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Abstract

With the continuous development of the game industry and the progress of
technology, the survival sandbox game is favored by more and more players. This type
of game allows the player to freely explore the virtual world and provides a variety of
resources and tools at the player's disposal, allowing them to build, manufacture, hunt,
and more. Based on Unity3D engine, this paper discusses the design and
implementation of sandbox game. First of all, this paper introduces the characteristics
and advantages of Unity3D engine, and then elaborates the definition and classification
of sandbox games and the role of players in the game. Then various game systems were
designed and implemented. Then the paper tests and evaluates the sandbox games based
on Unity3D, and finally summarizes the application of Unity3D in sandbox game
development and the future research direction. Through the research of this paper, we

hope to provide some reference for the development of sandbox games.

Keywords: Unity3D; Sandbox games; Game development
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