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Daedalus ARG: Online Escape Room



Northeastern: Fundamentals of Game Design 



Overview

Why Escape Rooms?

● Features of Escape Rooms
● Skills to Drill

How To Teach With Escape Rooms

● Phases of Design
● Deliverables
● Reflections



Why Escape Rooms?



Feature: Analog

● Easy to rapidly iterate
● No coding required



Feature: Highly Thematic (Hopefully)

● Clear aesthetic goals
● Top down OR bottom up designs work



Feature: Multiplayer

● Designed for teams
● Multiple player psychographics



Feature: Interlocking Subsystems

● An abundance of design space
● Ideal for a small team of dedicated 

designers
● A challenge to unite all the moving 

parts



Feature: Obvious Balancing Heuristics

● Puzzle Difficulty
● Time
● Legibility/UX



Feature: Others?

● Any other features you can think 
of?

● Add them as a comment to this 
video, and maybe we can talk 
about them!



Skill Drilling: Brainstorming

● Large group brainstorming
○ SNAP

● Small group brainstorming
○ Building consensus

● Individual brainstorming
○ Puzzles



Skill Drilling: Rapid Prototyping and Iteration

● Building puzzles fast
● Testing them multiple 

times
● Physical puzzles can be 

rapidly iterated



Skill Drilling: Playtesting

● Work inside and outside of class
● Final deliverable is tested live
● Major fabrication task requires 

thoughtful testing



Skill Drilling: Fine Tuning

● Puzzle design is very granular
● Balancing to the clock
● Developing a hint system
● Iterations of components can take 
● students across the finish line

○ (Or kneecap a good design)



How To Teach With Escape Rooms



Unit Overview

● Week 1: Research and Brainstorming
● Week 2: Prototyping and Iteration
● Week 3: Live Test and Post Mortem



Field Research

● Students visit local escape room
● Write field report on their experiences

Escape The Room Boston



Brainstorming

● SNAP



Brainstorming (con’t)

● SNAP
● Group formation based on SNAP
● Small group brainstorm

○ Building for the room
● Puzzle Brainstorm

○ Splitting up and coming back together



Rapid Prototyping

● Puzzle Design + Paper Prototype



Rapid Prototyping

● Match with a partner group

Team 1 Team 2

Team 4Team 3



Rapid Prototyping

● Puzzle Design + Paper Prototype
○ Match with a “partner” group

● Playtesting outside of class



Rapid Prototyping

● Puzzle Design + Paper Prototype
○ Match with a “partner” group

● Playtesting outside of class
● Fabrication



Live Playtest

● In class, run the entire 
escape room under a timer

● All prep must be complete 
before class begins

● Gather feedback from 
playtesters



Post Mortem

● Assignment: Read 3 postmortems for favorite games
● Write a group post mortem on the escape rooms

○ What went right
○ What went wrong
○ What would be done different in the future



Thank You!

Questions?

Email: s.liberty@northeastern.edu

Twitter: @sa_liberty

Medium: @sa_liberty

mailto:s.liberty@northeastern.edu
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