CAELUM KALLIL

Team List General
Lead Game Designer ] e  Our game was developed for the Game-Project seminar
Julius Steib, Javier Navarro Lazaro which goal is to simulate video game production in a

Game Design large-scale project team under realistic circumstances

Max Becker, Nicolas Bryg, Kilian Domnick, Jonas Held, Tilman Kreis e  The team of nineteen students with 4 nationalities was split
into 4 departments: Game Design, Engineering, Graphics,
Lead Engineer Sound

Sandra Hillebrand .
e  Goal was to create a small, fully functional game

Engineering e  Game was optimized for playing with controller

Marta Casandra Lendinez Ibafiez, Kien Dang, Elias Kittel, Maria L6pez
Padilla, Hannes Ochs, Victor Stancioiu, Moritz Wahlenmeier

Lead Graphics Designer Licenses
gf::h'\i/'cogales Software: Unity, Ink Unity Integration - inkle Studios, LeanTween -
Niklas Mckle, Julia Porsch Dented Pixel, Quick Outline - Chris Nolet, Figma

Sound: FMOD Studio - Firelight Technologies Pty Ltd.
Lead Sound Designer Fonts: Disket mono - Mariano Diez, Kontrapunkt - Bo Linnemann
Akseli Keinanen 3D Asset Tools: Autodesk Maya, Blender, Adobe Substance 3d
Supervisor Painter, Texture Set Combiner, Specular Gloss Map Combiner,

Prof. Dr. Stefan Radicke Fuse, Mixamo



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 >

Zofia Steadman

° The goal is to solve all puzzles and break the time loop Hey, mmm:pgm.nmhp Sripbefcc o must ove aived n he

s e
Gameplay: ; 2 Cy
° The player needs to talk with NPCs & interact with objects to solve - Sy
time sensitive puzzles :
Every 13 Minutes the world of the game resets and with it parts ‘ e ——
of the progress the p|ayer has made i Can you really take care of the whole ship on your own?
Some progress is retained though and together with the player’s T e

knowledge of the events allows further progress each loop S : S ‘ 5]
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20FIA STEADMAN Zofia Steadman is the Doctor on this space station. It seems like most of the crew really likes her and she

seems to know a lot about them. Not just about their medical history but also about their personallives.

THE DOCTOR OF THE STATION [Most of the time she seems to be in the Medbay conducting checkups on the crew. According to her she
only cures light coughs and vitamin deficits most of the time. Even such injuries as bone fractures rarely
STATUS: occur. Thus she does not have to do too much and has quite some time getting to know everyone. While

she does not has to do much, the medical equipment onboard should allow her to find and cure almost all

LLAST Kroup diseases and infections.

It seems like before working on this station, Zofia served i the military as a doctor. She was deployed to
lthe war on the planet Girilia. I've heard it was pretty brutal there. New weaponry, war crimes, and brutal,
longlasting battles. And it seems like those left their mark on her. Explosions on the ship, critical failures,
or crewmates dying seem to trigger some kind of posttraumatic response in her. While i that state she
can't control herself and only tries to hide somewhere. I need to find some way to help her during it so she
can help cure the Scientist.
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Challenges & solutions during production

13:50

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
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Open Inventory /
switch item left
A
Move 4}
v

Open Journal DBO

Fast-forward Dgc

@ Open Menu

Open Inventory /
switch item right

Close / Back

Interact




