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Need for the Projecteed o t e oject

Travel is for various reasons

Mostly people sleep during travel

They also indulge in reading or chattingThey also indulge in reading or chatting

To improve child‐parent interaction

Games stimulate the mind

Players participate to win

Knowledge games (non conventional learning)Knowledge games (non‐conventional learning)

Game with preference



Terms Involvede s o ed

Toy

Obj t t ti f thi f iliObject or representation of something familiar

Plaything, no defined play

Single person

Puzzle

Object to perplex a person

Think, Knowledge

Unique solutionUnique solution

GameGame

Competitive activity

Skill, Chance, Endurance

Rules



What is a Gameat s a Ga e

EntertainmentPlay

Interaction

Onlooker Involvement

Rules and Strategy

Element of Fun Onlooker Involvement

Bonding

Element of Fun

Winning, Gaining

Superiority through learningLuck or Chance

Unpredictable

Role‐Play

Repeat play

ControlRole Play

Educational

Control

Uncertainty

Degree of problem solving Duration



Travel Gamesa e Ga es

Shrunk edition of Best‐SellersShrunk edition of Best Sellers

Modifications are made to counter travel effects

Attractive but compact packaging

Less Literature content



Design Briefes g e

InexpensiveTwo or more players

Luck and Chance

Unpredictable

Ages  6 and above

Easy to learn Unpredictable

Strategy

Easy to learn

Not very long (unless challenging)

Show‐off potential 

Induce Repeat play

Small packaging

Travel related motion

Minimum Hardware

Opponent Interaction

Learn‐ability

Train TravelOpponent Interaction

Onlookers’ Interest

Train Travel

Durable 



People and Traveleop e a d a e



Train Travela a e

Space constraints in a train aren’t that much

As depicted here in a  two‐tier A/C



Kids Todayds oday

Students of Kendriya Vidyalaya, IIT Campus

• Standards 5th to 9th• Standards 5th to 9th

Students of Campus school, IIT Campus 

• Standards 5th to 7th



Existing Productsst g oducts

What is available on the shelf

Games included Scotland Yard, Game of life and other

d i d t IDCgames designed at IDC

Puzzles and activity gamesPuzzles and activity games

Understanding how they worked, what makes them click

Also looked at the aspects like luck, chance, strategy, 

initial and final conditions



Game Theme IdeationGa e e e deat o



Game themes decidedGa e t e es dec ded

Environment Game

Hunt the Terrorists

F1 GameF1 Game

Hexagonal Game

Knockout

Own the World

Vertical Limit



Environment Game

• Know More
• How to conserve
• Hazards
• Preservation Techniques o e t Ga ePreservation Techniques



Hunt the Terrorists

• strategy Planning
• Team work
•Sportsmanship u t t e e o sts



F1 GameGa e



F1 Game

•Enthusiasts to know more

Ga e



Hexagonal Game

•Direction sense
•Winning attitude
•Strategy and avoid traps e ago a Ga e



Knockout

•Flexible strategies

oc out



Own the WorldO t e o d



Own the World

•geography

O t e o d



Vertical Limit

•Direction sense
•strategy

e t ca t



Evaluationa uat o
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