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Adaptive Performance
Audio
Editor
Graphics
Input Manager
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
Ads
Analytics
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
Tags and Layers
TextMesh Pro
Time
Timeline
Ul Builder
Version Control
XR Plugin Management
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Physics

Gravity

Default Material

Bounce Threshold

Default Max Depenetration Velocity
Sleep Threshold

Default Contact Offset

Default Solver lterations

Default Solver Velocity Iterations
Queries Hit Backfaces

Queries Hit Triggers

Enable Adaptive Force

Contacts Generation

Auto Simulation

Auto Sync Transforms

Reuse Collision Callbacks

Cloth Gravity

Contact Pairs Mode

Broadphase Type

World Bounds
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Friction Type

Enable Enhanced Determinism

Enable Unified Heightmaps

Solver Type
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Layer Collision Matrix
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TransparentFX v
Ignore Raycast v

Water v
Ul v
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X0

None (Physic Material)
2
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0.01

20

20

Persistent Contact Manifold
v

v
X0 Y -9.81
Default Contact Pairs

Sweep And Prune Broadphase

X 0 Y8 0
X 250 Y 250
8

Two Directional Friction Tvne

v
Temporal Gauss Seidel
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Shader _ 2 System. Col lections. Generic
Shader Variant Collection 3 USing UnltyEnglne,
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14 = \ioid Update () N9
15 |
16 o : Debug. Log (“Cal led Updatel! 1) ;
17 |
]8 A IS I S I IS IS S S S s e e s
19
160% - @ EEEROMYIEATLE I~ e

~9" TOPPERS

* Toyohashi OPen Platform
for Embedded Real-time Systems




SHE B (Unity A2V N DEINSE (2.2 t

UOHMICULJTLE  CUIIPUIETIE YU cip

) Main Camera y Untagged v Layer Default
3 Dir Light
7 Plane

Transform

Cylinder (Mesh Filter)
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Lighting
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https://docs.unity3d.com/ja/2023.2/Manual/ExecutionOrder.html

Start() H Initialization ]

FixedUpdate() H Physics

Rendering

[ Input events ] [ End of frame ]

Update() H Game logic [ Pausing

~g% TOPPERS [ Decommissioning ]
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UnityfA>

Reset is called when the script is attached and not in playmode.

Start is only ever called once for a given script.

The physics cycle may happen more than once per frame i
the fixed time step is less than the actual frame update time.

Internal animation update

3k

Awake

|
OnEnzable

v

Reset

v

Start

< \

2/
FixedUpdate

1TlER
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Legend
User callback

[ Internal function

Internal multithreaded function

Siate machine update |

OnStateMachineEnter/Exit

Pmoe.slsGraph |

Internal animation update

Fire animation events
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E2E(IFixedUpdate( )N TEIT
N9

StateMachineBehaviour callbacks
OnAnimatoriiove

nternal physics update

ProcessAnimation |

B

OnAnimator]k

WiriteTransform |
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\\riteProperties )
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|
OnCollisiona 0 “

|
yield WaitForFiiedUpdate
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OnMouseX XX

v

Update

I
yield null

If & coroutine has yielded previously but is now dueto [ yield WaitForSeconds

resume then execution takes place during this part ofthe . y
update. | yield VWY |

yield StariCoroutine )

Internal animation update | State machine updat

OnStateMachineEnter/Exit

|.. ProcessGraph

Fire animation events

| StateMachineBehaviour callbacks

CnAnimatoriMove

i

CnAnimatorik

| WriteTransform

( WriteProperties

Latelpdate ]

v

OnPreCull
OnWillRenderOhject |
CnBecameVisible ‘ ]
OnBecamelnvisible |
OnPreRender
OnRenderObject
OnPostRender

OnRenderimage |
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OnDrawGizmos is only called while working in the editor.

onGUl is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

COnDisable is called only when the script was disabled during

the frame. OnEnable will be called if it is enabled again. |
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OnGUI

[ yield WaitForEndOfFrame |
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OnApplicationPause

OnApplicationCuit
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OnDisable
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CnDestroy

Gizmo rendering

GUI rendering

End of frame
Pausing

Decommissioning
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while done total_time < 4000:

f = open('dev/ai/cmd.txt’, 'r')
value = f.readlines()
f.close()

sensors = env.hako.execute()

scan = robo.get_state("scan", sensors)

scan_ranges = scan[ 'ranges’']

scan_min = min(min(scan_ranges[©:15]), min(scan_ranges[345:359]))
print(“scan=" + str(scan_min))

if (scan_min »>= 0.2):
motor = robo.get_action('cmd vel')
motor['linear']["'x'] = float(value[@])
motor[ ‘angular']['z'] = ©.8

else:
motor = robo.get_action('cmd_vel')
motor['linear']['x'] = ©.0

motor[ ‘angular‘]['z'] = -2.8

for channel_id in robo.actions:
robo.hako.write_pdu(channel_id, robo.actions[channel_id])
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