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OSC (Open Sound Control) &5
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R—PCHDOBEDIHESE, IP7 FL X
[127.0.0.1] &HEELET.

OSC (Open Sound Control) &5
OSC Message

OSCESIX, EIET BT — 2Ny F—JICLTEYV ET. Ny 7—2D
FHEELT, (1) EDLSFEREADT—XBA->TWBDH (0SC
Arguments) , ZLT (2) Ny —LD5EH (0SC Address) %3IEE
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0SC Address }
0SC Arguments (#E#(H])

/mouse 34 25 \\\\\\\‘
mouse 40 31

/message

’/message ‘hello” l
\/mouse ‘good-bye”

/volume volume 2 453 \
amplitude(float) /volume 1.537

volume 0.003

info(string)
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L zzsciEem.. DXF Export Network
Network v psketch_osc00 (Java) PDF Export
V psketch_osc00 (Java) PDF Export < Serial 3
) —— Serial SVG Export

letAddress myRemotelLocati sva Export

/eventB RESHENOY:E A ARIONE

&EE# (float) , BEROKROESE (float)
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Libraries Modes Tools Examples 2

Status Name Author
@  oscP5 | An Open Sound Control (OSC) imple... Andreas Schlegel

psketch_oscoo (&2

tactu$ | TactuS aids in the creation of algorit... Alessandro Capozzo
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il import oscP5.x%;
B import netP5.x;

A4 > R k—JL%&, Contribution Library & L
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Processing{fl o %
Processing® a3 — K (1/2)

il import oscP5.x%;
B import netP5.x%;

; 0scP5 oscP5;
B NetAddress myRemoteLocation;

float dif = @; //R—ILERDEH
B color col; //ERE (TROE|

M oid setup() {

size(400,400); frameRate(10);
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& (Processing) ®7 KL X
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background(Q);

0scP5 = new 0scP5(this,5555);

oscP5.plug(this,"getDif","/eventA");
oscP5.plug(this,"getHit","/eventB");
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/eventA

R—ILERDEERE (float)

/eventB BELAEOL:

&rzem# (float) , EEBOKRDESE (float)
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myRemoteLocation = new NetAddress("127.0.0.1",6666);
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Processing{fl o # g

Processing®a— K (

[ void draw() {

background(col); noStroke(); fill(255,100,0);
ellipse(width/2.,height/2.,50.%dif,50.%dif) ;|

YR INTWEBIHE, <

if(mousePressed){ ) ZDXYEEE %, OSCX vt —
OscMessage myMessage = new OscMessage("/mouse”); | BN\ IRIE - UEER
myMessage.add(mouseX); myMessage.add(mouseY);
oscP5.send(myMessage, myRemoteLocation);

getDIf B A M (EN B 7=
OIS, dif 2 EELET.

.- [ getDif(float d){ )
& dif = d; - [
*

Bl void getHit(float count, float h) {

col = color(random(255),random(255), random(255));
printin(" [count,height_of_floor]=["+(int)count+","+h+"]");
getHitBIEA M IEh 5 7=
IS, HERE (col) A7
YELICEBLET.

¥

oscP5.plug(this,"getDif","/eventA");
oscP5.plug(this,"getHit","/eventB");
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Lellipse(width/2.,height/2.,50.%dif,50.%dif) ;|
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Directional Light
Ball (Sphere)
Floor (Plane)

B = [ 'Main Camera []Static
arAll Tag | MainCamera + | Layer| Default 3
¥ .~ Transform [ %=
Position X0 Y |2 Z|-15
Rotation X 0 YO0 Z0
Scale X1 Y|l Z|1
Ball [Jstatic
Tag | Untagged + | Layer| Default A
¥ .~  Transform @ %,
Position X 0 Y|3 zZ0
Rotation X 0 YO zZ0
Scale X1 Y|l Z|1
(™ 'Floor []static +
Tag | Untagged 4 | Layer| Default ™
¥ .~ Transform (i %
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New Project...
Open Project...
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o . \dd
I Build Settings...  {*32B I TR
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&J PC, Mac & Linux Standalone Cursor Hotspot X0
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Processing®E{T7 77U sr—>av
3RICH, UNITY DR ENIE% & v~
DHETT

Mac App Store Validation [
Mac Fullscreen Mode
D3D9 Fullscreen Mode
D3D11 Fullscreen Mode
Visible In Background

#ixbH EIFTWL
v LEWES

[Fullscreen

| Fullscreen Win

[ Fullscreen Windo'¢

UNITYR] D

#fig
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https://github.com/jorgegarcia/UnityOSC|

jorgegarcia / UnityOSC

Open Sound Control (OSC) C# classes interface for the Unity3d game engine

D 31 commits 1 branch

0 releases

DN Branch: master ~ UnityOSC / +

IR iorgegarcia README, changed some rewording and formating

docs d project files into olde!

src Added TimeStamp fallback for C

tests project files into to older
E) README.md README, changed some rewording and formating

README.md

UnityOSC v1.2.

Open Sound Control classes and API for the Unity 3d game engine

© Watch 40 * Star 143 Y Fork 48
<> Code
3 contributors
Issues 1
= Pull requests 0
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@ Project &=
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@ BallController

) Block 1

i Blockl

|)s) BlockController

U BottomWallController

=~ PerfectBounce

s RacketController

0
v & Editor

G| osCHelper
Y& 0sC UnityOSC-master & » docs

|| 0sCBundle README.md

| oscclient src

|&) OSCMessage tests

|e:| OSCPacket

|| oscserver

Editor © » [ OSCBundle.cs
0sC © » [ OSCClient.cs
M OSCHandlercs © [ OSCMessage.cs
M OSCPacket.cs
M OSCServer.cs

o000

00000

|G 0SCHandler

UNITY18I @;ﬁﬂr
e OSCHandler.cs% B =, Init() 8%k (924T7BLIE) HIZ, OSCH —

NDClient&Serverd 7 FL X « R— BT EH AL
¥F9, TITIH UToL > BEFEREZEAELEL £ 5,

93 public void Init()

94 {

95 //Initialize 0SC clients (transmitters)

96 CreateClient("SuperCollider", IPAddress.Parse("127.0.0.1"), 5555);
97 | CreateClient("Processing”, IPAddress.Parse("127.0.0.1"), 5555);|
98

99

100 //Initialize 0SC servers (listeners)

101 CreateServer("AndroidPhone', 6666); OSCHandler fol
102 | CreateServer(“Unity", 6666);]| .
103 Init()
104 }

Client
127.0.0.1 / 5555

SERVER Q"}@

UNITY 18 D #fr
OSCManager.csDENN - fmEe

| http://lab.kenrikodaka.com/_download/UNITY/OSCManager.cs |

o It &), 0SCManager.cs #4% 7> Ha— K L, OSCHandler.cs
CRICEREICKZ vy 7& KOy ZLTLEE L.

- - ¥ &3 UnityOSC
;publlc class 0SCManager : MonoBehaviour { » G Editor
. . Y& 0sC
9 =
. private long _lastOscTimeStamp G 0SCBundle
11 /%% 0SC Argument(s) */ | [ONGN{ININONEVELEIIIE7Ee %gzg&'em
12 public int dataAl = 0; | [DPAGIIZANANE =T NqdAE:S El = sksage
13 public int dataA2 = 0; | ENECEIEEE: =Y 4€9ID G| OSCPacket
|| oscserver
25 void Update () { (:| OSCHandler
26 0SCHandler.Instance.UpdateLogs(); OSCManage r.CS G:| OSCManager
27
28 foreach( KeyValuePair<string, ServerLog> item in 0SCHandler.]
29 for( int i=0; i < item.Value.packets.Count; i++ ) {
30 if( _lastOscTimeStamp < item.Value.packets[i].TimeStq
31
32 _lastOscTimeStamp = item.Value.packets[i].TimeStq

dataA2lcAA L &Y. }

ESRll Updatel()
string address = item.Value.packets[i].Address;
OSC Address H' /mouse if(address == L ) {
@%ﬁ,/\"ﬁ"‘/ rDZ=D dataAl = (int)item.Value.packets[i].Datal[0];
DT —~AR A dataAl, dataA2 = (int)item.Value.packets[i].Datal[1]; _

M—)LERDEERE (float)

Q * @ /eventA

BReERDIEREZMADE

/eventB XLEEFIEET.
B[O (float) , BEOKRDSS

(float)

BROXAI VT, EREEEZIET.

sendData0SCA( sendData0SCB (

—| publlclvom sendDataOSCA(float dataAl){

0SCManager.cs

55 var sampleVals = new List<float>(){dataAl};

56 OSCHandler.Instance.SendMessageToClient(, ! ", sampleVals);
57 }

58

59 [publicvoid sendDataOSCB(float dataBl, float dataB2){

60 var sampleVals = new List<float>(){dataBl, dataB2};

61 0SCHandler.Instance.SendMessageToClient (, !
62

dataA1 (dataB1 - dataB2) #E&H&LI B R
publiczZB0 LT &L,

b sampleVals Z{ER LE .

B, sampleVals);

OSCHandler.csICd5 LN T Processing” CREEZ T

fexw b T —2mKIT, /eventA (/eventB) *
OSC Address & LT, sampleVaIs’éi?E DET.
o ZITEHRTIHEH 0 5 HDE L2, OSC ArgumentsDEI & #CEbHE
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o —> D, BDOATY 7 b (Create Empty) %{ERL,
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o BXIZERK LTULr30SCManager#0OSCObjectd {1 » A RJ &
ICRZy7&Fay7LET.

o INT, ¥—rHEHT S L FERFIC, OSCManager.csHEIE L
3
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NELLESNTWA I EAHERTZIENTEET.

e A2, OSCObjectd A > A~ Z D Data Al - DataA2 DEHIE L
CRIBLTWB Z & ZRER LTS 0.

Create 7| (Al Create ~| (© |4 |8 || = o [05CObject [static vl | Create -| @A OSCHelper
Main Camera @ changePosition b Tag | Untagged 4+ | Layer| Default 3 » Blocks
(e :x r:;:;a’:‘a - > Transform e :I:c::lond light SELECTED: Processing
b v@ [/ 0SC Manager (Script) @ n Camera e e .
v?%n::i?:rc ot OSCManager N Point light I Client 'Processing’ port: 5555 ||
Bl Data Al 0 . :lac“kgt | Server 'Unity’ port: 6666 | © In;e[c;:; Objm_][
== alls
Vil osc Daane 2 . 7712/2017 1417.48.953 - JeventA 2.128828 | —
Byl — 07/12/2017 14:17:48.985 : feventA 2.072218 —— =t —
(6 0SCClient Add Component OSCHandler e B LAl 8 (AT S o
07/12/2017 14:17:49.074 : [eventA 1.911911 Y Moscu -
07/12/2017 14:17:49.142 : [eventA 1.68882 o "“’““ffg;’cm
2 07/12/2017 14:17:49.201 : [eventA 1.4803 T H
07/12/2017 14:17:49.250 : feventA 1.321666 — |
07/12/2017 14:17:49.290 : feventA 1.147337
07/12/2017 141749331 [eventA 09573112 | [ i componen
N =5 ~ = N v
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FloorController.csa > R—% > b DYERL
nspector | I —
Q FloorController] 2 g crm{‘f T IR ¥ M‘Flom ‘ BEmE <
- G oller Tag | Untagged + | Layer| Default 3
FloorController.cs g s || __Add Componens Onewarrt - T
[~ lew ysic erial "
| | rloorController vES UnityosC » ./ Plane (Mesh Filter) @
o S = ¥ |22/ [ Mesh Collide: @ %
0 ': Lot vhé‘l’l(tjosr(il*ielper Convex r -
GameObj SIEie I ‘%, vﬁélsgscﬂ F 5 “j 7“& I:;:;x 2 None (Physic Material) (]
Language [cshap 3] EfeHed 1~ b Pl
BT L —LO0NE @ . 5 - ~ : e osc I~ ) 7) >ME_SMM! Remmw?ane ﬁ:'
Update() 4 7\@*\{@ Floora) : / ,1‘ - * /~ I~ ‘g, %g;g:::‘:: »(c) EFlooermller (Script) @ #
< FloorController.cs%iBhn L (G OSCHandler @ e =
eSOl i '3' Q%‘ngj:dm"ager > Shader | Standard )
OnCollisionEnter(Collision event) -
Add C nent © inspector [
0SCManager oscmng Sl Ty ] N e—T
—= Create ~| (QrAll ™" Tag| Untagged +] Layer  Default
P T i
lusing UnityEngine; M_ai" (;ameraA 4 > Plr:::(:::h Filter)
int dataA2 ; using System.Collections; 3 Directional Light > (] B Mesh Collider
. . OSCObject » . [M Mesh Renderer
4 public class FloorController : MonoBehaviour { Ball ‘\‘\ ¥ G| ™ Floor Controller (Script)
sendDataOSCA(float dif) Flo sc FloorController
e i #0SCObject

0SCB(float count, fl

public GameObject oscobj;

5
6
7 public GameObject ball;
8
a

ARIVTMET, 5F—LFTIxY
b&EJO—/\LEEHE LTEM

Ball Ball

New Material
Shader | Standard
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FloorController.cs = fiR&

4 public class FloorController : MonoBehaviour {

5

6 public GameObject oscobj;

7 public GameObject ball;

8

9 private 0SCManager oscmng; OscObjecth*5, 0SCManager3 >/

10 int count = 0; R—F 2V FERYHLTWET.

11 (BELEVEBS>TIRELY)

12 void Start () {

13 | oscmng = (0SCManager)oscobj.GetComponent ("0SCManager™); |

14

15 Processingd< > XD

16 [void Update () { YEEABICAEY L E T BT L—LiTbns
17 //RD YR % RE WFR A Sk
18 float y = 0f —[oscmng.dataA2 |* 0.01f;

19 this.transform.position = new Vector3 (of, y, of);

20 //R—=ILERDYBIREDZES % Processinglcixs

21 float dif = ball.transform.position. H

22 [oscmng. sendbata0SCA (dif); | BBz SOV 22

23 } ProcessinglTiEl) £9.

25 void OnCollisionEnter(Collision collision) {
26 Debug.Log ("Collision!! " + count);
27 count++;

BRI, 755 DO
thE e LIigalc
I—VT Y TENS

28 | oscmng. sendData0SCB(count, this.transform.position.y) ;| AR NEETTT.
}
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