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Abstract

Unity is a game engine widely used by game developers. Its powerful functions are conducive to
the realization of players’ immersive interactive experience. Based on the unity development en-
gine, this paper designs and makes a text adventure game. 3dsmax is used for 3D scene modeling,
Adobe Photoshop is used for game material production, c# code is used for game logic writing in
visual studio, and the Chinese-Ink-Painting style is combined with game design, combined with
diverse interaction, and integrated with 3D scene roaming and speech recognition technology to
bring immersive game experience to players.
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Figure 1. Diagram of game architecture
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Figure 2. Diagram of game module
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Figure 3. Diagram of game scene
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Figure 4. Diagram of game interface elements
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Figure 5. 3D model drawing of the game
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Figure 6. 3D scene construction of the game

6. MR = RIER

EEZOENKE , KA
FHA...

R !
o XEERESEA..

Figure 7. Game first person roaming
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Figure 8. Process of speech recognition
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Figure 9. Flow chart of speech recognition in the game
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Figure 10. Speech interaction diagram
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Figure 11. Game speech recognition function display
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Figure 12. “Death mystery” case-solving stage function display
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