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It is an AR adventure game based on IIT 
Jodhpur’s clocktower. Players scan the 
clock tower, revealing it has stopped. To 
restart it, they must collect the battery 
suspended by balloons. The players 
embark on a journey to restore the 
tower's functionality.

Immersive AR Experience, Exploration 
and Discovery, Puzzle Solving, Visual 
Spectacle, Progressive Challenge

Scanning , Aiming , Tapping 

The objective of  the game is to restore the 
clock tower to working order by collecting 
and delivering the battery suspended by 
balloons. Players must burst the balloons by 
targeting them and tapping on their phone 
screens, causing the battery to fall and 
eventually reach the clock tower.
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GAME GENRE

Age Range

Other Demographics

Aged 8 and above

The game is designed to appeal to players aged 8 and above, offering an engaging and accessible 
experience for a broad range of ages. With its blend of exploration and puzzle-solving, the game provides 
challenges that are both entertaining and stimulating for younger players while offering enough depth and 
complexity to keep older players intrigued. The game's AR technology adds an extra layer of immersion, 
making it particularly appealing to younger generations who are accustomed to interactive digital 
experiences. The theme of restoring a clock tower adds a sense of adventure and purpose to the gameplay, 
appealing to players' curiosity and problem-solving skills. Additionally, the game's visuals are vibrant and 
colorful, creating an inviting and captivating world for players to explore. Overall, it provides an enjoyable and 
rewarding experience for players of all ages, making it suitable for families to play together or for individuals 
to enjoy on their own.

Adventure
Players embark on a journey to restore the clock tower to 
working order, exploring their surroundings, bursting 
balloons before the time runs out. The game's narrative-
driven gameplay and quest to collect and deliver cells 
(batteries) provide a sense of adventure and purpose.

Puzzle Solving
Bursting balloons and delivering cells to the clock tower 
require strategic thinking and problem-solving skills. 
Players must figure out how to navigate the 
environment, aim accurately, and time their actions to 
progress through the game.
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Scanning the Clock Tower
Mechanics: Players use their device's 
camera to scan a real-world clock tower, 
which triggers the start of the game.


Objective: Initiate the quest to restore the 
clock tower's functionality.

Image Marker Creation:


Took an image of the front of the clock tower.


Converted the image into an image marker using Aero, an 
augmented reality authoring tool.


3D Model Creation:


Created 3D models of balloons and Duracell batteries using 
Blender, a 3D modeling software.


Exported the models in FBX format for compatibility.


Placement in AR Environment:


Placed the 3D models of balloons and batteries in the AR 
environment, specifically in front of the image marker 
representing the clock tower.


Arranged the balloons in a bunch with threads attached to 
the Duracell battery.


Positioned the arrangement so that it appears to float 
upwards from behind the clock tower.

Adding Behaviors

 Balloon Behaviors:


Programmed balloons to float upwards in the Z-axis to a 
height of 20 cm over a duration of 20 seconds.


Implemented a hide-on-tap behavior, allowing players to 
burst the balloons by tapping on them, causing them to 
disappear.


Programmed four out of eleven balloons to slowly float 
downwards back to the clock tower with the battery 
attached, once only four balloons remain. This floating 
action has a duration of 20 seconds and covers a distance of 
20 cm. If players fail to burst enough balloons, the game 
ends

 Battery Behavior:


Programmed the battery to float upwards for 20 cm in the 
Z-axis over a duration of 20 seconds.


After reaching its peak height, programmed the battery to 
come down 20 cm to its original position in 5 seconds (a 
fast descent) and hide once it reaches the original position, 
signaling the end of the game.

Collecting Batteries
Mechanics: Balloons containing cells 
appear around the clock tower and in 
different areas of the AR environment.


Objective: Physically move around the 
environment to locate and burst these 
balloons.


Mechanics: Players tap on balloons to pop 
them, releasing cells that are added to their 
inventory.


Objective: Accumulate a sufficient number 
of cells to progress through the game.

Restoring the Clock Tower
Mechanics: Once players have collected 
enough cells, they can approach the clock 
tower and activate the restart sequence.


Objective: Successfully restart the clock 
tower to complete the game.


Mechanics: Players may need to arrange 
the collected cells in a specific pattern or 
solve a final puzzle to initiate the restart 
sequence.


Objective: Trigger the climax of the game 
by bringing the clock tower back to life.

PROBLEMS SOLUTIONS

Enhance tap responsiveness for precise balloon bursting, 
ensuring a smoother gameplay experience. : 
Implement a refined tapping mechanism to allow players to 
interact more accurately with the balloons, improving overall 
satisfaction.


Provide clear visual and auditory cues to signify the 
successful completion of the game, enhancing player 
understanding. 
Enhance the game's conclusion with celebratory effects and 
messages to reinforce player achievement and satisfaction.


Adjust the speed of balloon and battery movements to 
maintain optimal pacing and keep players immersed in the 
game.


Fine-tune movement speeds to create a more dynamic and 
engaging gameplay flow, improving overall player enjoyment.

Tap accuracy was improved by adjusting the hitbox of balloons, 
ensuring a more responsive interaction for players.


Clear game endings were achieved by incorporating 
celebratory visual effects and messages upon successful 
completion, providing players with a satisfying sense of 
accomplishment.


Movement speed optimization was achieved by adjusting the 
ascent and descent speeds of balloons and batteries, 
maintaining a balanced and engaging gameplay pace 
throughout the experience.

game specifications
Balloons Behavior:


Duration (Speed) of Ascending: 20 seconds


Vertical Distance (Z-axis): 20 cm


Behavior: Balloons float upwards from their initial position behind the 
clock tower over a duration of 20 seconds, reaching a height of 20 cm. 
They are designed to disappear upon being tapped, simulating bursting.


Transition to Descent: When only four balloons remain, they start 
descending back to the clock tower along with the battery.


Battery Behavior:


Duration (Speed) of Ascending: 20 seconds


Vertical Distance (Z-axis): 20 cm


Behavior: The battery floats upwards from its initial position behind the 
clock tower over a duration of 20 seconds, reaching a height of 20 cm.


Descent to Original Position: After reaching its peak height, the battery 
descends back to its original position over a duration of 5 seconds, 
covering a distance of 20 cm in the Z-axis. Upon reaching its original 
position, the battery immediately hides or disappears, signaling the end 
of the game.

Intro Scene

Onboarding in AR


Narration


UI

Gameplay

Timer


Find the balloons in 
your surroundings


Shoot the balloons

Outro Scene

Score Points


Conclusion


End Rewards

Team: Himanshu, Komal, Pranav, Samia, Souparna, Sukanya & Tamanna


