
This thesis presents the design and implementation of a puzzle game in Unity with
the game’s mechanics centred around the concept of a simulated environment. The game
features autonomous animal agents controlled by needs-based AI, making decisions based
on hunger, thirst, and willingness to mate. Players interact indirectly by influencing the
environment through actions like spawning animals or changing weather, aiming to meet
level objectives, or experimenting in the sandbox mode. The game combines sandbox
exploration with challenge-based tasks, encouraging creative problem-solving within a
dynamic system. Key technical features include procedural terrain generation, agent
pathfinding via Unity’s NavMesh, and a modular AI and statistics system. The project
demonstrates how simple agent rules can lead to complex, emergent behaviour in an
interactive simulated environment.


