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Overview

ALIApresentationEscapeRoom.avi


3La Trobe University

Let’s look at…

• What is an escape room?

• Escape games, the genre

• La Trobe University Library escape room experience
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Why are Escape Room games so popular?
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Why are Escape Room games so popular?

• Theatrics/immersion/role play

• Problem solving/active learning at its best

• Exploration

• That winning feeling!
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Types of escape games

Physical
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Types of escape games

Online

http://www.fireproofgames.com/games/the-room
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Types of escape games

Adapted for learning
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La Trobe University Library experience
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Puzzle 1
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Can you solve the puzzle?
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One, the Library staff are those who help with referencing, finding resources for 
assignments, and how to search databases.

Two, do not forget the student services staff when you have enrolment queries, 
payments due, and require course advice.
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Puzzle 2
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Puzzle 3
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Puzzle 4
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Completing the game - claiming a prize
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Key design elements

Online component

• Demonstrate how to navigate game through simple task

• Success experience on completion of puzzle (sound, images, words)

• Test your game thoroughly with different users

• The learning is the by-product of playing. Be indirect.

Physical component

• Make each puzzle different (not the same puzzle in disguise)

• Use tactile elements if possible

Game theme/storyline

• The storyline must make sense

• The more immersive it is the better (capture their imagination)
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Development Method
Used examples of current Escape Rooms

Investigated existing online and physical puzzles

Developed design brief with the following consideration:

• risks associated with live action/online gaming 

• success measures/criteria

• ways to capture data

Developed learning points to integrate into game design

Execute creative game design and data gathering metrics – graphic design/online 
development/ analytics/ physical game pieces

Tested and amend draft game design

Implemented communications and final game design

Gathered raw data and measured against success criteria
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Outcomes of game
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Intended Learning Outcomes
• Book return chutes
• Reserve hold shelf
• Laptop charging lockers
• Tech zone
• Help phones
• Self checkout machine
• Student Service staff
• Peer Learning Advisors
• IT staff
• Book a library workshop
• Book a group study room
• Stay up-to-date with important information
• Borrow books
• Pay for photocopying
• Access rooms and building
• Access the Library after 10pm
• Access campus computers
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Results
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Results



41La Trobe University

Challenges & Next steps

Game levels of difficulty

Students needing to make friends

Library Orientation games in 2017
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