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This course focuses on the practical conception, implementation, and iterative development of digital
games through the creation of a playable prototype. Students work in small teams to design, develop, and
deliver a complete game experience, applying both technical and organizational principles of modern game
production.

The course introduces game development using a contemporary game engine (Unity) and covers core
aspects such as gameplay implementation, prototyping, and system integration. Students gain hands-on
experience in programming, including the use of Al-assisted development tools, and learn how to translate
design concepts into functional game systems.

A central component of the course is project-based teamwork structured around agile development
methodologies. Students apply Scrum practices, use version control systems and repositories, and organize
their work through iterative development cycles, including milestone presentations and continuous
playtesting.

The course emphasizes rapid prototyping, testing, and refinement. Students learn to evaluate their game
with respect to playability, usability, and player experience, and to iteratively improve their prototype
based on feedback.

The course Game Development is closely integrated with the parallel course Game Design. While Game
Design can be completed as an independent lecture, Game Development is designed to be taken in
conjunction with Game Design. While Game Design provides the conceptual and theoretical
foundation, this course focuses on implementation and production. Together, they ensure a strong
alignment between theory and practice within a complete game development pipeline.

Lernziele

After successful completion of the course, students will end with a playable prototype. The learning
objectives include:

Development & Implementation

e Implementing core gameplay mechanics using a modern game engine (Unity)
e Translating design concepts into functional, playable systems

e Applying basic programming and Al-assisted development techniques
Prototyping & Iteration

e Developing and iteratively refining a playable game prototype

e Conduct playtesting and evaluating usability and player experience
Project & Teamwork Skills

e Applying agile methods (Scrum) in a team-based project
e Using version control and collaborative development workflows

¢ Planning and communicating development progress effectively
Reflection & Presentation

e Reflecting on design and implementation decisions
e Presenting and documenting a game project in a structured manner
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Vorleistung

Parallele Belegung der Veranstaltung Game Design
Erfahrungen mit Unity hilfreich



