
The 14th INTERNATIONAL SCIENTIFIC CONFERENCE 

INFORMATION TECHNOLOGIES AND MANAGEMENT 2016 

April 14-15, 2016, ISMA University, Riga, Latvia Liepina K, Dehtjare J 

173 
MD19 Management and Decision Making 

The use of the new technologies on the Latvian market of 
escape rooms  

K Liepina*, J Dehtjare 

ISMA University, 1 Lomonosova Str., Bld. 6, Riga, Latvia 

*Corresponding author’s e-mail: kristta2005@gmail.com 

 

Abstract 

The main aspects of the impact of modern technologies of the quest room popularization are reflected at the given abstract. The brand 
„Quest Lab” is taken as an example. The authors suggest a number of activities for improving the work and innovations at the company. 
That will contribute to gaming centre „Quest Lab” with an aim to occupy decent niche in the entertainment industry. To make full 
impression in the issue of escape room business, the quest rooms all over the world were analysed and compared. The practice result of 
the research should lead to the application of the new technologies at the „Quest Lab”. Current topic is fully  relevant at the present time. 
Use of new technologies is necessary to maintain the interest of consumer and expanding boundaries of intellectual entertainment.  
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1 Introduction 

Before to analyse the escape-room business, it should be 
understandable what does the word «escape room», «escape 
game» or «quest in reality» mean. The Cambridge 
vocabulary explain the word “quest”, as „…a long search 
for something that is difficult to find, or an attempt to 
achieve something difficult…” [1]. Thus, authors of the 
work explain the word «quest», as an interactive game, 
where is necessary to solve different puzzles and logical 
tasks according to the plot. Throughout the game the story 
line is being developed, where in the end a player will come 
to the victory depending of the steps chosen. Strong demand 
has created big supply. In the whole world has appeared 
wide amount of escape rooms. They differ from each other 
by the plots, stories and types of the room, as well as with 
the number of players. For example, «quests in reality», 
«performance quest», «sport-quest», «Morpheus quest», 
«virtual reality quest» and etc. Therefore, in order to stay on 
the market, the firm needs innovative ideas and improving 
the quality of services (as an example we could take, ethno 
quests, use technologies of the virtual reality).  

Firstly, uses of new technologies in the rooms are 
revolutionary. Secondly, the technological revolutions 
should not to destroy classical traditions of the quest rooms. 
Finally, in an escape room market should not happend 
supersaturations of IT.  

2 Overview of the research object  

Brand „Quest Lab” is a young agency of organizing 
entertainment and recreation activities for people. It was 
founded in September 2014 in Riga.  

The main activity of entertainment and gaming centre 
„Quest Lab” are quest-rooms. „Quest Lab” – it is a quest in 
reality, fascinating game for teams from 2 to 6 people.   

Gaming centre „Quest Lab” provides two rooms to solve 

– «The Captain's Room» and «Experiment».  

3 The use of new technologies in quest rooms  

Experts of „Quest revisor” rated technologies used in the 
rooms of „Quest Lab” in the following way, «Experiment» 
- 7 from 10, «The Captain's Room» - 5 from 10.  

Thereby, for success and competitiveness is needed to 
develop additional services, upgrading existing rooms by 
using new technologies, i.e., virtual reality headset, 
neuroheadset and 3D mapping.  

3.1 THE VIRTUAL REALITY HEADSET  

Virtual reality goggles intended to render the media flow, 
usually in 3D format to form a user's sense of presence in 
the game or another graphic environment [7]. 

The principle of virtual reality headsets is very simple. 
Once a person puts on such goggles, he is immersed in the 
virtual world.  

It’s better to start using cheaper headsets in the quest rooms. 
A few test drives will show whether the people like it. The 
options of the virtual reality headsets are immersion in the game 
and view the image in 3600, what will increase the attendance 
of the rooms. The most advanced device is Oculus Rift. 

The viewing angel is 100 degree and resolution is 960 x 1080 
pixels for each eye. Devise use the following sensors: gyroscope, 
accelerometer, infrared sensors and a magnetometer [5].  

 
FIGURE 1 Oculus Rift DK2 [3] 

http://dictionary.cambridge.org/dictionary/english/find
http://dictionary.cambridge.org/dictionary/english/attempt
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There are no rooms in Riga which use current 
technologies. For the beginning company could start from 
VRbox (price – 50 euros).  

3.2 NEUROHEADSET 

In the escape room «Experiment» could be used 
neuroheadsets. With such device a person can manage 
special programs with the power of thought, for example, 
solving puzzles to pass the room.  

Neuroheadset allows analysing brain activity, using 
imaging electrical waves that occur when we are working or 
resting (Figure 2) [6]. 

  
FIGURE 2 Neuroheadset Neurosky Mindwave [6] 

One of the best models for use in quest rooms is 
Neurosky Mindwave Mobile "Myndplay" Edition. 

3.3 3D MAPPING 

Video mapping is the art of creating and imposing three-
dimensional projection on physical objects. There are three 
types of 3Dmapping: architectural, interior, object, and 
interactive mapping.  

This technology could help to transform the room 
according to the plot. In this way, much more interesting 
could be interactive and interior video-mapping.  

 
FIGURE 3 Example of using video mapping in architecture and interior [3] 

For video mapping is necessary to use equipment as: 
projection equipment, video server, sound equipment, laser 
technology). 

4 Conclusions 

Entertainment industry enterprises constantly have to solve the 
problem of maintaining their place in the market. Escape rooms 
are not exceptions. It is necessary to make a painstaking and 
time-consuming work to stabilize their position in the market.  

Relaying on the analysis of the „Quest Lab”, was decided, 
that for rising its competitiveness in the entertainment 
industry is possible to apply new technologies  such as – 
virtual reality headset, neuroheadset and 3D mapping.  

One can assume, that, if to equip escape rooms with this 
new technics and change a little bit plots, the company could 
expect quite a large influx of the customers. It means that 
these devices could be paid off very quickly.  

Assessing retail places of virtual reality headsets and 
neuroheadsets, changing plots for new gadgets, was decided 
that implementation of them could take up to one month. 
Advantage of introduction this new gadget is that „Quest 
Lab” could not to close the gaming centre on reconstruction, 
as it will not disturb to pass old escape rooms.  

The main obstacles of such innovative ideas are its 
realization and amount of expenses necessary for it. 
Software is one of the most expensive and time-consuming 
elements of introducing new technologies.  
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