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Point and Click  
Online Games

“scavenger hunts”



METAPUZZLE 
a large puzzle consisting  
of many smaller puzzles

Gottlieb (1998) Secrets of the MIT Mystery Hunt: An Exploration of the Theory Underlying the 
Construction of a Multi-Puzzle Contest
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narrative

• Connects individual puzzles 
thematically 

• Affects the logic of the game 

• More fun!



3 essentials

1. Big Reveal 

2. Players’ Roles 

3. Time Limit



1. Big reveal 
what seems like x 

    is really Y



All of BLAZE's subsidiaries…they’re all 
a front for international arms trades. 
Everything from rocket launchers to 
hydrogen bombs have crossed our 
borders in secret sections of his boats. 

[Four boats]…are carrying tons of 
explosives to Havana…They will 
detonate during the signing of the 
historic peace treaty…Who profits from 
a world war?  Vasquez.



2. players’ roles

• Helps player get immersed 

• Themselves? 

• Famous character?* 

• Role within the story?



3. Time limit

• “Escape in time, otherwise…” 

• Creates consequences 

• Makes the game believable



it’s your 
turn!
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subkeys

• Individually useless parts of a puzzle 

• Never provided simultaneously 

• More than 2 is ok: especially endgames



Locks & payoffs

• Rewards drive the game’s momentum 

• They themselves are further subkeys 

• Locks restrict unattained payoffs 

• Final payoff is exiting the room



Subkeys Lock Payoff
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Subkeys Lock Payoff
manual 
organs 

lab scale
4-digit lock periodic table

morse code 
decoder 

compass image 
safe ledgers

riddle 
password

inaccessible 
place transcripts

artwork 
artwork title 

clipboard
obscured by art ship name

collage/s 
notebook 5-letter lock key
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interactions
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3 foundations

1. Feedback Mechanisms 

2. Reaching Endgame 

3. Endgame



1. feedback mechanisms

• Notifies player whether or not she got 
the puzzle right 

• Sensory feedback: lock opening, light/
sound/movement 

• Biggest issue with automatic 
mechanisms



2. Reaching endgame

• Rule of thumb ~7 puzzles total 

• Room structure: linear, octopus, or tree



Linear

s

E

simple to create 
easily fits narrative 

boring for many players



octopusE

simple to create 
good for many players 

not conducive to narrative



s
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tree
harder to create 

conducive to narrative 
simultaneous puzzles



3. endgame

• Conclusion of the escape room 

• Payoff must be satisfying! 

• Combines previous payoffs to open the 
final lock



contagion

Transparent plastic: PURPLE IS THE CURE

Drink me: numbered test tubes

EXIT!



lost

Senator’s letter: 4 ship names

Decode with ship ledger

Enter serials to stop countdown

EXIT!



Let’s put it 
together!
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sensory/hook

any

decoding
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