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Escape 
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Episode Name Escape 

Season & Episode Season 2, Episode 21 

Age Group Grade 3 (Age 8) 

Key Concept Imagination is faster, wilder, and more powerful than any screen — it has no budget, no 
limits, and no loading time 

 

ABOUT THIS EPISODE 
 

On the drive to Nana’s, Bluey and Bingo ask for TV. Dad says no — they’ve been watching all morning. “Use your 
imagination and draw some pictures.” Bluey doesn’t know what to draw. But when Mum and Dad start describing a 
fantasy holiday without kids — hammocks, coconut drinks, not a child in sight — Bluey and Bingo crash it. Within 
seconds, Bluey has invented a dreamhouse car with eleven burger shops, twenty bedrooms, forty toilets, and a spa on 
the balcony, driven by a science butler named Jerry Lee. 

What follows is the most elaborate escalating chase sequence in the series, told entirely through the children’s drawings 
and the family’s voices. Sports cars become helicopters. Helicopters become plunger-launching flying houses. Every 
time Mum and Dad think they’ve escaped, the children’s imagination outpaces them. The game ends at Nana’s. What 
do the girls do when they get out of the car? Draw pictures — the very thing they couldn’t do twenty minutes ago — 
because the car ride filled their heads with images worth putting on paper. 

 

WHY IT MATTERS  (FOR PARENTS) 
 

This episode is a seven-minute argument for imagination over consumption, and it wins the argument by being more 
entertaining than any screen. At the start, Bluey is bored and waiting for content to be delivered to her. That’s the 
learned helplessness of a child who has been entertained rather than engaged. But the moment her parents give her 
something to react to, her imagination ignites — and it doesn’t stop. 

Bandit’s “use your imagination” wasn’t a punishment. It was an invitation. The girls just needed a spark, and their 
parents — by describing their fantasy out loud — gave them one without even trying. An eight-year-old watching this is 
watching a live demonstration of what imagination can do when it’s turned on: it becomes faster, wilder, and more 
creative than anything passively consumed. The episode doesn’t tell your child that. It shows them, at full speed, what 
that actually looks like. 
 

DISCUSSION QUESTIONS  (FOR YOUR CHILD) 
 

1 At the start, Bluey said she didn’t know what to draw. By the end, she couldn’t wait to draw. What changed? 

 

2 The dreamhouse car had eleven burger shops and a science butler named Jerry Lee. Where did all those 
ideas come from? Did anyone teach Bluey and Bingo how to imagine that? 

 

3 Every time Mum and Dad tried to escape, the kids came up with something bigger. Can imagination ever run 
out? Is there a limit to what you can make up? 
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4 Mum and Dad wanted time without kids. Is that okay? Can people who love you also want a break from you 
sometimes? 

 

5 If someone told you ‘no screens today, use your imagination,’ would that feel like a punishment or an 
opportunity? What would you make up? 

 

AFTER THE EPISODE — ACTIVITIES & EXTENSIONS 
 

Try one of these to keep the learning going: 
•​ Do the Escape game on your next car trip. Describe a fantasy holiday without kids — make it vivid, make it 

tempting. Then give your child paper and let them crash it. Don’t interrupt. See how fast the escalation goes. 
•​ Ask your child to design their own dreamhouse car: what does it have, who drives it, what are the rules? Give 

them fifteen minutes with no help and no prompts. Notice how quickly ‘I don’t know what to draw’ disappears 
once there’s something worth drawing. 

•​ Talk about question three at length: can imagination run out? Ask your child to keep adding to one idea until they 
genuinely can’t think of anything more. See how long it takes. Then compare it to a TV episode that ends when it 
ends. 

•​ Question four is worth handling honestly. Yes, parents sometimes want a break. That’s not rejection — it’s 
human. Let your child hear that, and talk about what it means and doesn’t mean. 

 
Tip for parents: The science butler named Jerry Lee is the moment. Nobody told Bluey to add a butler. Nobody told her he had to be a 
scientist. It appeared fully formed from somewhere in her head. That’s what happens when imagination is running. If your child tells 
you ‘I don’t know what to draw,’ try the Escape game before you hand over a screen. You might be surprised what name comes out of 
their head. 
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