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Abstract

This project delves into the technical intricacies of creating a mobile game using the Unity game
engine. Focusing on the design and implementation phases, 1 plan to showcase the developmental
Journey and game development pipeline. The use of Unity as the game engine and the mobile
platform underscores the contemporary relevance of this project.

I cover the typical game development workflow, beginning with the design phase, where aspects
such as setting, genre, and mechanics are defined. Transitioning into the implementation phase
using Unity, the project aims to culminate in a fully plavable mobile game. While the time
constraint limits a direct demonstration of the post-launch maintenance phase, the importance of
this phase in the game development pipeline is not overlooked.

Despite the topic's familiarity, the presentation underscores its educational value for computer
science students, especially those aspiring to enter the gaming industry. As a result, the project
aligns with my major and covers multiple areas of interest. Beyond its relevance to gaming, the
outlined development process holds broader applicability and could serve as a valuable learning
resource for creating applications outside the realm of game development.

Pre-Production Phase

The initiation of the game development pipeline takes place in the pre-production phase, or the
design phase. During this stage, game developers make critical decisions regarding various aspects
of their prospective game. This culminates in a comprehensive game design document, outlining
the overarching vision for the game. Importantly, this document remains dynamic, undergoing
continuous modifications and updates throughout the game's development.

Personally, I found the most challenging aspect of this phase to be selecting a game concept rather
than creating the design document. Despite my initial inclination towards creating a roguelike
game akin to Soul Knight, my final decision was to develop a game with similarities to Fruit Ninja.
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Prototype

Production Phase

In the production phase, the focus shifts to turning concepts into a tangible game. This stage is
commonly referred to as the implementation phase, where game developers invest a substantial
amount of time and effort. To break down this extensive phase, three key milestones are typically
identified: the playable prototype, the beta version, and the finished product.

The initial milestone involves creating a basic version of the game with core mechanics
implemented. The playable prototype often lacks polish and sophisticated graphics but provides a
foundation for further development. The beta version is an advanced iteration of the game, where
improvements are made based on feedback from the playable prototype. The game is refined, bugs
are fixed, and additional features may be introduced. The finished product represents the fully
developed and polished game ready for public release. It incorporates all planned features, has
undergone rigorous testing, and meets the quality standards set by the development team.

As of now, I have successfully achieved the first milestone, the playable prototype. This can be
observed through the above screenshots. Utilizing various features of the Unity Engine, such as
Materials, Scripts, and Prefabs, a modified version of Fruit Ninja has been created — tentatively
named "The Green Knight." The game introduces a unique twist by focusing on cutting
botanically-defined vegetables, like cabbages and onions, while challenging players to avoid
cutting fruits that resemble vegetables, such as avocados and tomatoes. Scoring is based on
correctly identifying and cutting real vegetables, with three incorrect cuts resulting in a game over.

Post-Production

Finally, there is the post-production phase, which is commonly referred to as the maintenance
phase, though its scope extends beyond mere upkeep. The actual game launch occurs during this
phase, marking the completion of the project. Simultaneously, considerations for marketing and
distribution come to the forefront, laying the foundation for the game's future success. True
maintenance activities commence only after a successful launch. Said activities consist of
developers releasing patches which contain additional content or bug fixes. This is particularly
crucial for live service games. Many mobile games adopt a free distribution model, heightening the
importance of effective monetization strategies, such as microtransactions.

In regards to this project, completing "The Green Knight" poses challenges in both the launch and
maintenance aspects. Opting for the App Store as my preferred platform introduces complexities,
given its stringent application release checks. In addition, the intricacies of updating live service
applications and games remain unknown to me. Finally, I have no serious expectations for the
success nor monetization of my game, as Fruit Ninja already exists.

Conclusion

Although I have only completed the prototype as of now, | have learned a lot about the steps
necessary fo create a success game, mobile or otherwise. In addition, creating a mobile game is
both extremely similar and completely different from creating a console or computer. Of course,
this is because one must consider the touch screen aspect of mobile devices. However, many touch
screen controls, such as taps or joysticks, can also be replicated with other IO devices. For *“The
Green Knight,” swiping across the screen is the same as holding down the mouse button and
moving it across a mouse pad. The Unity Engine is definitely convenient and efficient at creating
cross platform games, My final realization is that, in spite of this project’s title, the three phases of
‘game design’ can actually be applied to creating applications completely unrelated to games.

Future Work

Once again, only a rough prototype of my game has been created so far. Therefore, there is still
much to do before “The Green Knight™ can be considered complete and ready to publish.

First, I must complete the beta version of the game by refining the game as a whole. In particular,
the art and vegetables need significant work. Also, a more attractive GUI and more game modes
would greatly improve player experience. Of course, bugs will need to be fixed when they appear.

For the finished product, | simply must improve on the beta version of the game. In addition,
adding possible customization would make my game theoretically marketable.

During the post-production phase, my only concern is launching the game as the App Store’s
checks are quite rigorous, which I mentioned above. In regards to maintenance, | currently do not
plan to update “The Green Knight” after launch. Perhaps learning more about how to do so will
spark my interest. However, I do plan to do more game development in the future.
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