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Abstract

Key Input and Object State Based Saving Technic

for Game Replay

Lee, SeungWon
Department of Computer Engineering
Graduate School

Supervised by Professor Lee, Sang-Joon

Up to the present, played game contents have been just recorded and replayed for
game streaming video recording function provided by the game company. This study
deals with the method of recording game streaming video. By recording the
key—input informations and object informations during game playing, the other data
as well as played contents can be checked when streaming video is replayed. By the
proposed method, it’s possible to reduce the space to save streaming video, and
therefore it is possible to replay streaming video in low capacity, and to share much

more informations about other unplayed places as well as the played places.

Keywords : Game Replay, Game Streaming, Video Recoding, Key Input Recoding,
Object State Recoding
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MFL S : Capture 2008-09-10 09-37-43, avi
OH =M ES 0 AVIE =0

S M 37| 16,452,884 Byte (15,7 MB)

=2 0l 221 16.406.460 Byte (15.6 ME)

I EE  MPEGE (MP4V)

Oliarsl 2271 01024 768 (1,330 1)
T3 HE M&E8: 5,67 MBits/Sec
A ZY -0 30,00 Frames/Sec
et [ B )
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13 8. Character State

BT HE 8%

at Keylnput with Keyinput Recoding

<Puml version="1.0"7>
<touchDownz=

<timeline timeYalue="10174"
<timeline timeYalue="12386"
<timeline timeValue="13954"
<timeline timeYalue="17053"

</touchDownz

#Pog="375"
#Pos="178"
#Pos="1775"
#Pog="£31"

yPos="21
vPos="10
vPos="10
yPos="33

0
5"
0
5

2 9. Key Input Recoding FileFormat
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3 10. Character State at Keylnput with Object State Recoding
AE ] d5 71 Aol oa et WARAR ZA2He G- A
Aol AF wkgshs Aol ofyel AAl mA o] ofsf FFshal whedt <2
B 71 Al dmAE dAY AYEZE Fdd oA 2
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3 11. Monster State Logic
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3 12. Monster State with Object State Recoding

Aeel e 2o duE WA L2 AgsE e <19

13>3} zFo] HolEE AFs = gt 987 dzd WA o] Ay
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<?uml version="1.0"%7>
<phjectsz
<monster type="goblin” spawnTime="0O00"
spawnkPos="210" spawnY¥Pos="1580">
<timeline timeWalue="7050" state="move”
target¥Pos="37" targetYPos="210">
<timeline timeValue="12386" state="attack”
target¥Pos="385" targetYPos="210">
<timeline timeVYalue="12389" state="damage”
damage¥alue="E0">=
<timeline timeValue="13715" state="attack"”
target¥Pos="385" targetYPos="210"=>
timeline timeYalue="12386" state="damage”
damageValue="50">
<timeline timeValue="12600" state="die">
</monster=
<character spawnTime="0"
spawn#Pos="300" spawnYPos="200">
timeline time¥alue="10174" state="move"
®Pos="375" vPos="210">
<timeline timeValue="12295" state="attack”
#Pos="178" vPos="102"=>
<timeline timeYalue="13954" state="move"
#»Pos="175" yPos="100">
timeline time¥alue="17053" state="move"
®Pos="231" vPos="335">
</character>
</objects>

3 13. Object State Recoding FileFormat

o] 71 48 AYH FAUH FAE TR Aot 2t =E A
st Al EHels A%dd
o] &Holu AHFAEE = AYZ aFU. S RAE] HAA ] o

JRE ‘spawnTime’ S Bl F o AANAA &

z
R,
|m

I
)
AC)
N

o
ftlo

AAe FAa a9 dEow Ao FEsE ZHCES ‘move,
‘attack’, ‘damage’ H]1=Z 3 Fol I FAII LEAES FAAS WHE
3 FEE AHY3tal ‘die’ B U4 Aol Y LEAEV = BAS
HojFa offo QBAET QoA =S AYPr. Al gho]B AH]A Fo

A AQel BEol 2 Ade] AA 203} Fule] AR AL £ )
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3 15, Object State Change Situation Object State Recoding
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13 16. Replay Scene of Object State Recoding
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13 17. Game ScreenShotl

2&go] 2c1
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13 18. Game ScreenShot2
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e

A goldls e 640%4809 A7 Ao R =333 OhSofte
Ocam([21] oldt= &F Z2OHES o] &3 & =

& AYES A ALEEHI} AAgs A AP 18T 7] dHe 23T 172
3 7t 298 AgEHY 35S Aot 29

2 AP0 BE 40FoA 13 ol MEE 7} AAgstg e 1 Axz
& A% Hde ArE <& 1>% 2ok Ocam? % W] fAA gho] B

oA AlFet MxularR Tt 2 fFoZ AGEA=d WX ulTo| A A
wk E

Bl Z7l= 1024 x 768 oA Rt HIZEE 913k 42 480 x 3209 =7] 9
FFoerw At 29 ¥ A2 §F sl AFEU.

3 1. Result of GamePlay Recoding

v 7] Video Recoding I;i};(jgg;t Ol;{jeesé di’iagte
13] R} 5,719,075 Byte 5,541 Byte 41,656 Byte
yA-IPS 13,335,095 Byte 6,723 Byte 42,505 Byte
33X} 7,832,823 Byte 6,719 Byte 55,094 Byte
43] X} 6,593,368 Byte 7,531 Byte 64,350 Byte
53] &t 8,130,504 Byte 5,904 Byte 66,772 Byte

Pt 8,322,173 Byte 6,483.6 Byte 54,075.4 Byte

ot F7] H|& 100% 0.08% 0.6%

M wshe] A9 Shwo] Avht wol WMAH =ik mpe GEEo] Bux
Aol el =717} wol WA 2846 AAF HAEAH weel W
A o152 q7lel shle] wol WEHA FYdel A/ AL 54
7 9 W=y WA onAE suele A% WAl % suel wol

Asdrkn SeE A Azl Aok grk A AF Agse P

(B2 O

A
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