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About this handbook 
Lƴ ǘƘƛǎ ¢ŜŀŎƘŜǊǎΩ IŀƴŘōƻƻƪ ǿŜ ǿƛƭƭ ƎǳƛŘŜ ȅƻǳ ǘƘǊƻǳƎƘ ǘƘŜ ƛŘŜŀǎΣ ǇǊƻŎŜǎǎ ŀƴŘ ǇǊŀŎǘƛŎŀƭƛǘƛŜǎ ƻŦ ǳǎƛƴƎ /ƛǘȅ 

Stories in your classroom. We will cover the concepts and methodology behind using stories, a Digital 

Escape Rooms (DER), creative writing, lesson plans and the task types available. There is also a step-by-

step guide on turning a text into a DER. Whether you want to support your students by using one of our 

City Stories or creating your own DER the handbook is here to help you. 

Please note:  you must only use images, text and audio that comply with EU GDPR and copyright law. 

The project team, partner organisations and their employees bear no responsibility for checking the 

legality of any images, text or audio used. Publishing a story, and therefore any image, text or audio 

does not imply such checks have been carried out. 

 

The teaching methodology underlying City Stories 
We have combined two elements to create an effective learning platform for language students - 

storytelling and Digital Escape Rooms (DERs). We have developed a modern, digital, interactive teaching 

resource that can be used at all levels of ability, both in a typical classroom context or online. 

We take both traditional and contemporary stories from different regions of the EU and use these as the 

basis for developing resources designed to improve both language skills and intercultural awareness. We 

use Digital Escape Rooms as the foundation for activities that allow students to work their way through 

the stories and harvest the language they contain in a meaningful way.  

Stories 
wǳŘȅŀǊŘ YƛǇƭƛƴƎ ƻƴŎŜ ǎŀƛŘΥ άLŦ ƘƛǎǘƻǊȅ ǿŜǊŜ ǘŀǳƎƘǘ ƛƴ ǘƘŜ ŦƻǊƳ ƻŦ ǎǘƻǊƛŜǎΣ ƛǘ ǿƻǳƭŘ ƴŜǾŜǊ ōŜ ŦƻǊƎƻǘǘŜƴΦέ 

This succinctly explains the power that good stories can have. They live long in our memories, as do 

many of their component parts: the setting, the characters, and the language they use. It is also true to 

say that storytelling has been a common feature of all human cultures throughout history. Stories from 

different cultures can also therefore be used as tools to foster intercultural understanding; and, as we all 

know, understanding is the foundation of empathy.  

These are the sorts of considerations that inspired us to develop a project that builds on the power of 

stories. By using traditional or contemporary stories from different regions of Europe we can celebrate 

our cultural heritage and we can also begin to understand and appreciate our differences. 

We also know that all learners find good stories motivating; everyone wants to know how the story 

unfolds, and that encourages learners to work their way through the language - and the tasks we 

provide - to reach the conclusion. The motivation is intrinsic. 

Tasks 
The tasks types utilised in the City Stories DERs are those commonly associated with best practices in 

ƳƻŘŜǊƴ ƭŀƴƎǳŀƎŜ ǘŜŀŎƘƛƴƎΦ ¢ƘŜǊŜ ŀǊŜ ф ΨōŀǎƛŎΩ ŦǊŀƳŜǿƻǊƪǎ ŦƻǊ ǘŀǎƪǎΣ ōǳǘ Ƴƻǎǘ Ŏŀƴ ōŜ ŀŘŀǇǘŜŘ ǘƻ ƛƴŎƭǳŘŜ 

other types of typical tasks found in published material; for example, the multiple choice task can be 

used to create True / False questions. 



In addition, the DERs are constructed in such a way that they can be used by individual students, and 

also by pairs or groups of students - even the whole class! Here our guiding principle has been the 

communicative approach where we give students the opportunity to ask, answer, discuss and decide 

whilst practising the target language. Throughout the entire journey of a DER students will need to 

engage with the material presented and then think about language in order to progress to the final 

room. 

Digital Escape Rooms 
 

What is a DER? 
A Digital Escape Room (DER) is an exciting, interesting and engaging way to collaborate and learn. 

¢ȅǇƛŎŀƭƭȅΣ ŀ 59w Ƙŀǎ ŀ ǎŜǘ ƻŦ ǘŀǎƪǎ ǘƘŀǘ ǘƘŜ ǇƭŀȅŜǊ Ƙŀǎ ǘƻ ŎƻƳǇƭŜǘŜ ƛƴ ƻǊŘŜǊ ǘƻ ΨŜǎŎŀǇŜΩ ǘƘŜ ǊƻƻƳΤ ŦƻǊ ǘƘŜ 

City Stories project each DER is a sequence of rooms that require solving to complete the entire story. 

Each room in a DER has two features - content (the story) and tasks (interactive activities).  

What about the tasks? 
The content used in the DERs is in three different forms: text, audio and images. And the task (or tasks) 

in each room relate to the content. These tasks utilise a whole range of familiar activities, such as gap-

fill, rewrite sentences in the correct order, choose correct answer, pattern identification, riddles, 

matching, categorising, etc, which lead to and encourage critical thinking. These kind of problem-solving 

activities have long been a part of language learning because they require the active participation of 

students, leading to increased motivation and better acquisition of learning aims and outcomes.  

What are the benefits of using a DER in the classroom? 
There are several very useful advantages of using DERs: 

¶ The format is clear and intuitive 

¶ The content is broken down into manageable chunks 

¶ The tasks are familiar allowing students to work and focus on what they are doing rather than 

how to do it 

¶ At the same time it is challenging 

¶ DERs can be done alone, in small groups or as the whole class 

¶ This caters to large or mixed level groups as well as smaller groups or individuals 

¶ It encourages critical thinking, collaboration and communication 

¶ They can be used in a physical classroom, online, in hybrid or for self-study at home 

¶ The City Stories DERs are compatible with computers and mobile devices  

These advantages lead onto some key benefits for language learners: 

¶ Recognizable improvement 

¶ Increased motivation 

¶ Sense of achievement 

  



Writing stories for the classroom 
 

Is there anything more engaging than a good story? 

Whether you are a child or an adult, from the moment we wake up to the moment we go to bed, we tell 

stories to others and to ourselves. Children grow up listening to fairy tales, which makes it easier for 

them to understand the world and its principles. Later on in life, whenever we are faced with a complex 

issue or idea, if another person explains it to us through storytelling, we often understand it better. This 

level of interconnectedness that stories provide makes storytelling and creative writing useful tools in 

the classroom as well. From using fables and reading short stories and poems to telling anecdotes in 

class and giving examples from personal life, storytelling has numerous benefits. It helps students: 

¶ Acquire new information 

¶ Approach the topic critically 

¶ Spark a debate 

¶ Reduce monotony  

¶ Increase motivation 

¶ Boost your students' creativity  

¶ Improve their understanding of the subject 

In the case of the City Stories project, short stories are used as the basis for improving reading 

comprehension skills, revising and expanding vocabulary, and making students more culturally aware of 

the traditions and customs of a city, whether they live there or if it is one they would like to know more 

about. Stories describe the history and values of a particular group of people, therefore, delving into 

their destiny and traditions might help students build a sense of belonging to a certain community. 

In this section we are going to talk briefly about creative writing with your students, however, the same 

ideas, principles and activities can be applied by you for your own stories. 

Getting Started 
It is difficult to write a good story, but many of them are based on the same three act structure: 

¶ An introduction (for example, a dragon starts terrorising a village and the local farms) 

¶ Some kind of climax (a man sets out to defeat the dragon) 

¶ Resolution of conflict (there is a victory, and village life begins again) 

Apart from this simple structure that can be used to shape a story, it is important for students to have a 

clear concept of who their characters are and whether first or third person best fits the story. And there 

are activities and processes you can work through with them. Remember, the information you ask of 

them in the following tasks is going to depend on the idea you have in mind about the basic content of 

the story: the vocabulary you would like them to revise and grammar tenses you would like to focus on. 

Characters 

You can start with an activity in which students have a blank sheet and write the name of their 

protagonist, one positive and one negative trait, their age, hobby, three words to describe how they 

look, their favourite food and so on. Choose the aspects that best fit with the type of story. You can tell 



them that these elements will be used in their story (it helps to be specific here, that 5 of them must be 

ǳǎŜŘΣ ƻǊ ǘƘŜǊŜ ǿƛƭƭ ōŜ ŀ ǇŀǊŀƎǊŀǇƘ ŘŜǎŎǊƛōƛƴƎ ǘƘŜ ŎƘŀǊŀŎǘŜǊΤ ŘƻƴΩǘ ŀǎƪ ǎǘǳŘŜƴǘǎ ǘƻ ǿǊƛǘŜ ŀ ƭƻǘ ƻŦ ǘƘƛƴƎǎ 

that then do not get used in the story).  

Style 

Students will need to choose the voice they deem fit for their story, first or third person. A simple 

discussion task can allow students to understand this: Is the focus on one character and how they 

perceive the world? Or do they need a more objective view that allows for multiple perspectives to be 

heard? 

Outline 

Before writing students also need to know how long the story should be and how the structure fits into 

that. An important element that can really help students is deciding how many paragraphs are needed. 

Each story will be different and by asking them to spend a short time discussing the number of 

paragraphs required for each section will help shape the story in their minds before writing. Using the 3-

act structure mentioned earlier, most stories will have a similar ratio to this 10-paragraph story: 

¶ Introduction 3-4 paragraphs  

¶ Main Body 4-5 paragraphs 

¶ Resolution 2-3 paragraphs 

By covering these basic steps and creating a relaxed environment, you are not only giving a chance to 

your students to discover something new about others and themselves, but to yourself as well, because 

you can get to know them better.  

Finding inspiration 
Inspiration or basis for stories can be found anywhere: in songs, pictures, magazines, poems and other 

works of art. The world is a text and we all participate in creating the content. However, it is important 

to start small so that your students can get used to these types of tasks. For example, ask them to write 

down what they see or feel while listening to a piece of music, put into words a story that comes to 

mind when they are looking at a particular painting, describe their routine as a famous person etc. 

Still, when it comes to a topic as broad as the stories belonging to a city, the task of writing a story might 

seem overwhelming. As always, good research is key. Stories rely heavily on their protagonists, so it is 

important to choose your characters wisely. Do not choose a plot that is too complicated or involves too 

many protagonists, because you might get lost in all that information and have trouble simplifying it. 

Focus on something that is close to your heart. Every teacher knows their students best, so finding a 

topic based on their preferences and interests should not be a problem. You can always give them a 

short questionnaire regarding the topics they would like to learn more about in your class.  

The level of the story should definitely be a bit higher than the one your students are currently at: 

stories provide an excellent tool for scaffolding. By writing a story yourself, you can focus on the 

vocabulary you wish your students to revise, grammar patterns you would like them to consolidate, new 

phrases to learn that you deem useful for their future progress. The task of putting the sentences in 

order (provided within the City Stories platform) could really show their level of understanding and 

engagement. In fact, using stories as the basis for developing any kind of task will be more motivating to 



them than giving tasks in isolation, since stories create emotional connectedness and provide 

meaningful context. They definitely should not be long, so that students do not feel overwhelmed. 

Another benefit of using stories like these in the classroom is that one story usually leads to another, so 

students might be asked to engage with the text even further: for example, rewrite it from a different 

character's perspective or think of a different ending. 

On the other hand, your students could write their own city story as well. While exploring different 

elements of their culture, you can help them identify some key points that might inspire them to write 

about their community. It is usually easier to build on existing information instead of inventing a 

completely new plot of your own. This process might also give students the opportunity to improve their 

skills of understanding and summarizing the main ideas, while putting them in a slightly different 

context, or using them to modernize the plot. 

Getting started 
In conclusion, the majority of students are usually apprehensive when it comes to writing ς they 

ǇŜǊŎŜƛǾŜ ƛǘ ŀǎ ŜƛǘƘŜǊ ǘŜŘƛƻǳǎ ƻǊ ǘƻƻ ŎƻƳǇƭƛŎŀǘŜŘΦ .ȅ άǎƴŜŀƪƛƴƎ ƛƴά ǎƛƳǇƭŜ ǿǊƛǘƛƴƎ ŀŎǘƛǾƛǘƛŜǎ ŎƻƴƴŜŎǘŜŘ ǘƻ 

their interests, and slowly expanding on them in time, you will probably succeed in getting your students 

to complete writing tasks more willingly. The tasks could range from describing a weekday (such as 

Monday) as a person, to unearthing a story of two star-crossed lovers from the sixteenth century in 

order to rewrite their destiny; the possibilities are endless. Of course, some students might say that they 

are not creative; however, this type of writing does not necessarily involve creativity, but a lot of 

research and guidance instead. This requires a lot of experimenting and preparation on the teacher's 

part, but it also makes it more exciting. Stories are everywhere: on social media, in books, in families, in 

the classroom. You just need to find the right one and encourage your students to do the same. Not 

everyone can be a writer, but writing will definitely help students focus better, improve vocabulary, and 

get in touch with their true feelings about a particular topic and themselves. 

 

How to turn a story into a DER 
 

General information 
bƻǘŜΥ ǘƘǊƻǳƎƘƻǳǘ ǘƘƛǎ ǎŜŎǘƛƻƴ ǘƘŜ ǿƻǊŘ ΨǎǘƻǊȅΩ ƛǎ ǳǎŜŘΦ IƻǿŜǾŜǊΣ ŀƴȅ ǘŜȄǘ Ŏŀƴ ōŜ ǳǎŜŘ ǘƻ ŎǊŜŀǘŜ ŀ 59w ƻƴ 

any subject, indeed in any language. Because the original DERs all came from local stories, that is how 

the process is described here. 

Furthermore, this chapter assumes you already have identified a piece of material or written a story that 

you want to turn into a DER. If you want to, or ask your students to, write a story then see the section on 

creative writing elsewhere in tƘƛǎ ǘŜŀŎƘŜǊΩǎ ƎǳƛŘŜΦ 

Content 
There are three different input types: 

¶ Text 

¶ Audio 



¶ Image 

It is possible to have all three in any one room of the DER, though beware of overloading your students 

with information. 

Most creators find it best to focus primarily on one type of input for the story and use the other two to 

enhance the students' experience. 

Structure 
You have your story and have decided on your main form of input (for ease we will assume you are using 

a text with some images to support it), what are the next steps? In brief, the simplest sequence of steps 

is: 

1. Divide your story into sections. 

2. Decide how these sections best interact with each other. 

3. Select a task type for each piece of content. 

4. Write the task. 

5. 9ƴǘŜǊ ǘƘŜ ŎƻƴǘŜƴǘ ŀƴŘ ǘŀǎƪǎ ƛƴǘƻ ǘƘŜ Ψ{ǘƻǊȅ 9ŘƛǘƻǊΩ 

6. Share! 

 

[ŜǘΩǎ ƭƻƻƪ ŀǘ ǘƘŜǎŜ ƛƴ ƳƻǊŜ ŘŜǘŀƛƭΦ 

1. Divide your story into sections. 

For a simple story this will typically mean dividing into paragraphs as these are already natural breaks in 

the text. Remember that whilst lower levels usually find it easier to work with shorter texts and higher 

levels can cope with more extended pieces, this does not mean you cannot have a longer paragraph for 

an A2 level DER, or a one-sentence input for advanced learners to work from. 

A second aspect to consider when dividing the text is that you will normally have at least one task for 

each piece of input. You will find some parts of the text more naturally lend themselves to tasks than 

others. 

Taken together this means that most stories, and therefore DERs, will have between 8 and 15 sections, 

which then translate into rooms in the DER. 

 

2. Decide how these sections best interact with each other. 

There are two basic ways for the sections of a story to interact with each other, and for students to 

interact with the story - linear and as a maze. And it is entirely possible to combine the two. Most stories 

will be linear, although adding a maze element in that is not difficult. For linear stories the most 

important planning stage is dividing the text into sections as the interaction pattern is simple. 

 



Linear A linear DER is one where each room is unlocked in sequential fashion; e.g. you 

start in Room 1 and after  completing the task, Room 2 is unlocked, and then 

Room 3 and so on. 

Maze There are many interconnected rooms (although not all will necessarily have 

tasks in) and the reader chooses their own path through the DER.  

 

However, if using a maze, then we recommend using a flowchart to map the text as this will make the 

process of entering everything into the story editor much easier. Below you can see the original map 

used for the story Wheel of Misfortune written by Eoin Digne. You can see that at two points early in the 

story, first in Room 2 Palava Hills, and then again in Room 3 Ride of the Kings the reader will either 

continue in the black story or switch to the red. The map was invaluable when transferring the story into 

the story editor. 

 

https://citystories.amber-it.co/stories/preview/38


This story also has multiple possible endings based on earlier decisions, something that would not have 

been possible without mapping the story into the flowchart. 

To give you another practical example, one of the available stories is a maze adventure with no tasks 

other than making decisions throughout the story, each of which leads the reader down their own path. 

It is a create-your-own horror adventure for teens called KANEKKD - the school trip and was actually 

written by a group of six Czech girls aged 13 and 14. The map they made filled the whole whiteboard! 

 

3. Select a task type for each piece of content. 

The story editor allows for a range of different task types, and there is flexibility within those. 

Multiple choice 

¶ Only one correct answer is possible 

¶ Options and answer can be an image or text 

¶ ά¸Ŝǎ κ bƻέ ŀƴŘ ά¢ǊǳŜ κ CŀƭǎŜέ ǉǳŜǎǘƛƻƴǎ Ŏŀƴ ōŜ ǳǘƛƭƛǎŜŘ ƘŜǊŜ 

 

Drag and drop 

¶ Can be used for putting words in the correct order for making sentences 

¶ Can be used for placing letters in the correct order for spelling words 

 

Gap fill 

¶ Multiple gaps in single sentence are possible 

¶ Correct answers can be a single word or multiple words 

¶ Answers are case sensitive; it is recommended to inform readers of this in the instructions 

 

Rewrite sentences  

¶ Can be used for putting words in the correct order for making sentences 

¶ There is pedagogical value in actual rewriting 

 

Scrambled text 

¶ Students use arrows to put the text in the correct order  

¶ Can be used for sequencing summarised events, instructions or text to continue the story 

 

Order images  

¶ Again students use arrows, this time to put images in the correct order  

¶ Can be used for sequencing events, or recognising when items were mentioned in the text 

 

Question with multiple answers 

¶ Students must click Submit after entering each answer 

¶ Can be used for finding items in the text, e.g. a set of related vocabulary 

 

 

 

https://citystories.amber-it.co/stories/preview/37


Matching exercise 

¶ Students click on items to match content from the two boxes 

¶ Can be used for lots of different vocabulary exercises, including definitions, collocations and 

synonyms 

Classifications 

¶ Students drag and drop items from a box into the correct column 

¶ Can be used to find five adjectives, five verbs, etc. 

¶ Can be used for an exam-style multiple-matching exercise 

 

4. Write the task. 

When writing tasks keep the following points in mind: 

¶ You know your students. 

¶ You know your strengths. 

¶ The DER / lesson as a whole should have a clear, identifiable learning outcome, and tasks should 

be designed to help students achieve this. 

¶ Each task should also work by itself, either to help students understand the text they have just 

read or listened to; or to help them understand a piece of language. 

¶ Keep each task simple. There is lots of space for complexity through the input, or the number 

and variety of tasks in each room and throughout the DER. 

¶ Always keep in mind the age, culture and level of your students. 

¶ Watch out! Be careful not to write tasks that are best done individually if you want your 

students to collaborate; and vice versa, tasks that are for pairs or groups should be avoided in a 

DER that is to be done by students individually. 

One of the great benefits of the way the story editor has been designed is that it allows teachers to 

write tasks for different levels from the same piece of content. To do this simply put two separate tasks 

ƛƴ ǘƘŜ ǎŀƳŜ ǊƻƻƳΣ ƻƴŜ ŦƻǊ ŜŀŎƘ ōǊƻŀŘ ΨƭŜǾŜƭΩ ƻŦ ǎǘǳŘŜƴǘǎ ƛƴ ȅƻǳǊ ŎƭŀǎǎΦ hƴŎŜ ŜŀŎƘ ƎǊƻǳǇ Ƙŀs answered 

their task they can either attempt the other task or share the answer so that they can move on through 

the DER. 

 

5. 9ƴǘŜǊ ǘƘŜ ŎƻƴǘŜƴǘ ŀƴŘ ǘŀǎƪǎ ƛƴǘƻ ǘƘŜ Ψ{ǘƻǊȅ 9ŘƛǘƻǊΩ 

This is where you create your Digital Escape Room. See the step-by-step section ƛƴ ǘƘƛǎ ¢ŜŀŎƘŜǊǎΩ 

Handbook for guidance on how to do this. 

 

6. Share! 

Your story can be submitted for publishing for public view on the City Stories website (covered in the 

step-by-step section of this chapter). Published stories can be accessed by anyone, even if they are not 

registered on the City Stories platform. However, you can use your personal, unpublished stories with 

your students by creating a public link. To do this, simply go to the Preview section of the editor and click 



on the PUBLIC LINK button in the top right corner. Your browser will automatically take you to the public 

link for the story, so you need to copy the link from the browser address bar. 

You can now share this link directly with your students or even on your social media. Anyone with this 

link will be able to access your story, so please make sure your content is appropriate for your audience. 

Please note that City Stories project partners are not responsible for any of the content presented in 

your stories. 

 

How to write lesson plans for DERs 
 

Publishing info 
We have brought together all the basic information a teacher needs to be able to use a DER with a class 

in one place under the Publishing info tab. Here you will find the story outline, the lesson plan - including 

aims and activity suggestions - and any other comments the creator wishes to share. 

Story Pitch 
This is a short and simple introduction to the story. In this section you should briefly say what the story 

is about and, when relevant, who it might appeal to. For published stories this information will appear 

with the image on the website. 

Lesson Plan 
This should give a teacher a clear but short overview of the lesson with some options on how to further 

develop the content. 

Main language aims 
It is recommended that if one piece of language is focused on, or repeatedly appears, it is clearly stated 

here. It is also fine to put more general items. Areas that could be covered include: 

¶ Grammatical points, for example 

o Tenses 

o Modal verbs 

o Sentence formation 

¶ Vocabulary, for example 

o Specified in one area (e.g. architecture, animals) 

o Phrasal verbs 

o Collocations 

o Idioms 

o Learning words from context 

¶ Traditional skills 

o Reading 

o Writing 

o Listening 

o Speaking 



¶ 21st century skills 

o Creativity 

o Collaboration 

o Critical thinking 

o Communication 

Suggestions for pre-DER activities 
We recommend that any pre-DER activities help the students in one or more of the following areas as an 

introduction to: 

¶ The history, culture or context of the DER 

¶ Any key ideas or concepts in the DER 

¶ New (or potentially new) key vocabulary from the DER 

The type of activity that might work well for the first two would be: 

¶ Discussions 

¶ Research 

¶ Relating personal experience 

¶ Picture prompts 

Possible follow-up activities 
We believe that the follow-up activities that work best engage the students personally in what they have 

just read and allow them to relate to it personally. Activities could be: 

¶ A group discussion 

¶ ²Ƙŀǘ ǿƻǳƭŘ ȅƻǳ Řƻ ƛŦΧΦΚ 

¶ Research and write / present 

¶ Find out more (through video, photos etc) 

¶ Describe a character / place / event from the story 

¶ Poster featuring key points to remember (people, events, vocabulary) 

¶ What happens next? 

Additional comments 
This is a good place to put in something that is interesting and connected, but not necessarily relevant to 

the story or DER. This is the perfect location for any links, for example to related videos or places of 

inspiration. Some of the things you might put here include: 

¶ Credit and citations for any sources 

¶ Links to the source or author of a text you have used 

¶ Links to related videos, articles, blogs etc. 

¶ Ideas for further study or class discussion 

¶ Who created the DER (especially if it was your students!) 

Cover photo 
This is required for published stories and will be the first thing users see when they come across your 

story on the web site along with the Story Pitch. The image should be clear and be related to the DER.  



Please note:  you must only use images, text and audio that comply with EU GDPR and copyright law. 

The project team, partner organisations and their employees bear no responsibility for checking the 

legality of any images, text or audio used. Publishing a story, and therefore any image, text or audio 

does not imply such checks have been carried out. 

 

Publishing status 
Once you have created a DER you have two choices: 

1. Share it by clicking on Preview and sharing the link in the URL. 

a. This DER will be private to you and those you share it with, e.g. students 

b. The project team, partner organisations and their employees bear no responsibility for 

the content of the DER 

 

2. Submit the DER for publishing on the City Stories website. 

a. The DER will be checked by the project team and, provided it is suitable, published on 

the City Stories website for anybody to use 

b. DERs will only be published if we feel they meet our standards regarding offensive, 

discriminatory or illegal content. Where DERs do not meet these standards for 

publication, the DER will either be simply rejected, or you will be informed of the issue 

and given the opportunity to remedy it and resubmit; the project team will not explain 

or enter into correspondence regarding the decision 

 

  



Using the City Stories platform: step-by-step instructions 
 

Creating a user account 
Follow these steps to create a new user account: 

¶ Open your web browser (we recommend using Google Chrome) and go to: 

 https://citystories.amber-it.co/ 

¶ Click on άŎǊŜŀǘŜ ŀƴ ŀŎŎƻǳƴǘέ ƭƛƴƪ 

 

¶ Enter your name, email and desired password. Confirm your password in the appropriate field 

ŀƴŘ ŎƭƛŎƪ άb9·¢έ 

¶ Read our Privacy policy and Terms of service ŀƴŘ ŎƘŜŎƪ ǘƘŜ ŀǇǇǊƻǇǊƛŀǘŜ ōƻȄΦ /ƭƛŎƪ άw9DL{¢9wέ 

¶ Check your email for a verification code όƛŦ ƛǘ ŘƻŜǎƴΩǘ ŀǇǇŜŀǊ ƛƴ ȅƻǳr inbox, check your Spam 

folder)Τ ǘƘŜƴ ŜƴǘŜǊ ƛǘ ƛƴǘƻ ǘƘŜ ŀǇǇǊƻǇǊƛŀǘŜ ōƻȄ ŀƴŘ ŎƭƛŎƪ ά/hbCLwaέ 

¶ hƴŎŜ ǾŜǊƛŦƛŎŀǘƛƻƴ ƛǎ ŎƻƳǇƭŜǘŜΣ ŎƭƛŎƪ άDh ¢h 5!{I.h!w5έ 

Congratulations! You now have an account with the City Stories platform. 

 

Creating stories 
To create a new story, go to the Stories tab in the left-hand menu. In this tab, you will see: 

¶ All of your personal stories 

https://citystories.amber-it.co/


¶ Stories created by others that have been approved for publishing by the City Stories team 

To create a new story, click on the NEW button in the top right corner. 

Basic information: 

¶ Enter story title 

¶ Choose the language of the story 

¶ Choose one or more CEFR levels appropriate for the story 

¶ Click SAVE 

You will now have a number of tabs available. The two tabs relevant for story creation are Rooms and 

Storyline. City Stories are based on the Digital Escape Room concept, meaning that users will progress 

from one room to another by solving one or more tasks in each room. Progression through the story can 

be linear or non-linear. The Rooms tab allows you to create individual rooms containing both content 

and tasks. The Storyline tab allows you define the story progression (i.e. movement from one room to 

another). 

As described in the section on how to turn a story into a DER, we recommend mapping out your story on 

a piece of paper to create a draft, which will guide you through the process of creating rooms and 

defining the storyline. For example: 

 

Once you are ready to start adding your content, go to the Rooms tab and click on the ADD ROOM 

button. This will create the first room of your story: 

 



At this point, you can start editing the content of your first room. Alternatively, if you have your entire 

story mapped out, you can create all of your rooms at once. 

 

Note that these rooms were added according to the diagram we created earlier.  

 

Adding content and tasks 
Clicking on the first room (Introduction) will open the interface for building the content of that particular 

room. You have three tabs within this interface: 

- Details ς allows you to change the room name 

- Content ς this is where you add the content that will be displayed to users ǿƘŜƴ ǘƘŜȅ άŜƴǘŜǊέ 

the room 

- Tasks ς this is where you create tasks that users need to solve before progressing to the next 

room 

The room does not necessarily need to have tasks. In fact, we usually create our Introduction rooms 

with content only. To add content, go to the Content tab and click on the ADD CONTENT button. When 

adding the content, you can choose between text, image or audio (Type drop-down menu) as well as 

ŘŜŦƛƴŜ ǘƘŜ ǿƛŘǘƘ ƻŦ ǘƘŀǘ ŎƻƴǘŜƴǘΦ [ŜǘΩǎ ǎǘŀǊǘ ōȅ adding some text at half width: 



 

A simple text editor allows you to use bold, italic or underline text, add a bulleted list and add 

hyperlinks.  

Once you save your content, a preview option will automatically become available in the Content tab: 

 



We can now add some additional content to this same room: 

 

In this case, we added an image at half width. Because both types of content were added at half width, 

the platform automatically placed them one next to another, as can be seen in the preview section: 

 



You can play around with different content types and widths to see the resulting alignment and get the 

desired visual structure of your content. 

Now that we have completed adding our content to the first room, we can either start adding tasks, or 

go back to the previous screen.  

There are a total of nine task types you can use in the task builder tool. Although these were initially 

designed for language teaching purposes, they are fairly generic and can be used for any educational 

purpose. These task types are:  

¶ Multiple choice 

¶ Drag and drop 

¶ Gap fill 

¶ Rewrite sentence 

¶ Scrambled text 

¶ Order images 

¶ Question with multiple answers 

¶ Matching exercise 

¶ Classification 

In addition, these task types can be modified to provide alternative variations of the tasks. For example, 

a TRUE/FALSE task can be created by using multiple choice type with two possible answers (true and 

false). We will cover each individual task type with variations and suggestions on how to use them 

properly. To start adding tasks, from the room interface go into the Tasks tab and click on ADD TASK 

button. 

General comments 

¶ Each task must have a title. We will see where this title is displayed in the άtǊŜǾƛŜǿƛƴƎ ŀ ǎǘƻǊȅέ 

section of this chapter.  

¶ Choose the appropriate task type from the drop-down menu on the right 

¶ Instructions are not a mandatory field. Depending on the task type and content provided, you 

may or may not need to add instructions. 

¶ Click on the ά{Ƙƻǿ ǊƻƻƳ ŎƻƴǘŜƴǘέ ōǳǘǘƻƴ ōŜƭƻǿ ǘƻ ŘƛǎǇƭŀȅ the room content while creating the 

task. 

¶ Task preview will become available as soon as all mandatory components of the task have been 

added. 

Multiple choice 

These are standard MPC tasks with a single question and multiple answers, one of which is correct. The 

City Stories platform allows adding either text or photos as possible answers.  

Examine the image below to see how MPC tasks are created: 



 

¶ Multiple choice task type was selected 

¶ No instructions were entered ς as MPC task type always contains an actual question, there is 

usually no need to add additional instructions 

¶ The qǳŜǎǘƛƻƴ ǿŀǎ ŜƴǘŜǊŜŘ ƛƴ ǘƘŜ άvǳŜǎǘƛƻƴ ǘŜȄǘέ ŦƛŜƭŘ 

¶ The answer type was selected as text (as mentioned, it can also be images) 

¶ Four different answers were added using the ADD ANSWER button. We can add more possible 

answers using the same button, or delete existing answers using the trash can button on the 

right hand side 

¶ hƴŜ ŀƴǎǿŜǊ όάƴƛƴŜέύ ǿŀǎ ǎŜƭŜŎǘŜŘ ŀǎ ŎƻǊǊŜŎǘ 

Once all the elements of the task have been entered properly, a preview option appears below the task 

editor: 



 

As mentioned earlier, MPC tasks can also be used to create classic TRUE/FALSE exercises. To make the 

task slightly more challenging a third ƻǇǘƛƻƴ ǎǳŎƘ ŀǎ Ψ²Ŝ ŘƻƴΩǘ ƪƴƻǿΩ ŎƻǳƭŘ ōŜ ŀŘŘŜŘΦ 

MPC tasks are also suitable for reading comprehension exercises as usually seen on standardized exams, 

such as the Cambridge Assessment English exams. In the following example, the room content was a 

piece of text with numbered gaps: 

 



Subsequently, the author created six corresponding tasks labeled (1) ς (6). Each of these tasks was an 

at/ ǉǳŜǎǘƛƻƴ ǿƛǘƘ ǎŀƳŜ ǉǳŜǎǘƛƻƴ ǘŜȄǘΥ ά/ƘƻƻǎŜ ǘƘŜ ǿƻǊŘ ǘƘŀǘ ōŜǎǘ Ŧƛǘǎ ǘƘŜ ƎŀǇ ƛƴ ǘƘŜ ǘŜȄǘ ŀōƻǾŜέΦ An 

example is shown below: 

  

The user needs to solve all six tasks in order to continue to the next stage of the story. 

 

Drag and drop 

Drag and drop tasks can be used in two ways: 

¶ create a piece of text using a pool of words or phrases; or 

¶ complete a piece of text by dragging individual words or phrases to the correct spot. 

To further examine both variations, and show how these tasks are formed, we will use the examples 

below. 

  



Variant 1: forming sentences using words or phrases 

 

In this example, ŜŀŎƘ ǿƻǊŘ όƻǊ ƛƴ ǎƻƳŜ ŎŀǎŜǎ ŀ ƎǊƻǳǇ ƻŦ ǿƻǊŘǎύ ƛǎ ƳŀǊƪŜŘ ŀǎ άdǊŀƎƎŀōƭŜέΦ ¢ƘŜ ƛƴǎǘǊǳŎǘƛƻƴ 

ǊŜŀŘǎ ά¦ǎŜ the ǿƻǊŘǎ ŦǊƻƳ ǘƘŜ ōƻȄ ōŜƭƻǿ ǘƻ ŦƻǊƳ ŀ ǎŜƴǘŜƴŎŜέΦ ¢ƘŜ ǊŜǎǳƭǘƛƴƎ ǘŀǎƪ ǿƛƭƭ ƭƻƻƪ ƭƛƪŜ ǘƘƛǎΥ 



 

Users have to drag each of the words or phrases in the light blue boxes into the space provided above to 

form the correct sentence.  

Please take note of chosen word groups: 

¶ to solve 

¶ to run 

¶ the scenarios 

¶ the puzzle 

This was done because the ǿƻǊŘǎ άǘƻέ ŀƴŘ άǘƘŜέ ŀǊŜ ŦƻǳƴŘ ǘǿƛŎŜ ƛƴ ǘƘŜ ǎŜƴǘŜƴŎŜΦ Our software cannot 

recognize that these are the same words; instead, it sees them as distinct items that should go into 

specific positions. Therefore, you have to either avoid using the same word twice, or you can group 

them together with other words, to ensure that they are placed correctly. 

 

Variant 2: completing sentences with words or phrases 

We can now look at the exact same task but with slight modifications: 



 

Note that this time ǿŜ ƻƴƭȅ ǎŜƭŜŎǘŜŘ ǘǿƻ ǿƻǊŘǎ όƻǊ ƎǊƻǳǇǎ ƻŦ ǿƻǊŘǎύ ŀǎ άŘǊŀƎƎŀōƭŜέΦ ¢ƘŜ ǘŀǎƪ will now 

look like this: 

 

This time, instead of dragging all the words to form a sentence, user will only have two boxes with 

words (or groups of words) that need to be dragged into the correct position in the space above.  

  



Gap fill 

Again, you can use the gap fill task type to ŎǊŜŀǘŜ ŀ ƴǳƳōŜǊ ƻŦ ŘƛŦŦŜǊŜƴǘ ƭŀƴƎǳŀƎŜ ŜȄŜǊŎƛǎŜǎΦ [ŜǘΩǎ 

examine the following example: 

 

This is the simplest use of the gap-fill task; we added a part of the sentence, a gap that needs to be filled 

with the correct answer (in this ŎŀǎŜ άƻƴέύΣ ŦƻƭƭƻǿŜŘ ōȅ ǘƘŜ ǊŜƳŀƛƴƛƴƎ ǇŀǊǘ ƻŦ ǘƘŜ ǎŜƴǘŜƴŎŜΦ ¢ƘŜ ǘŀǎƪ ǿƛƭƭ 

look like this: 

 

We can now easily expand on this exercise by adding additional text and additional answers: 



 

In this case, the user needs to correctly fill in both gaps in order to proceed with the story:  

 

Note the άҌέ ŀƴŘ ά-έ buttons next to the answers in both of these cases. Sometimes, there can be more 

than one correct word or phrase that fits into the gap. It is very important to add all possible answers to 



each gap; otherwise, users can provide an answer that is correct but has not been considered by the 

author of the story (which can be confusing or demotivating for users). By using the plus button, we can 

add multiple correct answers for each gap.  

Another use of gap fill questions for creating a traditional language exercise is presented below: 

 

  



The task will look like this: 

 

Please note that: 

¶ ǘǿƻ ǇƻǎǎƛōƭŜ ŀƴǎǿŜǊǎ ǿŜǊŜ ŀŘŘŜŘ ŦƻǊ ǘƘŜ ǾŜǊō άŘǊŜŀƳέ όŀǎ ōƻǘƘ ŀǊŜ ŎƻǊǊŜŎǘύ 

¶ hyphens and semicolons were added to text parts; while this is not necessary, it makes task 

formatting much more user-friendly 

The use of gap fill tasks is only limited by imagination. The combination of fixed text entries and gaps 

with single or multiple correct answers (which can be either words or phrases) can be used to create any 

number of different language exercises.  

 

Rewrite the sentence 

The pedagogical value of rewriting sentences has been documented through numerous research 

projects conducted by both language teaching professionals and students. Rewriting texts is a good tool 

for improving writing skills and grammar. 

Setting up a rewriting task is very simple: 

¶ input scrambled text 

¶ input correct text 

Users are presented with the scrambled text and are required to enter the correct sentence in a space 

provided. While this may be similar to variant 1 of the drag and drop tasks, the additional value of these 

tasks comes from the fact that users actually have to type in every word correctly, which helps with the 

memorization of words and spelling. 

Note: authors should ensure that the list of scrambled words has only one possible correct way of 

forming them into a sentence. 



 

 

Scrambled text 

In this task type, users are provided with scrambled sentences or paragraphs that they need to place 

into the correct order to recreate the original story.  

To set up a scrambled text task, begin by choosing a piece of text. You can either use shorter texts in 

which users will be reordering individual sentences, or you can choose longer stories, in which case 

users could be reordering entire paragraphs. Creating the task is very simple ς break the text down into 

any number of segments (created by clicking on the ADD PART button): 



 

Each of these segments will be provided to users as a separate piece of text, randomly scrambled by the 

platform: 

 



Users use the arrow keys on the right-hand side to move pieces of text up and down. The task will be 

solved once all segments are placed in the correct order. 

 

Order images 

This task type can be set up to create an excellent reading comprehension or listening exercise. To set it 

up properly, choose a piece of text (for reading comprehension) or an audio file (for listening) and add it 

as room content.  

 

Then add an Ψorder imagesΩ task by placing a selection of images in the order that represents the content 

storyline: 

 



Users will be presented with the content (text or audio) and the randomly scrambled images. As in the 

scrambled text tasks, they have to use arrow keys on the right to place the images into the correct 

order. 

 



Questions with multiple answers 

In this task type, we define a question that has multiple answers. Users are required to complete all 

answers in order to proceed. Look at the following example: 

 

In this case, the room content is a piece of text that makes reference to a number of fish species. The 

task is set up in a following way: 

 



¶ Tŀǎƪ ǘȅǇŜ άvǳŜǎǘƛƻƴ ǿƛǘƘ ƳǳƭǘƛǇƭŜ ŀƴǎǿŜǊǎέ ƛǎ ǎŜƭŜŎǘŜŘ; 

¶ vǳŜǎǘƛƻƴ ŜƴǘŜǊŜŘ ǿŀǎ ά²ǊƛǘŜ Řƻǿƴ the ǎǇŜŎƛŜǎ ƻŦ ŦƛǎƘ ŦƻǳƴŘ ƛƴ ǘƘŜ ǘŜȄǘ ŀōƻǾŜΦέ όƳŀƪƛƴƎ ŀ 

reference to the room content); 

¶ Six distinct answers were added using the ADD ANSWER button; 

¶ Note that you can also mark answers as CASE SENSITIVE, in which case writing answers in lower 

case or capital letters will matter in determining whether the answer is correct. 

Users are provided a box to type in their answer. The ά/ƻǊǊŜŎǘ ŀƴǎǿŜǊǎέ ǎŜŎǘƛƻƴ ǿƛƭƭ ƛƴŘƛŎŀǘŜ ǘƘŜƛǊ 

progress (i.e. how many correct answers they have typed in out of the total number). Again, they have 

to submit all possible answers before proceeding. 

  

 

Matching exercise 

In this type of exercise, users have to match words or phrases from the box on the left to words or 

phrases in the box on the right.  To set up a matching exercise: 

¶ BŜƎƛƴ ōȅ ǎŜƭŜŎǘƛƴƎ άaŀǘŎƘƛƴƎ ŜȄŜǊŎƛǎŜέ ŀǎ ǘŀǎƪ ǘȅǇŜΤ 

¶ Recommended: add an ƛƴǎǘǊǳŎǘƛƻƴ όŜΦƎΦ άtƭŜŀǎŜ ƳŀǘŎƘ the words on the left with their 

ŎƻǊǊŜǎǇƻƴŘƛƴƎ ŘŜŦƛƴƛǘƛƻƴǎΦέύΤ 

¶ Keep adding pairs of words or phrases to be matched by clicking on the ADD PAIR button. 

An example of a properly set up matching exercise along with the user view is provided in the image 

below: 



 
























