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Abstract— Video games have grown to a major industry. 

Game industry is big part software market. In such big 

industry there are many survival games out there. Some 

good examples of them are “frost”, “sir, you are being 

hunted”, “Minecraft”, “Day Z” etc. Each game has their 

unique specialty. Games are great source of learning new 

things and having new experiences. Alone and Survive is a 

first-person survival game. The game focus on giving an 

experience of being alone on an island and to show them 

how they can survive on an island. Alone and Survive is 

inspired by a show called “marooned”. The game takes 

place on an island terrain based on real place. The main 

objective is to survive in game. The game start with player 

being alone on the island. The player has to do things to 

keep him alive which includes collecting food and making 

shelter. 
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I. INTRODUCTION 

Games are a great source of entertainment. In last few years, 

the game industry has grown up at an extensive rate. Even 

as we read these words, billions of people are playing some 

kind of game on PC or on their smartphone. The reason of 

this growth can be stated that the game industry can appeal 

any users with different tastes.  

The game industry is open for ideas. Anyone who 

wants something different in a game or has his/her own idea 

can apply those ideas by developing their own game. Being 

gamers and having a good experience in playing games we 

decided to take the initiative. There is a big community of 

indie game developers those who are inspired to create their 

own games and to display their work to others. With this 

initiative, we are also a part of this community where we 

can show our own idea of game and gameplay. 

Survival games are a subgenre of action and 

adventure video games where the player starts with minimal 

resources in a hostile, open-world environment, and require 

them to collect resources, craft tools, weapons, shelter, and 

survive as long as possible. Many survival games are based 

on randomly or procedurally generated persistent 

environments, with more recent entries often playable online 

and on smartphones with multiple players in a single 

persistent world. These survival games are commonly open-

ended, with no set goals, and are often closely related to the 

survival horror games in which the player must survive 

within a supernatural setting, for example a zombie 

apocalypse. 

For our final year project, we decided to develop a 

first person survival game “Alone and Survive” with some 

set goals. This game is inspired by a TV show “Marooned”. 

The game tries to give a real world experience to the 

players. Here instead of using imaginary supernatural or 

unreal situation, the game will be focusing on real world 

situations. So that players can connect themselves with the 

game. As said earlier in survival games player has to make 

use of the environment to keep himself alive as long as 

possible. To do that in the game we have different elements 

which are necessary to keep him alive like trees, water, 

fruits, and animals. The players have to keep eye on their 

health level, during play time the hunger and thrust level 

gradually decrease which might lead to the death of the 

players. To maintain the health level, the player can eat 

fruits, drink water, and hunt animals. 

II. LITERATURE REVIEW 

Rido Ramadan, Yani Widyani in their paper “Game 

development life cycle guidelines” emphasize on the fact 

that Game is a kind of software with the goal to provide 

entertainment. In real game development practice, adopting 

the traditional software development life cycle (SDLC) is 

not good enough, as the developers face several challenges 

during its life cycle. To address the problem, game 

development uses game development life cycle (GDLC) to 

direct the game development but still none of the existing 

gdlcs explicitly address how to successfully deliver a good 

quality game. They present a new game development life 

cycle model and guidelines to successfully deliver a good 

quality game. 

In IEEE paper “How players lose interest in 

playing a game: An empirical study based on distributions 

of total playing times” Christian Bauckhage, Kristian 

Kersting, Rafet Sifa, Christian Thurau, Anders Drachen 

explains some problems after Analysing telemetry data of 

player behaviour in computer games. An important problem 

in this area is to characterize how player engagement in a 

game evolves over time. They used reliable models which 

are of pivotal interest since they allow for assessing the 

long-term success of game products and can provide 

estimates of how long players may be expected to keep 

actively playing a game. They introduced methods from 

random process theory into game data mining in order to 

draw inferences about player engagement. After processing 

large samples (over 250,000 players) of behavioural 

telemetry data from five different action adventure and 

shooter games, they extracted information like how long 

individual players have played these games and applied 

techniques from lifetime analysis to identify common 

patterns. In all five cases, they find that the Weibull 

distribution gives a good account of the statistics of total 

playing times. Their study implies that an average player's 

interest in playing one of the games considered evolves 

according to a nonhomogeneous Poisson process. The 

results showed that given data on the initial playtime 

behaviour of the players of a game, it becomes possible to 

predict when they stop playing. 

Mike Brayshaw, Neil Gordon in their IEEE paper 

“Using motivation derived from computer gaming in the 

context of computer-based instruction” explains how to 

exploit game based motivation as a way to promote 
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engagement in computer-based instruction, and in particular 

in online learning interaction. They explore and study the 

human psychology of gaming and how this can be applied to 

learning, the computer mechanics of media presentation, 

affordances and possibilities, and the emerging interaction 

of playing games and how this itself can provide a 

pedagogical scaffolding to learning. They focus on four 

aspects of Game Based Motivation and how it may be used; 

(i) the game player’s perception; (ii) the game designers’ 

model of how to motivate; (iii) team aspects and social 

interaction as a motivating factor; (iv) psychological models 

of motivation. This includes the increased social nature of 

computer interaction. 

III. PROPOSED SYSTEM 

The proposed system includes a game with various features 

and which full of fun. The main goal of any game to make 

sure that the players are having fun. It should be 

entertaining. With this game will give trying to put our idea 

on the table.  

The game will be having one main character which 

will be first person. There will some non-player characters 

as well such as animals, enemy characters, fishes. 

The game also offers a good experience of real 

world environment. The game story takes place on island. 

We created the environment based on real place. We have 

been focusing of the aspect of appearance. The game is 

supported on computer platform. We will work android 

version of game. 

 
Fig. 1: 

 
Fig. 2: 

 
Fig. 3: 

IV. METHODOLOGY 

The linear working of different modules of our project can 

be explained in the following manner: 

A. Player: 

To make our game feel closer to real world the will have 

given our player different attributes like hunger, thrust, 

health, temperature and stamina. 

1) Step 1: 

Initialize the values of hunger, thrust, health, temperature 

and stamina to max value = 100 at the beginning of the 

game. 

2) Step 2: 

Decrease the value of hunger and thrust by deltatime /2. 

This will decrease slowly and constantly.  

3) Step 3: 

If the player runs, then decrease stamina value by 

deltatime/5 and Increase temperature. 

If stamina < 0 player cannot run and if 

temperature > 40 then health decrease by  

4) Step 4: 

If hunger value and thrust value <=0 then health will 

decrease by deltatime/2 

If player eats food hunger value increase by 5. If 

player drinks water thrust value increase by 5. 

5) Step 5: 

If health < 0 then player die. Game restarts. 

B. Animal (Lion): 

To demonstrate animal behaviour in our game a brief 

working of one module is given 

 
Fig. 4: Field of View 

Every animal in game has attribute like health 

hunger. Every animal has a field of view which indicates the 

extent of the observable game world that is seen on the 

display at any given moment. 
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Step 1: 

Set View radius to 50 and view angle to 150. 

Step 2: 

Check If any other animal is inside of field of view if yes 

Now check if the animal is in line of sight if yes store the 

game object in array. 

Step 3:  

If hunger < 50 or distance between animal and player < 

view radius/2  

Then, attack on player. 

Step 4: 

If distance between animal and player > 2 then stop 

attacking. 
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VI. CONCLUSION 

This research paper purposed a computer based video game 

that allows users to learn survival skill which will help them 

in real world. The game will be open source so then anyone 

can make changes their own version of game. 

This game will be available for free so more people 

can play it. It will give them a brief idea of what they will 

face if they trapped on isolated island alone. It will help 

them to learn new things while not compromising on fun 

and joy. 
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