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Scenario - SmartBall
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Scenario — MainMenu

GameStart

oelhing

Credit

Quit




Selection

-

Scenario — Marg




Scenario — Sinagle Pla

3D Puzzle
‘ngnd

——i 3y

b« e,

d . 138 ) _\“’. xS
- \ E > k““

o



Pla

Scenario -

©
o8
09
£a
ot
c 0
£a
co
o8
ma
>3
)
25
[}

8




Scenario — Puttinc
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Technical Implementation




TI - SmartBall

VCC / GND . ®

I12C(SDA/SCL) . :

Wire - 4.1 cm diameter ii\\
y 5 \

3-axis gyroscope
3-axis accelerometer
3-axis magnetometer

9DOF(Degrees of Freedom) ;
MPU-9150 accelerometer / gyro / magnetometer
3 cm x 1.5cm




ATMEGA328
(C++/Arduino)
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Duemilanove )
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12C
Wired Cable e
vuu.arduino.cc
anaLoc v, @D

Serial(USB- COM)

\e 2 (X,Y,Z and Force)

SmartBall

uni
Gyro / Accelerometer

/ Magnetometer Game Client / Serial Library
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TI - Filter in MCU
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min |

m—=Arcelerometer Angle = |ntegrated Gyroscope Angle = K alman Filter Output
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1. Accelerometer / Magnetometer Filtering Using Kalman Filte
2. Accelerometer Filtering when Hitting Detected. Using Kalman Filter .
o
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TI — Game(Unity3D)

| A

ity - 1est2 unity - test2 - PC, Mac & Linux Stancaione*

Ale Edt Assets GameQbject Componemt Temain  Window Help

5K < K3 > 1l M {Loyers + J'{ 4 Spit - |
# Scene ! (e = FScene v = =Hierarchy | e O inspector | e
Wireframe 0 i Gmrz Teutured x | Create * v All | MoveBall Import Settings [VE-3
{
cf‘b’ - 3 v Opea.. Execution Order.. .4
Directional light |
Main Camera |
New Text | Imported Object
Plane fuhng unityEngmne; »
» Sphere | using System.Collections; =
» soh"t‘ public class MoveBall : MonoBehaviour {
Terrain '0
Use this for mitialization -
void Start () {
}
void FixedUpdate() {
rigpdbody AddForce{Vector3.forward * 50); & ‘
1 /* void OnCollisionEnter(Collision enter) {
foreach (ContactPomt c in enter.contacts)
I3
if (c.otherCollider.name |= "MoveBall’)
nine —... continue;
W Scene wm i Scene . & Project - e } Q
Wireframe RGB 5 | i N0 || Gz | Wireframe RGS S || S Gml | creqce * S | ‘
iy Favories &l Assets » float x = c.point,x - transform.postion.x;
All Materi e Vector3 vec = Vector3.Slerp(new
All Models Vector3{-1.0f, 1, 0.0f), new Vector3(1.0f, 1.0f, 0.0f), (x
All Prefab 7 - +1) / 2);
All Scripte W 16 c.otherCollider.collider.attachedRigidbody .velocity =
= Assats | davnball Materials R
e Materials P
¥ @i Standard
¥ i Charac = // Update is called once per frame
oy void Update () {
¥ & Sour L%
i Pr — )
Boc  EOTI tecanme | |,
¥ il Particle | —_—r N
& Dust
-l Fore [»] Asset Labels
Lega —
- Msc - 1

—_——

Saems ¥ (¢ MoveBall cs

“«ats/Standard Assets/Character Controllers/Sources/Scripts/ThirdPersonController §s(193,56): UCW0003: WARNING: Biwise operation ' on boolean values won't shorteut, Did you mean '||'?




TI — ViewPoint

« Brand-New Way
to Change the Camera Viewpoint
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Yoon Hyun-Chul(PL)

- Software Engineer
- Unity3D / Engine /
Contents

Jung Ho-Yong

- Software Engineer
- SmartBall / Filter

Hong Jeong-Min Park Chun-Kyeong

- Hardware Engineer
- SmartBall / MCU
- Homeground

- Software Engineer
- Unity3D & MCU
Communication
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