
 

Wiimote in Physical Etoys 
 
Due to the popularity and the different features that the Nintendo Wiimote has, in this 

tutorial we will see how to access to some of them from Physical Etoys in order to make simple 
programs.  

 
Necessary tools: 
 

1. A Wiimote 
2. A Bluetooth device 
3. Physical Etoys software 

 
Configuring Bluetooth: 
 
     The first step is to configure the Bluetooth in order to connect the Wiimote with the 

computer. Insert the Bluetooth device. Then you have to press the buttons 1 and 2 repeatedly 
at the same time because the time of άwaiting ŎƻƴƴŜŎǘƛƻƴέ is very short.  

 
 

 
 
Then we doubleclick the Bluetooth icon which appears on the taskbar. 
 

 
 
The bluetooth device window will appear. Then we click on the add button. 



 

 
 
²Ŝ ŎƘƻƻǎŜ άaȅ ŘŜǾƛŎŜ ƛǎ ǎŜǘ ǳǇ ŀƴŘ ǊŜŀŘȅ ǘƻ ōŜ ŦƻǳƴŘέΦ ¢ƘŜƴ ǿŜ ǎŜƭŜŎǘ ǘƘŜ ŘŜǾƛŎŜ ǿŜ 

want to connect and click on άnextέ. 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 choose to use no passkey. 

 
 

 



 

 
Now we are ready to use the Wiimote with Physical Etoys.  

Connecting the Wiimote with Physical Etoys 

First and foremost, inside Physical EtoysΣ ǿŜ ƘŀǾŜ ǘƻ ƎŜǘ ŀ άWiimoteέΦ ¢Ƙƛǎ ƛǎ ŀ 
graphical object that represents the Nintendo Wiimote. In order to obtain it we have to open 
ǘƘŜ ǎǳǇǇƭƛŜǎΩ ŦƭŀǇΦ 

 
 

 
 

 
¢ƘŜ ǎǳǇǇƭƛŜǎΩ ŦƭŀǇ Ŏƻƴǘŀƛƴǎ ǘƘŜ Ƴƻǎǘ ǳǎŜŘ ƻōƧŜŎǘǎΦ  !ǎ ƭƻƴƎ ŀǎ ǿŜ ǳǎŜ ǘƘŜ ǎȅǎǘŜƳ ǿŜ ŀǊŜ 

ƎƻƛƴƎ ǘƻ ƭŜŀǊƴ ƳƻǊŜ ǘƘƛƴƎǎ ŀōƻǳǘ ǘƘŜƳΦ ¢ƘŜ ƻƴŜ ǘƘŀǘ ƛƴǘŜǊŜǎǘǎ ǳǎ ƛǎ ǘƘŜ άhōƧŜŎǘ ŎŀǘŀƭƻƎέΦ 
 
 

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

 
 

 
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 particular one. Now we have to choose the Wiimote category. Then we have to drag 
ǘƘŜ άWiimoteέ Ŝǘƻȅ ŀƴŘ ǇƭŀŎŜ ƛǘ ƻƴ ǘƘŜ ǿƻǊƭŘΦ 

 
 

 



 

 
 
We have to open its viewer by making right-ŎƭƛŎƪ ƻƴ ǘƘŜ άWiimoteέ ǘƻ ƻǇŜƴ ǘƘŜ ƘŀƭƻΦ 

The halo is a set of buttons which surround the object and let the user modify, move, delete 
and maximize it.   

 
 

 
 
Next we click on the viewer icon (light blue) to make it appear. The viewer is a flap 

ǿƘŜǊŜ ǿŜ Ŏŀƴ ƴƻǘ ƻƴƭȅ ǎŜŜ ŀƴŘ ƳƻŘƛŦȅ ǘƘŜ ƻōƧŜŎǘΩǎ ǇǊƻǇŜǊǘƛŜǎ ƻƴ ǘƘŜ ǎŎǊŜŜƴ ōǳǘ ŀƭǎƻ ŎǊŜŀǘŜ 
scripts for them to perform actions like moving on the screen. The properties and the actions 
are represented as tiles. 

 



 

 
 
Lƴ ŀ ǎǇŜŎƛŀƭ ŎŀǘŜƎƻǊȅ ŎŀƭƭŜŘ άWiimote-ŎƻƴƴŜŎǘƛƻƴέ ǿŜ Ŏŀƴ ŦƛƴŘ ƛƴǎǘǊǳŎǘƛƻƴǎ ǿƘƛŎƘ ŀǊŜ 

useful for connecting with the Wiimote. In order to change categories we have to double click 
the tiny triangle which is on the left hand side of the title of the categories (for instance 
άWiimote-ōǳǘǘƻƴǎέύ ŀƴŘ ǘƘŜƴ ǿŜ ƘŀǾŜ ǘƻ ŎƘƻƻǎŜ ǘƘŜ ŘŜǎƛǊŜŘ ŎŀǘŜƎƻǊȅΦ  

 

 
 
 
bƻǿ ǘƘŜ ƛƳǇƻǊǘŀƴǘ ƛƴǎǘǊǳŎǘƛƻƴ ƛǎ άŎƻƴƴŜŎǘέΦ LŦ we run this instruction (by clicking on 

the yellow button with an exclamation sign) we will connect the Wiimote with Physical Etoys 
and then the tile which indicates if the Wiimote is connected will change its value to true.  

 

 
 

 
 
In order to verify that the Wiimote is functioning properly we have to open the 

άWiimote-ƻǊƛŜƴǘέ ŎŀǘŜƎƻǊȅΦ ¢ƘŜǊŜ ǿŜ ǿƛƭƭ ǎŜŜ ǘƘǊŜŜ ǘƛƭŜǎΥ pitch, roll and yaw. Each of these 
values represents the angle in degrees of the Wiimote in the three axes. If we move the 
Wiimote we will notice that the values change.   

 
 



 

 
 
 

 
 
 
 
Rotating a star and changing its brightness with gestures  
 
Now that the Wiimote is connected we will take profit of its moving detection 

features. We are going to rotate a star and change its brightness with our hand gestures.  
First of all we have to get a star therefore we will go to the object catalog and then we 

ƻǇŜƴ ǘƘŜ άƎǊŀǇƘƛŎǎέ ŎŀǘŜƎƻǊȅΦ hƴŎŜ ƛƴǎƛŘŜΣ ǿŜ ŘǊŀƎ ŀ ǎǘŀǊ ƻǳǘǎƛŘŜ ǘƘŜ ŎŀǘŀƭƻƎΦ 
  

 
Now we will change its size by opening the halo and dragging the yellow button.  
 
 



 

 
 
Then we 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.    

 

 
 
 
Now we will cǊŜŀǘŜ ŀ ƴŜǿ ǎŎǊƛǇǘ ǘƻ ŀǎǎƻŎƛŀǘŜ ǘƘŜ ǎǘŀǊΩǎ ƘŜŀŘƛƴƎ ǿƛǘƘ ǘƘŜ WiimoteΩǎ Ǌƻƭƭ 

value. To create a new script we have to drag the heading tile from the white arrow and then 
we drop it on the screen. Before being dragged properly, the tile will be surrounded by a red 
rectangle.  

 
 
 

 
 
Once the tile is dropped a new script will be generated having this shape:  
 

 
 



 

Now we have to go back to the WiimoteΩǎ ǾƛŜǿŜǊ ŀƴŘ ƭƻƻƪ ŦƻǊ ǘƘŜ Ǌƻƭƭ ǇǊƻǇŜǊǘȅ ǘƘŀǘ ƛǎ 
ƛƴǎƛŘŜ ǘƘŜ άWiimote-ƻǊƛŜƴǘέ ŎŀǘŜƎƻǊȅΦ bŜȄǘ ǿŜ ŘǊŀƎ ǘƘŜ άǊƻƭƭέ ǘƛƭŜ and drop it on the 
ŀǇǇǊƻǇǊƛŀǘŜ ǇƭŀŎŜ ƻŦ ǘƘŜ ǎǘŀǊΩǎ ǎŎǊƛǇǘΦ  

 

 
 

 
The script will be like this: 
 

 
 
If we run the script, by clicking on the clock, we will see the star moving according to 

our hand movements.  
 

 
 
 
 
bƻǿ ǿŜ Ǝƻ ǘƻ ǘƘŜ ǎǘŀǊΩǎ ǾƛŜǿŜǊ ŀƴŘ ǘƘŜƴ we look the geometry category. We have to 

ŘǊŀƎ ƭƛƪŜ ǿŜ ƘŀǾŜ ŘƻƴŜ ǇǊŜǾƛƻǳǎƭȅ ǘƘŜ ǘƛƭŜ ŎŀƭƭŜŘ άǎŎŀƭŜ ŦŀŎǘƻǊέ ŀƴŘ ǘƘŜƴ ǿŜ ŘǊƻǇ ƛǘ ƛƴǎƛŘŜ ǘƘŜ 
script. This tile defines how much the star will enlarge according to its value.  

 

 
 
 



 

 
 
The script would be like this: 
 

 
 
bŜȄǘ ǿŜ ǿƛƭƭ ƭƛƴƪ ǘƘŜ ǾŀƭǳŜ ƻŦ ǘƘŜ άǎŎŀƭŜ ŦŀŎǘƻǊέ ƻŦ ǘƘŜ ǎǘŀǊ ǿƛǘƘ ǘƘŜ άǇƛǘŎƘέ ǾŀƭǳŜ ƻŦ ǘƘŜ 

Wiimote. ¢ƘŜ άǇƛǘŎƘ ǘƛƭŜέ ƛǎ ƛƴ ǘƘŜ άWiimote-ƻǊƛŜƴǘέ ŎŀǘŜƎƻǊȅ ƻŦ ǘƘŜ WiimoteΩǎ ǾƛŜǿŜǊΦ ¢ƘŜƴ ǿŜ 
drag & drop in the right place.   

 

 
The script would be like this: 
 

 
 
If we move the Wiimote ǿŜ ǿƛƭƭ ǎŜŜ ǘƘŀǘ ƴƻǘ ƻƴƭȅ ǘƘŜ ǎǘŀǊΩǎ ƘŜŀŘƛƴƎ ōǳǘ ŀƭǎƻ ƛǘǎ ǎƛȊŜ 

will change according to our hand gestures. However, the size transformation may be abrupt. 
To fix this problem we can diminish the pitch value by adding a division to the tile. First we 
have to click the little triangle which is on the right hand side of the Wiimote pitch.   

 
 

 
 



 

 
 
This will add a few options to deal with mathematical operations in order to change 

the pitch value. By default, a tile to add 1 will appear but we can change it to make every type 
of operations. In ouǊ ŎŀǎŜ ǿŜ ƴŜŜŘ ǘƻ ǘǳǊƴ ǘƘŜ ǎǳƳ ƛƴǘƻ ŀ ŘƛǾƛǎƛƻƴΦ ²Ŝ ƘŀǾŜ ǘƻ ŎƭƛŎƪ ƻƴ ǘƘŜ άҌέ 
and then we choose from the list the right operator.   

 
 

 
 
Finally we have to modify the value of the divisor to insert a coherent value. Beware of 

making a zero division. 
 

 
 
 
/ƘŀƴƎƛƴƎ ŀ ǎǘŀǊΩǎ ŎƻƭƻǊ ōȅ ǇǊŜǎǎƛƴƎ ŀ ōǳǘǘƻƴ ƻŦ ǘƘŜ Wiimote 
 
Now we are going to make a little modification of the script abovementioned in order 

ǘƻ ŎƘŀƴƎŜ ǘƘŜ ǎǘŀǊΩǎ ŎƻƭƻǊ ōȅ ǇǊŜǎǎƛƴƎ ŀ button of the Wiimote. First we have to click the 
ōǳǘǘƻƴ ǿƘƛŎƘ Ƙŀǎ ŀ ōƻȄ ŀƴŘ ǘƘŜƴ ǿŜ ŎƘƻƻǎŜ ŀ ά¢Ŝǎǘ ǘŜǎκƴƻέ ǘƛƭŜΦ  

 
 



 

 
 
This tile means that the script will do something depending on a statement (in this case 

if the button a is pressed). 
 
Now we drag the tile inside the script:  
 
 

 
Next we have to open the WiimoteΩǎ ǾƛŜǿŜǊ ŀƴŘ  look for  the άWiimote-ōǳǘǘƻƴǎέ 

categoryΦ ¢ƘŜƴ ǿŜ ƘŀǾŜ ǘƻ ŘǊŀƎ ǘƘŜ ōǳǘǘƻƴ !Ωǎ ǘƛƭŜ ŀƴŘ ŘǊƻǇ ƛǘ ƻƴ ǘƘŜ ǊƛƎƘǘ ǇƭŀŎŜ ƻŦ ǘƘŜ ǘŜǎǘ 
condition.  

 

 
 

 
 


