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ABSTRACT

This study investigates concept of escape room game and sorting story type based on
428 games at 141 escape room actually played. The classification were processed by Act
3 of Trottier, and as a result of the investigation, result shows three story types in
offline room escape games. As for the types shown as, reason, condition and purpose of
escape are guided before entering the room; a+b+c, purpose of escape is guided before
entering the room but conditions for escape should be determined through play; a+b(c),
and finally figure out the condition, purpose of the game during the play;(a+b+c).
Keywords : Escape Room(2Z&}el WE=) Storytelling(=EZ€#), Game Design(AY T
21

Received: May. 14. 2021
Accepted: Sep. 28. 2021

Revised: Sep. 16. 2021

Corresponding Author: Soowan Kim

E-mail: soowankim@skku.edu

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. All rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non-Commercial License
(http://creativecommons.otg/licenses/oy-nc/3.0), which  permits
unrestricted non-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 29



=

I3

-
[¢]

{7+l o 4

oM ‘el 1A}

=
=

Fol

= AA R

|E9] 737k g, 19903 )

o =

L
9 A=A ol HAH 20004

259
o

ol

AR

=

o

Hkef A 2000
o]a},»ﬂ

ik

15 &

.

&

=

A

ol A

[e)

)

o
[e)

A

<]
A

01-
==

A
=

o
=
1

E})
=
-

&
el

A
ol

|

pSKel
=1

al

A

T

gt

]

ol 7] 9

R

R

}_
o Aol A

A ARAZEEH AFE B

=4

ol
ﬁo
o

0
'
BE

7b ot AH T Ak

A% 9

o
I

tinjsfoF 7)ol F5e]
MELE FArE o

N

tol S 271 wiEolth

o

o
Ea
ol

—

o]
o
o~

37

o

pu

T, ddjolA

A

FTH6l.

oo} 7}

AeE 7} w0

ox

=
fite)
s
ﬁo
el

ﬁo
B

= otol® AFE Zeka(Clarke) o}

g o] o]

x

ANeE7} wol

(mimicry)[1] &3] ALE
Eo] SCRAPAM ¢

5]

o
pul

3]
}

k]
Rl

8

el
T

3 #7ol T

[9)

peil

el
oH

A
myl
o

—_

B
o

T
Hr
o
oF

W WE
2007

ko)
o

By

7 (Eukel) 2

aFATHOL.

S

7l ik

29

2a3s R 78],
(Borrego) &t A+

A

escapED

EE

]_

o)
pi

],

A

s =N A

S

oH2]. 71

il

ke
pil

SHA|

S

A

A

Q)
=

A At A

s, =
]é—r

E

]

= =
T

[e3}
2R

2~
T

zl

N

T
)
~

N

il

744

8

olyz} d7te]
19 (Hermanns) ¥ -

[

23
eH341.

A}, molEak, Elvlmae] A

.

1
=

[e)

&

[
Z}
=

4
el

il A sl AHS F]

I

[e)

T8 ¥

30| Journal of Korea Game Society 2021 Oct; 21(5): 29—40

Holgkrt, 1990t &R/ =l



— A Concept of Escape Room and Storytelling Design —

il

al7]

!

3 (Ping)2 v&55%
(Problem based learning) x5 447

LHERHTH 2],

a

S
4

Il
=

]

gl efu7h A

.

A7} ool g,

bdeh
o et 79

AA 191 o

IS

=

=

L

o

‘|_

fi

=X

4AE 9

Ho]—o
e
A A]

°©

o

yso] gtk A oAk

=)

]

3|
Ll
!

A
vl efE
3 3
7hs4
ow ~Ef

=

=

L
L

R

cH211.
]

A7

A AHA

3

o A7}

=
9

T

oo w4

o] 715ru70]

i=]

Bl

5

&t

_(H

=
=

7ol

=

=

A

eH14].

A

1:4_0

gojo] tiiFew <IH

=

d9 =424 7yl

ojurtrl
93E A

R
L

TR FALl
A g

A

3L

=

Al el

=0
= =

i 7} o]}
olo.
= =

=N

3} 9

-

9
gul

2=

=]

glar 7z Fo] HAHoNAM F

YZ<&(Nicholson)& !

).
5o

kel
°

A

—

|
of

)l

Aol A

&

gtk wheba

1
R

o

[ei3
=

Br

A

]

e

olr 11

)

o
=

zo) A =g MAYEE

RN

DS

HE3

tH15].

i

N

1 igE A
oo o=
MAHE =2 H O

R

77}

M

o7

H

ild
il

B

—_—_
o

iz

w

el

Sk},

°

~F

sfolv]

%
¥ Y eH16].

L

R

B

S

=

=
[e)
A&

o

[©)

gojol7l ofm 3

(Wiemker)

3T

=2

o] Aldoltt

3
=

A== A

=

Ao
glo]o]

i
=

ojp

A

[22].

1 <=4

2] J(Warmelink) 2}

o)
N
B

go]of

3T
=

pud

23]

=

3T

=

A

5t

S

=
13
j=

2]

=

A

=

A1 AMELIO 74
A

tH171.
E_:l1
+ Ay}

kel
pil

A7 29

Ald el A

A
gy

=0

—

ESE

glojol7t &

x
=

o Al

Journal of Korea Game Society JKGS | 31

= 7]
FATH19,20] ]

°©

L

fu

e =
AAS Al

o, Ag

% A3
1 Shg o)A

}\o]'




puzzles.
Focused only on escape,
player input
Rooms involved with
environment
Game environment, story
puzzles
Puzzle used as a dramatic
effect
o] ofm <gsjrt of

Clarification
Focus on escaping within

experience of a new
]_

the time limit, solving
no connection to internal
environment and puzzle.
Visual effect based on
puzzles, not stories
Meaning of space,
storytelling, indirect
and association with
o] obdl, ALgA Aale] o

5]

=4

Classification

1 Gen.
2 Gen.
3 Gen.

I3k 7

A

[Table 1] Escape Room Game Generation
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[Fig. 1] Mechanism of Escape Room Game
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[Table 3] Escape Room Story Pattern

Pattern
Players enter with all
conditions known for

Clarification

The reasons,
conditions, and
purpose of escape are
guided before entering
the room

escape, and escape
once all specified
conditions have been
achieved.

Only the purpose of
escape are guided
before entering the
room, conditions to
escape should be
determined through
play.

Player knows the
reason of entering the
room, but have to
figure out what to do
for escape.

The player must find
out what the escape

conditions and what

happened behind the

story told in the game.

Figure out the
condition, purpose of
escape during the
play.
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