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Abstract : In recent years, with the continuous development of computer technology , the related human—computer interaction technology ,
virtual reality technology and scene modeling technology have developed rapidly. The ocean area of the earth where human beings live
accounts for a large proportion,and the simulation and exploration of the earth’ s ocean world have always attracted much attention. Im-
mersive virtual reality technology, with its good sense of immersion and interaction, provides convenient conditions for human beings to
understand the ocean and learn marine knowledge. In this paper,an immersive underwater world interaction system is designed and im-
plemented by using digital technologies such as virtual scene modeling and virtual scene interaction,and verified by Oculus Rift DK2 e-
quipment. The experimental results show that the highly real marine interactive environment can be constructed based on immersive
virtual reality technology ,and the perception ability and interaction effect of the real environment can be enhanced. Compared with the

traditional exploration of the ocean world, the system can help experiencers better obtain learning experience and interaction methods,

which provide more channel choices and more three—dimensional display space for the dissemination of marine knowledge.
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GameObject GO =Instantiate ( fishPrefab[ Random. Range (0,

fishPrefab. Length )], spawnPosition. position, Quaternion.
identity ) as GameObject ;

GO. GetComponent<Fish> (). enabled = true;
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GO. GetComponent<Fish_BackGround> (). enabled = false;

GO. transform. Find ( " Bubbles" ). gameObject. SetActive
(true) ;
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Ray rayNoraml = new Ray( Vector3. zero, Vector3. up * 10) ;
Debug. DrawRay ( transform. position, transform. forward, Color.
red,10) ;

if (Input. GetMouseButtonDown(0) )

{

Ray ray = Camera. main. ScreenPointToRay ( Input. mousePo-
sition) ;

RaycastHit hit;

if ( Physics. Raycast ( ray, outhit, 1 000, 1 << LayerMask.
NameToLayer(" Enemy" ) ) )

{
Debug. Log ( hit. collider. name) ;
Debug. Log (hit. point) ;
if (hit. collider. tag = = " Enemy" )
{ undefined |
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temp =Time. time;
if (temp — temp2>intervalTime) |
Vector3 newPosition;
newPosition = new Vector3 ( Random. Range ( transform.
position. x — 1, transform. position. x + 1 ), Random. Range
(transform. position. y — 1, transform. position. y +1), Random.
Range ( transform. position. z—1, transform. position. z+1) ) ;
Instantiate ( Bubble [ Random. Range (0, Bubble. Length) |,
newPosition, Quaternion. identity) ;
temp2 = Time. time;
intervalTime = Random. Range ( minTime, maxTime) ;
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void Update () {
if ( transform. GetChild (0) . localPosition. y>40)

f
Destroy ( gameObject) ;
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