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Firmatad®E A (Arduinofdl)

StandardFirmata | Arduino 1.8.5

[£:10%) 01.Basics >
R 02.Digital > } else {
2RI TRE 03.Analog > servos[servoPinMap[pin]].attach(PIN_TQ
2055 O 04.Communication > } 4 ) z \y I
i 05.Control > B } else {
Eﬂﬁu“' 06.Sensors > A"InpUtSFlrmata Firmata.sendString("Max servos attached'|
et 08 Ses | AnalogFirmata ; & D
08.Strings > 3
09.UsSB >
1?'i:23;rgistfasmm : EChOStrlng void detachServo(byte pin)
! . { .
OIdStandardFlrmata servos[servoPinMap[pin]].detachQ); S t a n d a rd F l rma t a
Adafruit Cireuit Playground 0 // if we're detaching the last servo, dec
Elcde SerVOFlrmata // otherwise store the index of the detacl
Efﬁ::;t if (servoPinMap[pin] == servoCount & ser

LiquidCrystal

SimpleAnalogFirmata
SimpleDigitalFirmata

servoCount--;
} else if (servoCount > @) {

// keep track of detached servos becausé

// before incrementing the count of attached servos

VYVVVYVVVRAVYYVYY

Robot Control =)

Robot Motor Standa rdF|rmata detachedServoCount++;

SD . detachedServos[detachedServoCount - 1] = servoPinMap[pin];
el StandardFirmataBLE }

SpacebrewYun

Stepper CtandardCirmatarhinld I T __cenmobinManlninl - 285:

HEIER 8T
ATy FET—h14T$3

IVIA—T 4 Y7 %EIE

PRIV E=4 0 8M
JYrZILFOysy 8L

WY 7 )LiRN— b & 3

WIiFi101 Firmware Updater

RTDEEBHIC, 7] Kl N 22

2 7R— R: "Arduino/Genuino Uno" >
: Y 7 LiRk— k: "/dev/cu.usbmodem1441 (Arduino/Genuino Uno)"
R— REHR =S

U7
/dev/cu.SOC
/dev/cu. MALS

EEZTHEWTI LS.

EHALKE: "AVRISP mkIl"
| J—hO—FEESAD

v /dev/cu.usbmodem1441 (Arduino/Genuino Uno) |
e

[ NON StandardFirmata | Arduino 1.8.5

StandardFirmata

USB% /L CArduinoZ 5 U,
, o <ol fo ntrolle (771N Z—YiRET 5 &1
3 fFinare on o rost c o ) BEEABEEFTLCLLLSN.




Firmatacdd®& A (Processingfdl)

VORE 7/\v7 Y=L ~ILF
=T ¥R
JLEYTF—yayv {+38R .
Tweak 08T
i
o P W

SATSV%EAVIR—b... Z4 73 Y %&EM...
ATy FI7ANT—%FL $K

@® @

RTVF/ZATZ VA VYR—K /5475 ZENM

Contribution Manager

Libraries Modes Tools Examples Updates

Status Name Author
Arduino (Firmata) | Controls Arduino boards ... David A. Mellis

Avduin (imata) Libraries®” 7 T, firmata& ¥
. . T 9 avalabl U, W24 77 )%
ontrols Arduino boards running the Firmata firmware. X RY

Update AVAR=ILLTLLEE L.

Remove

ATYvF/ 4T Y%A ik—bk /Arduino (Firmata)
Ty 27v7 BRI F

E1T ¥R '] psketch_firmata(
ZLEYF—yay &R

Tweak 08T £ "'

ZiE - '

5475 Y ... 5475 U EE... .
A < e DXF Export DXF Export pSketCh_fl m atao
7 74 JLZEM... . . .
7 e Network " Network import processing.serial.x;
v psketch_firmataO (Java) PDF Export . . .
e  sorial import cc.arduino.x;
SVG Export

import org.firmata.x;

Arduino (Firmata) Arduino (Firmata)
R —— oscP5

2 Arduino (Firmata) &Serial D DD %

A 77V %A YR—bhULTLEELN.
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FirmataD &1{E#EZR (Processingfdl)

psketch_firmata0

£ 9, ArduinoZ¥EH L TWBE U Z)Lik— kK &

import processing.serial.x; = . e © N
import cc.arduino.*; i&g—%</d\\'¥'>¢(‘:’j:7kb—(<7—uéb -

import org.firmata.x;

//Arduino arduino;
//1int ledPin = 13;

void setup(){

/A XEFEUDSE, AT v FH12602/\1 ~ (39%) Z{E->TL
println(Arduino. list()); 5. 7 O0—/NLEHHN1099/N1 k (53%) ZE->TWT, O—

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

/dev/cu.usbmodem1461®Arduino/Genuino Uno

B 1 P 3

, /dev/cu.Bluetooth-Incoming-Port /dev/cu.MALS /dev/cu.S0(] /dev/cu.usbmodem1461
void draw(){ /dev/tty.Bluetooth-Incoming-Port /dev/tty.MALS /dev/tty.SOC /dev/tty.usbmodeml461

B 4 5 6 /

CDT—ATlE, 4FEB (KRF&LTIE3) O

B 3vy-b A T YFIR—REPA—BUTWVWETS, cD3EWNS
HFZzRIATCHETZET.




FirmataDENFRESE (Processing(il)

PRz BETICK>T, LEDDOON -
OFFAtIY &h Y, AFICEEOE S 2
ALFICEDY £, b, TTOEICI,
import processing.serial.; Ardumot;t"ﬁ%? LT?S? i (USB%
import cc.arduino:*; Processmgd)f-&bc-ﬁq:ﬁ&’ 51-HTY) .

©0C

psketch_LED.pde

d import org.ftirmata.x; ArdU|no§20)object0) =. BUTF T, Arduino® Y 7 ~

| S P TEALTWEXY Y RIE, T Dobjectdf
BT P — ZTVAXY Y RELTERT BT ENTEET.

LICEZTREWERE

% void setup(){ o2
81 //println(Arduino.list()); SEE R

arduino = new Arduino(this,JArduino.list()[3]},57600)
arduino.glnMode(ledPln Arduino.QUTPUT);

q

H\void draw(){

g }

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

Arduino®Y 7 k7 ERALT
W AT LZEH (OUTPUT,

oY
M void mouseReleased(){ H|GH_, LOV\\/l, ...) &, Arduino” 2 X
8 arduino.digitalWrite(ledPin, Arduino.LOW); DY ZAZHE UV TEHTEXT.
Backgrounaicotorzes ) ; H——

25



EhHtE Y DEZES 2774 RXT 3

psketch_Touch.pde

il import processing.serial.x;
)] import cc.arduino.x;

& import org.firmata.;

4

4 Arduino arduino; Arduino®ANE’ > [, Processing
@ int sensorPin = @; //AQICHTIn TIFEHBIDONICHIG U XT.
7

4 void setup(){

] //println(Arduino.list());

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

#] 5i1ze(800,100);

o 5Max (V) Z0Hh51023D LY Y THE
14 HRAFHET. ZDHITDMaxid4.63VTT.

el void draw(){

¥ float val =Jarduino.analogRead(sensorPin);
M println(4.63 *x val / 1023.);

18

i [background(@); fill(255,100,0);

stroke(255);

20 rect(0,0,widthxval/1024.,height);

21

22 } -‘%5%6 /ﬁ%bj/S\L}j l///\

TM@@@ atEI'C\ vallZla U TR
HEDIEZZ{LS T TWET.

GND
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@ psketch_firmata1

1.470918¢
1.4618671
1.4618671

[>_ = AYE % A T5—

HITHRER
EHht 5 %de N"—DORIPHUOHBEBALET.

3.7248192
3.7202933
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psketch_sorenoid.pde (1/2)

-

04 O5 06 0O7 08 COMMON

IFI.ITZII??IIWIITTIH—OI

P o o &

JEjEy

psketch_sorenoid

il import processing.serial.;
7 import cc.arduino.x;
el import org.firmata.x;

g3 Arduino arduino;
# int sorPin = 9;
d int val = 255; //V L /A4 KDOENDE

g float cx, cy; //HmEE

W float t_last = 0; //VL./A ROEEDHAEZ (ms)
M float space = 200; //V L /A FOWKRFEFEEER (ms)

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

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




RIEY L/ A NOfEZ % A fclszlh

M void draw(){ 5DEFEtZE=ZY UET.

//BBRENMTRERZBACEE
if(t>space){

SRS oelA 577 space % A <58, V

otz L/ A KDEZKEU, t_lastzIR7E
val = 255; DRFE(ms)ICEFHL X7
}

arduino.analogWrite(sorPin, val);

t_last = millis(); //HARLDOEHR

mousePressed
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;

FLONSNY T AXTOEERICHU T,
FDOKRKEXE space zZ X X7

psketch_sorenoid.pde (2/2)

o, 2o, 2o (.

> \\7_\\7_\\ N N
o177 7720 o o .

DDDDDDD \_sorenoid
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77V —2 3 EBEOEER

Arduino & Processingl3 ) ZILBER—X T,
ProcessingE PCRA®D 7 7 U r—< 3~ |$0SCE(E T,
MEICBHRZPCY &Y THIEHNTEET.




) FILEE

YUTNLEBEIX, AB—D Y TPIE— 2N LTCEEZITVE
ER Processmg ArduinofEl D&EEDIZE tat USBA U 7
F— P DRIAER-LET. —EICEBRCLDTESET—4E
X, 184 F (0-255) LHIREND Z & ISERDPHETY.

"/dev/tty.usbmodem1411"

) FILEBE

import processing.serial.x; b 7 Arduino & PCZUSBT
=Lk 57 ==L W — )L TCiE Y
Serial myport; ATYFETP—NA4TE3 ;;ffﬁ?b J ’7 I/_j_g_ '37é
IYa—F 4 VI EBE & J IV
void setup(){ YYFILE=S dev/
myport = new Serial(this, |Serial.list() [7]|,115200); YYZILIavy
1o (255, 255) ?(X.usbmodemXXXX’a”:
} WiFi101 Firmware Updater EEEI:R L £79.
R— K: "Arduing/Ge -

print(Serial.list()) T, X359 % USB

Y7 }lziﬁ— /dev/cu usbmodem1 411 'Arduino/Genuino Uno)"

R—hZEITIENTETET.




OSC (Open Sound Control) #&{5
IP7 KL R ER—F
PCHIDOSCEE(L, 8% & LTIP7Z FL X (EEKROXE]) &H-—F (F
KADT7Vr—avoRXf) ZEETSHZ LT, HBFE2ROIIZZ L
NTEXET. R—FOHFE GEEALNT - 547 [FF=ICEYHTET.

IPPRLRX / iR—b

- PCHNOSC#EfE

e N\ =

y s—m— o’ 127.0.0.1 / 10000 127.0.0.1 / 9995
b

\

192.168.0.3 / 5555 192.168.0.1 / 7777

=

192.168.0.2 / 6666




OSC (Open Sound Control) B{E

OSCEIRIZ, EET BT — L&y T—PICLTEYVEST. Ny sy—JD
FHELT, (1) EDEFIEERADT—L2HBA-TLBDH (0SC

Arguments) , Z LT (2) Ny —L D% (OSC Address) %ZI87E

TERELRDHY ET.

[ )

0SC Address N
0SC Arguments (#E#{A])
_ J

/mouse 34 25 \\‘\\\\‘

/mouse 34 28
/mousey 40

/message

/message “hello”
/mouse “good-bye”

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

/volume 0.003

info(string)




FEEEHEE (UNITY XF Processing OB1{E)

127.0.0.1/ 6666 127.0.0.1 / 5555
SERVER Client

<0

<+

/pos/floor, /pos/ball

FRER—ILDXYZEERZ (float, float, float)

BRERDIEREZADOER L EESEXT.

Ez=m% (int) BERICEDLET, EREZZIL.

/mousex, /mousey

XEERZ (int) , YEEZ (int)
RIZADXYEEZ KOS I LEEFHIEFT.




Processing{f] d %

5475 (oscP5) DEMN

BXZA xvs - ALT
EZEZA kv v ALT oy SE

) RfT ¥R ] pske’ "0 | Proces ZLEYF—Y3aYy O %R T
ZLEYF—>3Yy ¥R Tweak 48T : A
Tweak 48T =1 = | = Hierarchy |
{;lt | Create ~ | QrAll

—_——— ATV EAVR—h... M > 73Y%EEmn..

3 el 2473 Y%EEN.. ATy F 7 IWT—%ERL 8K Sy —
2Ty F7ANT—ERL 8K 7 74 JLEE... Xpo

U Z7qIL%E8m. DXF Export Network

Network v psketch_osc00 (Java) PDF Export
v psketch_osc00 (Java) PDF Export — =3 Serial 3
:J\-l - wvowr oy Serial

. SVG rt
letAddress myRemotelLocati svG Export i

oscP5

Upgm

00

Libraries Modes Tools Examples

oscP5 2 All

Status Name Author
€  oscP5 | An Open Sound Control (OSC) imple... Andreas Schlegel psketch_osc00 RJ
tactuS | Tactu5 aids in the creation of algorit... Alessandro Capozzo N inm port o0s cP5.%;

S import netP5.x%;

oscPh& AN 3 &, & & L ToscP5h sk

: 4

A > X k —JL$%, Contribution Library& L

RENBDT, EIR L Tnstall LT L 7Z& Ly,

T, 0SCPOSARREINEDTEIRT B &, B
Y ICBEEDimportAimportE L £ 7.



Processing{f] d %
Processing®a— K (1/3)

import netP5.x%;

import oscP5.x;
TRLRER—bZEEELEXT. B

N 0scP5 0scP5; 5 (Processing) ®7 kL 2
8§ NetAddress myRemotelLocation; ETHHLEDHY) TEA.

N float y_floor = 0; float y_ball = 0; //FR&EMR—ILDYEEZ
y float dif = 0; //R—ILERDIER
8 color col; //BEEE (EEOLEVICT VY LICEDS)

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

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

oscP5.plug(this,"getFloorPos","/pos/floor"); oscT” KL 2 [/pos/floor| % = i+EX2
oscP5.plug(this,"getBallPos","/pos/ball"); ¢ \ Y EEREH régﬂﬁgorPng %?]-ﬁjb

oscP5.plug(this,"getHit“,“/hit"); 7y FLET. (D25 b FEE)

r

/pos/floor, /pos/ball

Q * @ PRERN—ILDXYZEER (float, float, float)

EREKRDIEHAZHOER L EFHIETET.

ERmEE (int) BRICEDLET, ExE2Z1t.




Processing{f] d %

Processing® 33— K (2/3)

o7l void draw(){

dif = y_ball - y_floor; //FR&MR—ILOiEH%HE
background(col);] noStroke(); fill(255,100,0);

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

AR EINT L

if(mousePressed)d{ 5i5E, ¥ ADXY
OscMessage myMessage_x = new 0scMessage("/mousex"); E*fﬁosﬁffﬂ/ﬁ;
myMessage_x.add(mouseX); 63?¢17 3%

oscP5.send(myMessage_x, myRemotelLocation);

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

background(col);

L2 (col) X, getHitEd

a2 T2 &7V RLICED
XD

H o EF'/L\%, window® EF'/E,\'EZE

/mousex /mousey

IZ, ERZ50*dif CHE L £ 7.

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




Processing{f] d %

Processing® 33— K (3/3)

%Lij-o

OA— 7y 7BEBONIB%E=ERICE 0

19

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

y_floor = vy;

println(count);

void getHit(int count){

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

/pos/floorzZ 1B - 7=, 22B D58 (RDOYEEZ)
#SBLT, y floordfE%xEH

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

A AN /vos/ball £ 2R > 7= 5, 2B 031K (ROVEEE) %
L<T. y_ballOfE%E3#H

/hitZ =B - 7= 5, 518 (FXRH) 2#HHLT. B=E
S VURLICEE (EEWICcountlIFEIFEVLEHA)

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

<> O

/pos/floor, /pos/ball

IREMR—ILDXYZEEFZ (float, float, float)

EREKRDIEHAZHOER L EFHIETET.

ERmEE (int) BRICEDLET, ExE2Z1t.




Processing{f] d %

Processing® a0 — K (&%)

import netP5.x%;
import oscP5.x%;

: 0scP5 oscP5;
4 NetAddress myRemoteLocation;

if(mousePressed){

OscMessage myMessage_x = new 0scMessage('/mousex");
6 \ myMessage_x.add (mouseX) ;

float y_floor = @; float y_ball = @; //FKR&R—ILDYEER oscP5.send(myMessage_x, myRemotelLocation);
8 float dif = 0; ///R—ILERDEERE
8 color col; //ERE (EROLGIEI VT LICEDD) OscMessage myMessage_y = new OscMessage('/mousey™);
myMessage_y.add(mouseY);
oscP5.send(myMessage_y, myRemotelLocation);

}

void setup(){
size(400,400); frameRate(10); background(0); )
}
0oscP5 = new 0scP5(this,5555);

myRemoteLocation = new NetAddress("127.0.0.1",6666); ” void getFloorPos(float x, float y, float z){

40 y_floor = y;
oscP5.plug(this,"getFloorPos","/pos/floor"); B
oscP5.plug(this,"getBallPos","/pos/ball"); ;
oscP5.plug(this,"getHit","/hit"); 8§ void getBallPos(float x, float y, float z){
} y_ball = y;

9 void draw(){ i '
void getHit(int count){

println(count);

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

dif = y_ball - y_floor; //FR&ER—ILOEHZE
background(col); noStroke(); fill(255,100,0);
ellipse(width/2.,height/2.,50.%dif,50.%dif);




UNITY 8 D 245
HABIBEOES (F—LA 7P 7 FDEM)

= Hierarchy | -
‘o Al

i

d

Create ~

Main Camera
“Directional Light
Ball (Sphere)
[ Floor (Plane) |

Game View
-

WEZIH LT, Material# Bl L T&E

ZDFTLIES N,

? ™ Main Camera | |Static «
Tag| MainCamera  # | Layer| Default :
¥ .~ Transform o
Position X 0 Y 2 Z|-15
Rotation X 0 Y O Z 0
Scale X1 Y 1 Z1
*, ™ Ball [JStatic «
s Tag | Untagged ¢ | Layer| Default 4
¥ .~ Transform &,
Position X 0 Y 3 Z 0
Rotation X 0 Y O Z 0
Scale X1 Y 1 Z1
? W Floor [ |Static
v Tag | Untagged $ | Layer| Default $ |
¥ .~ Transform B,
Position X 0 Y O Z 0
Rotation X 0 Y O Z 0
Scale X1 Y 1 Z1




ERIRIEDIBE

UNITY{H

| D £ 4

(R=IPNRNY FFTBHLHICTD)

-

Create ~ |

3 Project

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 |

EMER LT

Physic Material
Physics2D Material

\

1

GUI Skin
Custom Font
Shader Variant Collection

Legacy

3 Project [ = | ©Inspector |
. O ® - - o
Create SN © New Physic Material Bounciness Li}i
z| changePosition — b —
) New Materlal %1% ;T& T —a_Eg) .
L _—
. New Physic Materia SDynar:nc Friction T & N iE X>g
tatic Friction > N
> UnltyOSC . é: ,—J—\ — )L 75\%
Q Untitled Bounciness ' ) .
. . \
Friction Combine 75 o) E)E@l@ % J:
Bounce Combine Z 7’3: U i 'g_
~ © Inspector | Fl
& i Osta ’  Ball []Static
© Inspector | S 7" Tag | Untagged ¢ | Layer [ Default Tag | Untagged $ | Layer| Default
M Ball [ ]static v | ';"4 - | £ b . Transform @
0 Q .
Tag | Untagged %+ | Layer| Default a | Rot == » |2 Sphere (Mesh Filter) E
<1
S¢
YA Transform @ = . ' 4 Rigidbody e u (v sphere Collider @
Position X 0 Y|(3 Z0 o w Character Controller @Mes" Renderer E
Rotation X 0 Y0 z/0 # Box Collider | . Rigidbody @
Scale X1 v Z (1 IS.I.:Sthere Collider Mass 1
Capsule Collider 0
: Mat
» ... Sphere (Mesh Fi i @ Cer it/ Mesh Collider
. < gular Drag 0.05
v (» [ sphere Collider @ % ) Wheel Collider
— o se Gravity |
| h dit Cotider Rad ' g Terrain Collider
° b |..{| W Cloth Is Kinematic ]
Is Trigger L » 5| Hinge Joint Interpolate | None
Material =4 New Physic Materia © & Fixed Joint Collision Detection | Discrete
Center » €S 5':‘""9”"" ¥ Constraints
jvc ter Joint - -
X|0 Y|0 Z|0 [ ik d:c Freeze Position [MX []Y M2z
i A
Radius 0.5 Soponen Freeze Rotation [ X [JY [z

YERL L 7o) %514 = Ball

EEEMNITET.

JviR—x> b & LTRigidbodyZ3&H0L,

YEERZ (EF) OAzE & D

ICLXx9.



ERIRIE DB R

Edit—Project
Settingsh* b Player
ZZEIRL. Runin
Background*(c
Fzyv iz LB,

ProcessingE{T7
TV r—ava&ir
HEIFTWBREICSH,
UNITY O faiE AL3E &
vt LGBV
HDI/FETT.

UNITY | D £ {5
(N 7475 KDL

@ Project Settings

L Project Settings
a

Adaptive Performance P|ayer

Audio

Editor

Graphics Cursor Hotspot

Input Manager

Memory Settings (]

Package Manager

Physics Settings for Windows, Mac, Linux
Physics 2D lcon

Player

Preset Manager Resolution and Presentation
Quality Resolution

Scene Template
Script Execution Order
Services

Tags and Layers Mac Retina Support
TextMesh Pro Run In Background*
Time

Timeline Standalone Player Options
Ul Builder Capture Single Screen
Version Control

Visual Scripting

XR Plugin Management

Fullscreen Mode
Default Is Native Resolution

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

Fullscreen Window
v
v
v




UNITY 8 0 2%

Osclacko A4 >viR—F+ (1/2)

Edit—Project Settings—Package Manager®Scoped RegistiesTLL TN Y
R P VIFRZEF®R

Name : Keijiro

URL : https://registry.npmjs.com

Scope(s) : jp.keijiro

2 Project Settings

Adaptive Performance

« Package Manager

Audio

Editor
Graphics
Input Manager

Memo

Preset Manager
Quality
Scene Template

t Execution Order

Cloud Build
Cloud Diagnostics
Collaborate

In-App Purchasing

Advanced Settings

Enable Pre-release Packages

Pre-release packages are in the process of becoming stable and will be available as
Q production-ready by the end of this LTS re se. We recom \ { (
testing purposes and to give us direct feedback unt el

Show Dependencies

Scoped Registries

Q By installing a scoped registry, you mic

Keijiro Name Keijiro

URL https://registry.npmjs.com

Scopels) jp.keijiro
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using System.Collections;
using System.Collections.Generic;

OSC Manager (Script)

using UnityEngine; Mousex

public class 0SCManager |:
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1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class FloorController : MonoBehaviour
6 A
7 public GameObject oscobj = null;
8 private 0SCManager oscmng;
12 OscObjecth 5, OSCManagerd > 7R — ¥ b 7z EX
11 void Start() WEHLTWET. (BXELAVLWER-TLEETY)
12
13 oscmng = (0SCManager)oscobj.GetComponent("0SCManager");
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void Update()

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

void OnDisable()
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client.Dispose();

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

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; BESEEAAIONNEE %4 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
22 ProcessingfflDixR %= #+ 7
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void OnCollisionEnter(Collision collision){
count++;
Debug.Log("Collision!!" + count);

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

}
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