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Abstract—The Virtual Moon Survival Game is a 
groundbreaking decision-making simulation designed to 
sharpen critical thinking and collaboration skills. In this 
game, players are faced with a life-threatening scenario: 
stranded on the Moon after a spaceship crash. With only 
15 available items, players must decide which objects are 
most crucial for survival and rank them accordingly. The 
game merges educational content with an engaging 
interactive experience, encouraging participants to think 
critically, work as a team, and strategize under pressure. 
This project also showcases the potential of gamified 
decision-making exercises to revolutionize traditional 
learning and corporate training environments. 
 

I. INTRODUCTION 

 
      This project establishes an interactive scenario which 
places players in a Moon desertion scenario while requiring 
them to build survival item rankings. Each participant receives 
an ordered set of available items to evaluate and agree or 
disagree upon their survival importance rankings. The game 
presents a framework which creates challenges for decision-
making and teamwork under high-pressure conditions in an 
unknown physical environment. 
 
     The game uses scoring together with feedback-based 
assessment along with a visually engaging platform to recreate 
survival scenario stress factors and urgency. This entertaining 
platform functions as a dual education and entertainment 
platform suitable for business teams and educational 
institutions and leadership development initiatives. 
 
       Through the Virtual Moon Survival Game groups 
discover that structured teamwork leads to enhanced brain 
performance alongside stronger team unity and better 
implementation choices. 
 
        This project functions as both a learning activity for 
scientific concepts while simultaneously teaching survival 
requirements through an enjoyable interactive approach. The 
virtual platform requires users to evaluate genuine Moon 
surface physics and biology and environmental risks including 
an atmospheric less environment and harsh temperature 
extremes and technological dependence for survival. Through 
this experience participants learn to handle stressful problems 
by testing methods and distribute resources properly in a 
compelling combination of entertainment with learning 
opportunities.   

 

II. RELATED WORK 

 

         Survival simulation exercises have obtained wide 
recognition throughout the years for their ability to build better 
group behaviors and decision-making capabilities. NASA 
introduced the influential "Lost on the Moon" exercise during 
its development in 1967. The experts evaluated different 
survival items using precise conditions which astronauts 
would encounter during their space missions. The evaluation 
of this exercise proved groups outperform single individuals 
because everyone shares their knowledge according to 
collective intelligence research. 

          Hall and Watson (1970) established through their 
research findings that group agreement proves vital to survival 
simulations. Data collection throughout the study showed that 
decision-making groups succeeded in avoiding more errors 
than individual participants which proves that teamwork 
enhances results through its collective communication and 
rational dialogue approach. 

          Simulations and structured games serve a dual purpose 
in Gredler's (1994) research since they help train users in 
essential skills while teaching them content knowledge. The 
education department of corporate organizations uses "Lost at 
Sea" and "Lost in the Desert" as leadership training tools to 
help executives practice crisis management during high-
pressure situations. 

           Gee (2003) explains in his scholarly work about 
situated learning that video games facilitate organic practical 
knowledge acquisition through hands-on experience rather 
than repetitive rote learning systems. Simulation-based 
learning provides practical training benefits to healthcare and 
military sectors since their training depends on realistic 
decision-making practice. 
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       Learners can experience enhanced engagement and 
enhanced retention and better problem-solving abilities 
through interactive decision-making setups which modern 
educational technology and gamification theory developed by 
Deterding et al. (2011) demonstrate can provide. The Virtual 
Moon Survival Game integrates past survival exercise 
practices and contemporary gaming elements through 
interactive displays while allowing real-time teamwork with 
immediate feedback to enhance educational effectiveness. 

         The combination of interactive decision-making systems 
created with modern educational technology and gamification 
theory of Deterding et al. (2011) helps learners achieve 
improved engagement as well as improved retention and 
enhanced problem-solving capacity. Real-time teamwork 
combined with interactive displays powered by the Virtual 
Moon Survival Game provides educational effectiveness 
through past exercise practices and contemporary game 
elements. 

         The Virtual Moon Survival Game combines classic 
survival methods with modern interaction design to create 
tailored educational and professional learning experiences that 
improve cognitive and social understanding. 

III. IMPLEMENTATION 

 
Different important elements integrated into the Virtual 

Moon Survival Game produce an educational and immersive 
experience with seamless operation.. 

A. Scenario Presentation 
     The game initiates its story by describing "You are 
stranded on the Moon while situated 200 miles from the 
mothership." Your goal involves enduring until the arrival of 
rescue. The subsequent screen shows the list of 15 survival 
supplies to students. 
 
B. Modeling Phase 
    Based on the platform selection the player encounters 
either two-dimensional or three-dimensional versions of the 
Moon surface. The software tools Blender and online design 
libraries allow developers to create visual representations of 
the survival items starting with the mirror and oxygen tanks 
and more. The game provides tooltips containing brief 
explanations which assist players in making informed 
decisions during selection of each item. 
 
C. Exporting to Development Environment 
   At this point developers transfer prepared assets to 
development frameworks including Unity and WebVR or 
custom web applications to make performance and device 
standards optimizations as necessary. The interface design 
implements item draggable functions that create interactive 
elements for better user interaction. 
 
D. Adding Behaviors, Scripts, and Functionality 
    Users gain the ability to use the Drag-and-Drop 
Functionality when they move items into a sorted list. 
The system operates by using submitted lists to produce 
scores through a system which measures the resemblance of 
player rankings to NASA professional recommendations. 
 

E. User Interaction 

Users can engage with the system through the web version by 
using a mouse and keyboard and through the VR version with 
VR headset and controller devices. The system allows users 
to perform multiple actions such as Item ranking followed by 
Final decision submission and Feedback review and 
Suggested ranking evaluation. 

IV. FUINCTIONALITY 

      The functional aspect of this game demonstrates the 
operation of game features together with technological 
components. The game provides players with instructions 
regarding their engagement with the game world. When 
playing the Virtual Moon Survival Game there are three main 
functional capabilities: 

The game system provides players with a ranking tool that 
lets them rearrange survival-focused items through drag-and 
drop functionality. A preinstalled expert solution acts as the 
scoring basis of the system. Feedback Display provides 
players with visual cues that indicate their right responses as 
well as shows both their incorrect rankings and the expert 
ranking of items. The Timer feature creates time constraints 
that replicate emergency pressure situations. The game 
system allows players to communicate through text or voice 
messages within the multi-player group setting. 

A.Moon Surface Effect 

    The game environment mimics the Moon’s barren 
surface: Low-gravity animations for player actions, Sound 
effects when picking items. 

 

B. Item Tooltips and Descriptions 

     Hovering over items shows tooltips. A detailed 
explanation is provided regarding the practical uses of each 
item. The game provides educational information through 
its features. 

 

 

 

 

 
 



C. Sound 
 
     The game contains background lunar environmental audio 
as part of its sound effects. Notification pings for 
submissions, warnings, and completion. The game includes 
optional background music that enhances decision-making. 

D. Interaction 

Users activate the system when they finish their list through 
which the evaluation screen becomes accessible. When users 
click the feedback button they can see expert rankings 
together with explanations regarding the placement of each 
item. 

 

 
 

V. CONCLUSION 

 
Virtual Moon Survival Game establishes a new method to 
help users master critical thinking abilities with teamwork 
and crisis control techniques. The scenario engages players to 
choose survival necessities in limited time and develops 
experiential learning together with teamwork skills. The 
project overcame UX design obstacles and multiplayer 
elements to create an interesting learning solution which 
people find enjoyable. The game showcases an innovative 
way to enhance practical learning achievements while 
enhancing decision-making skills under urgent conditions. 
 

VI. PROBLEMS ENCOUNTERED. 

 
        A major barrier existed for creating an impartial and 
evidence-based scoring system. Proper research helped 
validate the expert survival ranking plan while enabling 
accurate partial scoring for similar user arrangements. 
Building a user-friendly interface which also promotes 
stimulation became a vital task. Platform design faced 

challenges because developers needed to achieve both basic 
usability for newcomers alongside complex challenge 
systems to make scenario decisions intellectually stimulating  
and interesting. Players needed timers combined with 
feedback messages and audiovisual effects that replicated 
emergency scenarios to keep them focused on the process 
during solo operations. 
 

VII. FUTURE WORK 

 
  VR Full Immersion: Building a fully immersive VR version 
with interactive lunar terrain. 
Expanded Scenarios: Adding Mars Survival, Lost in Arctic, 
Desert Survival missions. 
Advanced Multiplayer Features: Real-time voting, 
leaderboards, and team competitions. 
The system provides specific performance assessments 
which adapt to user decision patterns 
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