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Abstract

Aiming at the problems such as lack of specific implementation scheme and inflexible loading of
dialog system in common knapsack system in puzzle game development, this paper proposes an
optimization scheme of knapsack system and dialog system based on Unity3D engine. The solution
aims to improve the efficiency of game development and user experience by improving the back-
pack management logic and dialog content loading mechanism. Based on this optimization scheme,
this paper designs and implements a puzzle game, and verifies that the proposed system framework
can effectively reduce the logic chaos in development, shorten the contentloading time, and provide
a practical reference for developers.
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Figure 1. Backpack system framework
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Figure 2. Dialog system framework
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Figure 3. Game start screen
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Figure 4. Overall game framework
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Figure 10. Game effect picture
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