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//

// To make the code as simple as possible, we
// only save two boolean and one analog

// values from the input controller. In the article

// however, explanations and memory size are

based
// on a real case with much more saved values.
//
void InputControllerUpdate(RwReal deltaTime)
{

TMemoryStream™ pMemStream
GetReplayStream();

// Store the previous state of all input values

unsigned char nPreviousSteer = m_nSteer;

bool bPreviousJumpPressed
m_bJumpPressed;

bool bPreviousOpenWingsPressed
m_bOpenWingsPressed;

// Replay system need to store and restore the

// exact same input controller state
if (g_bRecord)

{// Update all analog and boolean input

values// based on the input controller

m_nSteer
FloatToUnsignedChar(m_pControllerBinding-
>Steer.GetValue());

m_bJumpPressed
m_pControllerBinding—>Jump.BecamePressed();

m_bOpenWingsPressed
m_pControllerBinding-
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// This method saves the state of an object to
the memory stream.

void SaveState(TMemoryStreamé&
MemStream)

{

MemStream.WriteValue(m_vLastPosition);
MemStream.WriteValue(m_fLastProgression);
MemStream.WriteValue(m_fHeightinTrack);

// Save AiVehicle

m_pAiVehicle->SaveState(MemStream);}
// This method restores the state of an object
from the memory stream.
void RestoreState(TMemoryStream&
MemStream)

{ MemStream.ReadValue(m_vLastPosition);
MemStream.ReadValue(m_fLastProgression);
MemStream.ReadValue(m_fHeightinTrack);

// Restore AiVehicle

m_pAiVehicle-

>RestoreState(MemStream);

}

// This method assert the state of an object is
the same as the one

// described in the memory stream and log
differences.

void AssertState(TMemoryStreamé&
MemStream)

{ MemStream.AssertValue(m_vLastPosition);
MemStream.AssertValue(m_fLastProgression);
MemStream.AssertValue(m_fHeightinTrack);

// Restore AiVehicle

m_pAiVehicle->AssertState(MemStream);
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