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Abstract: Using C# script and object serialization techniques, a design of replay function of
virtual reality was conducted based on Unity3D platform and some key programming codes
were analyzed.
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public List<GameObject™> gameObjectsToRecord
= new List<GameObject™>();
. OnGUI
void OnGUI O){
if (GUL Button (new Rect (158,72, 40,
23) ,playlcon)) {
play ( speedSliderValue, true, false,
false);}
if (GUL Button (new Rect (20,160, 130,
20) ,startRecordlcon)) {record (); }
if (GUIL Button (new Rect (248,72, 40,
23) spauselcon)) {pause();}
if (GUL Button (new Rect (293,72, 40,
23) ,stoplcon)) {stop(O);}
}
speedSliderValue .
1.2
, ReplayManager
//
private static ReplayManager rm Singleton;
public static ReplayManager singleton
{
get
{
if (rm Singleton == null)
{
GameObject rm = GameObject.
Find(" ReplayManager" ) ;
Rm Singleton = rm. Get-
Component(typeof (ReplayManager)) as
ReplayManager;
}
return rm Singleton;
}
Yo
1.3
StartCoroutine  yield return
private static IEnumerator waitForNewUp-
date(float delay.float timeelapsed,int action) {

yield return new WaitForSeconds(delay) ;
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2.1 position SerVector3
rotation SerQuaternion
[ Serializable() ]
public class SerVector3: ISerializable {
public float x;
public float y;

public float z;

}

[ Serializable() ]

public class SerQuaternion: ISerializable {
public float x;
public float y;
public float z;

public float w;

2.2 Saved-
State
[ Serializable() ]
public class SavedState : ISerializable {
public SerVector3 position;
public SerVector3 localPosition;
public SerQuaternion rotation;

public SerQuaternion localRotation;

2.3 Ob-
ject2PropertiesMapping

Dictionary )



36

2013 2 29 1

, SavedState, Dictionary
XML , XML
Dictionary
[ Serializable ]

public class SerializableDictionary < TKey,
TVal> . Dictionary<<TKey, TVal >, IXmlSerial-
izable, Iserializable
{ }
Object2PropertiesMapping
[ Serializable() ]
public class Object2PropertiesMapping : 1Se-
rializable{
//
public SerializableDictionary <Cint, Saved-
State™> savedStates = new SerializableDictionary

<Zint, SavedState>() ;

//
private GameObject gameObject;
//
private GameObject gameObjectClone;
//
private bool isParentObj = false;
// Ob-

ject2ZPropertiesMapping
private Object2PropertiesMapping parent-
Mapping;
// ; 0
public int childNo;

2. 4 Ob-
ject2PropertiesMappings
[ Serializable() ]
public class
Object2PropertiesMappingListWrapper : ISerializ
able {
public List << Object2PropertiesMapping >
object2PropertiesMappings = new List < Ob-
ject2PropertiesMapping™> () ;
//

public float recordinglInterval;
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