
Chunity Reference 
 
For the most up-to-date information, please visit  
http://chuck.stanford.edu/chunity/. 
 
For the full set of tutorials, please visit 
http://chuck.stanford.edu/chunity/tutorials/. 
 
 
Initial Setup: 
This tutorial will cover how to add ChucK to an individual game object. 

First, we need to add a global game object to hold our scene's ChuckMainInstance. All objects 
that play ChucK code will contain a reference to this object. (It's possible to have as many of 
these in a scene as you need, but in practice, this is only for special circumstances like accessing 
two different microphones.) 

Here, I have created a new empty game object called TheChuck and I am adding 
the ChuckMainInstance component to it. 

 

 



 

Doing so will automatically add an Audio Source to the object. This is used to fetch the 
microphone input correctly. You can ignore it. (If you want to play audio files in ChucK, you 
should not use this Audio Source but should instead follow the directions in the Audio 
Files tutorial.) 

You can also ignore the Microphone Identifier field, unless you want to use a microphone 
different than your system's default microphone. (In that case, put some substring of the name of 
the microphone into this field.) 

 



Now that we have created a ChuckMainInstance for our scene, we can begin 
creating ChuckSubInstances on game objects in our scene. 

Pick the game object you want to add ChucK to. In this case, I will add it to my Player object. 

Add a ChuckSubInstance script to this game object. 

By adding this script, an Audio Source will also be added to your game object. This Audio 
Source is used by ChucK to function correctly. (If you want to play audio files in ChucK, you 
should not use this Audio Source but should instead follow the directions in the Audio 
Files tutorial.) 

 



The next step is to give this component a reference to the ChuckMainInstance we created earlier. 
Drag it into the Chuck Main Instance slot on the new ChuckSubInstance component. 

 



If you are using ChucK spatially, you can edit the 3D Sound options of this Audio Source. Since 
we are not using this ChucK spatially, we can leave all the settings alone. Now we are done 
adding a ChucK Instance to our scene! 

 

 

You can access this component as you would any other component, e.g. 

GetComponent<ChuckSubInstance>().RunCode(@“…”); 

 

For example: 

void	Start()	{	
		 rb	=	GetComponent<Rigidbody>();	
		 count	=	0;	
		 SetCountText();	
		 winText.text	=	"";	
			 GetComponent<ChuckSubInstance>().RunCode(@"	
		 	 SinOsc	foo	=>	dac;	
		 	 while(	true	)	
		 	 {	
		 	 	 Math.random2f(	300,	1000	)	=>	foo.freq;	
		 	 	 100::ms	=>	now;	
		 	 }	
		 ");	
	} 
 

You’re now set up to run ChucK code in Unity! Please refer to the tutorials: 
http://chuck.stanford.edu/chunity/tutorials/ 

and documentation: 
http://chuck.stanford.edu/chunity/documentation/ 

 

 


