Wiimote in Physical Etoys

Due to the popularity and the differeri¢aturesthat the Nintendowiimote has, in this
tutorial we will see how to access to some of thénwm Physical Etoyis order to make simple
programs.

Necessary tools:
1. AWiimote
2. ABlugooth device
3. PhysicalEtoyssoftware
Configuing Bluetooth:
The first stegds to configure the Bluetooth in order to connect tidéiimote with the

computer. Insert the Bluetooth device. Then you have to press the buttons 1 and 2 repeatedly
at the sane time because the time @ivaitingO 2 y' y' S & irekyXiyoe.

Then we doubleclick the Bluetooth icon which appears on the taskbar.
Dispositivos Bluetooth
60 0343 pon,

The bluetooth device window will appear. Then we click on the add button.
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Asistente para agregar dispositivos Bluetooth

® Asistente para agregar dispositivos
Bluetooth

Antes de continuar, consulte la seccidn "Bluetooth' en la
documentacion del dizpositivo. Después, configure el
dizpogitivo para gque el equipo pueda detectarlo:

- Bctiveln
- Permita que se detecte [vizible]
- Déle un nombre [opcional]

- Prezione el boton en la parte inferior del dizpositivo
[zdlo teclados v mousze]

ki dizpogitivo estd configurado y listo para ser detectado.

'\',;J Agregue zolo dizpozitivos Blustooth en oz gue confia.

[Siguiente> l [ Cancelar ]
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want to connect and click omext. If the Wiimote has not been found, we have to repeat the
previous steps. In every moment the lights have to be blinking to ensure that it is working
properly.Next we choosto use no passkey.

Asistente para agregar dispositivos Bluetooth

iNecesita una clave de paso para agregar su dispositivo? 96)

Para responder esta pregunta, consulte la seccién "Bluetooth” de la documentacién que viene
con su dispositivo. Si la documentacidn especifica una clave de paso, Usela.

() Elegir una clave de paso por mi
(O Usar la clave de paso que esté en la documentacion:
(O Deseo elegir mi propia clave de paso:

(3) No usar ninguna clave de paso

19 Siempre use una cl 12 paso, a menos que su dispositivo no sea compatible con
ninguna. Se recom usar una clave de paso con una longitud de 8 a 16 digitos.
Mientras mas larga sea la clave de paso, més segura serd.

[ < Alras ][ Siguiente)] [ Cancelar




Now we are ready tasethe Wiimote with Physical Etoys

Connectnhgthe Wiimote with Physical Etoys

First and foremost, insidéhysical Etoys ¢S K| @SWiih@et @S @& Kk & aA a

graphical object that represents the Nintendfgiimote. In order to obtain it we have to open
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Object Catalog All Scripts Players Trash Text Sound Recorder Rectangle Ellipse Star Book Holder Joystick

Playfield

Now we have to drop the object catalog on the world.

Uhject Catalog

The object catalog is like a box that contains the entire objects that we can use. It is
ordered by categories but we can arrange the objects alphabetically. Apart from that we can
look for a parttular one. Now we have to choose thé&/iimote category. Then we have to drag
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X alphabetic find categories 9
[Cnnnectnrs] [Electrnnicsj [Games]
[Graphics] [IR Rnbnts] [just for Fun] [Legant]
(Multimedia) (Scripting] (Wiimote)

Wiimote

We have to open its viewer by making rightt A O Wiinffotedi K2 a2 LISy GKS Kl
The halo is a set of buttons which surrouting object and let the user modify, move, delete

and maximize it.
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Wiimote

Next we click on the viewer icon (light blue) to make it appear. The viewer is a flap
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scripts for them to perform actions like moving on the screen. The properties and the actions
are represented as tiles.



[F] © wiimote v B4

© Search| |
QO ~wiimote-buttons

E Wiimote's button a false
B Wiimote's button b false
B Wiimote's button down false
B Wiimote's button home false
B Wiimote's button left false
B Wwiimote's button minus false
B Wiimote's button one false
B Wiimote's button plus false
E Wiimote's button right false
B Wwiimote's button two false
E Wiimote's button up false
Q ~scripts

Wiimote empty script
O ~wiimote-connection
B Wiimote's battery level -1
| Wiimote connect

! Wiimote disconnect

B wiimote's is connected false
B Wiimote's wiimote number 1
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useful for connecting with th&Viimote. In order to bange categories we have to double click
the tiny triangle which is on the left hand side of the title of the categories (for instance
dwiimoteo dzi 1 2y aé 0 | yR GKSy ¢S KI@S G2 OK22aS (KS R

B Wiimote's heading 0

O ~tests

Test. Yes No
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the yellow button with arexclamation signyve will connect theWiimote with Physical Etoys
and then the tile which indicates if th&iimote is connected will change its value to true.

E ¥WIHMOoLE 5 l:lal:l:ery 1Ieveli
! Wiimote connect
/ | wiimote disconnect

B Wiimote's is connected true

In order to verify that the Wiimote is functioning properly we have to open the
dwiimote2 NA Sy 1¢ OF 1S3 2NE & ¢ KBtohSroll @& yatvAHach ofitles®e G KNB S
valuesrepresentsthe angle in degrees of th&iimote in the three axes If we move the
Wiimote we will ndice that the values change.



QO ~wiimote-orient

B Wiimote's accel x -1
B Wiimote's accel y -1
E Wiimote's accel z -1
B Wiimote's is using accelerometer false
B wiimote's pitch -1
B Wiimote's roll -1
B Wiimote's yaw -1

Rotating a star and changing its brightness with gestures

Now that the Wiimote is connected we will take profit of itmoving detection
features. We are going to rotate a star and change its brightnessowithand gestures.

Firg of all we have to get a star therefore we will go to the object catalog and then we
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[IR Robots] []ust for Fu n] [Multimedia]
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Now we will change its size by opening the halo and dragging tlewieltton.
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Thenwe open the viewer of the star and we go to the heading property (expressed in
degrees). If we rotate the star by dragging the blue button of the halo we will see that the

values of the heading property change.
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B Star'sx 606
O . |

Bl Star'sy 542
< [ Bl Star's heading 107 ]
O @ O ~tests

Rotate Test Yes No

ol Star's lcolor sees Ecolor

‘.

Star

Nowwewill NEF S I ySg AONRLIG G2 | awilmodQad NRPEKS &
value. To create aew scriptwe have to drag the heading tifeom the white arrowand then
we drop it on the screerBefore being dragged properly, the tile will be surroundedatred
rectangle.

: 316
drag from here to obtain an
assignment phrase. 224
Star's heading 0

Oncethe tile isdroppeda new script wilbe generated having this shape:

O star scriptl | normal §¢ B
Star's - heading «- 107



Now we have to gbackto the WiimoteQad @ASSGSNI I yR 221 F2N GKS
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Q ~wiimote-orient
B Wiimote's accel x -1
B Wiimote's accel y -1
B Wiimote's accel z -1
B Wiimote's is using accelerometer false
B Wiimote's pitch -1

B Wiimote's roll \ -1
B Wiimote's yaw -1

O star scriptl | normal ¥ B

Star's ¢ heading « 107
kllmote s roll |

The script will be like this:

O star scriptl | normal| ¥ E
Star's - heading « Wiimote's roll

If we run the script, by clickingn the clock,we will see the star moving according to
our hand movements.

O star scriptl | ticking i B
Star's ¢ heading « Wiimote's roll
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script. This tile defines how much the star will enlarge according to its value.

533
drag from here to obtain an
assignment phrase. 0

Star's scale factor | 1.00




O star script1 | ticking i =
Star's { heading «+ Wiimote's roll

Sh‘ks scale factor « 1.uu|

The script woulde like ths:

O star scriptl | ticking & B
Star's ¢ heading « Wiimote's roll

Star's i scale factor «:1.00
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drag & drop in the right place.
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O star scriptl | ticking i B
Star's ¢ heading « Wiimote's roll

Star's i scale factor « 1 nn
kumote s pitch |

The script would be likthis:

O star script1 | ticking i B
Star's - heading « Wiimote's roll

Star's | scale factor « Wiimote's pitch

If we move theWiimoteg S gAff &aSS GKIFIG y2d 2yfte (GKS ad
will change according to our hand gestures. However, the size transfornratigrbe abrupt.
To fix this problem we can diminish the pitch value by adding igidivto the tile. First we
have to click the little triangle which is on the right hand side ofWienote pitch.

O star script1 | ticking ¢ =
Star's - heading « Wiimote's roll

Star's | scale factor « Wiimote's pitch

\



(O star scriptl l ticking s B
Star's - heading « Wiimote's roll

Star's { scale factor « Wiimote's pitch» ¢+ 1

This will add a few options to deal with mathematical operation®rder to change
the pitch value. By default, a tile to add llivappear but we can change it to make every type
of operations. InoNJ OF &S 6S ySSR (2 {Gdz2NYy GKS &adzy Ayidz2
and then we choose from the list the right operator.

O star scriptl | ticking =]
Star's { heading «Wiimote's roll
Star's {scale factor « Wiimote's pitct -'+ =
.
I
W

max:
min:

Finally we have to modify the value of the diviso insert a coherent value. Beware of
making a zero division.

(O star scriptl l ticking ¥ B
Star's - heading «Wiimote's roll

Star's ¢ scale factor « Wiimote's pitch» /550
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Now we are going to make a little modification of the script abovementioned in order
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SRS =cript1 ! testing a condition.
Star's theading «Wiin
Star's/iscale factor «\ Ho
p 42 times
Do

frandom ($5))
tabs($5))
button up?

button down?
Star
A
S

This tile means that the script will do something depending statement (in this case
if the button a is pressed).

Now we drag theite inside the script:

O star scriptl | ticking § =
Star's | heading « Wiimote's pitch)
Star's | brightness « Wiimote's roll»
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Next we have toopen theWiimoteQa @A S doSkNfdr Ithg BViimote-6 dzii G 2 Y & ¢
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condition.

QO ~wiimote-buttons

B Wiimote's button a false
B Wwiimote's button b false
B Wwiimote's button down false

B Wiimote's button home false
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