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Teaching Ideas and Practice of WebVR Chemistry Experiment
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Abstract: In the “double reduction” policy and the post-epidemic era, the integration of virtual reality technology and education

and teaching is of great significance to develop students’ quality education and learning interest. Chemistry experiment teaching is

often dangerous and cost. These two problems limit the number and frequency of students participating in chemistry experiments. VR

teaching can solve these two problems.
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void Start()
{
/R PIE Z I8 R
distanceToTarget = Vector3.Distance(this.transform.
position, target.transform.position);

}

private I[Enumerator StartShoot()
{
this. _firstMoveCompleted = false;
yield return null;
move = true;
while (move)
{
Vector3 targetPos = target.transform.position;
IERA WIS HiR
this.transform.LookAt(targetPos);
1 IR B S
float angle = Mathf.Min(1, Vector3.Distance(this.
transform.position, targetPos) / distanceToTarget) * 45;
this.transform.rotation = this.transform.rotation *
Quaternion.Euler(Mathf.Clamp(-angle, -42, 42), 0, 0);
float currentDist = Vector3.Distance(this.
transform.position, target.transform.position);
if (currentDist < 0.5%)
{
move = false;
} this.transform. Translate(Vector3.
forward * Mathf.Min(speed * Time.deltaTime, currentDist));

yield return null;

}
this._firstMoveCompleted = true;
yield break;
}
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private IEnumerator StartShoot1()
{
yield return new WaitUntil(() => this.
firstMoveCompleted);
move = true;
while (move)

{
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const float a = 2.4f;

this.transform.Rotate Around(new Vector3(5.77f, 0.8f, a),

Vector3.up, 2f);
yield return null;
}
yield break;
}
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void Update()

{
if (Input.GetMouseButtonUp(0))

{
StartCoroutine(StartShoot());
StartCoroutine(StartShoot1());

}
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