INNOVATION, RISK &
PERSEVERANCE

Or: How to Keep Going When You Have No Idea What You're Doing

Vasilis Dalitsikas (LOCKHILL) - August 2026
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ESCAPE ROOMS AROUND THE WORLD

THOUSANDS OF GAMES. MILLIONS OF PLAYERS. ONE GLOBAL PASSION.

E UNITED STATES EUROPE Jas ;200 e

—— “-'7,800 EST. 12,000_15,000-!- _ﬁl ‘G?’.n:nanespERVENUEtus AVG.)
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ESCAPE ROOM GAMES
PER 1 MILLION PEOPLE

HIGHEST DENSITY
(GAMES PER 1M PEOPLE)
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<1 One of the most concentrated
— escape room markets in the world.
@ NO DATA

Countries are color-coded based on

the estimated number of escape room 'q }39
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SELECTED COUNTRIES & REGIONS w Cities & metropolitan areas
ESCAPE ROOM GAMES GAMES PER 1M ESCAPE ROOM GAMES GAMESPERTM| W' have the hiehest concentration
COUNTRY (OR ROOMS) VENUES / COMPANIES PEOPLE COUNTRY (OR ROOMS) VENUES / COMPANIES PEOPLE e Sl r:]oms el
—= United States ~7,800 ~2 000+ venues 23.3 === Finland 295 70 venues 53.3 .
B France 2,662 904 companies 19.6 ™= Czechia 281 108 venues 25.9 o« Renclx comblneditne breskaoki
== United Kingdom ~1,704 (~2,000 total) 372 venues 24.4 m= Hungary 287 62 venues 23.3 by country available).
= Germany 1.614 360 venues 19.4 [ ] IlaIy‘ 231,' 47 venues 3.9 *+ Exact national totals not publicly
m— Poland 663 = 17.5 K= Spain N/A = N/A available on the listed sites.
E= Greece ~520 202 companies 241 B canada N/A** —~ N/A
m— Netharlands + Belgium + Lunembourg® ~248 (combined) - 13.9 KA South Korea N/AT - N/A
= : = - - Poland: Lockme (May 2025) ; :
« LS. Morty / Room Escape Artist Industry Report (Dec. 2025) = = e Figures reflect the latest data available
TR s = 025 = Greace: EscapeAll.gr (June 2025)
= France: EscapeGame.fr (Statistiques - May 2025) Ll == as of May-June 2025
- UK: Escape the Review (Location Index — May 2025) = Metherlands/Belgium/Luxembourg: Escapelalk.nl (May 2025} 2

» Germany: Escape the Review DE (Apr. 20285) = Others (Finfand, Czechia, Hungary, italy): Escape the Review {Location Index — May 2025)




PEOPLE > PUZZLES
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CHAPEL & CATACOMBS:




OVERRATED







DESIGN PROCESS

/ - \ |
[ _X@\_ 1\ /-" M- = — \ 4 y. £ )
. Blueprints e T‘)\ == A i
. T \ \ Puzzle Flow p \  Narrative + | Exiiw




DESIGN PROCESS

/ ™\ .
V) (= (il e ) [

Concept
. Blueprints \ . k7 - : |
) T - " Puzzle Flow Narrative 4 \  Execution




S

7 Question

What if? .
What could this be? J)

How would it feel?

Anxieties
Obsessions

A conversation
An uncomfortable
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» OUTSIDE YOUR COMFORT ZONE

» EXPERIMENTAL EXPERIENCES

» IMMERSIVE THEATER

» THINGS YOU MIGHT DISLIKE

» THINGS THAT CONFUSE YOU




THERE IS NO
"TRUE"
ESCAPE ROOM.




-HOW NEW IDEAS ARE OFTEN SEEN-

Unfamiliar “What is this?” “It’s not a rea}} “I'don’t getit.” “Maybe.it his i s albe] It shapes
€scape room something. of its time.” the future.

EVOLUTION ISN’T LINEAR.

IT’S BRAVE PEOPLE TRYING DIFFERENT THINGS.
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CHASING THE NEXT
“BEST™.




JEALOUSY

“THIS IS BRILLIANT.”

“IHATE HOW BRILLIANT THIS IS.”
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DON’T FEAR
FAILURE.

FEAR COMFORT.




THANK YOU



