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int

main(int argc, char* argv[])

{
Param param(argc, argv);
bool result = execute(param);
return result 72 0 : 1;
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private void buttonl_Click(object sender, System.EventArgs e)
{

execute();
buttonl.FindForm();
result ? "success" : "failed";

bool result
Form myForm
myForm. Text
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public class MyScript : MonoBehaviour

{ void Start O
{ // initialization
5
void Update O
: // called once per frame



Arduino®

sketch aprlba §

volid setup() {
// put your setup code here, to run once:

¥

void loop() {
// put your main code here, to run repeatedly:




Arduino®setup & loop & Bl

1nt
main()
{
setup();
for (55) {
Loop();
¥

return 0;
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public class MyScript : MonoBehaviour

{
void Start O

{
// initialization
}
void Update O
{
// called once per frame
$
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public class Test : MonoBehaviour {

1 }l/ — 9: \/ private int count_;

void Start()

JOv VBB =EITS { count_ = 100;

StartCoroutine(loop());
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void Update()

{
--count_;

3

IEnumerator Loop()

{

- while (count_ > @) {
y|e[d C LD %,%/\]EE yield return null;

3
Debug.Log("done.");

}
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