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ListByte = new List<byte>():///F /B H i H 1 £ ds

spStart = new SerialPort("COM8", 9600, Parity.None, 8, StopBits.One);// 5 [15£
i,

spStart.Open();//#T 7+ H: I

tPort = new Thread(DealData)://1% £k 72 4b % #5

tPortDeal = new Thread(ReceiveData);//i% £k f& 4 S 445

5.2.2 BANEKIESHEIRIT

ARG FH R LA 1 28 AR 5, i AN I SRR A R N ] AR BB
ASCHS 28] (0 e e IR i 14 A 2 DN A I » O A6 T3 B2 T SRARE SR PO RSB i I I ) £ 15
BEAT BT SR RAL I REBRAAT B 1 1 L, FFAB L IR 1 38 o0 1) P 55 4% AAR p T
Mot KRB R ZE -

B AMER 2 SRR A 5-3 P

TN JEE 2% TRIE & B

E i I A1

0

FEHRRAX B UE

5-3 HAMEM REMAERFEE

TE =423 [a) () i 2 mT DU s DY ook ik . AR 5-1 o, 8 X—4
VY ek
q:a+t‘f:q0+qli+q2j+q3k ~ni(5-1)
AT 5-2 fin,  PUoe e BB A 177 R 4R 5% H R R A
ol +05—05—0aF  2(0,0,-00;)  2(0,0; +0o0,)

Cl=| 2(0,0,+0,9;) 97—+ -0  2(0,0; — o) AR(5-2)
2(0,9; —%0,)  2(0,09;+do%) 9 —9; -7 +0;
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cosy 0 —siny|1 0 0 |cosy —sing O
C’=C)C/C!=| 0 1 0 ||0 cosd sind|sing cosy O

siny 0 cosy [[0O —sind cos@d| O 0 1 ~
COSyCOSy +sinysinysing —cosysiny +sinycosy sing  —sin y cosé 53)

= siny cos @ Cosy cosd sing
siny cosy —cosysinysing@ —sinysiny —cos y cosy sind oS y cos &

WA, L2 A A 4 5 RIS ER B Unity3D i 8 i i ROAR A NS, SR AT H
ped UWbve 4§ RS TRV A L TR s w S I AT VAR

X~ gy~ gz KR =AM, ax. ay. az X =AMl hn s &

norm = (float)Math.Sqrt(ax * ax + ay * ay + az * az); //1EH 1L

ax = ax / norm; /14 Im3d B2 B A A Ay )

VX =2* (gl * q3 - q0 * q2); /DY e E T W) 4R % B 4 B

ex = (ay * vz - az * vy); /A=A ) X e, T2 IEFRRRA i 22

exInt = exInt + ex * Ki; /%] 1% 2347 FH 73 16 25

gx = gx + Kp * ex + exInt; /{5 Kp IS 55 1EFE

norm = (float)Math.Sqrt(g0 * g0 + g1 * g1 + q2 * q2 + g3 * g3);

g0 = (q0 + (-q1 * gx - 42 * gy - g3 * gz) * halfT) / norm;//Fj A VY o %k

angleRoll = (float)(Math.Atan2(2 * g2 *q3+2*q0*ql,-2*ql*ql-2*qg2*
g2 + 1) * 57.3); //3k15 Roll

angleYaw = (float)(Math.Atan2(2 *q1 *g2+2*q0*q3,-2*q2*g2-2*qg3 *
g3 + 1) * 57.3); //3:45 Yaw £

anglePitch = (float)(Math.Asin(-2 * g1 * g3 + 2 * g0 * q2) * 57.3);//3%%5 Pitch ffi

H R AE PR Unity3D JiE st 2 30, 4 DU o B0 35 28 A8 SRR R A 11X — T vk
T I VAR TS 0 B f RN R TR AL A AN IER B EAE RS, AR
1B SRET TR ZE IR AR, ANREIERR M b T 4% . /e i 5-4 P
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f

Jo g B 7 3, I R ZE TR DL BANER T, B EF AR I
THE A AR IR LR, a0 B 5-5 B, s 2 DA 20 IR A I BRRL A LA S B
7 I XA A o

R ZE TR DL S AN R 3 0 R e 0 T s

float Acc_x = ax; //ZREX X Fli vy fin i i

float Angle_ax = (Acc_x - 1100) / 16384; /T4 %% S, IREUMAE

Angle_ax = (float)(Angle_ax * 1.2 * 180 / 3.14); /[ 4k &

float Gyro_x = gx; /7 LEIT X J7 17 () £ 33 J A

bias_gx = (float)(bias_gx * 0.998 + gy_sped * 0.002); /¥ k% s iR %=

gy_temp = gy_sped - bias_gx; /)2 F iR %

p = tau / (tau + dtc); /ftau TS LLBI, dtc SRR [A]

T1%5F B WRASC A 33 P52 A7 vy 308 0 Ah B, SH 6T 3ok i 9 45 1) (1) £ 2 R AT (IR 38

WAL

angleRoll = p * (angleRoll + gy_temp * dtc) + (1 - p) * angle * (float)1.5;

T K] 5-4 AP 5-5 WAL A T B, BT BAAS HHAE Unity3D ik i S Brifg ik
L HRME R B R DY e B LS SRR AT S AR B BN

5.2. 3 ERIREEIEHIZ T

G E CHINAS, SNBSS A b 3l i P12 5] ]
PL7 5D TN LR 6 Med L4y EAIHL Unity3D KR, MMi#ZEHI Ttz AV



MRrEE. JRIB. M. AR B MBkER. %3, BahMBkgaX LA shE# s
FHBIZEKEI . HEIR LA, R FREF . PR R AR a0 ] 5-6

Fhs:

A AR
v

A B

K 5-6 s iklmrE

R AR IR
public const ushort keyW = 0x20; /%5 T8 & 12 1] 0x20 %
if (HaveKeyDown(MyKeyCode.keyW) == true) /1% F F-#i_E 5l i3k i 1240
{
GetComponent<Animation>().Play("Run"); //ff 1 12k i) 5 ]
transform. Translate(Vector3.forward * Time.deltaTime * 6); /[ Bj # 2/

}
else if (HaveKeyDown(MyKeyCode.keyS) == true) //#% F 4K L J5 18 i 1240
{
GetComponent<Animation>().Play("Walk"); //ff % = 18 ) 5} ]
}

5.2. 4 IHEMAIEENRIT

AL R ZE T SN AN AT 21 PR WCRE A0 7 ZEE HI AP Rotation: =4
o EHHATIRE, LA Camera BETF KIS M) M0 BEAT (OB Sk e Ao IR Ay Kodle
AEREEH, R IAIEREF . B B AR i & 5-7 PR
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Kl 5-7 B LA EL AL
AR AR
void Update()
/1AM SE 37 AR TR S
Debug.Log(angleRoll + ","+ angleYaw + "," + anglePitch); /4% & T~
FRAT ) B A e
transform.eulerAngles = new Vector3(-angleRoll, angleYaw, 0); //X}7i# %k
X RIEAT R A B TR
}

5.2.5 A Al A&t

WS CHIA, MBI REAM E, BB B 3 T4k L
ok, A R B R B S . HEN S BRI TER E SRR
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K 5-8 &N Al BIATRE A

RS AR
GameObject go = GameObject.FindGameObjectWithTag("'Player"); /[T & H1ER
BEFRZE A Player B %
Debug.DrawL ine(target.position,myTransform.position,Color.blue); //iH — %% H
PRAIN RE R L2
myTransform.rotation = Quaternion.Slerp(myTransform.rotation,
Quaternion.LookRotation(target.position -
myTransform.position),rotationSpeed*Time.deltaTime); //BANE MILEx, RIIEMH LA
— B B A B
if (Vector3.Distance(target.transform.position, myTransform.position)> 2)
{IIEIEHE TN AL B R T 2
myTransform.position += myTransform.forward * Time.deltaTime; //#
NGB S OIVA - 2]
}

5.2. 6 IIHRERIZIT

Wi gRE CHA, WMBIFTRMENB A Fo B FFNL T
e LR EKE 2 LN, A2 H L Z A RS EHRaER TR, Itx
AT DU I TR e R B RN o B IR ) L 8 o A B B T TR R o B IR B
i, RFEIEFRET.
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R ARG AR
Attack(); //Hil7
attackTimer = coolDown; // 2 i [ 5] [ 25 - ¥4 1 i [1]
float distance = Vector3.Distance(target.transform.position, transform.position);
IEEZ PN ) ELFE R
Vector3 dir = (target.transform.position - transform.position).normalized; //# 3t
FAFN N B B AR ) & 1.0 B
float direction = Vector3.Dot(dir, transform.forward); // 53 J5 2t AN
B oK 8] 1) K A
if (distance < 2.5f && direction>0)
{rn /T 2.5 IR T 0, FREGHON B R A= i (B AT 24 /i AR A
EnemyHealth eh =
(EnemyHealth)target. GetComponent("EnemyHealth");
eh.AddjustCurHealth(-10); //&E X ZCdi /> 10 4=
}

5.2.7 £ dpFmiEsit

Wi mE CHIEA, WINBITTE MBS EL F IRXMEAEA 100
(I, 4R B P e R K 2 LAY, AR i — 7 B2 2R 5 i — Ik
Wite, BRAsrR i ImAs Ul KR DL K I & 22 fil 2 8k 10,

A A AE B an i 5-10 s

K 5-10 B Al it

AR AR a0 R

healthBarLength = Screen.width / 2; // 4= iy FH & Sy B 4 5 FE 1 — 2

AddjustCurHealth(0); /1% 4 Fr A= dy CRIT B ENH FED

GUI.Box(new Rect(10, 40, healthBarLength , 20), curHealth + "/ + maxHealth);
IR HEHE b R FE T A i



curHealth += adj; /2470 A&y i _E i Boeh i 52 21 1900 3
healthBarLength = (Screen.width / 2) * (curHealth / (float)maxHealth); //4 fiy i
K B B 24 H A KD OB K R
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K 6-2 TR T AR PCB HiIBR 11

W&l 6-3 fro, AZE ORIl i S B — O A EE 45 Unity3D i
RGBT o W RIE 5 R A& — B (1 8] 0 15.8 240

RIGOL
«a

K 6-3 Mt k5 S K

WK 6-4 Fros, 1B RE DR BRI TR H ) MPUG050
BRI 5 A A% NI 16 ST b fil s . 02 AR bRk, 67 F1FF A
FRIE, FF IXANRERLE AR main B0 send(Oxff)iX —A)ARHY, AW
BRI b BT BT R U A . 26 2 ISR 13 AN S HERIECh MPUB050 5
BURIE T 12 A =l s 55 R0 — il A B TR SR AR R - 3R 14 N1 00 NIA iR
FNRA T B 7S 2 5k .

[Tiz sscom4.2i & B/ME(T T),Emailmcu52@

02 CC FF DD FF D2 FF A6 F2 8A 00 84 3C 00 67 FF 02 CD FF DD FF D2 FF AA F2 54 00 8A 3C 00 67 FF A
02 CF FF DIE FF D& FF 1E F3 92 00 A2 3C 00 67 FF 02 CD FF EO FF E5 FF 56 F2 A6 00 64 3C 00 67 FF
02 AA FF EB FE 03 FF 58 F2 60 02 8C 3C 00 67 FF 02 CC FF CB FF ES FF 8A F2 98 00 58 3C 00 &7 FF
02 CC FF C9 FF BT FF 84 F4 7C 01 BO 3D 00 &7 FF 02 D4 FF D& FF BE FF DA F2 EA FF F& 3C 00 &7 FF
02 3A 01 22 00 BO FF D4 F1 B8 00 52 3C 00 67 FF 02 CE 01 OB 00 A5 FF A6 EE 6C 01 C8 39 00 &7 FF
02 F5 FF 9A FF A5 FE 3A EC Cé& FE 6E 34 00 67 FF 02 EF FE FE FF CA FF BA EE 48 FA 58 39 00 &7 FF
02 21 FF 02 00 F2 FF 50 ED 3E FD 00 3C 00 67 FF 02 C5 FE EE FF BF FE 12 FO 04 FB AA 3B 00 67 FF
02 BC FF C1 FF 94 FF D4 EF 14 FE 6C 3C 00 67 FF 02 62 FF AS FF 10 FF 06 F1 68 F9 04 3C 00 &7 FF
02 57 FF BF FF 34 FF BE F2 D& F7 656 34 00 67 FF 02 C7 FF F& FF FF FF 6A F1 20 F8 26 3C 00 &7 FF
02 9A FF C5 FF B2 FF 08 F4 CA F7 FA 3B 00 67 FF 02 C4 FF 32 00 D5 FF 6C F2 66 F§ 74 3F 00 67 FF
02 95 FF F3 FF B6 FF B8 F1 BS F8 B3 3C 00 67 FF 0z ED FF 14 00 FE FF 90 F1 12 F9 60 3C 00 &7 FF
02 0D 00 FB FF 8E FF 652 F1 CC F8 7A 3B 00 67 FF 02 D7 FF CE FF 77 FF 22 F1 52 F9 3A 3C 00 67 FF
02 CS FF EO FF 04 00 FE F2 F4 F9 F6 3B 00 67 FF 02 §7 00 FC FF 32 00 CC F3 42 F9 A4 3C 00 &7 FF
02 D4 FF EE FF 6C FF CA EF 8C FA C8 3C 00 67 FF 0z B4 FE OC 00 O7 FF DO F2 84 F7 2E 3C 00 &7 FF

02 AE FF D4 FF AO FF D8 F3 6C F7 E6 3D 00 67 FF 02 D7 FF IC 00 D7 FF BS FO 64 F6 C8 3C 00 &7 FF
02 FO FF 1E 00 26 00 CE F2 66 F7 A2 3D 00 67 FF 0z BB FF D& FF FS FE 86 F3 9C Fé E4 3B 00 &7 FF
02 AB FF CE FF EA FF 4E F3 C6 F4 7A 3A 00 67 FF 02 F5 FF BED FF 08 00 00 F4 46 F4 26 3C 00 &7 FF
02 82 00 BC FF 3B 00 A0 F2 EC FS SC 3B 00 67 FF 02 2E Ol DO FF B9 00 2E FO EC Fé 78 3B 00 &7 FF
02 46 FO DB FF FO FD 6C F4 DS F3 3C 39 00 67 FF 02 3A FF AA FF 24 FF 40 F4 12 F3 EZ 3A 00 &7 FF
02 DD FF F& FF CB FF 18 F3 9E F5 34 3D 00 67 FF 02 DD FF E3 FF 9A FF 8A F2 1A F4 IC 3C 00 67 FF
02 E4 FF AE FF 92 FF 9E F3 2C F2 BO 3B 00 67 FF 0z CA FF FA FF FD 00 92 F3 18 F3 12 3B 00 &7 FF
02 C3 FF EO FF CB FF 62 F3 9E F3 22 3C 00 67 FF 02 C8 FF E4 FF 6C FF C2 F3 64 F3 64 3A 00 67 FF

02 C8 FF F8 FF D6 FF 30 F3 BO F2 30 3B 00 67 FF 02 D2 FF FE 00 36 00 DS F2 42 F3 B6 3B 00 67 FF
02 D5 FF ED FF 30 00 12 F3 30 F4 76 3C 00 67 FF 0z CD FF CF FF AF FF 60 F3 46 F4 3E 3C 00 &7 FF
02 BC FF E0 FF 8B FF 5C F3 7E F3 94 3A 00 67 FF 02 C2 FF FO FF FA FF D4 F3 BE F3 A4 3B 00 67 FF | o,

A |[THFE EEE | 2t | #fFE0 |#sE0 | e | - | ¥R

ROZCME  ~| xigsn | @ V HEET FHERS VRO T Bsscon !
E4¥FE 9600 [~ HEXERE fFE: BNE(TT)  A4FBFRIEF

#Higfle <| T DTRIT RTS [ K47 Beflia Teit:
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IR AR T W) T g . STCB9C52RC H AL I 2 1i MPUG050 BLH A A1) =%k
03 R = T £ 3 RE T B AR B HE ,  POR e B R N R AR AR 4 W A R R ik 4
Unity3D ¥ X% -

BT Unity3D Uik 51 SR @ ek st AR HBIA N4 S 1 Serial
Port 25 DL S R FE B FARAE NIT) 12 A 8 fo7 AD E s, FHE R 25 AN
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S BEA . BAIA B3 F IR I AT X A 3 S BEE 55T RE . ek
[ B s A R . I U125

AV T A A B T AT E L Unity3D 3578k 51 B3R BRI T4 i B8
FGT ELANJE B VA B AR S S o« BARSERL T BT A TR Th R, (HAR R T IEAFAE L
VPSR, i H2 T SR A B ) ThRE, RO R — N B R 15 & 45 1 56 B8
& Rk, KA — SRS, FAE Unity3D ik i 5 i Hb oA R AU,
ISR IT R MRS o



S22 3Hk

[1] WRihidd, Al 2 R b, 55 R VI S hse AR () e R 45 e B2 [0].Hb [ RHEE 1 5,2011,06(1):1-5.

[2] WRut AEREIE T AR MDA 5T 52 38 Toll i ik, 2010:12-19.

[3] Christer Erison.Real-Time Collision Detection[M].Boca Raton:CRC Press,2004:7-11.

[4] B08E iR, B8 55 = e A BRI L [0] 45 B TR K% 5741k, 2010,11(2):218-222.

[5] &N ek FAR AL T2 [J]. HL 7 1 57,2001, (1):28-29.

[6] &XH]. 3T DirectX Y =ZEJF XRRF AT KB TT 5L BLD] M /R s RIE TR AERS
I T FE 2R, 2012,

[7] Unity Technologies.Unity5.X M 2 ¥& i [M]. At 52 o 8538 H bt 2016:367-481.

[8] & FYFA.Unity3D JiE k& [M]. AL 5 A BGHIE HE 1 fedt, 2012:165-196.

[9] MrifE=e 51 5y ML BR A B A [M].Ab 5 23 AR R 2 e b4, 2010:3-25.

[10] M. PY e AR OB BRI 55 5 SR [D]. R AT R 27 e 15 S 5B, 2016.

[11] #RAH:I. DU e 3 QAT d42 i 2 i et & SEL[D]L VG 7 & K5 B LA 4B, 2014.

[12] 4% #9,4% BH Keil C51 H v ML 2 5 B H] 4 12 55 S B [M]. b 5 e 7 Tk
£1,2013:8-13.

[13] Karli Watson,Christian Nagel, 75373, 2.C#AN 14 (55 5 [R)[M]. AL 5T 3/ e K2 HU i
#t,2010:17-203.

|

[14] Ramey L,Panter R.Collaborative Storytelling in Unity3D[M].New York:Springer
International Publishing,2015:27-31.



B R—

FEFIEAE
LA
#include<reg52.h>
#include<intrins.h>
#include<stdio.h> /IKeil library
#include<math.h> /IKeil library
#define SMPLRT DIV 0x19  /IBERELCRAER, SUR{E: 0x07(125Hz)
#define CONFIG Ox1A /MK JEHAIE, MAE: 0x06(5Hz)
#define GYRO_CONFIG Ox1B  //FEREA A A N ¥
#define ACCEL_CONFIG Ox1C /Hmsd Tt E e I &9 Bl K i i A,

HE: OXOL(ANHEAKL, 2G, 5Hz)

#define ACCEL_XOUT H  0x3B

#define ACCEL_XOUT L  0x3C

#define ACCEL_YOUT H  0x3D

#define ACCEL_YOUT L  Ox3E

#define ACCEL_ZOUT H  Ox3F

#define ACCEL_ZOUT L 0x40

#define GYRO_XOUT_H 0x43

#define GYRO_XOUT _L Ox44

#define GYRO_YOUT_H 0x45

#define GYRO_YOUT L 0x46

#define GYRO_ZOUT_H 0x47

#define GYRO_ZOUT _L 0x48

#define PWR_MGMT _1 0x6B  //FELJEEHE, SLAU{E. OxO0(IE%H JH H)
#define SlaveAddress ~ 0xDO  //IIC 5 NI b7 A5 EedE, +1 Aiti
#define FOSC 11059200L // i #Ri% &, ERA{HEH 11.0592M Hz

#define BAUD 9600 /5%

shit SCL=P1"0; INC B2 5] e X
shit SDA=P1/1; IINC HdE 51 e X
[/sbit keyW=P1"2;



/Isbit keyS=P1"3,;

//sbit keyA=P1"4;

//sbit keyD=P1"5;

/Isbit keyF=P1"6;

/Isbit keyBlank=P1/7;

unsigned char key=0x00;//moveRate[15], #24 #1| K

unsigned char
moveRate[]={0xaa,0x00,0x00,0x00,0x00,0x00,0x00,0x00,0x00,0x00,0x00,0x00,0x0
0,0x00,0xff};

/lunsigned char flag=0x00;
bit 12C_RecvACK(); //12C IR N EAE 5

/*******************************

JEIR— B[], ZZAb

********************************/

void delay(unsigned int period)

{
unsigned int i,j;
for(i=period;i>0;i--)
for(j=110;j>0;j--);

}

/*******************************

ZEIR 5ms

********************************/

void Delay5us()

{
_nop_();_nop_();_nop_();_nop_();
_nop_();_nop_();_nop_();_nop_();
_nop_();_nop_();_nop_();_nop_();
_nop_();_nop_();_nop_();_nop_();
_nop_();_nop_();_nop_();_nop_();
_nop_();_nop_();_nop_();_nop_();

}

void UsartConfiguration()

{



ky

SCON = 0X50; //WE N TAETTA 1 10 fr 7P Uik s

TMOD |= 0x20; /& B it #ds TAET0 2 8 i HBh BT Hds
PCON = 0X80;// s nf% SMOD =1

TH1 = 256 -(FOSC/12/32/(BAUD/2)); /115 i i &

TL1 = 256 -(FOSC/12/32/(BAUD/2)):

TR = 1; /4T HFE I 2%

ES=1,/4THH I

EA = L,/AT I S b iy

/*******************************

M12C BN T R

********************************/

unsigned char 12C_RecvByte()

{

¥

unsigned char i;

unsigned dat=0;

SDA=1; TS R A 38, 7 5 HOECH,
for (i=0; i<8; i++) 118 fritHids
{
dat <<=1;
SCL=1; HFr i e 2
Delay5us(); [1FERF
dat |= SDA,; IR HE
SCL=0; HHLAR RS B 42
Delay5us(); JIGE RS
}
return dat;

/*******************************

12C &2IEES

********************************/

void 12C_Start()

{

SDA=1; 30 = B 26



ky

SCL=1; 17 T I e 2

Delay5us(); IFERT
SDA =0; 774 B
Delay5us(); I13ERS
SCL=0; IR Bh 2k

/*******************************

12C {5 1E5 5

********************************/

void 12C_Stop()

{

ks

SDA=0; IHARE 22
SCL=1; 1 v e 2
Delay5us(); IFERS
SDA=1; 7= BT
Delay5us(); AT RS

/*******************************

12C KIEMEAE S, NHOZHack (0:ACK 1:NAK)

********************************/

void 12C_SendACK(bit ack)

{

¥

SDA=ack;
SCL=1;
Delay5us();
SCL=0;
Delay5us();

/*******************************

7] 12C SR AE — A s

********************************/

void 12C_SendByte(unsigned char dat)

{

unsigned char i;



for (i=0; i<8; i++) 118 it % as

{
dat <<= 1; 11F% H H5 1 B v o
SDA=CY; 11EH 1
SCL=1; I1F T s e 2
Delay5us(); IIZERS
SCL=0; HPL AR Bh 2k
Delay5us(); IIZERS

}

12C_RecvACK();
}

/*******************************

M 12 A
ke ks ke ok ok ok |
unsigned char Single_Readl2C(unsigned char REG_Address)
{
unsigned char REG_data;
12C_Start(); IEIH(E 5
12C_SendByte(SlaveAddress); /K& X &M+ 5SS
12C_SendByte(REG_Address):; IR IEAAE s e HbE, MO FFiG

12C_Start(); IEWGE S
12C_SendByte(SlaveAddress+1); [/ % &bk +i(E 5
REG_data=12C_RecvByte(); e H B 74 58
12C_SendACK(1); MR N AR5
12C_Stop(); INFIE{E 5
return REG_data;

}

/*******************************

12C W NEE T

********************************/

bit 12C_RecvACK()

{
SCL=1; JIER= R
Delay5us(); I ER



CY = SDA; N EAE S

SCL=0; IR b 25
Delay5us(); IFERT
return CY;

ks

/*******************************

A 12C BB AT

********************************/

void Single_Writel2C(unsigned char REG_Address,unsigned char REG_data)
{
12C_Start(); IEIH(E 5
I2C_SendByte(SlaveAddress); /IR E B &M+ E(E S
I2C_SendByte(REG_Address); [/ #8217 2e ik,
12C_SendByte(REG_data):; I EBEFAE 2R EAE
12C_Stop(); IRIERE 1RG5
}

/*******************************

¥ItE4 MPUG050

********************************/

void InitMPU6050()

{
Single_ Writel2C(PWR_MGMT _1, 0x00);  //f#FRAKRHRIRAS
Single_Writel2C(SMPLRT_DIV, 0x07);
Single_Writel2C(CONFIG, 0x06);
Single_Writel2C(GYRO_CONFIG, 0x18);
Single_Writel2C(ACCEL_CONFIG, 0x01);

}

/*******************************

OGP

********************************/

void send(unsigned char send)
{
SBUF = send;
//delay(60);



while('TI); /R B 1%
TI=0; 117 B e A i 6
}

/*******************************

FRHL mpu6050 FY A AINE A, [0 ARk, [1-12] 0 A 8 B AN B2 FI{K s 8
K7, [13]4 8 or 44 3 thr

********************************/

void formString()

moveRate[1]=Single_Readl2C(GYRO_YOUT L);
moveRate[2]=Single_Readl2C(GYRO_YOUT_H);
moveRate[3]=Single_Readl2C(GYRO_ZOUT L);
moveRate[4]=Single_Readl2C(GYRO_ZOUT_H);
moveRate[5]=Single_Readl2C(GYRO_XOUT L);
moveRate[6]=Single_Readl2C(GYRO_XOUT_H);
moveRate[7]=Single_Readl2C(ACCEL_XOUT L); //X #fi{ik 8 fir
moveRate[8]=Single_Readl2C(ACCEL_XOUT _H); //X %= 8 fif
moveRate[9]=Single_Readl2C(ACCEL_YOUT _L);
moveRate[10]=Single_Readl2C(ACCEL_YOUT_H);
moveRate[11]=Single_Readl2C(ACCEL_ZOUT _L);
moveRate[12]=Single_Readl2C(ACCEL_ZOUT_H);
moveRate[13]=key;

by

/*******************************

K% —Bt moveRate 4 ) 7/ EE, 3t 32bit, —EARREE— LU A%

********************************/

void sendString()

unsigned int i;
for(i=0;i<15;i++)
{

send(moveRate[i]);



¥

/*************************

WA oL s

*****************************/

void keyscan()

{
switch(P1)
{
case 251:key=(key|0x20);break;
case 247:key=(key|0x10);break;
case 239:key=(key|0x08);break;
case 223:key=(key|0x04);break;
case 191:key=(key|0x02);break;
case 127:key=(key|0x01);break;
default:key=(key|0x00);
}
}
void main()
{

UsartConfiguration();
InitMPU6050();
delay(50);

while(1){

keyscan();
formString();
sendString();
send(0xff);
key=0;
delay(50);



AR

using UnityEngine;

using UnityEngine.Ul,

using System.Collections;

using System;

using System.Threading;

using System.Collections.Generic;
using System.ComponentModel;
using System.lO.Ports;

using System.Text.RegularExpressions;
using System.Text;

public class SerialPt : MonoBehaviour
{
/Ipublic PlayerAttack attack;
public class MyKeyCode
{
public const ushort keyW = 0x20;
public const ushort keyS = 0x10;
public const ushort keyA = 0x08;
public const ushort keyD = 0x04;
public const ushort keyF = 0x02;
public const ushort keyBlank = 0x01;

Il <summary>

Il H 2R 5 X

Il </[summary>

List<byte> listStr;//{E ListByte s BU s, FH T8 db 2

List<byte> ListByte;//47 iU B £ L 504

private Thread tPort;//iSzHU A 1715045 (1) 2k 72

private Thread tPortDeal;//4b FEH4E (1) 26 72

bool isStartThread;//4% il FixedUpdate HTi W5 AN 26 FE 2 75 C4E &8
1) Close 7774 ¥ B 4 false)



SerialPort spStart://5& X H: [

public ushort keyResult; /#2155 14 A~ 8 12 AD 18, 1FE f i
private bool flag = false;// ) W74 88 & 55 4% K
private int Count = 0;//% ;3 i ]

/Il <summary>
A S

Il <[summary>
public long test = 0;
private int tickCount;
public int spanTime;

[HidelnInspector]//Inspector TR H &
public float yaw, pitch, roll, accX, accY, accZ;// & 4h 7 il E i
public float angleRoll,angleYaw, anglePitch;//47 i Kk 43z £

Il <summary>

I BAMER S

Il </summary>

private float tau = 0.065f, p = 0.0f; I AT 5

private float dtc = 0.01f; Il HFEEFTE] 10ms

public static float bias_gx = 0.0f, bias_gy = 0.0f, bias_gz = 0.0f, gy _temp; // &
RIS R ZTH R

private Rigidbody rigidBody;// Wil {4 Sz 414k,

private new GameObject gameObject;// S5 Ak, i 4k Xt 5
void Start()

{

Debug.Log("start™);

isStartThread = true;

listStr = new List<byte>();//\ ListByte F1 iR E s, FI T ab 2 A
4



ListByte = new List<byte>();//{7 /B HU ) Ef & 45

isStartThread = true;

spStart = new SerialPort("COM8", 9600, Parity.None, 8, StopBits.One);// &
BESS

gameObject = GameObject.Find("Player");

try
{
spStart.Open();//#T 7 H: I

ky

catch (Exception e)

{
Debug.Log(e.ToString());

}

tPort = new Thread(DealData);//1% £ T Ab ¥ £ 45
tPort.Start();

tPortDeal = new Thread(ReceiveData);//i% 4k FE 42 S 50
tPortDeal.Start();

}
void Update()

{
I—IFhate s R4 T
if (flag)
{

flag = false;

KeyMove();//{% 5% 5| #2 2l

Debug.Log(angleRoll + "+ angleYaw + "," + anglePitch);

transform.eulerAngles = new Vector3(-angleRoll, angleYaw, 0);//Ji# & X %
[ B A A



void FixedUpdate()

{
if (isStartThread)
{
if ('tPortDeal.IsAlive)
{
tPortDeal = new Thread(ReceiveData);
tPortDeal.Start();
}
if ('tPort.IsAlive)
{
tPort = new Thread(DealData);
tPort.Start();
}
}
}

#region FEISCEARE A1 AL PR & B S A

private void ReceiveData()

{
try
{
Byte[] buf = new Byte[1];
&R R 30 HoA T
while (isStartThread && spStart.I1sOpen)
{

if (spStart.1sOpen)

{
1157 7 3R B HT I A
spStart.Read(buf, 0, 1);
tickCount++;



if (buf.Length ==0)

{
return;
}
if (buf !=null)
{
for (inti=0;i<1;i++)
{
ListByte. Add(buf[i]);//171 B\ 31 v 45 in He s
}
}
test++;
}
}
catch (Exception e)
{
Debug.Log(e. ToString());
spanTime = 0;
}
}
private void DealData()
{
while (ListByte.Count > 0)
{
listStr. Add(ListByte[0]);

ListByte.Remove(ListByte[0]);
if (1(listStr[0] == 0x02))//an Stk 5%, 15 22 A7

{
listStr.Clear();
}
if (listStr.Count == 16)//£f 1 A3 >R FH 4 10 47 ¢
{

/[Debug.Log("" + liststr[14] + "");
if (listStr[14] == 0x67 && listStr[15] == OxXFF)//H| ki, 1FHf



O] fg A

]
oS
EoF
=

yaw = (short)(listStr[1] | (listStr[2] << 8));//Y %
pitch = (short)(listStr[3] | (listStr[4] << 8));//Z %
roll = (short)(listStr[5] | (listStr[6] << 8));//X %
accX = (short)(listStr[7] | (listStr[8] << 8));

accY = (short)(listStr[9] | (listStr[10] << 8));
accZ = (short)(listStr[11] | (listStr[12] << 8));
keyResult = (ushort)listStr[13];

CorrectResult(roll,yaw,pitch,accX,accY,accZ); 113K B 5%
2 IIRVEERE S

flag = true;

}
listStr.Clear();

}

#endregion

#region R ZETHE S HAMIER
public void CorrectResult(float gx,float gy,float gz,float ax,float ay,float az)
{
float Accel x =ax;  /ZEL X bk &
float Angle_ax = (Accel_x - 1100) / 16384; [/ EBZ Silwts, 4
A GIED
Angle_ax = (float)(Angle_ax * 1.2 * 180 / 3.14); IS e 4y

I,
float Gyro_x = gx; IIEf R F T RS X b
Gyro_x = (float)(-(Gyro_x + 30) / 16.4); 2B % R,

T A AR, £S5 D [l b B
float Accel y=ay;  //ZELY Gk E
float Angle_ay = (Accel_y - 1100) / 16384; [/ E&% SifwEs, it 5



REAREE GILED
Angle_ay = (float)(Angle_ay * 1.2 * 180 / 3.14) ; T35 2 44t
float Gyro_y = gy; M1 IR F T Y Rl
Gyro_y = (float)(-(Gyro_y + 30) / 16.4); 2B R,
THE R B AR, 775 7 A b B

float Accel z=az;  //iZHL Z Ghinik &

float Angle_az = (Accel_z - 1100) / 16384; /|24 A%, 1415
B fME GRED

Angle_az = (float)(Angle_az * 1.2 * 180 / 3.14); EINER 25|

I,
float Gyro_z = gz; I155 E I A TS Z Sl
Gyro_z = (float)(-(Gyro_z + 30) / 16.4); I s R,

THE A AR, 95 O 7 TR AR B

ComplementFilterX(Angle_ax, Gyro_x);

ComplementFilterY(Angle_ay, Gyro_y);

ComplementFilterZ(Angle_az, Gyro_z);
/*

const float Kp = 50f;
const float Ki = 0.1f;

const float halfT = 0.001f;

float q0 = 1.0f, g1 = 0.0f, g2 = 0.0f, g3 = 0.0f; Il U e EHI T3
AT J7 17

float exInt = 0, eyInt = 0, ezInt = 0; Il F& LA 46 /N iR 22

float norm;

float vx, vy, vz; I v-FERRACRR 73 J 40 55 K B g m) B

float ex, ey, ez; Il e-PE I B SR (I EAIHIRZE a 5 v



ED;
norm = (float)Math.Sqrt(ax * ax + ay * ay + az * az);// & 1E# 1L
ax = ax / norm; AL
ay =ay/ norm;
az =az/ norm;
I A7 T B
vx=2*(ql*g3-q0 > q2);
vy =2%*(q0* ql +q2* q3);
vz=q0*q0-9g1*qgl-g2*qg2+q3*q3;
I R R TSR 7 ) A% S I 5 22 7 [ 2 1) B A2 SRR R S AT
ex = (ay * vz - az * vy);
ey = (az * vx - ax * vz);
ez = (ax * vy - ay * vx);
I AR 53 iR 22 LU AR 53 1 2
exInt = exInt + ex * Ki;
eyint = eyint + ey * Ki;
ezint = ezint + ez * Ki;
11 VA% S R B A &
gx =gx + Kp * ex + exInt;
gy =gy + Kp * ey + eylnt;
gz =9z + Kp * ez + ezlInt;
I #EE T e BRI AL
q0=q0 + (-l * gx - g2 * gy - g3 * gz) * halfT;
ql=ql+(q0 * gx + 02 * gz - g3 * gy) * halfT;
g2=092+(q0 * gy - g1 * gz + g3 * gx) * halfT,;
q3 =03 +(q0 * gz +ql * gy - 2 * gx) * halfT;
Il BT
norm = (float)Math.Sqrt(qg0 * g0 + q1 * g1 + g2 * g2 + g3 * g3);
g0 =90/ norm;
gl =ql/norm;
g2 = g2/ norm;
g3 =93/ norm;
angleRoll = (float)(Math.Atan2(2 * g2 *q3+2*q0*ql,-2*ql*ql-2*
g2 * g2 + 1) *57.3); // roll



angleYaw = (float)(Math.Atan2(2 * gl *g2+2*q0*03,-2*Q2*q2-2*
g3 *q3 + 1) *57.3); / yaw
anglePitch = (float)(Math.Asin(-2 * q1 * g3 + 2 * g0 * gq2) * 57.3); // pitch

*/

public float ComplementFilterX(float angle, float gy _sped)

{
bias_gx = (float)(bias_gx * 0.998 + gy sped * 0.002); // JHFRZE A

gy_temp = gy_sped - bias_gx; Il k2% RRZ%E
p = tau / (tau + dtc);

I ST FIERE gy _temp HEAT S @ BERE AT E 1N AF 2] A E angle
BEAT IR IE 8 e
angleRoll = p * (angleRoll + gy temp * dtc) + (1 - p) * angle *

(float)1.5;
return angleRoll,
}
public float ComplementFilterY (float angle, float gy_sped)
{
bias_gy = (float)(bias_gy * 0.998 + gy sped * 0.002); // JHBRZE &
R

gy_temp = gy_sped - bias_gy; Il k2% FR 7%

p = tau / (tau + dtc);

I XA gy _temp #EAT =@ 8 X B 1R N A R A angle
BEAT I 8

angleYaw = p * (angleYaw + gy temp * dtc) + (1 - p) * angle

*(float)3;
return angleYaw;
}
public float ComplementFilterZ(float angle, float gy_sped)
{

bias_gz = (float)(bias_gz * 0.998 + gy _sped * 0.002); // HI&ZE S i%



R

AT

gy_temp = gy_sped - bias_gz; Il k2% MR 7
p = tau / (tau + dtc);
I X FATERE gy _temp HEAT @ P8R, 0T 7R AS B A B angle

TG S
anglePitch = p * (anglePitch + gy_temp * dtc) + (1 - p) * angle;
return anglePitch;
}
#endregion

Il <summary>

I Wy

Il </[summary>

/Il <param name="keyCode"></param>
/Il <returns></returns>

public bool HaveKeyDown(ushort keyCode)

{
if ((keyResult & keyCode) !=0)
{
/lkeyResult &= (ushort)(~keyCode);
return true;
}
return false;
}

Il <summary>
I &g H % 8)
Il </[summary>
public void KeyMove()
{
if (HaveKeyDown(MyKeyCode.keyW) == true)
{
GetComponent<Animation>().Play("Run");

transform.Translate(Vector3.forward * Time.deltaTime * 6);



//GetComponent<Rigidbody>().transform.Translate(Vector3.forward *
Time.deltaTime * 5);

/lthis.gameObject.transform.Translate(new  \Vector30 ,0 5 *
Time.deltaTime));//W

//GetComponent<Rigidbody>().MovePosition(transform.position +
Vector3.forward * 5* Time.deltaTime);

//IGetComponent<Rigidbody>().MovePosition(transform.position +
new Vector3(0, 0, 5 * Time.deltaTime));

}
else if (HaveKeyDown(MyKeyCode.keyS) == true)

{
GetComponent<Animation>().Play("Walk");

transform.Translate(Vector3.forward * Time.deltaTime * (-3));
//GetComponent<Rigidbody>().MovePosition(transform.position +
Vector3.forward * (-3) * Time.deltaTime);

}
else if (HaveKeyDown(MyKeyCode.keyA) == true)
{
GetComponent<Animation>().Play(*"Walk");
transform. Translate(new Vector3(-4 * Time.deltaTime, 0, 0));//A
}
else if (HaveKeyDown(MyKeyCode.keyD) == true)
{
GetComponent<Animation>().Play("Walk");
transform. Translate(new Vector3(4 * Time.deltaTime, 0, 0));//D
}
else if (HaveKeyDown(MyKeyCode.keyF) == true)
{
//GetComponent<Animation>().Play("Attack01");
StartCoroutine(AttackAnimation());// T/} 2 B %
}

else if (HaveKeyDown(MyKeyCode.keyBlank) == true)
{



GetComponent<Animation>().Play("Jump");

else

GetComponent<Animation>().Play("ldle");

Il <summary>
I F A 3 Fhdd 2
Il <[summary>
/Il <returns></returns>

private IEnumerator AttackAnimation()

{

if(Count == 0)

{
GetComponent<Animation>().Play("Attack01");
yield return new WaitForSeconds(2);//4E/} 2 F5, [F] X774 Z1 [H]
Count=1;

¥

else if(Count == 1)

{
GetComponent<Animation>().Play("Attack");
yield return new WaitForSeconds(2);
Count = 2;

¥

else if(Count == 2)

{
GetComponent<Animation>().Play("Attack02");
yield return new WaitForSeconds(2);
Count = 0;

k

k

private void SendSerialPortByte(byte[] data)



if (spStart.1sOpen)

{
/Isp.WriteLine(data);
spStart.Write(data, 0, data.Length);

k

|Enumerator ClosePort()//i%J5 7% Ak A R 7k, HAE PR s BT i
T B AR b e TR A

{

isStartThread = false;//{5 14 FixedUpdate H [ i 7% /> 28 £ 1 P

yield return new WaitForSeconds(1);//Z5—Fb#f, 1EPIANLRFERGSL(E
k2 JGFE#AT Close 7772

spStart.Close();
}
}
void OnApplicationQuit()
{
spStart.DiscardInBuffer();
StartCoroutine(ClosePort());
isStartThread = false;//{5 1E % FixedUpdate 5. [ 75 /> 28 £ 4 14
spStart.Close();
}

using UnityEngine;
using System.Collections;

public class PlayerAttack : MonoBehaviour {
public GameObject target;//
public float attack Timer;//Z i 8] [&]
public float coolDown;//¥ £} ]

/I Use this for initialization



void Start () {
attackTimer = 0;
coolDown = 2.0f;

I/ Update is called once per frame
void Update () {
if (attackTimer > 0)

{
attackTimer -= Time.deltaTime;//[a] 5 s ] A H 98 2% 24 g 55T H 0
I} TA]
}
if (attackTimer < 0)
{
attackTimer = 0;
}
I13% T H 52 F
I'if (Input.GetKeyUp(KeyCode.F))
if(GetComponent<SerialPt>().HaveKeyDown(2)==true)
{
if (attackTimer == 0)
{
Attack();
attackTimer = coolDown;// I it it 7] [ B 5 - ¥4 E0 i 1)
}
}
}

private void Attack()
{

float distance = Vector3.Distance(target.transform.position,
transform.position);//Bu Z FIEL N B Hz 1 55

Vector3 dir = (target.transform.position - transform.position).normalized;//



MVEA G, M ERFFFEFERTTIE, HRKERNLO
float direction = Vector3.Dot(dir, transform.forward);//£3f¢: i&[A114>-1.0
1.0 A —MA GRIEIBEAT Dotit S P A ) B2 8] B % A K AR 5% (B Cos s 58
AFHRIRE-1.0, AHIFIR[EI1.0
if (distance < 2.5f && direction>0)
{
EnemyHealth eh =
(EnemyHealth)target. GetComponent("EnemyHealth");
eh.AddjustCurHealth(-10);

using UnityEngine;

using System.Collections;

public class EnemyAttack : MonoBehaviour {

public GameObject target;
public float attackTimer;
public float coolDown;
private int Count = 0;
/' Use this for initialization
void Start () {
attackTimer = 0;
coolDown = 3.0f;

I/ Update is called once per frame
void Update () {

if (attackTimer > 0)

{

attackTimer -= Time.deltaTime;



¥

if (attackTimer < 0)

{

attackTimer = 0;

if (attackTimer == 0)
{
if (Count==0)
{

Attack();
GetComponent<Animation>().Play("Attack");
attackTimer = coolDown;
Count=1;

else if (Count ==1)

{
Attack();
GetComponent<Animation>().Play("Attack00");
attackTimer = coolDown;
Count = 2;

else if (Count == 2)
{
Attack();
GetComponent<Animation>().Play("Attack01");
attackTimer = coolDown;
Count = 0;



private void Attack()
{
float distance = Vector3.Distance(target.transform.position,
transform.position);
Vector3 dir = (target.transform.position - transform.position).normalized,;
float direction = Vector3.Dot(dir, transform.forward);

if (distance < 2.5f && direction>0)
{
PlayerHealth eh =
(PlayerHealth)target. GetComponent(*"PlayerHealth™);
eh.AddjustCurHealth(-10);

using UnityEngine;
using System.Collections;

public class PlayerHealth : MonoBehaviour {

public int maxHealth = 100;
public int curHealth = 100;
public float healthBarLength;
/I Use this for initialization
void Start () {
healthBarLength = Screen.width / 2;
}
I/ Update is called once per frame
void Update () {
AddjustCurHealth(0);

¥
void OnGUI()

{



GUIL.Box(new Rect(10, 10, healthBarLength , 20), curHealth + "/" +
maxHealth);

}
public void AddjustCurHealth(int adj)

{

curHealth += adj;
if (curHealth < 0)

{
curHealth = 0;

}

if (curHealth > maxHealth)

{

curHealth = maxHealth;

¥
if (maxHealth < 1)

{

maxHealth = 1;

healthBarLength = (Screen.width / 2) * (curHealth / (float)maxHealth);

¥
using UnityEngine;
using System.Collections;

public class EnemyHealth : MonoBehaviour {

public int maxHealth = 100;//# K4 Ay
public int curHealth = 100;//24 /i 4= fiy

public float healthBarLength; /4= i At 1 i

/I Use this for initialization
void Start () {



healthBarLength = Screen.width / 2;// 4= fiv F K 5 R 5 % 05 1) — 2
¥
I/ Update is called once per frame
void Update () {
AddjustCurHealth(0);// /% 4w A= dy - (Y697 BRI 20 F 8D
¥
void OnGUI()

{
GUIL.Box(new Rect(10, 40, healthBarLength , 20), curHealth + "/" +

maxHealth);// i % /o b A SRR F TR A dn kil

Il <summary>

I A= i R LR R

Il </[summary>

/Il <param name="adj">6 7 5173 = £ </param>
public void AddjustCurHealth(int adj) {

curHealth += adj;

if (curHealth < 0)
{
curHealth = 0;
}
if (curHealth > maxHealth)
{
curHealth = maxHealth;
}
if (maxHealth < 1)
{
maxHealth = 1;
}

healthBarLength = (Screen.width / 2) * (curHealth / (float)maxHealth);//



E LN PN G S
}

}

using UnityEngine;

using System.Collections;

public class EnemyAl : MonoBehaviour {

public Transform target;//€ X H t»

public int moveSpeed:;//# 53 [

public int rotationSpeed:// i % i J&

public int maxDistance;

private Transform myTransform;// 24 R 274
void Awake()

{
myTransform = transform; /{4t
}
/' Use this for initialization
void Start () {

GameObject go = GameObject.FindGameObjectWithTag("Player");//$5%1%
HLER Bl bR 2 g Player ()3 3 5t %
target = go.transform;
rotationSpeed = 2;
maxDistance = 2;
}
I/ Update is called once per frame
void Update () {
Debug.DrawL.ine(target.position,myTransform.position,Color.blue);// 1H —

& H AR RN G B0 (0 i 28

& R 3Ea, BRI BL— il B e [ o X

myTransform.rotation = Quaternion.Slerp(myTransform.rotation,
Quaternion.LookRotation(target.position -
myTransform.position),rotationSpeed*Time.deltaTime);



if (Vector3.Distance(target.transform.position, myTransform.position) > 2)

{

GetComponent<Animation>().Play("Run");
EES e 2]
myTransform.position += myTransform.forward * Time.deltaTime;



