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@ Arduino

RBE R7v7F
FRI 7
B<... %0
B cEEZER<C

V=L

BHEIER

ATy FHETF—hATT
IVIA—T 4 VI %ELE
JUZILE=ZY
JyYrIL7avy

YT IUiR—
R— RERZ IS

EAEE: "AVRISP mkIl"
7—hO—5EEZAT

7R— K: "Arduino/Genuino Uno"
k: "/dev/cu.usbmodem1441 (Arduino/Genuino Uno)"

FirmatadE A (Arduinofdl)

AT

OIdStandardFlrmata servos[servoPinMap[pin]].detachQ);
Adafruit Circuit Playground 0 // if we're detaching the last servo, dec
Bridge SerVOFlrmata // otherwise store the index of the detac
Esplora if (servoPinMap[pin] == servoCount & ser

Ethernet
Firmata

GSM
LiquidCrystal
Robot Control
Robot Motor
SD

Servo
SpacebrewYun
Stepper

%

WIiFi101 Firmware Updater

VYVVYVYVVYAAVYYVYY

StandardFirmata | Arduino 1.8.5

StandardFirmata

StandardFirmataBLE

CtandardACirmmatarhinld I T __carunbinManlninl — 268-

#T

SimpleAnalogFirmata
SimpleDigitalFirmata

01.Basics >
02.Digital > } else {
ZEE R TRE 03.Analog > servos[servoPinMap[pin]].attach(PIN_TQ
FU v s pmE a3p 04.Communication > } 7 } z \y |
05.Control > = } else {
@! %P o6.sensors > AIlInDUtSFIrmata Firmata.sendString("Max servos attached']
’ /‘ 07.Display > . 3} * D
08 strings »  AnalogFirmata )
09.USB >
10.StarterKit_BasicKit > i . .
11.ArduinolSP ~ EChOStrlng void detachServo(byte pin)

servoCount--;

StandardFirmata
} ?}Si if (ser\(ociugt > g)d{ ] | % Fﬂﬁ % i -a—

// before incrementing the count of attached servos
detachedServoCount++;
detachedServos[detachedServoCount - 1] = servoPinMap[pin];

}

q:z."\m

Y82 7I)LiN— k&

RIBEEDHIC, R—KE

ZREATCHEWVWTLEE .

/dev/cu.SOC
/dev/cu MALS

v4 /dev/cu usbmodem1441 (Ardumo/Genunno Uno) |

StandardFirmata

StandardFirmata | Arduino 1.8.5

BAEBEFE - TERIAD

USB% /L CTArduinoZ 5 U,
(771NN 2—YlRET 5 &71&
) EZFAAEETLTLLIEZ.




Firmatacdd®& A (Processingfdl)

YO /Ny Y=L A~NILF
ESh) ¥R
FLEYF—yay 038R .
Tweak BT P @
Z1E

147V %EAViR—b...
ATy FI7 AT %L #K
[ NON ) Contribution Manager

RTVF/ZAT VA VYR—K /5475 ZEN

Libraries Modes Tools Examples Updates

Status Name Author

Arduino (Firmata) | Controls Arduino boards ... David A. Mellis

Ao (mata) Libraries’” 7 T, firmata& 7
S 9 available VARG NI R A A K
ontrols Arduino boards runnlngt e Firmata firmware. Update 4/ \/Z I\ _)[/ lJT < 7_5 é \'\.

Remove

2TYvF/ 14TV %A >Vik—b /Arduino (Firmata)
i [ECREd 7/v7 Y- AT F

e~ ¥R | 7 psketch_firmata(
ILEYTF—Yay &R

Tweak 08T

=ik

ATV RS VR—b... » i 473 &EN... 5475'):‘&111]... .
A <7< o DXF Export DXF Export pSketCh_flrmataO
7 7 A LB . a . . . .
d ‘n Network . Network lmpO rt prOCESSlng. Serlal-*,
v psketch_firmataO (Java) PDF Export . . .
: ' Serial import cc.arduino.x;
SVG Export

import org.firmata.x;

Arduino (Firmata)
oscP5

2 Arduino (Firmata) &Serial D _D®D <

Arduino (Firmata)
> |

A7V %A YR—bFULTLLEELN.




FirmataD 8h{E#ESR (Processingfdl)

psketch_firmata0

F 9, ArduinoZEHE L TWB Y Y ZILik—k &

] t ing. ial.x; ;
inport cc.arduino.k; —H9 3 <FF>ERL TS,

import org.firmata.x;

d //Arduino arduino;
4 //int ledPin = 13;

4 void setup(){
S /AXTFEYDSE, AT v FH12602/\1 ~ (39%) Z{FE->TL
println(Arduino. list()); 5. 2 O—/NLZEEH1099/N1 ~ (53%) ZE{FE->TWT, O—

//arduino = new Arduino(this,A
//arduino.pinMode(ledPin, Ardu

/dev/cu.usbmodem1461®Arduino/Genuino Uno

' -

i ; 1 2 3

° . /dev/cu.Bluetooth-Incoming-Port /dev/cu.MALS /dev/cu.S0( /dev/cu.usbmodeml461
void draw(){ /dev/tty.Bluetooth-Incoming-Port /dev/tty.MALS /dev/tty.SOC /dev/tty.usbmodeml461

B 4 5 6 7

CDT—ATlE. 4FB (KRF&LTIE3) DO

U ZILIR—REN—LUTWET, TD3EWVD
HFZ2EZTHETZET.



FirmataD 8h{E#ESR (Processingfdl)

Y R%ERY /BT ICE >T, LEDDON -
OFFA# Y &h Y, AICEEOE S 2
hOFICEDY £T. hp, BTOBICI,
import processing.serial.; Ardumotat%‘;‘? LT*‘»% id (USB%
import cc.arduino:*; o Processmgd)t&bt_ﬁq:ﬁ&’ %7’;&513—)

oo

psketch_LED. pde

- IULCIRME R RRL IR Arduino® DobjectDES. LU T, Arduino® Y 7 k
T 7 THERALTWEXY v NI, ZDobjectd 1 >~
 FTT YIRSk AGYAAYy RELTHERAT S ENTEXT.

FICEZTEWERE

4 void setup(){ o2
8 //println(Arduino.list()); SRR

arduino = new Arduino(this,JArduino. list()[3]},57600)
arduino.pinMode(ledPin, Ardu1no OUTPUT) ;

g
R \oid draw(){

5 }
:‘

void mousePressed(){
arduino.digitalWrite(ledPin, Arduino.HIGH);
background(color(255,0,0));

Arduino®Y 7 N 7 TERULT
W AT LAZEH (OUTPUT,

N )
o Void mouseReleased () H|GH_, LOV\‘/I, ) 63:, Arduino? 7 X
arduino.digitalWrite(ledPin, Arduino.LOW); DY ZAEZHE U TEHTEXY.
Backgrounﬂicofori@”; H—

25



EHE Y DEZES 2774 XT3
psketch_Touch.pde

il import processing.serial.x;

sl import cc.arduino.x;

& import org.firmata.x;

.

8l Arduino arduino; Arduino®ANE’ > [&, Processing

[ sensorpin - 0; //A0n | (RSN g

7

¥ void setup(){
81 //println(Arduino. list());

¥ arduino = new Arduino(this, Arduino.list()[3] ,57600);
11 arduino.pinMode(sensorPin, Arduino.INPUT);

12 size(800,100);

orSMax (V) Z0H510230DL Y I TH
HABHET. T DFITDMax(d4.63VTT .

B void draw(){
¥ float val =Jarduino.analogRead(sensorPin);
% println(4.63 x val / 1023.);

18

® |background(@); fill(255,100,0);

stroke(255);

26 rect(0,0,widthxval/1024.,height);
21
VBl EREFE, BDDORLAL Y.

BHROEIEFA T, vallcib U TR

AFEDEZZ{SETWVWET.

GND
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@ psketch_firmata1

1.4/09 L

1.4618671
1.4618671

[>_ ARV A IT5—

EAe 9l de, "—DRIHPHRVEALET.

( @ psketch_firmata1

3.7248192
3.7202933

B avy-IL A IS5—
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psketch_sorenoid
il import processing.serial.x;

) import cc.arduino.x;
import org.firmata.x;

g4 Arduino arduino;

8 int sorPin = 9;

q int val = 255; //VL /A ROHEAE
4 float cx, cy; //FREEE

] float t_last = 0; //VL./AROFEEDOEAIEZ (ms)
M float space = 200; //V L /A FOKRFEEERE (ns)

® void setup(){
® arduino = new Arduino(this, Arduino.list()[3] ,57600);
# arduino.pinMode(sorPin, Arduino.OUTPUT);

¥ 5ize(600,600); background(Q);
18 cx = 0.5 x width; cy = 0.5 % height;




RIElY L /A N DfE% % Z LD

3 \/01id draw(){ BODﬁ'*\:ti@H%FEﬁ t 7E:E:9 bij

//FBREIMTRERZBACIEE
if(t>space){

lfig"{lizéf’s” BB RFEID space ZB A ciga, V

Nl o] L/ A KRDEZKREL, t_lastzIRTE
val = 255; DEEI(ms)ICEFULET.

by

arduino.analogWrite(sorPin, val);

t_last = millis(); //HARKRNDOEMR

mousePressead
float rad = dist(mouseX, mouseY, cx, cy);

background(@); fill(255,100,0);
ellipse(cx,cy,2xrad,2xrad) ;

noStroke();

stroke(255,255,0);
line(cx,0,cx,height); line(@,cy,width,cy);

space = rad;

RSN T AKX TDIEEREICHU T,
FDOKRKEZE space zZ X X7

psketch_sorenoid.pde (2/2)

2o, 2o, 12> .
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Arduino & Processingli ) ZILBER—X T,
ProcessingE PCRAD 77U 75— 3~ I$0SCEIE T,
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Y TPNEEIR, FA—D Y PIVE—F 2N LTEEZITVLE

9. Processing - ArduinofElD&EEDIHE tat USB#H & 1) 7L
HK— P DBEER;:LET. —EICEDCLDTESEF—4E
(X, 184 b (0-255) LHIPREND Z L ISERDPHDETT.

"/dev/tty.usbmodem1411"

import processing.serial.x*;

Serial myport;

void setup(){

s

myport = new Serial(this, |Serial.list()[7]],115200);
size(255,255);

print(Serial.list()) T, X¥/59 % USB

F—h2Z2RITEHNTEET.

) FILEE

v— Arduino& PC%#USBT

BT L, VIl Tl Y
ATYFE7—h47T3 F52 7 ijf__ F//
IyIa—F« VI EBE & D )V

SYFILE=Y dev/
YUZLTAYY XX.usbmodemXXXX %
WIiFi101 Firmware Updater \EE?R L, i _a_

R— K: "Arduing/Genui :
2 UP }biR-— /dev/cu usbmodem1 411 'Arduino/Genuino Uno)"




OSC (Open Sound Control) ®B{E
IP7 FLRXEFR—F
PCRIDOSCEE(X, 8% & LTIP7Z FL X (EROXE) &HR—F (F
KADT 7V r—avoRXf) ZEETSHZ LT, HHF2ROIIZZ L
BTZEET.R—FOHEFE GEBEAINT - 517 IF=ICEYHTET.

IP7PRKLR / R—b

- PCHNOSC#EfE

- \ —

y s—m o’ 127.0.0.1 / 10000 127.0.0.1 / 9999
wr

\

192.168.0.3 / 5555 192.168.0.1 / 7777

192.168.0.2 / 6666




OSC (Open Sound Control) B{E

OSC Message

OSCEIEI, EIET BT — X &Ny T—VICLTEN ET. Ny F—T0D
FHELT, (1) EDLFBREADT—ZHBA->TVEDH (OSC

Arguments) , Z LT (2) Ny H—<D5E4E (0OSC Address) %#387E

TOILELDY FT.

[ )

0SC Address .
0SC Arguments ({53m])
W,

_

/mouse 34 28

/message

/message “hello”
/mouse “good-bye”

/volume /volume 2.453 \\\\\\\‘
amplitude(float) /volume 1.537

/volume 0.003

info(string)
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225 (UNITY X Processing D@&(E)

127.0.0.1 / 6666 127.0.0.1 / 5555
SERVER Client

/pos/floor, /pos/ball

R&EMR—ILDXYZEERZE (float, float, float)
BREKRDIEBAHDER L EFHIEET.

FREE (int) BEICEDLET EREZE1L.

/mousex, /mousey

XEERZE (int) , YEEZE (int)
TIJADXYEZEA, KOS I LEEISEET.




Processing{f] ® i

54721 (oscPb) MiEHN

BXEd =<y v ALT
| 27y 7 A I 4 oy S H

) EfT 38R 1 pske’ \0 | Proces ILEYF—V gV 0%R ~
LEVF—¥3y 38R Tweak 08T : :
Tweak 48T &) ‘ += “=Hierarchy |
f; 1F | Create ~ | (QrAll

5475V EEm..

| 2475 Y EEM... RTvFIANT—ERLS BK

L X5y F 745 —%F< #K 7 74 JL%EE... DXF Export

Ll 77 IL%EMN... DXF Export Network

Network v psketch_osc00 (Java) PDF Export
v psketch_osc00 (Java) PDF Export - =4  Serial 3

: SVG Export
letAddress myRemotelLocati svG Export i

oscP5

Libraries Modes Tools Examples Upges

2 All

- 00
Status Name Author
@  oscP5 | An Open Sound Control (OSC) imple... Andreas Schlegel psketch_oscoo [
tactuS | TactuS aids in the creation of algorit... Alessandro Capozzo W import oscP5.%;

8 import netP5.x;

oscPh& AN 3 &, & & LToscP5h sk

: 4

A v X k—JL#%, Contribution Library& L

RENBDT, EIR L Cnstall LT 72 & L.

T, 0SCPSARREINEDTEIRT B &, B
ERYICBEEDimportAimportE N £ 7.



Processing{f] ® i
Processing® 33— K (1/3)

import netP5.x;

import oscP5.x%;
TRFLRER—PZIBEELET. B
0scP5 oscP5; >B5 (Processing) 7 FL X

NetAddress myRemoteLocation; MESERSERELAC-T UL ST

float y_floor = @; float y_ball = 0; //FR&EMR—ILDYEIZ
float dif = @; //MR—ILE&RDEERE
color col; //ERE (HEOLWICT VY ALICEDLD)

\e] (0] ~ )] w £ w N (]

=
(O]

void setup(){
size(400,400); frameRate(10); background(0);

11

[
N

=
w

oscP5 = new 0scP5(this,5555);
myRemoteLocation = new NetAddress("127.0.0.1",6666);

[
wm i

=

=
o)

oscP5.plug(this,"getFloorPos","/pos/floor");

-7 =
oscP5.plug(this,"getBallPos","/pos/ball"); (3\:30)511;%%% Fggfﬁ@ﬁggsfggﬁyf
oscP5.p1u9(this,“getHit","/hlt")- 7’\y FLET. (HD2oHFEE)

<> O

=
) ~ (0]

=
(0]

)
> ©

s

/pos/floor, /pos/ball

IREMR—ILDXYZEEFZ (float, float, float)

ERERDEEAHOER L EE I H .

R (int) BRICEDLET, EREZE1L.




Processing{f] ® i

Processing® 3 — K (2/3)

8 void draw(){

dif = y_ball - y_floor; //FR&EMN—ILDERZEFE
background(col);] noStroke(); fill(255,100,0);

ellipse(width/2.,height/2.,50.%dif,50.%dif);

TN INT UL
if(mousePressed)d{ HIBE, 77 ADXY

OscMessage myMessage_x = new 0OscMessage("/mousex"); @%E’COSU(IJ\ITT\/(:?;
myMessage_x.add(mouseX) ; 633¢ ’ -
oscP5.send(myMessage_x, myRemotelLocation); '

OscMessage myMessage_y = new 0OscMessage("/mousey");
myMessage_y.add(mouseY);
oscP5.send(myMessage_y, myRemotelLocation);

background(col);

=D (col) (X, getHitEs

K2 T3 &7 ZLICED
D

Ho 0%, window® B0V E

/mousex /mousey

IZ, ERZ50*dif cCHE L £ 7.

ellipse(width/2.,height/2.,50.%dif,50.%dif); Q * @




Processing{f] ® i

Processing® 3 — K (3/3)

ZLXT,

O—L7y 7EBONBEE2ERICE [

19

oscP5.plug(this,"getFloorPos","/pos/floor");
oscP5.plug(this,"getBallPos","/pos/ball");
oscP5.plug(this,"getHit","/hit");

y_floor = vy;

println(count);

1C
50 [y

void getHit(int count){

void getFloorPos(float x, float y, float z){

/pos/floorz =\ TE > 7=, 22B D58 (FRDOYER)
LT. y floord{E%FEH

void getBallPos(float x, float y, float z){

y_ball = y; T N S P T
3 } £ LT, y_ballDfE% B

/hitZ=Z TE -5, 318 (FEK) 2HAHLT. B2
S VALICEE (EBBICcountiZEEIICEWEHA)

col = color(random(255), random(255), random(255));

<> O

/pos/floor, /pos/ball

IREMR—ILDXYZEEFZ (float, float, float)

ERERDEEAHOER L EE S H .

RO (int) BRICEDLET, EREZE1L.




Processing{f] ® i

Processing® 1 — K (&%)

import netP5.x;
import oscP5.x%;

% 0scP5 oscP5;
NetAddress myRemotelLocation;

if(mousePressed){

OscMessage myMessage_x = new 0scMessage('"/mousex");
i myMessage_x.add (mouseX) ;
d float y_floor = @; float y_ball = @; //FR&ER—ILODYELE oscP5.send(myMessage_x, myRemotelLocation);
float dif = @; //RN—JLERDEER
g color col; //ERE @ROLTIRZ VT LILEDD) OscMessage myMessage_y = new OscMessage("/mousey");
myMessage_y.add(mouseY);
oscP5.send(myMessage_y, myRemotelLocation);

}

void setup(){
size(400,400); frameRate(10); background(Q); -
ey
oscP5 = new 0scP5(this,5555); .
myRemoteLocation = new NetAddress("127.0.0.1",6666); B void getFloorPos(float x, float y, float z){
y_floor = y;
oscP5.plug(this,"getFloorPos","/pos/floor");
oscP5.plug(this,"getBallPos","/pos/ball");
oscP5.plug(this,"getHit","/hit");
}

}

8 void getBallPos(float x, float y, float z){
y_ball = y;
1

B void draw(){ :
void getHit(int count){

println(count);

col = color(random(255), random(255), random(255));

dif = y_ball - y_floor; //FR&EMR—ILDEHEZE
background(col); noStroke(); fill(255,100,0);
ellipse(width/2.,height/2.,50.%dif,50.%dif);
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HEARBEOBE (F—LA 77 FDEM)
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™

= Hierarchy |
‘oAl

Create ~

Main Camera
‘Directional Light
Ball (Sphere)
| Floor (Plane) |

@

WME 2L LT, Material 8N L TE&

Z 2T TL 7o,

3 ™ Main Camera [_|Static
Tag | MainCamera % | Layer| Default :
¥ .~ Transform ¥,
Position X 0 Y |2 Z|-15
Rotation X O YO Z 0
Scale X 1 Y 1 Z 1
’? o Ball | |Static «
s Tag | Untagged $ | Layer| Default -
¥ .~ Transform &,
Position X 0 Y 3 Z 0
Rotation X 0 Y O Z 0
Scale X1 Y 1 Z1
? ™ Floor | |Static
v Tag | Untagged ¢ | Layer| Default s
¥ .~  Transform &,
Position X0 Y O Z 0
Rotation X 0 Y O Z 0
Scale X1 Y 1 Z1




HEAXRIRIEDBE

UNITY{H

| D £ 4

(R=IHNN > ETBHLHIC95)

3 Project

Create ~ |

Folder

C# Script

Javascript

Editor Test C# Script
Shader

Scene
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Pr.oj'ect Viewh 5,

[ Physic Material |

EERIL £

Physic Material

Physics2D Material

GUI Skin
Custom Font

Shader Variant Collection

Legacy

1

\

3 pProject I = ©nspector |
Create ~| (€ S S ~ © New Physic Material Bounciness ‘i}i
z| changePosition —_— ¥, -
() New Material FELRET TEZ) .
L L e
= [Naw Phys ic Matarial Dynamic Friction T\’ . *L%‘:ia)()-a—
»Ea Uni Static Friction N N
haUnugosc _ c‘_’_, /"J'(—)l/fJ‘EE
Q Untitled Bounciness S T .
o . \
Friction Combine 75 o) Et)lbnlj_i_ % J:
Bounce Combine ([Z7s Y £ Cl
" @ Inspector | s
& & s B M Ball []Static
© Inspector | = " Tag|Untagged ¢ | Layer| Default Tag | Untagged Layer | Default
M Ball [ ]static v | ';o‘s ; I £ b .~ Transform : @
Tag | Untagged 4 | Layer| Default alil Ro - b ... Sphere (Mesh Filter) ﬁ
S g —— » () ¥ Sphere Collider @
¥ .~ Transform @ = S | % Rigidbody - P
Position X0 Y3 Z0 v w Character Controller L @Mes" Renderer ﬁ
Rotation X |0 Y0 z'0 W Box Collider | v %  Rigidbody @
Scale X1 v Z (1 Is_I_:Sphere Collider Mass 1
Capsule Collider 0
. Mat
I {224 Sphere (Mesh Fi 4 i @ #v Cer |::{ Mesh Collider 2 gular Drag 0.05
e @Sphere Collider @ %, ) Wheel Collider .
— . ; se Gravity )
h dit Codder Rad . g Terrain Collider
: » |..i| i Cloth Is Kinematic (]
Is Trigger L » | Hinge Joint Interpolate | None
Material =5 New Physic Materia © quixed}oim Collision Detection | Discrete
Center > BS':‘ringJOim ¥ Constraints
160 Character joint §
0 ¥|0 210 b d;nc Freeze Position  [MX []Y M2z
i A
Radius 0.5 Soporen Freeze Rotation [ JX [JY [z

BB L 7o) %514 = Ball

EREEMITET.

OviR—*%> k& LTRigidbodyZ3&h0 L,

Y R

(ETF) oAzENL LSS

LXT.



UNITY 8] D %1
BEABIEOEE (WNy 705797 KOWMIE%EFR])

m Edit Assets Game(C

Scenes In Build

EN
#0

New Scene
Open Scene...

#S
¢3S

Save Scene
Save Scene as...

New Project...

Open Project...

Platform

Save Project

Build Settings... {+ 3B

BUllC un b B3

@ Web Player

w& PC, Mac & Linux Standalone <4

B, o

,55 Tizen

<
&' Xbox 360

\ Switch Platform [ Player Settings... ]

Add Open Scenes

é_, PC, Mac & Linux Standalone

Target Platform | Mac 08 X a
Architecture | x86 2l
Development Build -

Autoconnect Profiler ]

Script Debugging |

Learn about Unity Cloud Build

[ Build | Build AndRun |

£ Project Settings

Adaptive Performance
Audio

Editor

Graphics

Input Manager
Memory Settings
Package Manager
Physics

Physics 2D

Player

Preset Manager
Quality

Scene Template
Script Execution Order
Services

Tags and Layers
TextMesh Pro

Time

Timeline

Ul Builder

Version Control

Visual Scripting

XR Plugin Management

Project Settings

a

Player

Cursor Hotspot

]

Settings for Windows, Mac, Linux

Icon

Resolution and Presentation
Resolution

Fullscreen Mode

Default Is Native Resolution v

Mac Retina Support v

Run In Background* v

Standalone Player Options
Capture Single Screen
Use Player Log
Resizable Window

Visible In Background
Allow Fullscreen Switch*

Force Single Instance
Use DXGI flip model swapchain for D3D11

* Shared setting between multiple platforms.

Splash Image
Other Settings

Publishing Settings

Processing®DEIT7 7V r—av#iubEIFTWBREICH, UNITY
DIEENIBEAZ v 2L LEW-DDRETT.
BRN—=2a Y TRTZF+:NWVITCFz v I7DBA-SDTVWABIETTT, )

Fullscreen Window




UNITY {8 D 2

Osclackd A vHR—F+ (1/2)

Edit—Project Settings—Package Manager®Scoped RegistiesTLLTD U
R b VIFHRZ S8R

Name : Keijiro
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Assets > € OSCManager.cs
using System.Collections;
using System.Collections.Generic;
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B3 OSC Manager (Script)

using UnityEngine; Mousex

public class 0SCManager |:
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Mousey

MonoBehaviour
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public void getMouseX(int x){
mousex = X;
} /mousex /mousey

public void getMouseY(int y){ XEERZ (int) YEERE (int)

mousey = y; Q * @

}

/mousex, /mouseyZ = (TENS /-8 D
O—T7y 7RBZERLTHEEXET, £

NFN, 5| EAINETHD Z EITEE,
(BZ 5L EHDE 5T & N WLIEER)




UNITY {8 D 2

52 {5

2 —)L/Ny 7 BB DVERR & BERT 1T (3/3)

ERIDOSCT FLRZEIS, ¥T
HBEETLEET,

Sl EERR L7-a—
Ny JEEDA > TL
% [OSCManager| #*
72Xy FLET,

OSC Manager (Script)

Mousex

Mousey

v Event Receiver 0 It

& 0scServer (Osc Connect ®

ev

OSCManager.getMouseX v

Connection

OSC Address

Data Type Int
Int Event (Int32)

/mousex

Runtime Orv
B OSCOb] ®

OSCT7 FL X &
XFI6 9 % B =
EOE T,

v Event Receiver

& OscServer (Osc Connect ®
/mousey

Connection
OSC Address
Data Type Int

Int Event (Int32)

Runtime Orv
B OSCObj ®

OSCManager.getMouseY v

+ -




UNITY 8 D (s SIS
O— LNy 7 B O BhERES:

O O, Layers v Layout

/mousex /mousey > ono
: : g i

= Hierarchy 2 ¢ @ Inspector
2 Ea v 0SCObject Static v

X}X:E ;Ej‘- (lnt) YF:E %jj‘- (lnt) éSampleScene* H -
Tag Untagged v Layer Default v

& Main Camera

@ Directional Light .
. Transform

@ Ball (Sphere)
& Floor (Plane) Position X 0
3 OSCObject : X 0

Rotation

Z 0
Z 0
@ sketch_231218c
N E} v Event Receiver LA

=0 4= S > Connection @
lj 4 |\ I'j OscServer (Osc Connect ®

. PROCSSINGDE{T™ 1 ¥ Bows

Data Type Int
Int Event (Int32)

Runtime Orv OSCManager.getMouseX v
B OSCOb] ®
+ -

-+

ﬂ v Event Receiver 0 it

T“ PfOCQSSl ng1 I-I o) 7 I7 z Connection & OscServer (Osc Connect ©®

OSC Address /mousey

’E*I-T: \\ U 7}1/ 9 ’r A T“ Data Type Int
OSCManagerwzo 0)/\07 U Y 8 Imi::;?:j OSCManager.getMouseY v
VEBOEIRRENTNSS R

I:l'b\ LT ( T é L\o : BB 0OSC Manager (Script)

Mousex 274

+
e

-+ 3
A

Mousey




FloorController.cs3

UNITY | D {5
=3

m =
SN

3 Project I
Create ~ >

FloorController

) New Material

=~ New Physic Material

¥ & UnityOSC

Inspector | o=

| ™ [Floor []static

1 (@ FloorController| N ;,:c

= Search 1 Add Component

j New Script cloorController

8 - New Script
Name

v & Editor
=] OSCHelper
Y& 0SC

|FloorController

Language

FlooroavR—x>v bk
I, FloorController.cs %
BiML xd.

o componen|

| CSharp 3%

\z) OSCB
(@] 0scC
z] OSC

Project 7 7 A L CYERK
L7=HD%=EHEICT
2y FLTHOKTT,

R

using Systen

using UnityEngine;

{

00 NN O UL B WN -

- Create and Add

i.cotltections,
using System.Collections.Generics

public class FloorController :

public GameObject oscobj = null;

QQ SampleScene*
@ Main Camera
@ Directional Light
@ Ball (Sphere)
D Floor (Plane)
) OSCObject

MonoBehaviour

KOw >~/

AV TNET, T—LFT

7 b ZpublicZ# & L TEN

~

vV I

= Hierarchy o ¢

NP o

h@@&

© Inspector | o=
', ™ Floor [ ]Static =
e Tag | Untagged %+ | Layer| Default $ |
b~  Transform @ .
» .. Plane (Mesh Filter) @ %=
v ../ ¥ Mesh Collider @

Convex
Is Tr
eria

None (Physic Material) [0}

Mesh il Plane ©
> M?S\Renderer @
> e M Floor?.\ntroller (Script) @ %=

° New Material @ =
> Shader | Standard v

O Inspector a

Static v

E.] @ v Floor (Plane)

v

Tag Untagged ¥ Layer Default ~

th

Transform
Plane (Mesh Filter)

t

Mesh Renderer
Mesh Collider

1

O ®© © © &
T+

4

Floor Controller (Script)

Oscobj @ OSCObject

° New Material (Material)

Edit...

Shader Standard ¥



UNITY 8 D (s B

FloorController.cs % fR &

C# FloorController.cs @
Assets > C* FloorController.cs
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class FloorController : MonoBehaviour
6 {
7 public GameObject oscobj = null;
8 private 0SCManager oscmng;
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11 void Start() DHLTWET. (BFLHRVER-TLETW)
12
13 oscmng = (0SCManager)oscobj.GetComponent("0SCManager");
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void Update()

{
float x = (oscmng.mousex — 200) * 0.01f;
float y = 0f - oscmng.mousey x 0.01f;
this.transform.position = new Vector3(x,y,0f);
}

void OnDisable()

{ Fy b7 — 0 BN

client.Dispose();
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void OnCollisionEnter(Collision collision){
count++;
Debug.Log("Collision!!" + count);
client.Send("/hit", count);

FloorController.cs X
ssets > €t FloorController.cs
1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine; 24
4 -
5
6 public class FloorController : MonoBehaviour 27
7 A 28
8 public GameObject oscobj = null; BEIEGHAIONNE X 29
9 private 0SCManager oscmng; FLH-HDTT, 30
10 31
11 [SerializeField] string ipAddress = "127.0.0.1"; 32
12 [SerializeField] int port = 5555; 33
13 OscClient client;
34
14
15 int count = 0; 35
16 36
17 void Start() 37
18 { 38
19 ""0SCManager"); || 39
20 client = new OscClient(ipAddress, port);
21
27 } Processingfll xR % 7+ 7
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void OnCollisionEnter(Collision collision){
count++;
Debug.Log("Collision!!" + count);

client.Send("/hit", count);

}
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