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General
● Our game was developed for the Game-Project seminar 

which goal is to simulate video game production in a 
large-scale project team under realistic circumstances

● The team of nineteen students with 4 nationalities was split 
into 4 departments: Game Design, Engineering, Graphics, 
Sound

● Goal was to create a small, fully functional game
● Game was optimized for playing with controller



Premise of our game
● The player is sent to investigate a remote space station to which 

contact was lost.
● The station is trapped in a never ending time loop and the player 

now as well
● The goal is to solve all puzzles and break the time loop

Gameplay:
● The player needs to talk with NPCs & interact with objects to solve 

time sensitive puzzles
● Every 13 Minutes the world of the game resets and with it parts 

of the progress the player has made
● Some progress is retained though and together with the player’s 

knowledge of the events allows further progress each loop



● Missing Project Manager
-> Split task between department heads

● Missing Quality Assurance
-> Department internal quality checks
-> One big playtest, with friends as playtesters for finding 
crucial
bugs & issues

● Merge conflicts from lacking Unity knowledge
-> optimized workflow during final stages of production

● Restrictions by manpower (e.g. small Graphics department)
-> Design choices to fit existing resources

Challenges & solutions during production


