriter. Inside you find an 
old map, and another message. The map is exactly like the model of Eerie-on-Sea in the shack.

You turn to the other message. It’s titled ‘SAFE CODE’. Before you look at the message you look 
at the shack again, and your eye rests on the portrait. On a hunch you pull the portrait aside - 
behind it is a safe! The safe has an old fashioned number dial on it - can you find the code?

Challenge two

Safe code: _ _ _ _ _ _ _

Safe Code

So, you unlocked my typewriter! I bet you got lucky and just guessed 

the password. Never mind, you won’t work this one out.

Below are ten pairs of words. Work out which words go together, and 

you’ll find that there is one words missing. Can you fill in the blank? 

That missing word will unlock the safe, if you can work out the code!

SpadeLightning
StarboardBucket &

FoundBlack &
Salt &Fish &

Light &Lost &
Port &Thunder &

DarkPepper
Chips

ABCDEF...

123456...
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Eerie-on-Sea Escape Room
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Eerie-on-Sea Escape Room

You turn the dials through the numbers, 23  8  9  20  5. The safe creaks open. Inside you find 
another sheet of paper. 

Challenge three

ANSWER:___________________

N L I Z C H A C I F W N S M H

O O H K Q M E J U B B C E E P

M S T A R N S P G X O S E R M

E T U Q E H N K A R O U G M F

L A S N D U O R R T K L O O J

T N U U N K E A G S D L L N L

R D L L A X I P A A I O S K D

E F I Z M E R S N H S M D E W

B O T N A D E Y T G P R I Y U

R U U Q L O E T I W E M N G T

E N A Y A L V N S O N G E H D

H D N U M B J R L D S O R A E

L E I J L N S O K A A J O S C

R R T P F R Y J H H R K N Y H

Z M D Z B N Y M I S Y D L F E

Mermonkey
Malamander
Shadowghast
Nautilus

Lost-and-founder
Gargantis
Jornty Spark

Herbert Lemon
Dr Thalassi
Mr Mollusc

Eerie-on-sea
Seegol’s diner
Book Dispensary

Only one answer can’t be found! Feed this answer to the mermaid, to receive your 
next clue.
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Eerie-on-Sea Escape Room

You scribble the name Dr Thalassi onto the paper, tear it off, and, feeling rather silly, feed it 
into the mouth of the strange mermaid. For a moment, nothing happens, but then a strange 
click sounds and below the mermaid a small compartment opens up. Inside is a small scroll of 
paper, sealed with a wax image that matches the one printed on the locked box. Maybe this is 
the clue to unlock it? 

Challenge four

COMBINATION LOCK CODE: _ _ _ _

Roman numerals were the numerical system used in ancient Rome.  
Numbers were created using letters, with the following values:

LETTER I V X L C D M

VALUE 1 5 10 50 100 500 1000

Numbers are written out in order, starting with the largest, so VII = 5+1+1 = 7. 
Where a smaller number comes first, it is deducted from the next large number, 
so IV means ‘one less than five’ = 4.
For example, the number 554 would be written as DLIV – D=500 + L=50 + IV=4.

The use of roman numerals continued until the 14th Cent 

Make sure you d
on’t  

M I X  up your num
erals  

to get this on
e right.
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Eerie-on-Sea Escape Room

You line up the combination 1 0 0 9 and The lock opens with a snap. The lid is rusty, and you 
have to force it, but it lifts up creakily. Lying in the box is a single page from Sebastien Eels 
diary.

Challenge five

CODE: _ _ _ _ _ _

Note to self
Dear Sebastien

To unlock the chest, simply remember where your 
greatest enemies live. 

I hope you haven’t lost that map!

Kind regards, 
Sebastien

A B C

D

HG

FE

I

J K L

M

QP

ON

R

S

T U

V

W

X Z

Y
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Eerie-on-Sea Escape Room

You spin the dials on the chest until they read C3B2B1. Surely the key must be in here?! It 
springs open sending up a cloud of dust. Coughing, you look inside, and find it’s empty! 

There’s nothing in the box. You sit on the floor, defeated. All this for nothing. And then you 
see it, a tiny square of paper stuck in a crevice in the lid, now hanging open.

Challenge six

FINAL ANSWER:_______________

N



LEVIATHAN! You found the final answer! You run 

over to the miniature model of Eerie-on-Sea, and 

sure enough, there in the painted sea, is a small 

model of the wreck of the Leviathan, you tug at it, 

tentatively, and it lifts right up in your hands  

with a rattle. It’s hollow! Inside you find a small, 

rusty key. 

At the door you try the key which turns slowly 

in the lock. The door swings open! You’re free! 

Outside, the last light of day shines out over  

Eerie-on-sea. Sunset is just around the corner. You 

set off at a run, knowing you’ll be just in time to 

take the all important clues to Herbert and Violet. 

CONGRATULATIONS!
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Answer sheet
Keep this sheet hidden from view. As each entrant completes each section, they will 
come to you with their completed answer, written down. Check that the answer 
matches the answer below, and then hand them the next challenge.

Challenge No. PUZZLE TYPE CORRECT ANSWER Give them…

1 Hidden message ERWIN Map + Challenge 
two

2 Backwards writing 
& word association

23  8  9  20  5 (White, 
alphanumerically)

Challenge three

3 Wordsearch Dr Thalassi Challenge four

4 Roman Numerals – 
combination lock 1009 Challenge five

5 Pig pen cipher C3 B2 B1 Challenge six

6 Eerie Script LEVIATHAN FINAL SLIP
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Answer breakdown
The following explains the details of each challenge. 

Challenge one: The incorrectly capitalised letters in Sebastien Eels note spell out, ‘TYPE 
THE NAME OF THE TALKING CAT’

Challenge two: Everything is written backwards. The challenge is to pair up the ten pairs of 
words, and find the missing one. Fish & Chips
Bucket & Spade
Thunder & Lightning
Lost & Found
Salt & Pepper
Port & Starboard
Black & WHITE (missing entry)
Light & Dark

Having found ‘white’ the alphanumerical table suggest you must convert this to numbers, 
resulting in the answer, 23  8  9  20  5 

Challenge three: The only answer missing from the wordsearch is Dr Thalassi

Challenge four: The ‘text book page’ explains how roman numerals work. Handwritten on 
the page the phrase, ‘Make sure you don’t MIX up your numerals to get this one right.’ is 
the key that the code is ‘MIX’ in roman numerals or ‘1009’

Challenge five: On the map handed out at Challenge two, there is a coded message. The 
note in the box contains the key to deciphering the message (the pigpen cipher, where each 
letter is represented by it’s relevant box), and also the key to knowing what to do with that 
message once translated. The translated message reads:My enemies:
1. Herbert Lemon
2. Violet Parma
3. Mrs Fossil

Knowing where they live is key, which requires knowledge of the book. The grid reference 
of each of their homes – Grand Nautilus Hotel, Eerie Book Dispensary, Flotsamporium, 
gives you the code to the chest, C3 B2 B1

Challenge six: The chest contains the Eerie script key. Entrants must then find the Eerie 
script that is written around the edges of the map. To decode the message, a line must be 
drawn from every ‘dot’ in the direction indicated in the key, connecting the dot to another 
line. Once complete, this will then spell out words.The translated message reads:
You’ve almost solved the mystery!
The last clue won’t be such a doddle.
Unscramble this to find the key
that’s hidden in the Eerie model:

HATE ANVIL

HATE ANVIL is an anagram (unscramble is the clue) to something within the Eerie model 
– the wreck of the Leviathan. Entrants can use the map to help them ‘explore’ the model if 
struggling – Challenge two tells them that the map is exactly like the model.
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