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Abstract— The "Survival: Cosmos and Seas" project aims 
to meet the current need for fun, informative, and immersive 
games that test the player's ability to make choices when 
things don't go their way. These space and ocean survival 
settings in virtual reality worlds help players learn and use 
critical thinking when they are under a lot of stress. The 
project is for a lot of different people, from casual gamers who 
like the task of a survival mission to people who want to get 
better at staying alive. The game "Survival: Cosmos and 
Seas" is a training tool that has realistic settings, 3D scenes 
with lots of details, and dialogue boxes that let players talk to 
the characters. 
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I. INTRODUCTION 

A. Goals and Objectives 

The primary focus of "Survival: Cosmos and Seas" is to test 
players' critical thinking and strategy by putting them in 
life-threatening situations in space and the seas. This is 
done by carefully creating 3D environments that correctly 
show what space and the ocean are like, as well as by 
adding interactive gameplay that makes every choice feel 
like it could mean life or death. An easy-to-use design is 
used to make the game more accessible and easy to 
understand. 

B. Target Audience 

The VR platform is meant for a wide range of people, from 
casual gamers looking for thrills to serious gamers who 
want to improve their survival experiences. Casual gamers 
can enjoy the game without feeling rushed or like they have 
to make important decisions right away. On the other hand, 
intense gamers will enjoy the forced speed and difficulty of 
the task. The game speaks to a wide range of people, from 
people who have never played a survival simulation game 
before to people who love immersive games. 

C. Overview 

"Survival: Cosmos and Seas" is an interactive VR game 
where players have to deal with dangerous events in space 
or the deep blue sea. The game was made on the Unity 
platform and puts players in dangerous conditions where 
they need to act quickly to get out of them. It requires 
figuring out how to best use limited resources and making 
tough choices that affect how the survival scenarios turn 
out. "Survival: Cosmos and Seas" is a challenging and well-
thought-out game that stays true to reality while still being 
fun to play. 

II. RELATED WORK 

Kurniawan, Isnanda, and Asroni (2020) write a long study 
paper about making a 3D survival simulation game that 

teaches players how to find safe water and food in the 
Borneo forest. Luther's steps for creating multimedia are 
used to guide the six steps used to make the game. 
Researchers used a pre-test and post-test to see if the game 
could be used as a way to learn. The results showed that the 
post-test scores were significantly higher than the pre-test 
scores (M=77.33, SD=5.37 vs. M=56.67, SD=8.24; 
t(29)=18.49, p < 0.001). This shows that the game 
successfully teaches its users, suggesting that it could be 
used to teach survival skills outside of formal classroom 
settings. The paper successfully shows that the creation of 
visual and interactive learning materials like computer 
games greatly improves the learning of skills and makes 
them more useful, especially for survival training in places 
like the Borneo forest. 

Novotny, Gudmundsson, and Harris Jr.'s (2020) study 
paper describes a Unity framework that can be used to 
make multi-user Virtual Reality experiences with a focus 
on networked video games. The framework has voice chat, 
tracked avatars, physics items that can be interacted with, 
and peer-to-peer networking with a system for matching 
users. The study goes into detail about how networking, 
live chat, and interaction tools were set up, showing how 
these parts work within the framework. The paper also 
includes instructions on how to use the structure in Unity 
projects that are not standard. It also looks at the 
possibilities for different ways to show avatars in VR. The 
results show how flexible the system is, giving developers 
a solid base for making immersive, interactive VR 
experiences for multiple users. The paper does a good job 
of showing how useful and flexible the framework is for 
making it easier to create collaborative VR apps and games 
over networked spaces. 

The study paper by Gabajová, Krajčovič, Matys, 
Furmannová, and Burganová (2021) is mostly about 
coming up with a way to use the Unity 3D game engine to 
make virtual workplaces. The authors are aware of how 
difficult it is to plan a workplace, especially when it comes 
to making sure that resources are used efficiently and 
workers are safe. They want to use virtual models to find 
and fix any possible design flaws before they happen. A 
bar-processing workplace is visualized using the technique, 
from initial analysis to use, showing how useful it is for 
finding small details and possible flaws in real life. Users 
can carefully look at and improve the design of the 
workplace by using VR head-mounted devices. The results 
show that the way works to improve the design process, 
lower risks, and make the best use of resources in 
workplace planning. The article gives useful information 
about how game engine technology can be used to improve 
workplace design, which points to a positive trend toward 
safer and more efficient workplaces. 



III. SYSTEM ARCHITECTURE 

The "Survival: Cosmos and Seas" implementation phase 
needs a complex system design to make it easier to combine 
many parts and keep user interaction in the Unity client. 
The system architecture diagram depicts the process and 
data flow within the programme visually, helping it fully 
understand how it works. This stage has several important 
steps. The first is the detailed creation of complex 3D 
environments that show space and the sea to make the 
experience feel real and immersive. After assets are 
carefully optimised in Unity to get the best performance, 
they are exported and added to the game world. Textures, 
animations, and other visual elements are added to make 
the experience more realistic. Later, developers work on 
making the environment interactive by scripting where 
survival things are placed, adding environmental hazards, 
and controlling how the player's character interacts with the 
environment. This makes the game fun and interesting. As 
a result, the execution phase requires close attention to 
detail and teamwork between different fields in order to 
create a polished and engaging gaming experience. 

 

IV. FUNCTIONALITY 

The "Survival: Cosmos and Seas" functionality section lists 
all of the important parts of the VR app, such as the 
graphics, sounds, animations, interactions, sensors, player 

controls, AI, interface elements, and multi-user 
environments/hardware integration/mobile version. There 
is a lot of information about each part, with a focus on how 
important it is for creating realism and improving the 
gameplay experience. The graphics are very good, with 
well-defined 3D models and realistic lighting, and the 
sound design is custom made for each situation. Dynamic 
animation brings the world to life, and sensors and 
interaction make the game more fun. The player tools make 
it easier for characters to move and talk to each other, and 
the AI behaviour makes things more realistic and 
complicated. The interface makes it easy to interact with 
game features, and the multi-user environment and mobile 
version make sure that everything works together and that 
a lot of people can play. With the help of the pictures and 
thorough descriptions, the VR app's features and how it can 
provide a fully immersive gaming experience are meant to 
be made clear. 

 

 

 

 



 

V. CONCLUSION 

Overall, "Survival: Cosmos and Seas" is a complete game 
that puts players in tough survival situations in the middle 
of space and the ocean. Strategy and problem-solving skills 
are improved by the game's demands for mastery in 
managing resources and making important decisions. A lot 
of different types of people like it, from thrill-seeking 
casual games to people who want to improve their real-life 
survival skills. But the project has some problems and 
limits, such as possible technical issues and the need for a 
better user experience. Improvement suggestions focus on 
improving the game's mechanics, making the visual and 
audio elements better to create a more immersive 
experience, and adding more interaction features to give 
players a wider range of game experiences. Overall, 
"Survival: Cosmos and Seas" shows a lot of promise as 

both a learning tool and a fun game. It has the potential to 
grow into an experience that many players will find 
compelling and engaging. 
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