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Le Code Arduino utilisé

Avant d’utiliser ce code, il faut télécharger le fichier Unojoy.h et I'inclure dans le méme

fichier que le code pour pouvoir I'exécuter.

UnoJoyArduinoSample

#include "Unodoy.h"

woid setup(){
setupPins();
setuplUnodov () 7

void loop(){
f/ Always be getting fresh data
dataForController t controllerData = getControllerData():
setControllerData(controllerData) ;

woid setupPins{void) {

// Set all the digital pins as inputs

/f with the pull-up enabkled, except for the

f/ two serial line pins

for [(int i = 27 1 <= 12; i++){
pinMode (i, INPUT):
digitalWrite(i, HIGH):

}

pinMode (R4, INPUT):

digitalWrite (R4, HIGH):

pinMode (RS, INPUT);

digitalWrite (RS, HIGH);

dataForController_t getControllerData(void) |

ff Set up a place for our controller data

// Use the getBlankDataForController() function, since
// Jjust declaring a fresh dataForController t tends

ff to get you one filled with junk from other, random
£/ walues that were in those memory locations before
dataForController t controllerData = getBlankDataForController():
/f S5ince our buttons are all held high and

f/ pulled low when presased, we use the ™!"

// operator to invert the readings from the pins
controllerData.trianglefn = !digicalRead(2):
controllerData.circlefn = !digitalRead(3):
controllerData.squareln = 'digitalBesad(4):
controllerData.cross0n = !digitalBead(5);
controllerData.dpadUpOn = 'digitalRead(6):



;
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UnodoyArduinoSample §

pinMode (i, INFUT):
digitalWrite (i, HIGH):

nMode (A4, INPUT):
gitalWrite(hd, HIGH);
nMode (A5, INPUT):
gitalWrite (A5, HIGH):

dataForController t getControllerData (void) {

£
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Set up a place for our controller data
Use the getBlankDataForController() functicnlsince
just declaring a fresh dataForController t tends
to get you one filled with junk from other, random
values that were in those memory locations before

dataForController t controllerData = getBlankDataForController():

S/ Since our buttons are all held high and

f/ pulled low when pressed, we use the "™!'™

// operator to invert the readings from the pins
controllerData.triangleln = !digitalBead(2);
controllerData.circlefn = !digitalBead(3):
controllerData.squaredn = !digitalBead(4):
controllerData.crossin = 'digitalRead(5);

controllerData.dpadUpOn = !digitalBsad(6):
controllerData.dpadDownOn = !digitalBRead(7);
controllerData.dpadleftOn = !digitalBRead(8);
controllerData.dpadRightOn = !digitalBead(%);
controllerData.ll0n = !digitalBRead{10);
controllerData.rlOn = !'digitalBead(ll);
controllerData.selectOn = !digitalBead(12);
controllerData.atartOn = 'digitalRead(Ad):

controllerData.home0n = !digitalRead (R5);

// 52t the analog sticks

S/ Since analogRead{pin) returns a 10 bit wvalue,
// we need to perform a bit shift operation to
// loae the 2 least significant bita and get an
S/ 8§ bit number that we can use

controllerData.leftStickX = analogBead (R0) >> 2;

£

re

And return the data!
turn controllerData;



Branchement du potentiometre
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Branchement des lumieéres LED
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On fait ce branchement pour chaque lumicre et on ajoute les boutons.

connecté aux deux pins de la led.
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Produit final




