* An escape room in Covey.Town lefs players !
~ collaborgite to solve puzzles and progress )
through! challenges. [Fhespresentation
highlights our design, user stories, and
development plan.
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Problem : Covey.Town cu
groups of players beyonélf{w )

pairs, limiting oppor’runl'f \ ’__Y;*' e ,;problem -solving.
Solution : By building a synchronized, % xperlence we aim to
make Covey.Town more interactive, sc{c arding for groups of friends

or coworkers.




User Stories

Our user stories show how
players enter the escape room,
work together to solve puzzles,
and reach winning or losing
outcomes through interactive
gameplay.

Story #1

As a player in Covey.Town, I want to enter an escape room with my friends so that we can
solve puzzles together in real time.

Story #2

As a team manager, I want my team to solve a series of puzzles that require teamwork so
that they can collaborate and feel a sense of comfortability.

Story #3

As a player who has completed an escape room, I want to earn a sizable reward that reflects
my performance so that I have incentive to play over and over again and show my
achievements to others.

Covey.Town: Escape Room



Design of Environment

[1] Player spawn point

Define why it’s distinctive.
List use cases and
applications.

Share important tech specs.

[2]

Interactive objects

Define why it’s distinctive.
List use cases and
applications.

Share important tech specs.

[3]

Placement in covey.town,
probably above main lobby

Define why it’s distinctive.
List use cases and
applications.

Share important tech specs.




As a player in Covey.Town, I want

[ )
User Story 1: Entering the
to enter an escape room with my
Escape Room e S0 aner e can solve

Players from the main lobby into the escape

Player Entry room

Game Start & A game session begins with a for all
Synchronization players.

B Welcome & Setup A introduces rules and objectives.

: Create a seamless,
synchronized start that
brings players together for
collaborative gameplay.

Covey.Town: Escape Room



User Story 1: Entering
Escape Room
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User Story 2: Solving Puzzles
Collaboratively

As a team manager, I want my
team to solve a series of puzzles
that require teamwork so that
they can collaborate and feel a
sense of comfortability.

Players through in-game
communication to solve puzzles together.

A Pl ith sh jects t
B Interactive Gameplay ayers with shared objects to

Team Communication

tigger puzzle actions collaboratively

To progress, players and work

Cooperative Challenge _
in sync

: Promote teamwork
and communication by
designing puzzles that
require real collaboration
to solve.

Covey.Town: Escape Room
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Puzzles
Collaboratively
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Puzzles
Collaboratively (Solve

The Chess Puzzilel C

CHESS PUZZLE
CHESS PUZZLE

CHESS PUZZLE

TRY AGAIN w

Weloitdu Ul S PO PO k24 This chess puzzle allows any player to Immediate feedback given

Based on the hint this mildly difficult puzzle can be .
; Drag and place chess pieces
Challenging for one person



Jser Story 4: Solving
Puzzles
Collakoratively (Tgivia)

WRONG 2/3

EACH QUESTION IS WORTH 35 POINTS
ANSWER AS MANY AS YOU CAN. GET THREE WRONG AND THE GAME IS =
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To deter players from racking up too many points On game over screen all players must
Team members will solve trivia to rack up points Questions will get harder and three wrong answers get teleported back into main Covey
Makes the game end and players cannot play Town lobby

anymore




] o As a player who has completed an
[ w d escape room, I want to earn a
User Sto ry 30 I “ n I ng a n sizable reward that reflects my
performance so that I have
incentive to play over and over

Rewa rd s ?c?gjrﬂ:rgé show my achievements

Players receive a after escapin
A Reward System Setup 'rheyroom v ping

Performance Tiers Badges are ranked (e.g., Gold, Silver, Bronze) based on

Badges appear next to each player’s avatar,

Achievement Display I ayEy o

OW

: Encourage replayability
and competition by rewarding
performance and showcasing
player achievements.

Covey.Town: Escape Room



User Story 3: Winning
& Rewards
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Puzzles solved, time remaining, and fotal score all
count towards a final grade (bronze, silver, gold)

A local leaderboard is visible at the end of a game

You will receive a badge that you can
boast about to other players



How We’re Building It

How work is
divided

Melvin - frontend, game
state logic

Tyler- Map design & react
components

Gerard - Door logic &
teleportation

Rafael - Timer,queue, and
synchronization

Feature Completion
Progress

Game Logic Progress

Pain points

Synchronizing multiplier
interactions in real time

Ensuring puzzles update for
all players simultaneously

Managing communication
inside Covey.Town

Testing & Debugging
|

Frontend Workload
]

How we can help

Reusing Covey.town’s
GameArea structure for
consistency

Using shared game state
interfaces for
synchronization

Design & Art Assets

Backend Workload
]
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Timeline or Sprints Overview
Sprint 0-1: research, map, setup,
basic room and queue logic
Sprint 2: Interactable objects

Sprint 3: Minigame creation, timer
sync

Sprint 4: rewards and polish




