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Design and Application of Wearable Virtual
Reality and Interactive Sensory Feedback

Yi-you Hou™  Yu-ru Wang™

Abstract

Today’s online shopping can only view clothes in 2D mode. Users can't meet the
needs of actual touch in the selection process. But people still love to touch clothes,
understand the feel and quality of clothing, and then make choices. Therefore, this study
will provide different ways through the virtual reality experience. And the use of
immersive virtual reality system to improve what happens when the actual choice of
clothes.

The system is built with Blender in different styles of 3D clothes, users can choose
clothes and experience 3D mode. And connect Arduino Pro Mini development board.
Through the pressure sensor to detect the level of pressure, return to relative value to the
system. And produce different levels of changes in clothing wrinkle. Then add the touch
gloves, let users experience sensory feedback in the process. Users can experience the
feeling of actual touch in the virtual environment. It brings a different consumer
experience to purchase clothes. Finally, use experiment to evaluate the entire system.
Through the System Usability Scale (SUS) and Questionnaire for User Interface
Satisfaction (QUIS) make a questionnaire and do the analysis. The results show that users

are generally satisfied with the system.

Keyword: Questionnaire for User Interface Satisfaction(QUIS)~Sensory Feedback+ System Usability
Scale(SUS) - Virtual Reality ~ 3D Modeling.
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WEEFHCRATHESD » FERERTHE RGN - S A RIS BAGRE - Tr B S
#(VR) - (ERGEEERIIZEAT > 2016)F2H 2017 FaEsiRHG R+ A Eiss > K
REEERASEN  BREFILELRES - gt > BEE B E ST L3k -

AR BEE B (VRIEIT R ZTEFI N EBNE S - IR S e e S B i B B S e
M - SRR LG - HE - BRRES > MERAKFBHREEHEAETIaR
(E17T > B8 H A2 =] Naked FFIEERES Sifsiily - S —HRETZHER - NEZ 2R
BEER > TS R BINESAERZHUEREILE A TR 3D EEHERREIIAE - feft
fRERETHIE AR » N E# & Google A HIFEHIAY Tour Creator iSIAMRES » A FEAAHIE S
fE] T B E—(EE Y H CH R R REE - s AP R A -

RS EA N ZRBRAL - AR FEAGR R S s o e AT e SR > RHE&e L 2D [ R Y
FHAREEMREIEN - FAESERRTE 3D EMERT  SEEMEEEFEEE
AREGANER - BRSO - MEPNVE A RARVI SR E R B TE 5 - (EE LRI TEsE
BRI aGET AR HERRR N EIEREETHER - FEA T AEABIEH
B EE HAN L rav&S & - PRI ASR SORS R BB SR il & RV E (I SR D RE ME TR FE SR e - 7
FE BEE B T I ARV RVE M6 - REERRYI o T IR & 2 TR -

— -HREN

AW —EFRGUERE R O BRE Fea 2 3ET - DUERILUT S8IH HAY ©
1.5t 3D b B 237 2 5% -

2. RB Rl Z5a T -

T B E I T A S R g 2wt -

4. BB R A B AR

&l - MR

— EREE

R AEERE(Virtual Reality » FEFEG VR) » FIFF BERG B RE I AL S PR (1o R B it = 4
HIREBRZER - AR S R DS SR ch AR BRBRET i AL
RN -

VR A 35 B S B O E IR DU E AL © (Zhao, 2002)
EREEEE R EEFANEIN A  HE AU - YRR - SRR - 8
NBTEH R ) - (Gigante, 1903)$2iH M BERT A (AN S 47 - THEDIBHAET: - F/5
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FHEHE SRR A - Bt 2 BB O B MR 2 B RR BaRiy -

M LAE BRI E A/ - (Burdea & Coiffet, 1994)52 M BB VR — K ER
@31) : 2% F3(Imagination) ~ Z &% (Interaction) ~ (7= M:(Immersion) » DUASHAYIEVE RE T HEUE]
RUBC FEILEHERGT] - HEBERBRET SRBREREENEEARTE > BREHEAZ
[EBEENGA B8 RSO SAE FEA B RS AVESZ U RE B 5 406 1 Fror - (Sherman
& Craig, 2003)#5 t i it B Sifa bl B & VAR IR R - Sy hl RESHERE ~ U ~ BB EIaA
B8 - GFe Ll bamil o (FE{EE > 2016)58 M AEREE 5L~ EE— TS - thie—THRess - RIS E
Bl - (B RE A A NG AT (e AR R MR R e R B A SR A e -
A FEEEZ -

Immersion

Interaction Imagination

1 JEEEE B = K ¥ (Burdea & Coiffet, 1994)

(Costello, 1997)i e & b oy By = 28R » JEIZ %5 (Non-Immersive (Desktop) Systems)
IR R 48 (Semi-Immersive  Projection Systems) ~ 52 405 =0 BE #L =0~ 2 48 (Fully
Immersive Head-Mounted Display Systems) » #4135 1 Ffirr ©

1.9E0Z =t 2% (Non-Immersive (Desktop)
FIF SRR ~ B RS T L8 > FEEEGER [ EHERIRE » WA ERE
BB AN ER - FERFIUR R A S #TS -
2. FIUF A= 245 (Semi-Immersive Projection Systems)
DI ~ R RS RER AR s f R 25 - AR = e B ST - R ALE
IR RS R U= AR -
3. 522 TEE T 245 (Fully Immersive Head-Mounted Display Systems)
F)URE R s > R HEREUE B (HMD) A T I8 - £2(t 360 FERVER S IIAE -
(A ERIESE S EE B EE: - AT R SR AR s - HIHESEE (HMD)H R~ I
BE R B AR -
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K1 AR R BR M TERE Hhig R (Costello, 1997)

Qualitative Performance

. Non-Immersive VR Semi-Immersive VR Full Immersive VR
Main Features

(Desktop) (Projection) (Head-coupled)
Resolution High High Low - Medium
Scale (perception) Low Medium - High High
Sens_e of_ S|tuat.|onal awareness Low Medium High
(navigation skills)
Field of regard Low Medium High
Lag Low Low Medium-High
Sense of immersion None-low Medium-High Medium-High

E Rt E RO E & - KBRS &L E - &F RavEL 2 EERIER » (Guo &
Quarles, 2012)7# ] Kinect {5y 1B 547 » BAE T RITER [EI 88807 M EI Y ZE B ABRSY » 15 DABR SR
HI AR T By 8E4E - (Graaf, 2016 5 Jang & Ryu, 2009 ; Oh & Whangbo, 2017) &R I E BT AE M
Bt ST DU B S ARG o ARSI B A E T AVAH SRR B - PRI E NI AR AR
IR EETTARRAAY 11 & IR SE - BIRYRRESS - (Herbst, Braun, Mccall & Broll, 2008)#2 Hi—f#
25 R B R IS BRI R SR - A B R E R sz i ~ B - b ISRV 0 2
—TEE R GEEEY - (Quarles, 2015)f @R T —{E/K MY VR 8% » BTRAEE ERY/K NERIHEL F5H
BT AEBSRERERACD & - AR ICEHETEE: -

A EA I b RESEE T A MR YRR R8RS S, 7 - (S BREEAT - 2002 5
Singthongchai, Naenudorn, Kittidachanupap, Khopolklang & Niwattanakul, 2012)/ & e & 15 A4 iy
IR RE e (Virtual Tour) - B DU RE #EtHE 57 o m) e 2 EEREHR O » IR AT Ry i A T TR
75 o (Tsungwu & Lee, 2017)i%i% VR #5ERS [ AGE RIS - Ble GoPro £ 5uiHt%EL Kolor
Autopano Giga - Panotour Pro $RAS » SR AR DR HAIMEE K Rk IERY H AV » 502 228 40
#E%E - (Pagé, Bernier & Trempe, 2019)FI|FHEEHEE SR lr - FRED) BACIREIRILEN R » WS
PISHAG AR -

FERRBLIZE J71H » (Ji, Wang, Gao & Liu, 2016) LA Tl BT 2470 o (B HE A i e A B
Bt RIS G A 0 R AR B B E Y 4 LAY RE 0K o (Baheti, Seshadri, Kumar,
Srimathveeravalli, Kesavadas & Guru, 2008 ; =% - #£zE¥5 - 2017 ; Rajeswaran, Hung, Kesavadas,
Vozenilek & Kumar, 2018)f2H} VR T B FRFEIE 20231190 - F-olotsisse ~ thaCig i - LHEHE -
BEERE - EEARFEMEAAN AN - F R REEBEENA - W IR TIF 2 #0T
2R 5 (Daniela & Lytras, 2019)f2 /A 288 & Ao indt Sl LAV SR BB A S bEeEs -
R B2 AR AR BB, -

PRV 45T - (Wei, Zhou & Nahavandi, 2018)f tH—#r AU ba S 5 B2 31| Rt fiE 28 - A
B E RO S A5 AVaeEs - HRE TN - N EAETERE -

T ALEEfE U1 » (Ni & Gao, 2015)F1] ] SDMAX ZfHE S A 227 3D 55 » AfILA OpenGL
VEHRNT B —E RErP R  FRF R RE RS RAPR R L - (Jinho, Muhammad, Kim & Lee,



58 RIMERTRERHR  ERPY U

2015)FH 3D {7t T H AR B g B Aol - (i BERIR P BURE EIRE - Wy LiE N Aahs
HIEERR - (RS - TREEN - BIBUE ~ SOCfE - B - HEAD - 2017) RS AR A iR Ly 1
{BHY VR 550 s fe B o QS Sl iy 15 - 8 NI 3 Y248k - (Puig, Rodriguez Santiago,
Arcos, Rodriguez-Aguilar, Cebrian, Bogdanovych, Morera, Palomo & Piqué, 2019)7£ = 1 R &
HAD A RESEE RN - A A SR A EBE T et U TSR -

TEARESSEJTHE » (Xin & Yingying, 2010)FF & S i gl i — (& mT AR (B 247 - #EAT
R BRI S BT - e A BUEAYRE K o (BRGS ~ BRRZS - EBEE - 2016) K8 174
BEEMA 3D EHELR » SR Z=MAEAERES - 5a5RHIENEEE - (155% - Zit
1~ 5ER ~ FFREE - 2014)sGt—ERRR AV AL - BRAS R AN 3D AL - IR =
ZHUE YL - GREW ~ 25 - 8% - #F > 2018)skat—E B L - BRET B VR
axffitg o BRI = 2 HEEEEE - (Lau & Lee, 2018)ff75i% 48 StereoVR HYIEH] - A DARESEIR &2 =
ZHEYEERR - R R RS RITERL -

=~ EBARERES

MAERE B ARSI R L &% > R (IH0E ~ 55~ BEEF  JBFE » 2009)5H 8%
B RN T E RS SRR A BE TR THEE WAL T RSl A
FE LR S5 244 - (Sun, Mirhosseini, Gutenko, Park, Papadopoulos, Laha & Kaufman, 2015) &
wEEYEREEDDZNERER LY BT AR RS TR B - M E %
BE - (26E - R - 3P > 20072 AR B YR B R R Bk AT 2 B FAHE EE - Ba %
B foe - YIS o B o] DUEEEH S INE EAE £ - (L, Zou, Xu, Li & Li, 2011 5 5&FF AL -
2017)sat— e KR - AT A - EMARE AR GES - FTEEE BN -
(BEFFE - B9 > 2018)Bf# —EHRHAMS A4 - FRIEAEIGREIAEER » fHEAZESEER
[EPREE N AURREERCR « (BUEEME ~ BATS ~ 7S > 2008)42 H {5 A 2 S I i sl Ak i B A 1
Tk BEEMERER 3D HEEREL fERRHERMANEEPRE - HXZ "BAL
BRI N L 0 BERR T B SRR - IR ARSI Y B 1

= REMHE

AHIEE LB REEZIMESYRIRTE > P afEiR - B~ & &~ 5 Fis[30YEEE 5
Fofi5E ~ B858 - SR - DREE R BRE > R A RIMEVE 2GR AA N FERVARER - (RS > 2017)
fet B E R A A A R B E Re SR i = et R M2 H B (FAERY > (Zhang & Fernando,
2003)#¢ R A5 B I8V B DABF B B as 2 3R R =R 1A > PR Bl (8 P B RAT - w2 (M 360 fE3R
FRIDAE - IRRVE DAEAREAE - R e A S AR R (A - R RE A TE A TR
B - BETE - KRECREETES > BEa NSRRI R - BEERE
THRE - RS ESET] 3D MEBERIET » ERTEBR SRR EmEL - thEmirEHE
FVEEE RS SRR RN E [0l B B S EE E A A A SRE  (Dang, Perrot & Mestre, 2011)ERE
BZE [N TRREREIRAE - AU HTC VIVE FHELE AR B8R - FERESERR IR BLER 2 IR
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TR > O DAY SR B R MBS ER TN S - (Scheibe, Moehring & Froehlich, 2007) [ #4—{& L
TUARECIE & 2 (SMA) B A BRI FHE 1B HE 247 - ZRERBEREE B - By olgs v IR E
TERREHEZERIH - ARG 8885 - (Yem, Vu, Kon & Kajimoto, 2018)F| ] & Y588 B & —
A ERR e ARER o AR E R AN E BRI R R B E B R
SR NEEEEZEIR - (Guinan, Montandon, Doxon & Provancher, 2014) 58 & — (& EL /g Sl g 45
7 R IFERYRIIIRRE - PR E S - ST - B RSVAEETPAIRGE - iBSREEY)
AV « 55 - Bizrate Insights /A EI(E 2018 fEEHE4EREHE NG F R MRTFIEE
s Etad  OHEE I E ARG - SRR DS ERN (R AP EEE
MR EREARY) - T R E MR ARERH S R B e e T

Iy ~ SUS&QUIS

24 5 A 2 7% (System Usability Scale - f&5f# SUS)ZH1(Brooke, 1996)FfriEH » FZR T fig#x
B S o D~ ERCRES E FHAR =0 S 4k 7 R & P M - 3 T B DA 7 B % s i b (BRE R
2016)FF SUS Jr#frFii 2 iy & EfT APP » 2 T g (s = AE(E ] APP 4852 HIVELSZ - HENT
ISR FEZERHGRAY A 5 (EUESEE - 2016)(s0 I B RS FEHI 2 /F Ko i Bt /P RIHVIRAE 24 Wikl
FHETEN > FHEH SUS ERKEEE S/ H A E M -

¥ F & 5 B = & & 32 (Questionnaire for User Interaction Satisfaction - fi§fE QUIS)EH(Chin,
Diehl & Norman, 1988)3%[ER 5 EH B A2 A B & B8 Bz (Human-Computer Interaction Lab)fg
i AR BRI B A B R - (BB Te » 2017)FH QUIS SRR & H
FREE B FERENEWERE - Kot Rl AR 8 Hieifst o (B > 2019)F88 DL
P B BT TE N RS L T BN SEEELIER APP » NI QUIS ERITEER N » DURHLE T Fok
ARG o

MRAE baliam it - DIEAERE B ERAVIR ST LIE BB EH » R KIRIVES, - Sy
L~ RS ENEENES  HEEREEI ETRE XN SBEE. - AR SRR E] R o] DUSHIE
ECIEEREN N BEEIRE RN - ARGE - TR - B8 - sEERE - SEREAETEI0R
raiEte o Hp e VB ER R SR - DUEHZEAIH HTC Vive T4 - FHEBHER
4~ R IR S P A TS LA IT A se R Bt E RO e 8 H 23 EBIN &
FNIMARE BIEEZ DI - BUELIER HEETBETE - seiB AR pERe i iR E
=% R E g -

2  FRREHFAE
— ~ IERELRIE

(—) HTC VIVE

AbtFe EZFER HTC VIVE (F HEREEUR S - fRftaE B GBI i s s B
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HIBHEA/ NS TTEREE - IRIEHYEIERE MG E - R R T (FETTRSER - T VIVE %
HIER4E T E R E R B 2R AR (L 52 (Ol BT B A7 FE RS B B KR £2 71

#&(E VIVE g% fitea 360 FEEHEENL I EFRHHmERERERYRlT - TR B P2 - &
2 By HTC VIVE BYz£4AIFRA&ERE -

# 2 HTCVIVE #E(VIVE AHEE 7 H8u)

VIVE B # RS

VIVE SHEGBUR 3RS

wE: T HX 3.6 If Dual AMOLED RS

FEATIE © BRHREEATIE 1080 X 1200 3

BREHTR 90 Hz(fif%k)

gy - 110 &

LR E  VIVE B £ (Chaperone System) B E AL
JERFESS © SteamVR IEHER  ESIRGHIES - FEIRERIERE
PEEE I E

HEE M - HDMI ~ USB 2.0 ~ 3.5 mm IZAGE HAERETL - &5
JREEFL ~ BEEF

W ASCE © NER T

NRHS SRR %S © M PEREEEEAsE F B

VIVE iz

VIVE 235

JEUESS - SteamVR AEHER i

T ASEE © LThREMETREI - AEEITHTIRESE « PSR
M~ 2O BEEEEE - DhHEBEER SR

B FEE AR 496 /NEF

AEEHEPARE ¢ Micro-USB i

VIVE &t &

EHEERCE K

U AR ¢ N2 R RR A

G © e NR 2 ARIXLS AR KR/NEFRRANE 3.5 AR
X35, R

O FEAFE

Arduino Pro Mini j& 35/ 5] SparkFun ATiffsd - F AR Z00 B ATmegal6s » EEEE
MR B R 7y By 3.3V A1 5V Witd - B 14 %z 1/0 /il » Hrp 6 {EAT{F K PWM 24 -
8 {EEEELEG AFER] - SRAM & 2KB » EEPROM £ 1KB - ESARFEZESr 8 MHz £ 16 MHz - £ KHY
(EREREE R MERE RS - T ERCAR & - LLAERF 2 RS RE D (E A B ER R oA -

FTDI FT232RL & 5 F 38 FyilEita i TTL AYEEREREEE - J5{F Arduino Pro Mini FI[f] USB =
HTIEAGESHASE - USB it857g 3.3V HI 5V WifdiEEsE - fjt FT232RL REE& R - RIIL(EA B
+nEs BT e
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(IR e PR A B~ JBRPEE ACE » TEIRE 22-S000 JEEIA Bl LR
ERR - BT RIS » U LR R - SRR EIRR - BOOSUCTIR - I T LA
SRR » ke (R B fa s » FGIEI7E 0-180 2] » HIJTAIiE%] 18KG » HHA 9
530 R 23%12.2%09 5 e TR (6 -

B BRI M 2 75 2 BRI - e E (B A/ » B I 3-FSRA02. A M
B B 12.7mm » BT (EHIEE S A AE] 10KG > — ez Arduino FERHRES6HEIS G0 & 88
PG MR R -

— - EREESRRME

(—) EB1E %N EE-Blender

R FEAEER SR T A — BB UR A5y 3D EHSEFZ#HES — Blender » (i g2
H-P a4t e bV RE 1R I E & T > Blender SEAEA A& AT - WS iR B REMEZAE
41+ .dae ~ .3ds ~ .fbx - .obj + .x3d - FERCRAHYELH A ARG SRRV SRS S B AT » )
BEED LT HZREENR - HIRHHIIIEER S - B0 « 5 - S tiBt - VirEss - ¢
H -~ JEEHRIC - #0E TS - 3D BrEEIIAE - INEL AR Blender {F Ry E 3D ARV TH -

ZARTHIIRARE 1A Blender FARHGAGIEAMIMEL - Hikh ~ 4% H=JrRAMEE - &K
FRAVNEIEEE ~ BRERCE - MBS - EEEHEEEEE 2R - WL H A E AT T
RS - AR sk B — (EAR AR AN AR IE A » REY(E I TEREE Ry 54,342 {1 - %Ky 54,006
{8 > =rHiAiFy 108,068 {5 > (LECIEAE A ELY 363.7M > ANIE 2 AR - [MilEl 3 F et (i I TERLEL
F5 127,596 {5 - 1Ry 179,395 & - =7F81Ai Ky 253,871 {1 - (SECIEEEEELY 103.6M -

il 2 FRAAR AR il 3 FAL AR

(Z) 28551 Z-Unity
G A= F(EA Unity {EREEE > Unity 2K iEs -5y 3D HEEkBHEE5 (% - nI Iz
F# Window B Linux “F-E VST - $RAIPEE=ABHE BT - (RS LAY dmiE (s & RE R T
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> AR GEERGTEINHEERESERA L ANEE > BFEERRES > BHEALE > I8
] ETTEER RS SR TR AR EE - FEE LRI AL ST - NEEARBHTEE Unity HEEs
ZIMERTH -

AFHSEAE Unity2018.3.0 ¥21% 454 Steam VR JEFFZR > Steam VR 5 HTC Ei Value Fiff s
HIREBEE SR 24 » {F & Unity B2 HTC VIVE Z [V EEZ - WDl CHEGES EER A - 24
WI%%B’JW’%& BEREHIHIRBCNE - IRATEE B EHYEEEE - RIRGHEIZES -

Grer FHIEw A - AR 2% Window {E Ry Br#(E2E 2.4 - 1| Blender EEA(4E B =
3D Y R 35 S N HIAHRAYI (4 » S Unity #5805 |55 T 250/ il BR85S P RS Ay 2
FERI{E A Arduino IDE 4Raset ErTHERSAVIS] - BEHE 2GR AS IS 202 3

K3 KIS R

S IS BEHHRHA

Windows 10 TEZE R4 TEZE R

Unity 2018.3.0f2 (64-bit) WSS 4 #2237 VR A

Blender 2.72b (64-bit) 3D FEfSs@ EEEE 7277 3D fEAY

Arduino IDE Arduino 472225 B S 2o R i =t
= RBHHRE

AT 4 T7 BRIE 255 R DU R ER oy » AV BV ER 6 2 AR ~ S s fH R s
{1F Blender EEEESFTICER 5 2407 AIELRIAHYE 6L 2 BERE 2 4R/ ﬁ:ﬁﬁﬁiﬁ%ﬂ =M
Unity #5855 [2EFTEEE  BUE RSBRAYED 77 DUBE 7 E0HIZs 243 Arduino Pro Mini g zE R 5% %] PC
PC FIFfaai i 7= - AR FE BRI VIVE 8% L - 48 4 s -

-

p
L HAEF Blender
P
Lm’i& fir& Unity

o T " HTIC |
WR&#E®m EUNES S

BIGAEE
AT B 1E

il 4 FR4e75 Yl
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M~ BEERE

(—) BEREREEE

KA FEE R 52 £ BESHAERES KR PR AR DUFHSAVAERE (TR R E AR - M 4K
AEEREEEIEYINTT R > BRRME A SRR SN EH A TR E - BRI HEE 2=
[EHEFTZEE > MIAWIEEERRN A VR BRGEURERS - NIASRERASE T eREE -
SR ZHE -

AT E R E 5y By HTC VIVE B8 FEME Y - WEEE AT S Sha b 2 Bk -
SZRETRZERTAR/N By 2 0K X2 SREVEREIA T TG - [FIRFACHE VIVE BHRGUACE R B3 T& »
RN EE BRI HE T -

() BBAR

FERNETR=ET AR - 2 ANER - (CHELIREERER - 2AFIT
3 AFHAERSL 10 > BEHELDHIWERER 28 ¥ - MHEEHF R LEERE
aat o ArEIE R 1-6 0y 1 o REFRE A ImE > 3 pEEEER 5 nIRIEEWE -

(Z) BERRE

AR E BRI IAL) 5-10 55 » T RAHS : HRATRY I - RI5
7+ FEAIRRETAIT

It IR
AT 2 N E R AR A HIBCE T U - WAL E R H VELRAE - SR E
S iEie e iGN T 2T -
2. T el T
HhEfE T2 H IR VIVE RIS - 2 T2H VIVE #Zil8s - A TR
RIE EEREBETERSEEERAE - QI AISANCE TR -

3.FHBIHE
EERGE R GRS TZHEETES > APEEEAEH - 255 AtEE - #
MEDBRERLERFEIE > ZE T ARGt 2R — el - DU RS

o

B2 - BERRERASH

— VR RHEH

AT FE 2 STk a TS A — e AR R B - A1 — (P e - & e Eakae
Pl ~ R HAECPRSE - ANfE S~ 6 s - EFHEAEEASRREGILEIE R — AR AR
Al > JrEGEEL Unity & Ey Canvas /E 5 Ul i TataT - HAERERIRE - ®iRkAE
RARE N R AR - 408 7> K P& EE BB ERET T NWER | FREMEERR
E R PR BERE B PR ETT 290 R 0F - MDA ISRy 2R BHE A 2R A E - SBEAE A g
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DURy BE AR /R 30 ] DL #T B BE AV B {F > FIAH ScrollRect JT {4 IR ¥ B WUR » 8L
horizontalNormalizedPosition J& {4 AZRI/K-F 5 RIAVE - EEEERE 1> AIFE 0 EHbHG > 52
PSR R DRE -

el 6 AL st

GL

7 RS il 8 R H—EIR KRR E

TELRBAERE T B TEERE BN KRS BAtEE AR = 2 hl R4l e -
MR EE o A AR ARETATE - 1 E R AR I = B2 AYEE - S RHEE
K ODEZE > A0E 8 Fiw o RIS B K > IRARME ZHEE LB - RGERRIE
SR HEPTEENRRAE S > WE 9 RFEIRKAREE B E Z 1200 - &4 rend.material.
color - read.material. mainTexture sREEHUE R » W NHE EAVEEME -

public class Colorclothes - HMomoBehawiour
{

Renderer rend; {

public class Materialclothes : MonoBehaviour

public Texture[] textures;

woid Start() public Renderer rend;
{

rend = GetComponent=Renderer=();

1 void Start()
public void colorl( {
{ = derer .
¢olor color = Color.red: rend = GetComponent<Renderer>();
rend material color = color; }
1 public void Materiall()
public void colorZ() {
{ B
Color color = Color.gray: rend.material.mainTexture = textures[0];

rend _material color = color;

}
] public void Material2()
public woid color3()

{ {
Color color = Color.white; rend.material .mainTexture = textures[1];
rend _material color = colox;

H o -
woid Updatel ) public void Material3()

{ {
rend.material .mainTexture = textures[2];

H
' }

9 SEHEKMEE M 2 R
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i BALGHET T AR EffE L - 200 10 £ Unity 8K Arduino Pro Mini BHEEHRAVER 1B FirémeE < 122
1& - LA System.io Bl 7 =S EE - #2UKE] Com port i Ry 8 ~ g% s 9600 1% - FARUT YR
AELTERIE LR - PR RE RSB D BUE » 1E Unity 2288 PETTIREMSTERZ RERY L
W 11 Fr > FUCR EBE T ER R AR ERETTY XYZ A > AREft e R b T e
Fefiks -

[BerializeField]
public static string move;
public Seriallort sp = new Serialfort("COMB", S6007%;

wold Start()
i
=p Openi );
zp ReadTimeout = 1;

i

S Tpdate i called once per frame
volid Tpdate()
i

if {=p.Islpen)

i

move = sp ReadLine( );

1
!

10 Arduino Ei Unity System.io %8 Bl {54 2 £ %

if (mowe == "0")

{
eulerdngy = -102;
enlerfngt = 201;
eulerfng? = -28;

Htransform_ localPosition = new VectorZ{eulerfngh, eulerfngy, eulerfingZ);

gamelbject transform_ localRotation = Quaternion Euler({enlerfngk, eulerfngY, eulerfngZ);
1
else 1f (move == "11") {

ellerfingy = -100;

enlerfngt = -90;

ellerfngd = -20;

Htransform. localPosition = new Vector3(ewlerfngk, eulerfngY, eulerfingZ);

gamelhject transform localRotation = Quaternion Euler({eulerfrgk, eulerfngY, eulerbngZ);

11 Unity iz 5 R A% 5 2 B XS

E BB RS B EER - A2 ik 2 3R AR e R R i
INTTHIBEEIRG - FH(E P IR B B DS e AR i — i > 41l 12
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BB BEREEEN - RSB EREES - AR SE R 2R TEE e
EHEAVEERY - R E R B A EPE AT AR — i - 406 13 -

— -WBEFE

ZEFFE I Arduino Pro Mini B8 Hi 882 FT232RL & > Arduino IDE 4885 - s i ag %
R0 A8 14 For &6 6 BT RGHIES (FSRA02) » S B A& BRI (EAV N PR 22 8 IR 5 22 (SG9O)
(el > HEFTAHSSIERVENTE - & 4 REETJE RCAIER BB R - & MBI E/ NS
2009 » AREfis A~ & AL BB (L - &R J{EAE 201-7509 [ » AR A BEFE BB 2 - T
BRI AR 7509 I » AR ey 2 B FEAVBEE AL -

int sensorValue = analogPRead (A0};
1f [mensorValue <= 200} {
Serial println(™0%};
delay (1)
¥
mlmm 1f [(mepmor¥Palue <= 750 £ sensorValues 200 ) {
Serial println(™1"};
delay(l};

¥

]l me |

Serial println(™11%};
delay(l});

¥

14 Arduino Pro Mini B 2§k 4 2 12 A%
K4 BIEFE RN SER R

AR EfEFEAE fms (L g H

iy Arduino {1 0 1 11
FIEE RGO

B 1(q) <200 201-750 751-1023
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