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AHOTALNIA

Kot O. P. IIporpamue 3a0e3ne4eHHsI CUCTEMH KEPYBAHHH €MYJSITOPOM
KOMI’KOTEPHOI MHIII 3 BHKOPHUCTAHHSIM  MiKpokoHTpoJiepiB  Joi-Con.
123 Komn’rorepra  iHikeHepi. LleHTpajJbHOYKPAIHCHbKUI  HANIOHAJIbHUI
TexHiYHui yHiBepcuTeT. KponuBHuubkui. 2024.

VY nauniii kBamidikamiiiHii OakamaBpChKiii poOOTI PO3pOOJIEHO MpOrpamHe
3a0€e3MeUeHHs], sIKe MTPU3HAYEHO JJIsi eMYJISIIT KOMIT I0T€PHOT MUIII 3 BUKOPUCTAHHSIM
MiKpoKoHTpoJiepiB Joi-Con.

MeTtoro poOOTH € CTBOPEHHS TPOrPaMHOTO 3a0€3MeUeHHs EMYIISITOpA.

Pe3ynbTar poOoTH — mporpamMHa peanisailisi 3aCTOCYHKY EMYJIATOPY.

B mpomeci pobotn Ham peamizaii€lo eMylIaTopa BUKOHAHO JOCIIKEHHS
ICHYIOUMX METO/IIB, AJITOPUTMIB Ta MPOrpaMHUX 3ac00iB. Po3pobiieHO Ta peasizoBaHo
BJIACHE TIPOrpaMHe 3a0e3MeueHHs, 3/IINCHEHO OMKC BCIX HOTO KOMITOHEHTIB.

Po3po6aeno 3pyunuit intepdeiic kopucryBada. HaBeaeH1 iHCTpyKIIii 1o poOOTi
3 MPOTPAaMHUMU 3aCO0aMHU.

[Tporpama moxe BukopuctoByBatucs Ha [IEOM apxitexktypu IBM PC 3 OC
Windows 10/11.

[Tporpamy po3pobaeHo Ha MoBax mporpamyBaHHs C#.

Karouosi ciosa: Joy-Con, koTposep, emymistop, Unity, akcemepomerp,

r1pOCKOI



ABSTRACT

Kot O. R. Software for a computer mouse emulator control system using
Joi-Con microcontrollers. 123 Computer engineering. Central Ukrainian
National Technical University. Kropyvnytskyi. 2024.

In this bachelor's thesis, software has been developed that is designed to
emulate a computer mouse using Joi-Con microcontrollers.

The purpose of the work is to create emulator software.

The result of the work is the software implementation of the emulator
application.

In the process of working on the implementation of the emulator, a study of
existing methods, algorithms and software tools was performed. The proprietary
software was developed and implemented, and all its components were described.

A convenient user interface was developed. Instructions for working with the
software are given.

The program can be used on IBM PC architecture PCs with Windows 10/11.

The program is developed in C# programming language.

Keywords: Joy-Con, controller, emulator, Unity, accelerometer, gyroscope
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IHEPEJIIK YMOBHHUX ITIO3HAYEHBb, CUMBOJIIB,
OJIUHUIDb I TEPMIHIB

PC-ABS — konctpykuiinuit Matepian mist 3 /] npyky Ha ocHoBi ABS mactuky 3
nonasa"HHsM 30% PC

PCBA — Printed Circuit Board + Assembly, apykoBana miarta

Amiibo — cepia IHTEpaKTUBHUX (IrypoK Ta KapTOK, IO BHUIYCKAETHCA
kommnani€ero Nintendo. @irypku MarOTh Yill 1 TIATPUMYIOTh KOMYHIKAIIIIO 3 KOHCOJISIMHU
IpU BUKOPUCTaHHI crieriaibHoro 3untyBadya NFC MiTok

IDE — InTerpoBane cepenoBuIie po3pooKu

NFC — Near-Field Communication, exHoJoris 0e3/JpOTOBOrO 3B'SI3KY MaJoro
paniyca Aii «3a OJUH AOTHK». 3abe3neuye oOMiH JaHUMH MK MPUCTPOSIMHU Ha BiJCTaHI
omu3bKo 10 cm

[Y-xkamepa — ue iHGpauepBOHMIl MPUCTPINA, SKHUA CTBOPIOE 300pakKeHHS 3
1H(pauepBOHOTO BUITPOMIHIOBAHHS

IMU — [Hepuiiinuii BUMIPIOBATLHUM PUCTPIN

LRA — JliniitHu#1 pe30HaHCHUIT TPUBOJ

MCU — Multipoint Control Unit, CepBep O6araTocTopoHHBOI KOHpepeHIIii
amapaTHO-IPOTPAaMHUI  TPHUCTPIA, TpU3HAYEHWW Uil  OO0'€MHAHHS  aymio- Ta
BiJIcOKOH(epeHIIii B 0ararocTOpOHHOMY PEKUMI1

ATl — Ananoro-uudpoBuii nepeTBOprOBay

ApPK.

BKPbB-123.24.0007.00.00.713

Bum. | Apx. | Ne Dokym. ITionuc | Jama 2




BCTYII

CyyacHi TEXHOJIOT1l HAJal0Th IIMPOKI MOMKIMBOCTI JUIS TIOJNIMIICHHS SIKOCTI
KUTTS JTIOJIEH, BKITFOYAIOYH Ti, XTO Ma€ 0OMexeHi ¢i3uaHi MOKIUBOCTI. OIHIEIO 3 TAKUX
TEXHOJIOT1HM € eMYJISIisl KOMIT'IOTEPHOI MUIII1 3a JOMOMOTOI0 aIbT€PHATUBHUX MPUCTPOIB
BBOJIy, 1[0 MOK€ 3HAYHO CIPOCTUTH TPOIEC B3aEMOJIT 3 KOMITHOTEPOM ISl PI3HUX
KaTeropiii kopuctysauiB. 30kpeMa, koHtposepu Joy-Con Bifg irpoBoi koHcodi Nintendo
Switch BoJIOZIIOTE YHIKQIBHUMU MOKJIMBOCTSIMU JJIsi CTBOPEHHS 1HHOBAIIMHUX PIlICHBb
y L1 ramy3i 3aBASKH CBOil MOPTATUBHOCTI, TOYHOCTI Ta YHIBEPCATbHOCTI.

Meta i 3aBAaHHfl AOCJHiI:KeHHA. MeTa JaHOrO AUIUIOMHOTO MPOEKTY —
po3pobOka mporpamHoro 3abesneueHHs ([13) nmsa cucremu KepyBaHHS EMYJISITOPOM
KOMIT FOTEPHOI MHUIII 3 BUKOPUCTAHHIM KOHTpoJiepiB Joy-Con. Lle pimeHHs cipsMoBaHe
Ha MOJIETIIEHHSI KEPYBAHHS KOMIT'IOTEPHOIO MHUIICIO /il BCIX KOPHUCTYBauiB, OCOOIMBO
TUX, XTO Ma€ OOMEXeHI MOXJIUBOCTI. OCHOBHHMH 3aBIaHHSIMH IIbOTO TPOEKTY €
3a0€3MeUeHHS 3pyYHOCTI, TOUHOCTI Ta HAAIHHOCTI Y BUKOPUCTaHHI KOHTpoJiepiB Joy-Con
SK aJIbTEPHATUBHOIO MPHUCTPOIO BBOJY. Y TIpoIeci MOCHIIKEHHS OynyTh pPO3TISHYTI
TEXHIYHI Ta MPOrPaMHI aCMEKTH PO3POOKH, BKIIOYAIOUM AITOPUTMH OOpOOKH JaHUX 3
Joy-Con, meTonu mepejiaul KX JaHUX 0 KOMIT'IOTE€pa Ta IHTErpaiis 3 omnepauiiHoo

CHUCTCMOIO.

IIpakTyHa  HiHHICTL  OTPUMAHMX  pe3yJbTaTiB. Pesynapraté  1M1€i
KkBamidikamiitHoi poOOTH MOXXYTh CTaTH KPOKOM Y HAaINpPsSMKY CTBOPEHHSI JOCTYITHIIITUX
TEXHOJIOTIH, M0 CHPUATUMYTh IHTETparlii JoAe 3 OOMEKEHHMH MOXJIHBOCTSIMH B
nudpoBuit cBiT. BrpoBamkeHHs TMOMIOHUX pIlIEHh HE JHIIE MOKPAIIUTh JOCBIJ
KOPUCTYBAaHHS JaHUM IMPUCTPOEM, aje il HAJaCTh HOB1 MOKJIMBOCTI JI camopeati3allii

Ta MPOJAYKTUBHOI IsUTHHOCTI JIFOJIeH 3a3HaUE€HOI KaTeropii.

ApK.
BKPbB-123.24.0007.00.00.713 -

Bum. | Apx. | Ne Dokym. ITionuc | Jama 3




1 ITPU3HAYEHHS TA OBJIACTbD BUKOPUCTAHHA

1.1 Ilpu3dHaYeHHH CHCTEMHU

Po3pobnene mporpamHe 3a0e3ledeHHsl A CUCTEMHU KEpyBaHHS €MYJISTOPOM
KOMIT'FOTEpPHOT MHMIII 3 BHUKOPUCTAaHHAM KOHTpoJiepiB Joy-Con mnpu3HaueHe i
3a0e3MeyeHHs] albTEPHATUBHOTO METOAY YINPaBIiHHS KypcopoM Ha KOMII IOTEpI.
OcHoBHIi 3aB1aHHs Ta QYHKIIIT MPOrpaMHOTO 3a0€3MeUeHHs BKIIIOYAIOTh:

1) Emynsaais pyxiB mumii: [lepetBopeHHst pyxiB koHTpojepiB Joy-Con y
BIJIMOBIHI PyXU Kypcopa Ha eKpaHi KOMIT I0Tepa.

2) Emynamis kmikiB: 3a0e3neueHHsT MOKIMBOCTI BMKOHAHHS HATHUCKAHb MHIII
(JTiBMIA 1 MpaBHii KJIIKK) 32 JOTIOMOTOF0 KHOTIOK Ha Joy-Con.

3) HanawrtyBanus uytnuBocTi: HamanHs  KopUCTyBayaM  MOJKJIMBOCTI
HAJAIITOBYBAaTH UyTJIMBICTh Ta IBUAKICTH PyXy Kypcopa BIAMOBIIHO 10 IXHIX MOTped Ta
BII0J100AaHb.

4) IlinTpumka HanmamTyBaHHs KHomok: HamamryBanus kHomok Ha Joy-Con Ha
KJaBilIl KiaBlaTypu abo TPOCTUX KOMaH[, SIKI MOXYTb OyTH KOPHCHI JUIsl OLIbII
e(EeKTUBHOTO YIPABIIHHS KOMIT FOTEPOM.

5) Iurepdeiic xopuctyBaua: [IpomoHyBaHHS IHTYITUBHO 3pO3yMIJIOro Ta
JOCTYIHOTO 1HTeP(ENCY /IS HaJaIlITyBaHHS Ta BUKOPUCTAHHS eMYJISTOpa, 30Kpema AJis

moneﬁ 3 00OMEXCHUMHU MOKJIUBOCTSIMH.

1.2 OobaacTb 3acTOCYyBaHHS

Cucrema, po3pobiieHa B paMKax LBOrO MPOEKTYy, MpHU3HAu€Ha MJs MIMPOKOTO
KOJIa KOPUCTYBAYiB 1 OpraHizalliid, 1o noTpedyTh aIbTEPHATUBHUX METO/IIB KEPYBaHHS
KOMI'IOTEpHOI0 MuIiero. Bona Oyne KopucHa sIK JIOIAM, sIKI Oa)KalOTh CHPOCTUTHU

KCPYBAaHHA KOMH'IOTGpOM, TaKk 1 JIaIM 3 0OMEKEHUMH MOJXJ/IMBOCTAMH, IKHUM
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TpaauIliiHI MeTOaM MOXYyTh OyTu HemoctynHi. Cucrema mnoeaHye B coOi
(GYHKI[IOHATBHICT, €MYyJIATOpa KOMMO'IOTEpHOI MwuIml Ta KoHTposuepiB Joy-Con,
3a0€3MeuyoUn YHIBEPCAIBHICTD 1 MPOCTOTY BUKOPHUCTAHHS.

Cdepu 3acTocyBaHHS:

a) JlomoMixkHI TEXHOJIOTIi I JIoJed 3 OOMEKEHUMH MOXKIMBOCTSIMU: JIJIS
KOPUCTYBauiB 3 (HI3UYHUMH OOMEKEHHSIMHU, Kl HE MOXYTh €(PEKTUBHO KOPUCTYBATHUCS
CTaHIapPTHOIO KOMIT IOTEPHOI0 MUIIICIO; AJIsl 0Ci0 3 TpaBMaMu pykK abo0 IHIIMMH CTaHAMH,
10 YCKJIAAHIOIOTH TPAIUIIIHE KEPYyBAHHS KOMIT FOTEPOM.

0) OcCBITHI 3aKJaju: y IIKOJaX Ta yHIBEpCUTETaX IS 3a0€3MeUeHHS JOCTYITY 110
KOMIT IOTEpIB /IS BCiX 3700yBaviB OCBITH, BKIIOYAIOUN THUX, XTO Ma€ 0COOIMBI MOTPeOH,
B AKOCTI HAaBYAJILHOTO 1THCTPYMEHTY JJIi BABUEHHS aJbTEPHATUBHUX METOJIIB B3a€EMOJII1 3
KOMIT FOT€paMHU.

B) Po3BaxanbH1 Ta IrpoBl JOJATKU: y PO3BAXKAIbHUX LIEHTPAX 1 KOMI IOTEPHHUX
KIIy0ax i 3a0e3ledeHHs 1HHOBAIlIMHUX METOJIB KEpyBaHHsS IrpaMH Ta I1HIIUMU
J0JaTKaMu; IJisl TeMEpIB, K1 XO04yTh cipoOyBaTH HOBI CIIOCOOM B3a€MOJIIT 3 irpamu 3a
nornomororo Joy-Con.

r) Poboui micus Ta odicu: nisa MpaiiBHUKIB, K1 MPOBOJATH OaraTo yacy 3a
KOMIT'IOTEpOM 1 MOTPeOyIOTh aIbTEePHATHBHUX METOIB KEpPyBaHHS IS 3MCHIICHHS
HaBaHTAXXEHHS Ha PYKM Ta 3aro0iraHHs mpodeciiHuM 3aXBOPIOBaAHHSM.

1) Cdepa 0XOpOHU 3/I0pOB'S: s peaOuTITAIIHUX MPOTPaM, /1€ BUKOPUCTAHHS
Joy-Con mMoe 101oMOrTi B po3po0ili MOTOPHUX HABUYOK MAI[I€HTIB.

Ile mporpamue 3abe3leueHHS CHOpsIMOBAHE Ha Te, MO0 3poOUTH PpOOOTYy 3
KOMIT FOTEpOM OUIBII JOCTYIMHOIO Ta KOM(MOPTHOIO IS IMIMPOKOTO KOJIa KOPUCTYBAUiB,
3a0e3Meuyoun iM MOXJIHMBICTh €(PEKTHUBHO B3a€EMOJISITH 3 CYYaCHUMHU HUGPOBUMHU

TEXHOJIOTISIMH.
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2 TIEPEI'JIAA I AHAJIOTTYHUX ICHYIOUYUX CUCTEM

2.1 Orusia iCHyIOUMX CHCTEM, TeXHOJIOTI, apXiTeKTyp, NPOrPpaAMHHUX pillleHb

3a mpogisieM TeMu KBaJipikaniiiHoi 0aKkagaBpcbKOi podoTH

JUis BuU3HAUeHHS BUMOT Ta (YHKUIOHATY [0 MPOTPAMHOTO 3aCTOCYHKY
HEOOX1HO AOCTIAWTH BXKE HasBHI aHajuord. bymo oOpaHO YOTUPH HAWMOMYJISpPHIIIi
eMYJIITOPY KOMI'IOTEPHOI MHUIII Ta KJIaBlaTypHu, 110 HAJAIOTh MOKJIUBICTh KepyBaTu
NEPCOHAIBHUM KOMIT'IOTEPOM 3a JIOTIOMOTOI0 KOHTPOJIEPiB, MICHIA aHai3y SKHX
chopMyBaJIMCh YITKI ITepeBary 1 HEJAOJIKH.

Steam

Steam - 1e cepBic mUQPPOBOI TUCTPUOYIIIi BieOIrop 1 MaraswH, po3poOieHui
kommnaHieo Valve Corporation. dyHkIli kimieHTa Steam BKIHOYAIOTh aBTOMAaTH3allil0
OHOBJICHHS 1rop, XMapHe 30epiraHHs Mporpecy Ipu Ta (QYHKIII CHUIBHOTH, TaKi SK
npsSMUA OOMIH TOBIIOMJICHHSMHU, (YHKIIT HAKJIQJaHHS B TPl Ta BIPTyalbHUU PUHOK
KOJISKI[IHHUX MPEMETIB.

B Steam € BOymoBana migTpuMKa KoHTposiepa. @DakTHYHO, KepyBaHHS
KOMIT'IOTEPOM BXKE MOK€ OyTH aKTUBHUM. Steam Mae CBOIO CUCTEMY «AKODPIB», IO
MarTh (HOopMy MEBHMX KOMOIHAIIA KHOMOK Ha KOHTPOJIEPI, sIKI BiAMOBIJAIOTH MEBHUM
¢yukism Ha Bamomy [1K.

Hanpukinaz, sKIo BUKOPUCTOBYBAaTH KOHTpoJiep Xbox, BU MOXKETe yTpUMYyBaTu
KHONIKY XbOX 1 BUKOPUCTOBYBATH MpaBUil JHKOWCTUK AJIs HepeMitieHHst mumri. [lpaBuii
KYpPOK BIJIMOBIAA€ 3a HATUCKAHHS JIIBOT KHONKH MHMIII, JIBUM KYpOK - TPaBOi KHOIKH
Muli. Ko BU NPOJOBXKYeETE MpaloBaTd Steam y (OHOBOMY pEXHMI, 1€ BUiie
MUTTEBO, 0€3 KOAHUX 3MiH. OJHAaK BM TAaKOXX MOYKETE€ BBIMKHYTH NOBHY HIATPHUMKY
KOHTpOJIEpa Ha poOOYOMY CTOJII.

Lle#ti merox w™ae Hemomiku. SIKIO 3amyckaeTbesi rpa 31 Steam, KIIIEHT

aBTOMAaTHUYHO BHUMHUKAE€ (PYHKIIIO YMOpaBIiHHS MHIIN, 1 Ball KOHTPOJEP MISATUME SK
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KOHTpOJiep y Tpi. Aje, AKIIO 3alyCTUTH Tpy He 31 Steam, Baml KOHTpojep Oyne

pO3Mi3HABATHUCS SIK MUIIIA, & €JIEMEHTH KePYBaHHS MPAIlOBATUMYTh HEIIPABUIBHO.

Tomy Haiikpaiie nogaBaTu irpu He 31 Steam g0 Bamioi 610mioreku. [Toku Steam

BUSIBJISIE TPY Ta 3MiHA KEpyBaHHS MPAIIOE HAJNEKHUM YMHOM, BiH BUMKHE (PYHKIIIIO

KOHTPOJIIO MHUIIII.

Hollow Knight

IN-GAME EVENT

InputMapper

DEADSLELS

1r n

TALESARISE
2

Js FEHONAL TS
S

WHAT'S HEW FRIEHDS RECOMMEMOED

& OFTIONS

Pucynok 2.1 - Pexxum Big Picture y Steam

InputMapper 1.7 Gepe mnouatkoBi uimi DS4Windows Bigx DSDCS Ta

nonepeaHix Bepciil InputMapper 1 po3muproe ix.

v HOCI[HaHHi 3 PO3MHUPCHUMHU MAKPOCAMHU Ta MOJKIIMBOCTAMHW HAJIAIITYBAaHHA,

IM nae xopucTyBauaM MOKIIMBICTh HE JIMILE 3MIHIOBATU TUI MPUCTPOIO, aje i crociod

MEPCTBOPCHHA Ta 3dCTOCYBAHHA BXO,Z[iB.
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Pucynoxk 2.2 — I'onosue BikHO InputMapper

Kontponep DualShock Bin Sony € aemo yHikaidbHUM, OCKUIBKH BiH B3a€EMO/II€

Windows He Tak, ik koHTpoJiep Xbox. SIKIIO BU X04eTe BUKOPUCTOBYBATH KOHTPOJIEP

PlayStation 4 sx munry, BaM 3HanoOUThCA OkpeMa mnporpama InputMapper. Konu Bu

nig'ennaere koutposaep DualShock, 3'sBuThbcst 3anuT Ha HAJAITYBaHHS TelMIaa.

€ MOXIHUBICTh CTBOPUTH TpOQiiab, SKUN 3iCTAaBIsi€e KOHTpoOJEp 3 HOro
eKkBiBaJIeHTaMu it Xbox 360 (mo6 BiH mOpaiffoBaB B irpax, sfKi HE MIATPUMYIOTh
koHTposnepu PlayStation), ado sk muma 1 kmaBiarypa (komu Taunag DualShock
HepeMillye Kypcop, a HaTUCKAHHS HAa HBHOTO BHUKJIMKAE KIAIlaHHS MUIIer). MoxkHa
HaJAITyBaTH BiJIOOpPaKEHHS KHOIOK Ta 0araTo 1HIIUX MapamMeTpiB y TOJIOBHOMY BIKHI
Iporpamu.

Axmo xontposnep DualSense, TO 3HaHOOWUTHCS EMyJNSITOpP KOHTPOJIEPA,
Hanpukiaa, DS4Windows.

JoyToKey

JoyToKey - 1€ moBHOPYHKIIIOHAIBHUI O€3KOIMITOBHUM EMYJISTOP KIIaBiaTypH,
KWW J103BOJIsIE KOopucTyBayaM Windows kepyBaTu BXOJlaMH MUIll ab0 KiIaBilaTypH 3a
JIOTIOMOTOI0 KHOIIOK 1 CTIKIB CBOiX IrpOBHX KOHTpoJiepiB. Lle 0cob6imBO KOPUCHO 1ist
PI3HOMAHITHUX 1rop, po3po0jeHUX Oe3 IMOBHOI MIATPUMKH TeUMmanay, 10 SKUX
BITHOCATBCS YMUCICHHI BEO-IrpH, OKpeMi IrpoBl MpOrpaMu, eMyJsTOpPU KOHCOJEH Ta

iHmi nporpamu. 3a nponomoroto JoyToKey Bu Mokere MOBHICTIO HaJlalITyBaTH

3
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(GbyHKITIOHAT BalIoro yJatoOJIEHOro TeMMIiaza 1 J03BOJIUTH HMOr0 KHOIKAM 1 CTiKam

BIJIMIOBI/IaTH HA HATHCKaHHA KiaBim (omHE abo JeKiibka) Ta/abo pyXw MHII, TPH

IIbOMY II1JTbOBA MPOTrpaMa HaBITh HE IOMITUTb PI3HUIILI.

#% loyTokey v6.9.1 (hat Regestered) : Prafile 1

Fo={F

Sethingsl5)

Suspend{f)  LeenseKeplld  HelplH)

Jaystick 1 |loystick 2 | Options

Creale | Rename

Copy

Delete

| Button | Function | Auto | Comment |
SHckl: « A

Stckl: = o

Stick1: W
| Stekl: JJ. S

LHck2: & Mome

Stck2: =+ Miome
| Stick2: T None

Stck2: L MNone

oV T None

POV = MNome

PO L Mome

POV & None

Button 1 F -

Bution 2

Buttesn 3 X

Button 4 P

Button 5 None

Button & Mome A w

Edit button assignment Bulk assignment wizard |

Pucynok 2.3 — I'onoBhe BikHO JoyToKey

JoyToKey no3Bosise Bam KepyBaTH OaraTbma Iporpamamu (BeO-irpamu,

Opay3epamu, oicHUMHU mporpaMamMu 1 HaBiTh caMmor0 Windows) 3a TOTIOMOTOIO BaIIoro

yIIFOOJIEHOTO HKOWCTHKA.

[I{opasy, ko BU HATUCKAETE KHOIMKHU Ta CTIKHM JKoicTuka, JoyToKey emymtoe

HATUCKAHHS KJIaBiaTypu a00 BBEICHHSI MHUIII HA OCHOBI BBEJICHHS HKOWCTHUKA, TAK IO

[IJIbOBAa IIporpamMa Mparoe TaK, HIOM BU BUKOPUCTOBYETE CIPABXKHIO KiIaBiaTypy abo

muiry. Bu MoxeTe cTBOpUTH KijibKa KOHGITYpaliiiHux ¢aimiB 115 MepeMUKaHHS MK

pizHUMHU Tpu3HaueHHsAMHU kiasim/muin. JoyToKey Takoxk miaTpuMye aBTOMAaTHYHY

acoIrialiio 3 IIJILOBUMH MporpamMaMu, Tak 110 KOHGIrypariiaui gaiia nepeMmuKkaeTbes

aBTOMATUYHO IIPU 3MiHI LUTHOBOI MPOTPAMH.
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Assignonee Tor “Slrke 1 = (lnyshicesl b

| Please choose the mede for this button [or stick)

Eevboard Keyboard {Multi] Mauta Mouce (Advanced) Taxt Special

Ewyboard Emulation : Basic

()

S Assign special key codes i
Mara _—t

L 1-Shift -1 1o |ray1 - Asmign |

ey ] |

Nara

fight-click ar entry box 10 clgar an assgnment, or {0 assign special keys,

Keryboard errulation is processed from the top to bottom. For combining &18 or Ctd key { such as Cirl + A), please
assign AT (o Cirl) @ay al the top bax and The athar bey at the Boe beloa

Fow certain games, the delsull key evmblation oode 100 arrre beys or AN CTRL keys mmay nol be recognized properly.
For such cases, please try assigning a special key ode which is laheled as "for Directinput”.

#iuto Repeal and Toggle

Auto Repeat times per second of Lrepeat per secards
milli-seconds

Toggle batweon OM and OFF

Commant: | Clear All [Dizable)

o | oKk | Cancel

Pucynox 2.4 — BikHo HanamryBanHs KHOToK y JoyToKey

JoyToKey - imeanpHuil MOMIYHUK i1 (DaHATUKIB irop, mo0 3poOUTH TPy Y
BIJICOIrpU IIIe OLIBII 3aXOIUTIOIOYOI0 3aBJSKH IJIABHOMY BiJJOOpaKCHHIO BBEJCHHS 3
KJIaBiaTypy Ta MUII Ha JHDKOUCTHUK Ta reMmaan. [IporpaMa mupoko BUKOPUCTOBYETHCS
s kepyBaHHs Windows-o1aTkaMu, a He TUTbKH BeO-irpaMu 3a JJOTIOMOTOI0 1rpOBOTO
KOHTpOJIepa.

[Ile ogna nepesara JoyToKey - 3pyunwuii iHTepdeiic 3 qy’xe MPOCTOI0 HABITAIlIEI0
Ta JITKUM HAJIAIMITYBAHHSM HaBITh JJIS T1TITKIB.

OxpiM BHUKOPUCTaHHS B IIPOBUX TIporpamMax, 3aCTOCYHOK TaKOX MOXe
JOTIOMOTTH 3BHYAHUM KOPHCTyBauaM, SKi XOUyTh IMJABUIIUTH CBOIO 3arajbHy
e()EeKTUBHICTh Yy PI3HUX HEITPOBUX MpOrpamax 1 Makerax MPOrpaMHOro 3a0e3MeueHHS
JUTSL TIABUINEHHS TPOAYKTUBHOCTI. lle 0coOMMBO akTyambHO Il KOPUCTYBadiB, SIKi
XOYyTh CIIPOCTUTH CBI poOOUMii mMpolec 1 MPHUB'A3aTH Pi3HI YACTO BHUKOPUCTOBYBaHI
KOMO1HAIIT KJIaBIIll 1 MAKPOCH JI0 TIEBHOT KHOIIKH TeiimMIIaja.

3a nonomoroto JoyToKey Bu MOxeTe CTBOPUTH cremiaibHi nmpodimi A BCiX

BalllUX YII00JeHUX a00 HaMOULIBII BUKOPUCTOBYBAHUX Mporpam (Takux sik Photoshop
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ab0 BeO-Opay3ep) 1 aBTOMATU3YBAaTH MEBHI 3aBJaHHS, IPU3HAYMBIIY X Ha HATUCKAHHS
KHOIIOK Ha BamoMmy irpoBomy KoHTposepi. JoyToKey MoxxHa BUKOpHCTOBYBATH
OC3KOIITOBHO 3a YMOBHO-OE3KOIITOBHOIO JilleH3ier0 (Shareware license), BoHa
MOpTaTUBHA 1 HE Ma€ IHCTAISITOpa/IeIHCTANATOpa, a M ii poOOTH MOTpIOHA JIMIIE
HasBHICTH pobOouoro reimmana. JoyToKey € Oe3nmedHord 1 3aXHUINEHOIO,
MIPOTECTOBAHOIO HA BIJICYTHICTh BIPYCIB.

SAxuro Bu BBaxkaete JoyToKey kopucHOIO, B MOXeTe mpuadatu JileH31MHuN
KJIIOY Y OyIb-sikuil yac 3 meHto nporpamu JoyToKey.

Controller Companion

Controller Companion - 1e HaifeleraHTHIIIUN CcMNocid KepyBaTh BalllM
KOMIT'FOTEpPOM 3a JIOMOMOror JxoicThka. He moTpiOHO BcTaBatu 3 JAMBaHa, KOJU BU
BukopuctoByere kouTposep 3 IIK. Kepyiite Muiiero, k1aBiaTyporo Ta MeAiareepoM.
binpme He moTpiOHO BcTaBatd, MO0 3amyCTUTH TPy, B SKY BH XOTUIM IOTpaTH 3a

JIOTIOMOTO0 MUIII Ta KJIaBiaTypH.

Controller Companion

Pucynok 2.5 — Jlorotun Controller Companion

[IpuabaBmm mnporpaMy Ta BCTAHOBHUBIIM 11 4epe3 Steam, BU 3MOXKETE
BUKOPHCTOBYBATH JIBUHM CTIK AJI MEPEMIIICHHS MUIII, KHOMKY «A» JUIsl KJIalaHHS Ha
00'ekTax, a SKIIO0 HATUCHYTU Ha JIIBUU CTIK, BU HaBITh OTPUMAETE 3PYUYHY BIpPTyaJIbHY
KJIaBlaTypy, Ky MOKHA BUKOPUCTOBYBATH JIJIS IIBUJKOTO HAOOPY TEKCTY.

Controller Companion aBTOMaTUYHO BUMKHETBCSI, KOJIU BUSBUTB, 1110 3AITyLLEHO

HOBHoeraHHI/Iﬁ J04aTOK, a IO€ O3Hada€, IO BiH Ma€ INIaBHO MMCPEMUKATHUCAH MIK
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EMYJISIIIEI0 MUII Ta BHYTPIIIHIMU €JeMEeHTaMHu KepyBaHHs aBroMartuuHo. Controller
Companion Ma€e HU3KY MPOCTUX y HAJNAIITYBaHHI OMIIN y BIKHI HaJalITyBaHb, SIK-OT
peryJioBaHHsl MIBUAKOCTI BKa31BHHKA, KEPyBaHHS MEPTBUMU 30HAMH Ta CTBOPEHHS
npoduTiB A1 KOHKPETHUX MporpaMm. Xoda mporpamMa He Npalroe 3 KOHTPOJIEpaMH
PlayStation (uepe3 Tte, sk Windows iX posmi3Hae), BOHA Ma€ KHOIKY JIJIS
HaJallITyBaHHS eMyJisiTopa KoHTposiepa XboX, SKUHA Mae WpaioBaTH pa3oM 3
reiimmanamu DualShock.

KepyBanus mwuiero Ta kiaBiaTypoio Ha poboudomy ctoii. Komu pexum Big-
Picture He 3amyiieHO, BU MOMKET€ KEpyBaTH MHILECIO 32 JOMOMOTOIO JIIBOTO CTiKa, a
IPOKPYUYyBaHHSAM - 3a JOMOMOror mpasoro. KimanHiTe NiBHHA CTIK, 1 BU OTPUMAETE
KJIaBlaTypHUH BBiJ 0e3MOCepeHhO Ha PoOOUYOMY CTOJII 3a JIOMOMOTOK KJaBiaTypHOI
cripaii B apKaJHOMY CTHIII.

Controller Companion BUMHKa€e 0€3ApOTOBHI KOHTPOJEP, KOIH BH BUMHKAETE
KoMmm'torep. BaM Ounbllie HIKOJIM HE JOBEACTLCA BUHMATH OaTapero, 100 BUMKHYTHU
KOHTpoJiep, konu BU BumMukaete [1K (Timpku 1u1a konTposnepiB Xbox 360).

Hyxe Hu3bke 3aBaHTaxkeHHs Tmpoiecopa. Controller Companion mnpartoe y
(hOHOBOMY pEXKHMI 1 BAKOPUCTOBYE SIKOMOTa MEHIIE pecypciB. BiH Takok BUMKHEThCS,
moitHo Oyne 3amymieHo Big Picture.

Ilepemukanns wmix gucruiesmu  [IK 1 TeneBizopa. Ilepemuxaiitecs Mix
1 IKITFOYCHUMH MOHITOpaMu 400 eKpaHaMU TEJIeBi30pa 3a JOMOMOTOI0 KOHTPOJIEepa.

BukopucTtaHHs KOHTposiepa K MyJbTa AMCTAHLINHOro KepyBaHHs. Kepyiite
MY3UYHUM IIJICEPOM 3a JIOMIOMOTOI0 KOHTPOJIEpa, BUKOPUCTOBYIOUM KJIaBIITy «Y» JUIs
BIITBOPEHHS/TIAy3U Ta IJICYOBI KHOMKH I MEPEXOIy 10 MOMEepeaHbOi Ta HACTYIHOI
JIOP1KKHU.

HanamryBanus. Bu MoxkeTe 3MIHUTH pO3TalllyBaHHS KHOIOK Ha Balll PO3CY/I.

[TinTpumka wat-maneni Xbox 360. Bu HapemTi MOXeTe BHUKOPHUCTOBYBATH
gatnag Xbox 360 na [IK. CrnenianbHuil eKcriepuMeHTaIBHUN ApaiiBep T03BOJUTH BaM

BUKOPHUCTOBYBATH YaTIld/l, KOJIX BU HC I'PAECTC B 1FpI/I
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2.2 O0rpyHTyBaHHSI BUOOPY 3aC00iB /1J151 MOOY/I0BH CUCTEMH TA MOBH

NporpaMmyBaHHs

Po3poOka 3acTocyHKy [uTsi eMyJIsilii KOMIT FOTEPHOT MHIII 3aBISKH KOHTpOJIepam
Joy-Con Ta 06poOka JaHuX 3 HUX MOTpeOye BUKOPUCTaHHSA €(EKTUBHUX Ta aKTyaJbHUX
TEXHOJIOTIA. Y IbOMY PO3IUI PO3MVIIAAIOTHECS (PPEHMBOpPK sAKWN Oysio oOpaHO s

peautizaiiii mpoekTy Ta koHTposepu Joy-Con, a Takok 0OTpyHTYBaHHS X BHOODY.

@ Unity

Pucynok 2.6 — Jlorotun Unity

Unity

Unity - e kpocmiaTdhopMEHHUM ITpOBU pyIIii, po3pobiieHuit kommnaHieo Unity
Technologies, Briepiie aHoHcOBaHMM 1 BunmyIieHui y yepsHi 2005 poky Ha KoH(epeHIii
Apple Worldwide Developers Conference sik irposuii pymiit gt Mac OS X. 3 toro
yacy pyUIld TOCTYNOBO PO3IIMPIOBABCS [JIs IMIATPUMKHA PI3HOMAHITHUX HACTUIBHHX,
MOOLTPHUX, KOHCOIBHUX MIATPOpM, MIaTGopM JOMOBHEHOI Ta BIPTyaabHOI PeasbHOCTI.
Bin ocoGmuBo monyissipHUE JuIsi po3poOku MoOuTbHHMX irop juis 10S Tta Android,
BBAXKAETHCSI TMPOCTUM Yy BUKOPUCTaHHI Ui PO3POOHMKIB-MOYATKIBIIB, a TaKOX
HOMYJISIPHUHN I pO3POOKH 1HI-1TOP.

Unity OyB cTaHZapTHUM HaOOPOM [JIsi PO3POOKH MPOrpaMHOTO 3a0e3IeUeHHS
(SDK) st irpoBoi koHcosi Wii U Big Nintendo, 6€3komToBHA KOITisl SKOTO J0/1aBaJIacs
Nintendo 10 xoxHo1 minen3ii gy po3poonukie Wit U. Unity Technologies Ha3Bana 11e
noegHaHHs cTOpoHHBOro SDK «mepimum B 1HAYCTPIi».

Pymiiii Mo’XHa BUKOPHCTOBYBaTH Ui CTBOpeHHs TpuBuMipHuUX (3D) i

IBOBUMIpHUX (2D) irop, a TakoXX IHTepakTUBHUX cumyisaropiB. Unity Software,
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npoBigHa TuiaTdhopma JJis PO3pOOKH Irop, €BOJIIOIIOHYBaja JAJIEKO 3a MEX1 CBOTO
3apOJKEHHSI K 1rpoBoro pyiris. ChOroH1 1€ yHIBepCaIbHUN 1 MOTY>KHUN 1HCTPYMEHT,
0 BUKOPUCTOBYETHCS PO3POOHUKAMU TIO BCHOMY CBITY J/JIsi CTBOPEHHS IIUPOKOTO
CIIEKTPY JOJATKIB, BiJl IMEPCUBHUX 1TOp J0 CUMYJISTOPIB, apXITEKTYPHUX Bi3yasi3allii 1
JIOTIOBHEHO1 peanbHOCTI. Pymiiii OyB mpuUHHATUN IO BUKOPUCTAHHS B IHIIMX Tally3sX,
OKpIM BiJICOIrOp, TAKUX SIK KIHO, aBTOMOOUIbHA MPOMHUCIIOBICTh, apXITEKTypa, 1HXKEHEP1s
Ta OyAIBHHUIITBO.

OCHOBHI MOXJIUBOCT] PYIIIisi:

a) Kpoc-mnardpopmua pospoOka. Unity m03BoJiss€ po3pOOHUKAM CTBOPIOBATH
JOJATKU JUIsl IIMPOKOTO CHEKTPY Iutatdopm, BKIOYaroun MoOUIbHI mpuctpoi (i0S,
Android), nactineHi kKoMmm'torepu (Windows, macOS, Linux), KOHCOJ1 Ta HOBI
texHonorii, Taki sk VR T1a AR. Llg kpoc-mnatdopMeHHa CYMICHICTh € KIIOYOBUM
¢dakropom nomynsipHocti Unity.

0) I'padika Ta penmepunr. Pymiiii 3a0esnedye BHCOKOSKICHY Tpadiky Ta
MOJKJIMBOCTI PEHACPUHTY, MIATPUMYIOUM MPOCYHYT! Bi3yaibHi €(EeKTH Ta peaiCTHYHI
CUMYJISAIIIT.

B) ®dizuka Ta moxaemoBaHHsa. Unity MICTUTh MOTYXHUM (DI3UYHUNA PYIIIH, SKUAN
JI03BOJISIE PO3POOHUKAM CTBOPIOBATH PEANICTUYHI PYyXHU Ta B3aEMOJIT Y CBOIX JOJATKaX.
e mae BupimanbHe 3HAYEHHS /ISl CTBOPEHHS PEATiICTUIHUX CUMYJISIIIHN Ta 3aXOTUIMBOTO
1CPOBOTO MPOIIECY.

r) Hamucanus coenapiiB(ckpuntiB). Unity migTpuMye JOeKUIbKa MOB
nporpaMyBaHHS, OCHOBHOIO 3 sKuX € C#. LI THydYKICTh O3BOJIIE pO3POOHUKAM THCATH
BJIACHHI KOJ] Ta CTBOPIOBATH CKJIAJHY MOBEAIHKY JUISI CBOiX MPOEKTIB.

r) Unity Asset Store: Asset Store - me Mmapketmeidc Bcepenusi Unity, e
PO3pPOOHMKH MOXYTh 3HAaXOIWTH, TMPOJABAaTH Ta OOMIHIOBATHCA pECypcami,
IHCTpyMEeHTaMH Ta TariHamMu. lle He TUIbKM MPUCKOPIOE pO3poOKy, ale W Crhpwusie

CTBOPEHHIO CIIJIBHOTH JJISl CIIIBIIpAIL.
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Pucynok 2.7— Jlorotun Unity Asset Store

3actocyBanHsa Unity Software:

a) Po3pobOka irop. Unity mmpoko BH3HAaHa sK HaWkpamia riargopma s
PO3pOOKHU 1rop, 3 HE3NMUEHHOIO KIJIBKICTIO YCHIIIHMUX 1rop, CTBOPEHUX 32 JOMOMOIOI0
pyuris. Moro yHiBepcanbHICTh [0O3BOJISE PO3POOHMKAM CTBOPIOBATH irpH IS Pi3HHX
XKaHPIB 1 MIaTPOpM.

0) BiptyansHa Ta gomosHeHa peanbHICTh. Unity cTaB HailkpamuMm BUOOPOM IS
po3po6kn VR ta AR. Moro MOKIHBOCTI J03BOJISIOTH CTBOPIOBATH iMEPCHBHHIA JOCBI,
OyAb-TO HaBYAJIbHI CUMYJISITOPH, OCBITHI IporpamMu abo po3Bar.

B) ApxiTekTypHa Bizyanizaiis. [loTyxH1 MOXIUBOCTI peHepuHry Unity poOsiTh
HOro 4yJoBHM I1HCTPYMEHTOM JJIA apXITEKTOPIB Ta JW3ailHEpiB IS Bi3yamizaiii Ta
Ipe3eHTallii CBOIX MPOEKTIB Yy BipTyalbHOMY cepeaoBuii. [le mae 3acTocyBanss y cdepi
HEPYXOMOCTI, MICTOOYAyBaHHS Ta IU3alHY.

r) Cumymmii Ta HaBuadHsS. Unity BUKOPUCTOBYETHCS [HJIi CTBOPEHHS
peaNiCTUUYHUX CUMYJISIIINA Yy HaBuadbHUX HULIX. CIOAM BXOJSATH BIMCHKOBI CHUMYJIAIIII,
MEAWYHI HAaBYAJIbHI MPOTPaMU Ta MPOMUCIIOBI CUMYJISIT IS MOKpAIIeHHsT HAaBYaHHS Y
0e3MeYHOMY Ta KOHTPOJILOBAHOMY CEPEOBHIIIL.

Unity Software neperBopriiacsi Ha 6ararorpaHny miaT@opMy st po3poOKH, siKa

BUIiIIIA 32 MexXi irpoBoi iHgycTpii. [i yHiBepcanbHicTh, MOTYXHI (YHKIT Ta HiATpUMKA
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CIIUIBHOTU POOJIATH i1 OC3IMIHHUM 1HCTPYMEHTOM JUIsl PO3POOHMKIB y PI3HHMX Trajy3sX.
OCKIJIbKM TEXHOJIOT1i MPOJOBXKYIOTH po3BuBaTucs, Unity, WMOBIpHO, BiirpaBaTuMe
KJIFOUOBY poJib Y (OpMYBaHHI MaOYTHHOTO IHTEPAKTUBHUX Ta 3aXOIUTIOIOUNX BPAKEHbD.

ITin yac aucKycidt PO CTBOPEHHS Irop BCE YACTIIIE 1 YacTillle 3BYyYUTh Ha3Ba
pyurist Unity. Ha cborogHimHii AeHb 1€ OAMH 3 HAWKpaluX ITpOBUX PYIIiB y il
rany3i. Unity BUKOPHCTOBYETBCS JJIi CTBOPEHHsI OUIBINE TOJIOBUHU BCIX MOOUIBHHMX
nonatkis, a s 1000 HAMMOMYJSIpHIMIAX AOJATKIB HOTO YacTKa CTaHOBUTH 65%.

[lepmr HIk BUKOPUCTOBYBATH LI€H IrPOBUIN PYLIiH, BAXKJIMBO BUBYUTH BCl ACIIEKTH
Unity: #ioro nepeBaru Ta HeJI0JIIKH, 11100 HE po3uapyBaTu cede rmocepes po3poOKu IpHu.

IlepeBaru pymis Unity

Cywmichicty 3 C# ta .NET. Pymniit Unity BukopuctoBye C# SK OCHOBHY MOBY
cuenapiiB. Lleil irpoBuil pyumiiii Mae BENHMKY CHUIBHOTY, HU3bKUN BXITHUHM piBEHb Ta
IUTaBHY KPUBY HaBUaHHA. AJie B TOH )K€ 4ac BiH JOCUTH CYBOPHIA 1 Mae 6araTo MOTYXHUX
GyHKIN 11 HalMCaHHsS cTablIbHOTO Ta e(EKTUBHOTO KOAY. Bee 11e poOuTh TeXHOJIOT 11
Unity igeanbHUMHU SIK U1 TOYATKIBINB, TaK 1 JJIsi 3pUIMX mporpamicTiB. IcHye Garato
IDE s C# 3 wynoBoro miarpumkor Unity, Hanpukitan, Visual Studio, Visual Studio for
Mac ta Rider. Unity BUKOPHCTOBYE KacTOMI30BaHy BEpCIIO CEpEeOBHINA BUKOHAHHS
Mono ans 3amycky Beix Bamux ckpurnitiB. Octanns Bepcis Unity Hagae mporpamictam
noctyn no ¢yukiiid ta iatepdericie .NET Standard 2.1. Ile o3nauae, mo Oarato
010moTek, Hanncanux Juig 3sudaiHux .NET nogaTkiB, MokHa BUKOpHUCTOBYBaTH 3 Unity
gk crangaptauil .dll mnarin. [lnanyersea migTpuMka Oinbin cydacHux Bepciit .NET, mio
3po0uTh irpoBuit pymii Unity Oiibin iHTerpoBaHuM B ekocuctemy .NET. Po3poOka irop
Ha Unity mae Bam mepeBary mporpamyBaHHsS Ha C# sK OCHOBHIi MOBI, 1 mepeBara
MOJIITa€ B TOMY, 1110 11€ BIAHOCHO HU3bKA TOYKA BXOAY 1 1i JOCUTh JIETKO 3aCBOITH HABIThH
nporpamicTy-novarkipiito. KpuBa BUBUEHHS TaKOi MOBH € BIZITHOCHO TUIABHOIO TTOPIBHSIHO
3 IHIIUMHU MOBaMH, a LIe 03HAYae, 10 BU OyJeTe PEryasipHO 3a0X0UyBATHUCA 10 HABYAHHS
Ta BIOCKOHaIeHHs. Po3poOka irop Ha Unity po3po0iieHa 3 ypaxyBaHHSIM CyMICHOCTI HE
JHIIe 3 1HOIMM MPOrpaMHUM 3a0e3MeueHHsIM Ta CEepeJOBUINAMH BUKOHAHHS, ane il 3

JIFOIEMU.
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BizyaneHe HammcanHs creHapiiB y Unity. Komanma Unity mokmamae Garato
3yCUJb, MO0 3pOOUTH HOTO 3pYyYHHM I PO3POOHHKIB Irop 3 HU3BLKMMH HaBUYKAMH
nporpamyBaHHsi a0o B3araii 0e3 TakuxX HaBUYOK. OJIHIEI0 3 TaKUX MOXKJIMBOCTEH €
Bi3yaJlbHE HamMCcaHHs crieHapiiB. s QyHKIisI 103BOJISIE CTBOPIOBATH JIOTIKY Ta CIieHapili
0e3 HanucanHs koay. CrieHapii CTBOPIOIOTHCS HUISIXOM KOMOiHYyBaHHS By3miB. OJHUM 3
HEJIOJIKIB I[bOTO aCMHEeKTy € TipIla MPOAYKTHBHICTh y mopiBHsAHHI 3 C#. OpHak BiH
MOCTIHHO BJOCKOHATIOETHCS, 1 BXKE pO3pPOOIISIETHCS HOBUH PYIIiil BUKOHAHHS Bi3yalbHHUX
CKPHIITIB, SIKHA 3pOOUTH MPOAYKTHBHICTH BI3yaTbHUX CKPHUITIB Maibke 1JCHTUYHOIO
ckpuntam Ha C#.

I'padika Unity. Hapasi pymiit Unity mMae nBa BapiaHTu rpagiqHOrO KOHBEepa:
BoynoBanuit Ta CxpunroBuii koHBeep peHaepunry (Scriptable Render Pipeline, SPR).
BOynoBanuii koHBeep - 1e crapuii crocid penaepunry Unity. Y HbOMy HEMae HIYOTO
0COOJIMBOTO, OKPIM TOTO, III0 BiH ICHY€ BXKE JaBHO.

3 inmoro 60Ky, SRP € 6inbln Cy4acHOI TEXHOJOTI€0. [i OCHOBHI mepeBaru -
MOJYJIbHICTh, KacTOMi3allii Ta Kpamla IpOAyKTHUBHICTh. HamamryBaHHS [HKITY
PEHIEPUHTY 3JIIMCHIOETHCS 3a JonoMoror ckpunty Ha C#. Hapasi icHye nBa BapiaHTH
peamizamii SRP 3a 3amoBuyBaHHsAM: YHiBepcanbHuii koHBeep peHuepunry (URP) ta
Konseep pennepunry Bucokoi uitkocti (HDRP).

URP opieHTOBaHu# Ha BUCOKY MPOAYKTHUBHICTD 1 IEPEHOCUMICTh Ha OYIb-SIKUM
npuctpiil. Lle Haiikpamuii BapiaHT AJig BIAEOIrop, sIKi OPIEHTOBAaHI HAa HEBEIUKE KOJO
IPUCTPOIB a00 BUMAraroTh HU3bKOTO €HEPrOCIOKUBAHHSI.

HDRP opienTtoBanuii Ha BUCOKONPOAYKTHUBHI TpucTpoi. llelt koHBeep pymiis
Unity 3abe3nedye Haikpamly AeTaii3alilo Ta Ma€ MIATPUMKY JTOPOTHUX TpapidHUX
e(heKTIB.

I URP, 1 HDRP miaTpumyroTh HIUPOKUM CHEKTP IHCTPYMEHTIB IMOCTOOPOOKH
pennepunry. Ase Scriptable Render Pipeline ne oomexyerscss URP 1 HDRP. 3a notpebu
MOHA CTBOPIOBaTH BJacHI KOHBeepu abo0 MojaudikyBaTH OyIb-SKUH 3 1CHYIOUHMX
KOHBEEPIB M1 KOHKpeTHI nmoTpebu. ogatkoBoro nepesaroto SRP € rpadika meiiaepis 1

rpadika BizyanpHUX edekrTiB. Shader Graph - 1e IHCTpyMEHT, SIKM J03BOJIsIE
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CTBOPIOBATHU Ilieiiepu 0e3 HalMCaHHS KOy, TPOCTO KOMOIHYIOUM BY3JU Y BI3yaJbHOMY
CepeoBHINI 3 MUTTEBUM nonepenHim neperisinom. Visual Effect Graph - ne iHcTpyMeHT
JUUIS CTBOPEHHST BUCOKOSIKICHMX BUCOKOMPOIYKTUBHUX Bi3yaJbHUX €(EKTiB y MOAIOHOMY
Bi3yaJIbHOMY CEPEJIOBHIIII.

PizHOMaHITHICTE MOXIMBUX TpoekTiB. He mmmie arenmii 3 po3pobku 3D irop
MOXXYTh OTPUMATHU BUTOAY BiJ BUKOpUCTaHHs Tuiatrgopmu Unity juist BApOOHUIITBA, alie
Unity Takox 31aTHa cTBoproBaTH 2D irpu, pakTHuHO, 116 HANMOIIMPEHIIINI 1HCTPYMEHT
po3podku st 2D irop s MoOinbHUX MIaTdOpM, OCKUIBKHM BiH 3abe3mneuye HaiiiHy
MOXJIMBICTh TTOPTYBaHHS Ha 1HIII IFPOBI Mara3uHu Ta riatGopmu. MoXIMBOCTI Kpoc-
matdopMHOi po3podku Unity poOssiTh HOTO ieaTbHUM JIsl CTBOPEHHS MOOUIBHHX 1r0p
Ta irop mis Android, OCKiNbKM BiH J03BOJISIE JIETKO NyOJIIKyBaTH Ball KOHTEHT.
MaHeBpeHicTh pyirisi, 0e3yMOBHO, € ofHi€o 3 mepeBar Unity, 3aBOsSKH sIKid BiH CTaB
TaKUM TIOITYJISIPHHAM.

Bxin nHa mmarpopmy Unity € Oe3KomTOBHMM. Y CydacHiM 1HAYCTpii 1€
TBEpPJUKEHHS 3/1a€ThCA JIUBHUM, OCKUIBKH OUIBLIICTH MPOTPAMHOTO 3a0€3MEUYEHHS €
matHuM. Ane Unity, mpuHaiiMH1 O0€3KOIITOBHA BEPCis, JI03BOJISIE HOBUM PO3POOHUKAM
cnpoOyBaTU Te, IO BOHA MOXE 3aMpONOHYBaTH, 1 PO3BUBATU CBOI HABUYKHU Jai.
[Ipodeciiina Bepcisa, nmpuzHayeHa s peajbHOi po3poOku Ta myOmikaiii, € HabaraTto
HaJIAHINIOW, ajie OE3KOImTOBHA Bepcis NpUHAWMHI HaJae KOpPUCTyBayaM 4YYJIOBY
BIJITPaBHY TOYKY, 3 5SIKOi MOKHA 3aITyCTUTH TBOPYI Ta TEXHIYHI HABUYKHU. Y OyIb-IKOMY
BUMAAKY, Kpalle BUBYUTH 3arajbHi (YHKIIT pyIIis, MEepIl HIXXK BHUPIIIMTH, KA BepcCis
Unity 6ib111€ TAXOAUTH CaMe BaM - MIEpCOHaNIbHA uu npodeciiiHa.

Menenxep nakynkis Unity Ta cxoBuie pecypcis

IrpoBumit pymiiii Unity Mae 6arato 1HCTPYMEHTIB JJIsI TIOJICTIIIEHHS TOBTOPHOTO
BUKOPUCTAaHHA pecypciB Ta Koay. JlBa OCHOBHMX pillleHHS [ 0araTopa3oBOro
BUKOPHUCTAHHS - 11€ Mara3uH akTUBIB (Asset Store) Ta MEeHeI)Kep MaKyHKIB.

Asset Store - ne miardpopma, 1€ PO3POOHUKH MOXKYTh IUIMTHCS CBOIMHU
pecypcamu abo 6ibmioTekamu. BoHM MOXYyTh poOuTH 1€ OE3KOIMTOBHO a00 3a TEBHY

miny. Jleski irpu MoxHa 3poouTH 3 Hyls 70 MVP, BUKOpUCTOBYIOUHM JUIIIE PECYPCH 3
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Asset Store. Bci pecypcu 31 CXOBHUINIAa aKTHMBIB MOXKHAa CKOIIIOBAaTHU B TIPOCKT 1
Mo (iKyBaTH ITiJT 0COOMCTI TOTPEeOH PO3POOHUKA TPH.

MeHemkep MakeTiB - 1€ IHIIUK 1HCTPYMEHT Il OOMIHY Ta IOBTOPHOIO
BUKOpUCTaHHA Konay. OCHOBHa ifesi KepyBaHHS IaKyHKaMu TMOJISITa€ B TOMY, 1100
MIAKIIOYUTHA MAKyHOK 13 30BHIIIHBOTO JKEpesia J0 Balloro MPOEKTY, HE BCTABIISIOUU
1oro 6e3mocepeIHbo y MPOEKT. ICHye AeKIIbKa JKEpelt:

- Craapaptauii penozutopid Unity upm. Lleit pemo3urtopiii MICTUTH JesiKi
IUIariHyu, cTBOpeHi pyuriem Unity, ane He BKIIOYEHI IO MPOEKTY 332 3aMOBUYBAHHSIM.

- Cawmocriiine cxouiie upm. KomnaHii CTBOPIOIOTE BJIACHI PENO3UTOPIi JJIs
BJIACHUX I1HCTPYMEHTIB, SKAMH MOXHA JITUTUCSA. Takoxk 1icHye O€3KOIITOBHHMA
PeTo3uTOPii 3 BIAKPUTUM BUXITHUM KOJOM openupm, je 0arato po3poOHUKIB JiIATHCS
cBOIMHU 010TI0TEKaMH.

- bynp-saxuit git-penozutopiit, Takuii sk GitHub a6o GitLab. barato
PO3POOHUKIB ITOp IUIATHCS CBOIMHU 010J1I0TeKaMU caMe€ TaK, OCKUIBKHU 1€ HAMTPOCTIIIHMA
cnoci0, sIKuii He BUMarae 6araTo epeMoHIiH.

- CreriaapHO 3aakOBaHUM apXiB.

Bci 111 iHCTpyMeHTH € 4y I0BUMHU BapiaHTaMu, 11100 HE BUTayBaTH BEJIOCUTIET 1
IPUCKOPUTH PO3POOKY, BUKOPUCTOBYIOUH BXKE 1ICHYIOU1 PIIIICHHS.

Minycu pymist Unity

[la6monu. Unity He Mae mabJIOHIB A7 MPOEKTIB, a 1€ 03HAYae, 110 JTOBEACTHCA
nouynHaTH Bce 3 HyJs. Lle € ogHielo 3 HaWMOMMpPEHIUX MpoOieM, 3 SKOI0 MOXKYTh
3iTKHYTHCS  po3poOHuMKu Unity. Pymiit  Unity He mnpomonye maGioHIB s
HaliBaxuMBimuX irpoBux ¢(ynkmiid. ¥ Unity Hemae 30BHIMHIX 010J10TeK KOAYy, IO
3MYIIIY€ BaC CTBOPIOBATH OUIBIIIE KOy CAMOCTIMHO, MOPIBHSHO 3 1HIIUMHU TIIaTGOpMaMu
po3poOku. bekena Unity Bce 1ie MIATPUMYETHCS 3a JOTMOMOTO0 Mono, sIKHi € TOCUTh
MOTYXXKHUM, aJIe BCE X TAaKU HEIOCKOHAINM, OCKUIBKH II€ MPU3BOJIUTH IO TMOBIIBHOI
HIATPUMKHU T OHOBJICHb.

Jlinen3sist. Unity - e 6€3KOITOBHUMN PYIIIi, KU TOTOMOXE Ballliii Tpi 3apoOUTH

MITBHOHM  JloapiB. Aje 1ias  Toro, 100 BUKOPUCTOBYBAaTH MOro  MOBHY

ApK.
BKPbB-123.24.0007.00.00.713 —

Bum. | Apx. | Ne Dokym. ITionuc | Jama 19




GbyHKITIOHATBHICTh, BaM MOTpiOHO mpuadatu Unity Plus, mpemiyMm-Bepcito pyiis, ska
xomrye $15 Ha Micslb. 3a 101aTKOBI IHCTPYMEHTH TaKOXK MOTPiOHO TUIATHTH.

12 Bepecns 2023 poky Unity orosiocusia mpo BEJIMKE OHOBJICHHS IIIHOBO1 MO/Iel
Unity. Komnanist 3arpoBajiiiia HOBY KOMICIO I po3p0oOHUKiB. Po3mip KoMicii Hanmpsmy
3aJeXaTuMe BiJ KUIBKOCTI BCTaHOBIEHHUX irop. Kowmicis mowana mistu 3 1 ciuna 2024
POKY.

Hoga mozens ninoytBopeHHss Uniy CTOCYeTbCsS HE BCIX KaTeropi po3poOHUKIB.
YMOBH 111 TUX PO3POOHHUKIB, $AKI KOPUCTYBAJIUCS OE3KOIITOBHOKO MiAMHCKOIO,
sminmucs: Unity T1iaHye 3acTocoByBatH KoMmiciro y posmipi $0,20 3a koxHe
BcTaHoBjIeHHs. Lle ctocyernes irop 3 200 000+ iHcTamsmii Ta qoxogom Big $200 000+.

Ti, xT0 BuKkopucroByBaB Tapudui mozaen Pro ta Enterprise Unity, 31TKHYyTbCS 3
MEHIIIOK0 KOMici€ro micist 1 MinbiioHa 3aBaHTakeHb Ta Aoxoay B $1+ miH.

Hoga minoBa monens Unity He MOIIMPIOBaTUMETHCS Ha JAEMO-Bepcii irop, ajue
3aCTOCOBYBAaTHMEThCSI JIO0 IrOp 3 paHHIM J0CTynoMm. biaropiiiHi irpu Takox OymyThb
3BUTHHEHI1 BiJ] KOMICIH.

[Tam'siTe. Benukoro mpoGaemoro € mam'satb. Unity mMae mpobOiemMu 3 mam'sTTio, 1
i IIMM MaeTbcs Ha yBasi, mo BmicT Unity BuMarae Habarato Oinblie mam'sTi JJis
3allyCKy Ta PO3pOOKH, IO JUIsi KOPUCTYBayiB CIA0OKHX CHUCTEM MOXKE IMPHU3BECTU 0
npo0iem, KoJii IpoeKT crae ckiaaaHuM. Irpu Ha Unity BUMararoth Oiiblle onepaTuBHOI
nam'aTi 1 4acTo MarTh NpoOsiemu 31 30upadem cmitts. 16 I'b onmeparuBHOI mam'siTi €
3a0BLIbHUM 00csrom st Unity.

HesBaxkarouu Ha 111 HEIOIIKH, TepeBaru irpooro pyiris Unity Bce 111e pooisiTh
HoT0 HallKparM BUOOPOM JIJIsi PO3POOHUKIB iTOP.

IlepeBaru Unity y nopiBasinHi 3 pymiem Unreal Engine

OO6uaBa pymrii 4y10Bi, ajie MaroTh pi3Hi 1111. OcHOBHI nepeBaru Unity y
nopiBHsaHHI 3 Unreal:

- IIpocTuit y BUBYEHH1 Ta BUKOPUCTAHHI.

- [lIBuammii ac BUKOHAHHS 1TEpaIliii.

- Kpama kpoc-mardopmenna interpairis 3 Unity.
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- Unity mae uynoBy niarpuMky 2D irop, B Toit yac sik Unreal Engine 6inbiie
opienToBaHuii Ha 3D.

- Unity mae OUIbIII aKTUBHY CITUTHHOTY.

- BennuesHa KinbKicTh TOTOBHUX J0 BUKOPUCTAHHS PECYPCIB.

- barato iHCTpyMEHTIB I MIOBTOPHOTO BUKOPUCTAHHS PECypCIB Ta KOAY MIX
IPOEKTAMHU.

- MoaynbHICTh Ta MIATPUMKA TAKETIB.

Inpi-irpu, ctBopeni Ha Unity, 3 4yTOBUMHU CIOKETHUMH JIIHIAMU Ta TeHMILICEM,
CTaJu TPEHJOM OCTaHHIX POKIB. BOHM 3axomwiu iHTEpecC TeiiMepiB Mo BChOMY CBITY.
Pymiit Unreal Engine Oinbiiie BUKOPUCTOBYETHCS JJIs1 pO3po0OKu AAA-irop.

MoxmuBocti Unity Ta Unreal Engine nyxe mupoki. [1[o6 npaBunsHO oOpatu
pyLIiii 17 MPOEKTy, BapTO 3BEPHYTH yBary Ha Te, SIKy METy HOTpIOHO JOCATTH SIK
PO3pOOHUK Tpu. AOCOTIOTHO BCE 3aJICKUTh BiJ] BAIlIUX I1JICH.

Po3po0Oka rpu moB'si3aHa 3 6ararbMa NMepenIkoIaMu, Ko JHa 3 IKUX He € OUIBIIO0,
HDK BHUOIp pyuriss nias po3poOku rpu. Unity [ po3poOKu irop Hajmae apceHall
IHCTPYMEHTIB Ta PECYPCIB JJIsI IBUIKOTO Ta SIKICHOTO CTBOPEHHS I'PH.

KontpoJsepu Joy-Con

Pucynok 2.8 — Burnsa uepBonoro ta 6makutaoro Joy-Con
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Joy-Con - 11€¢ OCHOBHI irpoB1 KOHTpoOJEpH s irpoBoi koHcosi Nintendo Switch.
Bonu cknamaoTbes 3 JBOX OKpEeMHX OJIOKIB, KOXEH 3 SIKUX MICTHTh aHaJIOTOBHMN
JUKOMCTUK 1 Habip KHOMOK. X MO)XHA BMKOPHCTOBYBATH, IPHETHABLIN O OCHOBHOTO
osoky koncojii Nintendo Switch, abo Big'eqHaTu 1 BUKOPHUCTOBYBATH O€31pOTOBUM
crocoboM, a came: Bi'eqHany napy Joy-Con MokHa BUKOPHCTOBYBAaTH OJJHOMY T'paBLEBI
a00 PO3JIIMTU HA JIBOX SIK 1HAUBIIyaJbHI KOHTPOJEPH.

Koxen koutponep Nintendo Switch Joy-Con Mae nmoBHuii HaOip KHOMOK 1 MOXe
JISTH SIK OKpeMui KoHTpoJep. Lle BapTe yBaru iHxeHepHe pillleHHs, OCKUTBKH JIJISl TOTO,
mo6 kouTposnepu Joy-Con mpaifroBanu eheKTHBHO B OyIb-SKHW Yac, HE3aJeKHO BiJ
TOro, 3'€HaHI BOHU YHM PO3'€HAHI, KOHCTPYKILis BUMAaraja CHUIBHOTO AYyOJIIOBaHHS 1
MIOBHOI PO3POOKHU CHCTEMH. 3aBIISIKH aKCEIEPOMETPY Ta TiPOCKOMYHOMY AATUYHKY PyXy B
000X KOHTpOJepax, He3alleKHEe KepyBaHHS pyxaMH BJIBO Ta BIPABO € MPOCTUM Ta
IHTYITUBHO 3pO3yMLIUM.

Joy-Con - koHTpoJjiepu, sKI pOOJsITh MOXJIMBUMH HOBI BHAM 1rop JJIs
BukopuctanHa 3 Nintendo Switch. YHiBepcaibuuii Joy-Con npomnonye rpaBisM 6e3:1i4
JTUBOBI)KHUX HOBHUX CMOCO0iB po3Baxkutucsa. J[Ba Joy-Con MO)XHa BUKOPHCTOBYBATH
HEe3aJIe)KHO B KOXKHIN pyIli a00 pa3oM sSK OJIMH ITPOBUI KOHTPOJEP, AKIIO MPUKPITUTH 1X
1o akcecyapy «Joy-Con Gripy». [x Taxoxk Mo)KHA NMPHEIHATH 10 OCHOBHOI KOHCOJI s
BUKOPHUCTAHHSA B PyYHOMY DEKUMI a00 MOMUIATHUCS 3 APY3SIMH, 1100 HACOJOKYBATUCS
TPOI0 YABOX y miaTpumyBaHux irpax. Koxxen Joy-Con Mae moBHUI HaOip KHOMOK 1 MOXE
TISTH K OKPEMHUI KOHTPOJIEp, a TAaKOK OCHAILICHUHM aKCEeIePOMETPOM 1 TIPOCKOTIOM, IO
Jla€ 3MOTy He3aJIe)KHO KepyBaTH PyXaMH BIIiBO 1 BIPaBo.

Joy-Con po3noBCIOKYIOThCS NTapaMu, no3HadeHuMH sk «Joy-Con Ly Ta «Joy-
Con R» BignosinHo. Koxen 3 Hux mae posmipu 35,9 Ha 102 na 13,9 minimetpis, a Joy-
Con L i1 R Baxarp 49 rpamiB i1 52,1 rpama BianoBiaHO. SKIII0 BUMIPIOBATH BiJl BEPXHBO1
YaCTHHU aHAJIOTOBOTO JKOMCTHKA 0 KIHUMKA CIIYCKOBOTO rauka ZL/ZR, To rpannyna
rimmOuHa CTAaHOBUTH 28,4 MiTimMeTpa.

Joy-Con moskHa npukpinute A0 00KiB KoHcod Switch 3a momomororo peitok abo

BiI'€IHATH 1 BUKOPUCTOBYBATH O€3POTOBHM CHOCOOOM - abo SIK mMapy, abo pO3aLTUTH
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MDK JBOMa pi3HUMU TpaBIisiMH. [{o oaHiel koHcom Switch moxkHa mig'eqHatu a0 8 Joy-
Con oanouacHo. 3a OaxanHsM Joy-Con MoXHa npueaHatH 10 akcecyapy «Joy-Con
Grip», 3 MOXJIUBICTIO 3apsaku abo 0e3 Hei, SKui NMepeTBOPIOE KOHTPOJIEPH Ha OUIbII

TpaguiiiHui hopm-haKTop, CXO0XKHUN HA TerMIIa.

Pucynox 2.9 - Joy-Con npuennani 10 Joy-Con Grip

Bing'ennani Bin koHcomi, oOunaBa koHTpojepu Joy-Con mpalforoTh aBTOHOMHO
OJIMH BiJ] OJTHOTO 1 3B'SI3yIOThCS 3 KoHcoutio uepe3 Bluetooth. Ilepenbadueno kpirieHHs
JUTSL 3aIT'sICTHOTO PEMIHIIS, SKi aHAJIOTIYHO BCTAHOBIIOIOTHCS, HAAATAIOYM iX Ha pedKkd
KOHTpoJsiepiB. KpimieHHs s peMiHIlIB MaioTh 3a0KpyriieHy GopMy Ta penbedHi
IUIEYOBl KHOMKM JJIsl TOKparieHHs eproHomiku Joy-Con mnpu 1HIUBITyaTbHOMY
BUKOPHCTaHHI. Akcecyapu g 3am'sicts Kpimsateess A0 Joy-Con, komm  iX
BUKOPHUCTOBYIOTh SIK MTYJIBT.

Mu Oaummo miHIi 3BaplOBaHHS, TAaKOX BiOMI SK B's3aHl JiHII abo JiHIi
3BapIOBaHHS, HA YOPHUX IJIACTHKOBUX YaCTHHAX KOPITYCy OLIS KHOIOK 1 OTBOpPIB AJIS
cBiTiHoBUX TpyO. JIiHiT 3BapHOrO IIBa BMHUKAIOTH Yepe3 Te, IO CMOJIa PO3TIKAETHCA
HABKOJIO CTPYDKHSA, KM BUKOPUCTOBYETHCS Ui OpMYyBaHHs OTBOpiB. HamamryBaHHs
napamMeTpiB JIUTTS MOXKE 3MEHIIIUTH IXHIO BUAUMICTD, aJi€ 1HOII iX HEMOKJIMBO MTOBHICTIO
YCYHYTHU 4epe3 KOHCTPYKIIIIO AeTani Ta (GOpMHU.

Ocp KiJbKa 0COOJIMBOCTEH, Ha SIKi BAPTO 3BEPHYTH yBary:

- Ilpyxunne 3'eqHaHHA MK CBITJIIOBUMH TpyOkamu. [IpyxuHHe 3'enHaHHA
MDK CBITJIOBUMU TPYOKaMH J03BOJISI€ JeTaji TPOXMU 3THUHATUCS MiJ 4Yac 30HMpaHHS.

Yotupu okpemi CBITIOBI TPyOKH MMOBUHHI BCTABJISITUCS B HEBEJIMKE BIKHO, 1 IKOM HE 1A
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Npy>KMHHA KOHCTPYKIlisA, 30ipka Oyna O IIajgeHo YCKIIaJIHEHa,

JIOTTYCKiB MPHU3BEINO O 10 BEIMYE3HOTO T'OJIOBHOTO OOJIIO.

Pucynoxk 2.10 - IIpyxuHHE 3'€THaHHS M1 CBITIIOBUMH TpyOKaMu

a HarpomMal’KCHHA

Knonku na Opacneri. Ha koxHOMYy peMiHIlI TakOX € MO Bl KHOIKH -

OCKUJIbKY pemMiHelb 3akpuBae kHomku SL 1 SR Ha Joy-Con, 111 1B KHONIKH 3a0€3Me4yIOTh

HACKpi3HE HAaTUCKaHHS KHOMOK. J[B1 JIETKI MPYKWHU CTUCHEHHS 3a0€3MeUyI0Th 3BOPOTHY

NPY>KUHY.

Pucynoxk 2.11 - JIBi nerki Npy»uHH il KHOTKaMu

MertaneBa peiika. [l-momiObHa wMetaneBa peiika 3 JHCTOBOTO MeETaly

3'eqHy€eThCA 3 mMa3zamu Ha OiuHil cTinll Joy-Con. ToBuimHa MeTaneBoi peku CTAaHOBUTD

1,1 MM, a1i cTIHKH - 1,5 MM.
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Pucynok 2.12 - MeraineBa peiika

Pucynok 2.13 - MetaneBa peiika y po3iopaHoMy cTaH1

dikcaTop pemiHIlg Ha 3am'scti. Tam, 1€ HEHIOHOBI pPEeMIHIIl BXOASATH B

KOpITyC peMiHIIs, € HeBeduka Oina getans. lle pozymuuil 3amox ans peminis. [licns

TOTO, SIK BM HATHUCHETE Ha HHOTO, PEMIHEIIh HE 3MOKE BUNTH, HABITh SKIIIO BH BUTIAKOBO

HATUCHETE KHOIKY PO30JIOKYBaHHS.
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Pucynok 2.14 - dikcatop pemiHIsa

Joy-Con 1 pemiHmi ayxke mo0Ope MOETHYIOThCS OAWH 3 OAHUM. BOHH JeTKo

ciabuHa.

HAJATAIOTHCA OJIMH Ha OJTHOTO, a KOJU (PIKCYIOThCSI, 3AJIUIIAECTHCS JIMIIE JIeIb TTOMITHA

Joy-Con MicTSTh HE3HIMHI JITIH-10HHI TOJIMEpPHI aKyMyJIsSITOpu Ha 3,7 BOJIbTA

Joy-Con 3aiimae mali’e BCIO IIUPUHY KOHTPOJIEpa.

525 MAT emHicTiO 1,9 BaT-rOIMHU; BOHU 3apsAKAIOTHCS MPHU IMIJAKIIOYCHH] 10 KOHCOJ1
Switch, sika cama 3apsypkaerbcsi. OKpeMHuil akcecyap «3apsaHUN PYKIB's» JT03BOJISE
3apsKaTU KOHTpoJepu B koH]irypauii reiimnaaa yepe3 USB-C. 16 uepBus 2017 poky
Nintendo Bunyctuna kpirieHHs 1151 Joy-Con 3 6arapeiikamu Ty AA, sike HaATa€ThCS

Ha Joy-Con Tak camo, fK 1 KpIIJICHHS AJs Hapy4YHOTro peMiHI. batapes B KOXKHOMY 3
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Pucynoxk 2.15 - barapes y Joy-Con

OOujBa KOHTPOJIEPU MICTATh AHAJOTOBMM JKOWCTHK, IO Kialae, 4OTHPU
JHIHOB1 KHOMKH, Bl BEPXHI KHOIMKH, BI O1YHI KHONKMU, JOCTYITHI IIPU BiJ'€AHAaHHI (SIKi
CTAalOTh TUICYOBHUMH KHOTIKaMH, SIKIIO X TPUMATH T'OPHU30HTAIbHO) 1 Mo3HaueH1 sk SL 1
SR, kHonky + abo -, kHomky «Home». Joy-Con L MICTUTh KHONKHU KepyBaHHS
HANpPSIMKOM PYyXy, KHOTIKY «-», BEpXHI KHOMKH, Mo3HaveHl sk L 1 ZL, a TakoX KHOIKY
ckpiHimoty. B oHoBienHi, BumymenoMmy 18 sxoBTHa 2017 poky, KHOMKA CKPIHIIOTY
TAaKOXX 34aTHa 3anucyBaTH 10 30 CEKyHJ IrpOBOro Mpolecy B AESIKUX Irpax, SKIIO
yTPUMYBATH ii HATUCHYTOIO MPOTAroM cekyHau. Joy-Con R mictutes kaonku A, B, X 1Y,
KHOIIKY «+», BEpXHI KHOTKM, To3HaueHl sk R 1 ZR, 1 xkHonky «Home». Kpim Toro,
Nintendo He BUKOpHCTOBYBaja TPAIUIIIHHUM CTIOCIO 3UMTYBaHHS KHOTIOK «O/IHAa CTOPOHA
BUTATHYTAa Bropy, iHIma A0 3emiai». HaToMmicTh BOHHM BUKOpUCTIM KOHQITYpaIlito
KJIaBlaTypH, /1€ KHOIIKM PO3TAllOBaHl B psAAKax 1 cTOBHYMKax. [yl 3UNTYBaHHS KHOIIOK
BOHM BHKOPHCTOBYBAJIM CKaHEp KiaBiarypu, BOynoBanuii B BCM20734 3 TakTOBOIO

gacTtoTor 128 KI'11.
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2R Bulan

A Buston
L Busthon

= Butlon + Buitan

Ledt Sxick AJESESY Buttons

Player LED

Dirschional Butions Right Stick
SYME Button

SR Baite S1 Batton

Caplure Rusticn HOME Buton

i Mation Camera i ;

Pucynok 2.16 — Cxema kHonok Ha Joy-Con

Kopnyc Joy-Con gaktuyHo ckianaerbes 3 3 4acTHH:

- BEpXHIi Kopmyc;

- HIKHIN KOpITYC;

- OOKOBHHA.

Bonu Burotosieni 3 PC-ABS, a CTiHKM TOCUTH KOPCTKi, SK Ha TOBIIHUHY JIUIIC
I, MM y Oumbmocti wmicus. CepTudikaTd Ta 1HIOII MapKyBaHHS HaApPyKOBaHI
0e3mocepe/lHbO Ha IJIACTUKY - 30BHINIHS MOBEPXHS Ma€ riaJicHbKe MaTOBE MOKPUTTS,

BHYTPIILIHS MOBEPXHS - HE3aBEpIIEHA - HA Hill BUIHO CIIIH BiJ IHCTPYMEHTIB.

Pucynox 2.17 - Mexaniuni kopmycu Joy-Con
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BepxHiil 1 HKHIM KOPIYCH MarOTh HEBEJHMKI BUPIBHIOBAJIbHI €JIEMEHTH B3JI0OBXK

KPOMKH 3aMICTh 3BUYHHX I HAC 3aCTIOOK.

Pucynoxk 2.18 - 3acTiOku Ha BepXHbOMY Ta HUKHBOMY Koprycax Joy-Con

Ha GoxoBiii CTiHIII PO3MIIIEHO KJIFOYOBI MeXaHi3Mu i kpituieHHs Joy-Con 1o
KOHCOJI, PYKIB'SS Ta 1HIIUX akcecyapiB. JIuctoBuil meran oOMexye MianpyKHHEHUN
SI3UYOK, SIKUW BifmoBigae 3a dikcarito Joy-Con Ha pykiB'i Ta koHCOJI. ['Hyukuii kabemnb

BIJIMOBIIA€ 3a 3B'A30K MK KOHCOJUTIO Ta Joy-Con.

Pucynox 2.19 - bokosa ctinka Joy-Con

CeiTnonpoBogu B Oi4HIM CTIHII JIOCUTh BHUTOHYEHI: YOTHUPH OJIHAKOBI

CBITJIONIPOBOJM BKJIAJIAIOTHCSI B MAaJCHbKUW YOPHHUM IUIACTUKOBHM TpuUMad, SKUN

ApPK.
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3a0e3neuye MacKyBaHHs 1 pO3AUICHHS, a MOTIM BECh 1€l BY30JI BKJIAJAETHCS B Ol1UHY

CTiHKY pa3oMm. Lle Habararto nemieBiie, HXK CIIIBHO BIIIMTI CBITIOBI TPYOU.

Pucynoxk 2.20 — CeiTiionposoau

ITin xaomkamm SL, SR 1 cuHXpoOHI3aIlli 3HAXOIATHCS HEBEIWKI MeETajeBl

KyIHOJIbHI IepeMHUKaul, sIKi 3a3BU4ail BAKOPUCTOBYIOTHCA HEYACTO.

Pucynok 2.21 - MetaneBi KyIoJybHi IepeMHUKadi

Tyr mMu wmaemo ocHoBHy PCBA gmiBoro Joy-Con. Mix KynoJIbHUMHU
nepeMHuKadyaMu 1 JKOPCTKUMHU BEPXHIMU YaCTHHAMH KHOIOK 3aJIMIIUBCS CEPEAHIN IIap
emactomepy. Ilpore, 3amicTh Toro, mo0O BHUKOHYBAaTH TMPOBIAHY (QYHKINO, SK Y

MOTIEPE/IHIX TTOKOJIIHHSX, BIH CIYTYE€ JIUIIE 7151 TOBEPHEHHS MPYKUHU.

ApK.
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Pucynox 2.22 - OcuoBaa PCBA Ta BepxHs yacTuHa Kopiycy JiiBoro Joy-Con

CryckoBuil radok 1 IUIEUOBUH IepeMHMKad Telep € MpPOCTO KHOIKOBUMHU
nepemukayaMu. KHoMKa CIycKOBOTO rayka BUKOPHUCTOBYE JBI MPYXKUHU CTUCHEHHS JJIS
3BOPOTHOTO XOAY, 1 TAKUM YHMHOM, BIJCTaHb XOJy 3HAYHO 3MEHIIMJIACS MOPIBHAHO 31

CTapyUMHU KOHTpPOJIEpaMHU.

Pucynok 2.23 - KHOnKOBI epeMHuKadaMu

Tenmep mepeMukau-HKOMCTUK  3HAYHO  3MEHINMBCS y  Basl.  Houi
HU3BKOMPO(UIBHUNA MOIYJb TaKOK OUIBII 3aXUIICHUM BiJl My MOPIBHSIHO 31 CTapUM

MOKOJIITHHSIM.
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Pucynoxk 2.24 - Ilepemukau-1Kk0MCTHK

Koxen Joy-Con MiCTUTh akceIepoMeTp 1 TIpOCKOIL, iK1 MO’KHAa BUKOPUCTOBYBATU

JUIS BIACTEXKEHHS pyxy. Irpum MOXyTh MiATpUMyBaTH BukopucTanHs Joy-Con mis

BKa31BHOT'O KE€pPYyBaHHsI, KOJIM BIH BiJ'€qHaHUM, 0e3 ceHcopHoi maHenmi. [IpaBuii Joy-Con

(R) mictuth iHQpadepBOHUN AATYMK BIICTEKECHHS TIUOWHU, SKUA MOXKE 3YUTYBaTH

0o0'ekTn Ta pyxu, mo 3HaxomATbcs mepen HuM. [IpaBuii Joy-Con (R) Takox MicTHUTBH

34MTyBa4 OJMKHBOTO 3B'SI3KY JJIsi BUKOpUCTaHHS 3 Amiibo. OkpiM TOro, 1o JiBUM Ta

npasuii Joy-Con MaroTh pi3HI (yHKIIIOHAJIbHI KHOTIKH, OCHOBHOIO B1IMIHHICTIO TPaBOTO

Joy-Con € noganuii momyns [Y-kamepu Ta 3untyBau/3anucyBad NFC.

Pucynok 2.25 - Monyns [Y-kamepu
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Pucynok 2.26 - 3untyBau/3anucyBay NFC

Joy-Con MICTHTh Me€XaHI3M TaKTHJIBHOTO 3BOPOTHOTO 3B's3Ky, Bimomuil sik «HD

PO3p00OKY BUCOKOTOYHOTO JIM3aiHY 3 TAKTHJILHUM 3BOPOTHUM 3B'SI3KOM.

Rumbley, sxuit 6yB po3pobnenuit y maptHepctsi 3 Immersion Corporation. Nintendo
3asBUJIA, 110 CHCTEMAa MOXKE€ TIE€HEpPYBaTH TOHKHW TaKTWUIJIbHUN 3BOPOTHUN 3B'A30K,
HaIPUKIAI, BIJUYTTS OKpeMUX KyOUKIB TbOAY Ta BOJU Yy CKISIHIN. 3aBAsku Apple, sika €

JigepoMm y pospodbmi TtexHosorii Taptic Engine, Bce OinbIlie iHBECTYBaHb BKJIAIAalOTh B

Brnacna Bepcisa TaktunbHoro jBuryHa Nintendo y koxkHomy Joy-Con Ha3uBa€eThCs

aKTyaTop, aje B KIJIbKa pa3iB OUIbIIKHN 32 TOH, 1m0 Mu O6aunnu B Apple Watch.

Pucynok 2.27 - Taktunenauii aBuryH « HD rumbley»

«HD rumble». Xodya MM HE BIAKPHBAJIM HOTO TOBHICTIO, BIH BUTJIAJNAE SK JIHIMHUN
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Oco6nuBnii iHTepec BHUKIMKae O0nu3bKicTh IMU 10 TaKTHIBHOTO KOHTpOJIEpa,
AKUI MOke OyTH CKJIQJHO PO3MICTHUTH 4epe3 iXHI KOHKYpYyroui moTpedbu Ta HeoOXiaHI
npaiiepu. Joy-Con cripaBiisieTbes 3 UM 3aBIaHHSAM 3aBJISIKH HACTYITHUM KOMIIOHEHTaM
1 BUOOpY IHU3alHY:

- IMU (TDK IM-20600) mae BOymoBaHHi1 3-0ChOBHIA T1POCKOI 1 3-0CHOBUM
aKceJjepoMeTp IS 3a0e3MeUeHHs TOUYHUX MO3UIIHHUX 1 00epTaTbHUX BUMIPIOBaHb.

- Koxen LRA (Anpmificekuii peakTop) JAO3BOJSIE TOYHO KepyBaTu
IPOrpaMHUM 3a0€3MEYeHHSIM YaCTOTHUM CUTHAJIOM, SIKM CTBOPIOE BiOpaIlito sIK Mo oci
X, Tak 11mo oc1 Y.

- 3acrocyBaBmiu peXeKTOpHUN GinbTp A0 MexaHiyHO 3'emHanux IMU Ta
LRA, imxeHepu 3MOrJIM po3yMHO BiaduIbTpyBaTH pe3oHaHcHl yacToTd LRA wa 160 I'x
ta 320 T'u, moO 3amobirtu mnepeBanTaxkeHH0 IMU miopasy, KoM aKTHUBYETHCS
TaKTHJIBHUN aTYHK.

- IIlo6 3MEeHIUTH KIIBKICTh MIKPOCXEM 1 OOYMCIIIOBAJIbHE HABaHTAKCHHS,
HeoOximue mis MCU (i 3HU3WTH 3arajbHE CHEPrOCTOKMBAHHS KOHTPOJIEpA), BOHH

JOJQJIM 1HTETpOBaHUM aHajoro-1udposuii neperBoproBad (ALII).

Pucynoxk 2.28 - IMU Bcepeauni Joy-Con
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Pucynoxk 2.29 - Ananoro-mudpoBuii nepetBoprorau Bcepeanti Joy-Con

KoopanHauisi eJIEKTPHYHOT0 TAa MEXAHIYHOI0 JU3AHY

KonTponepu, sk 1 Bcst moOyTOBa €NEKTPOHIKA, PETYISAPHO TECTYIOTHCSA Ha PI3HUX
eTamax JKUTTEBOIO LMKIY pPO3POOKH MPOAYKTY, 0I00 TapaHTyBaTH, IO BOHU
BUTPUMAIOTh COTHI MUIBHOHIB >XUTTeBUX 1UKIiB. Kontposmep Joy-Con He cTaB
BUHATKOM. YcmimHui npoaax Joy-Con mo BChbOMY CBITY CBIIYUTH MPO T€, 110 BiH OyB
YITKO CIPOEKTOBAHWUN 1 MPOTECTOBAHUM [JIsi JOCSATHEHHS PIBHS JOBTOBIYHOCTI, SIKUM
BUTPHUMYE BEJIMKi MaciTabul BUKOPUCTAHHSI.

JlocBin mokaszye, mo IS TOro, o0 OyIb-sSKWH MPOAYKT BIAMOBIAAB IIHM
CTaHJapTaM, HEOOX1JHUM BHUCOKHI PIBEHb KOOPAMHAIT MIXK 1HXXKEHEpaMU-eJICKTPUKaMu
Ta iHKeHepaMu-mMexaHikamu. Komanau po3poOHHKIB MOBUHHI IHTETPYBaTH CBOI MPOEKTU
3a opMoI0, po3mipamu Ta PyHKITISIMH, TI00:

- JlocsarTu 6111101 MPOYKTUBHOCTI Ta HAIHHOCTI.

- CTBOproBaTH MEHIII Ta MIUIBHIII BY3JIH.

- IlpuBomutu mnpoBOAKH/KaOENIB y BIAMOBIIHICTH 10 (i3U4HOT GopMH Ta
00MeKeHb KOHCTPYKIIIi.

- PerenpHO BHOMpaTH KOMIIOHEHTH, OO 3MEHIIUTH BUTPATH Ta CIHPOCTUTH

criendikartii.

ApK.
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VYcepenuni kouTposiepiB Joy-Con € 4YiTKI JOKa3W TakKUX CKOOPAMHOBAHHUX
pillieHB, a came:
- Bukopucrannsa rtHyukux gpykoBaHux 1uiat (FPC) 3a0esnedye Buiny

HAJIIAHICTh 3aBJSKH BIICYTHOCTI PO3'€eMy Ta IPSAMOMY 3'€ THAHHIO 3 OJTHIEI0 CTOPOHOIO.

Pucynok 2.30 - 'nyuka npykosana miara Bcepeausi Joy-Con

- BuxopucranHs 3a3pmaneriip BU3HAYCHOI (opmMu 3meHmrye moTpedy B

MPOKJIaJaHHI KaOeiB 1111 yac BUpOOHUIITBA.

Pucynok 2.31 — ParionansHe BUKOPUCTAHHS MICLIS J1s IPOKJIAJIKK KaOeiB

Bcepeauni Joy-Con
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- BuxopucranHs koakcianpHOTO KaOemro st mepemimieHHs aHTeHH NFC
no/Ialli BiJl JDKOMCTHKA JTO3BOJIAE TeHepyBaTu Ta mpuitmatu curHan NFC momani Bin
MOTEHIIHHUX TIEPENIKO/I, CIIPUIMHEHUX METAIIEBUM KOPITYCOM JIKOWCTHKA Ta MiJTHUMU
3aUBKaMH JIPYKOBAaHOI IaTH. BukopucTaHHS B 000X KOHTpOJIEpaxX MiKpOCXEeMHU
Broadcom BCMZ20734 3 interpoBanum 2.4-rirarepuoBuM mpuitmadem (Bluetooth)

yCyBa€ HeOOX1AHICTh Yy 30BHIIIHINA aHTEH] 11 3B's13Ky Mk Joy-Con 1 koHCOUTIO Switch.

Pucynoxk 2.32 - Aarena NFC 1 npuiimay Broadcom Bcepenuni Joy-Con

- HonaBanas mnporecopa Cortex-M3 3a0e3neuye mpsiMe 3'€IHaHHS Ta
crieniaibHy 00pOOKY ISl KOHTPOJIepa, CBITI010/11B, KHOMOK-KorcTuKiB, IMU, NFC Ta

MIKpOCXeMHU 00pPOOKH 300paKeHb.

Pucynox 2.33 - IIponecopu Cortex-M3 Bcepeauni Joy-Con
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- Bukopucranns cnemiamizoBanoi mikpocxemu TI BQ24072 nomomarae
KepyBaTH MPOAYKTHBHICTIO miTiii-ioHHOi (Li-lon) GaTtapei Ta mo3Bojsie TepeMUKATHCS
MDK 30BHIIIHIM JDKEPEJIOM J>KUBJICHHS Ta BHYTPIIIHBOIO Oarapeecro s 3MEHIICHHS
KUTBKOCTI ITUKIIIB 3apsiay/po3psay, 1o 0e3mocepeIHhO BIUIMBAE HA TEPMiH CIyxOm Li-
Ion 6arapei. HanmamryBanua uudposoi mmuau ST LD39020 na miniitny nanpyry 1,8 B
JO3BOJISIE  MIKPOKOHTPOJIEPY 3HWXKYBaTH Hampyry a0 1,2 B 18 BHYTPIIIHBOTO

BUKOPHUCTAHHSA 1 JUIs TTaM'ATI.

Pucynoxk 2.34 - I{u¢gposoi munu Bcepenuni Joy-Con

- 3acrocyBanusi wMmasioro ¢opm-akTopa s OOMOTKH aHTEHU CTBOPIOE

e(deKTUBHE BUKOPUCTAHHS MTPOCTOPY.

Pucynok 2.35— EdektuBHe BUKOpUCTaHHS pocTopy Beepeauni Joy-Con
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- JluzaitH MapkyBaHHs (I3UYHUX PO3'EMIB, IO CIYTY€E TMOJBIMHUM ITJISM,

3abe3mnedye TouHy 301pKy ITi/1 Yac BUPOOHHUIITBA Ta JIETKY 1IeHTU(]IKAIII0 KOPHCTYBAUEM.

N

Pucynok 2.36 - MapkyBanns Ha Joy-Con Ta peMiHIIs

- JlomaBaHHS JTMCTOBOTO METAy IMiJICHITIOE Ta 3MIITHIOE HAI3BUYATHO MaJli Ta

KPUXKI1 TIJIACTUKOBI JAeTatl.

Pucynok 2.37 - Mertanesi ckiianoBi Bcepeauti Joy-Con Ta peMiHIs

[Iponymanuii Au3alH 1 B3a€EMOJiS MDK LHMMHU KIIOYOBUMH KOMIIOHEHTAMH,
0€e3yMOBHO, MaJli BaKJIMBUIM BIUIMB Ha MPOIYKTHUBHICTH 1 3PYYHICTb BUKOPUCTAHHS
koHTposiepiB Joy-Con - 1e 4yaoBHM MpHKIA] NPaBUIBHOI CHCTEMHOI1 I1HTErpartii.
HesnoB3i micns my6sigyHOTO penizy Oyino BusiBIeHO, 1m0 Joy-Con Moxe MigKIIOYaTUCS

JI0 1HIIUX MEPCOHAIBHUX KOMI'IOTEPIB 1 MOOUTBHUX MPUCTPOIB 3 miaTpuMKor Bluetooth

ApPK.

BKPB-123.24.0007.00.00.T13

Bum. | Apx. | Ne Dokym. ITionuc | Jama 39




1 BUKopucToByBaTucs 3 HuUMHU. Odirmiiina miarpumka Joy-Con Takoxx Oyrna jojaHa -0
1Phone ta iPad B pamkax onoBnens i0S 16 ta iPadOS 16 BianosinHo.

Jlo xommekty koHcoii Nintendo Swtich BXOauTh OAMH HEOHOBO-UYEPBOHUM
niBuit Joy-Con, oluH HEOHOBO-OJakuTHUM nipaBuii Joy-Con Ta aBa 4opHi pemiHIl Joy-
Con. Irpu 0KMBarOTh 3aBASKUA MPOCTHUM y BUKOPUCTAHHI €JIE€MEHTaM KEPYBaHHS PyXOM
Ta BiOpamii 3 mominmeHuM 3BykoM HD, BOymoBaHuM y KOXHY KOHCOIb Joy-Con.
3aJIe’KHO B1Jl IPU, BU MOYKETE€ BUKOPUCTOBYBATH IO oxHOMY Joy-Con y KOXHIii pyul -

a0o0 HaBITh BIAATU APYTUN APYTY.

2.3 Po3ropHyTa NOCTAaHOBKA 3aBAAHHSA

[Iporpamue 3abe3nedeHHs], po3po0Ky SIKOTO TUIAHYETHCS 3pOOUTH B AaHii poOoTi,
€ 0a30l0 s KEpPyBaHHS EMYJIATOPOM KOMI'IOTEPHOI MHIII 3 BUKOPHUCTAHHAM
koHTpoJiepiB Joy-Con. Po3pobka gaHoro mporpaMHoro 3abe3nedeHHs nependayae moro
BUKOPHUCTAHHSA, 30KpPEMa JIIOIM 3 OOMEXCHUMH MOKIMBOCTIMHU, €(PEKTUBHE KEPYBaHHS
KOMIT'IOTepoM, BHKOpUCTOBYIouM Joy-Con, a TakoX HaJallITyBaHHA MapaMeTpiB
EeMYJISITOpa BIATIOBITHO J0 MOTPEO KOPUCTyBaya.

OCHOBH1 KOMIIOHEHT! CUCTEMH:

- Monaynp 1ipuiiMadHs Ta o0O0poOku gaHux 3 KoHTposiepiB Joy-Con.
[Mpuiimanaa nanux 3 KoHTpoJiepiB Joy-Con: Haxui, pyX, IIBUIKICTb MEPEMIIICHHS,
HATUCKAHHS KHOTIOK Ta 00po0Ka X /ISl MpOTpaMHOTO 3aCTOCYHKY.

- Monaynp HanamrtyBaHHS B3aeMoil koHTposiepiB Joy-Con 13 mporpaMHuM
3abe3neyeHHsIM. HanmamryBaHHs K caMe 3aCTOCYHOK pearye Ha koHTposepu Joy-Con Ta
KOperyBaHHsI 32 HEOOX1JHOCTI.

- Monaynp B3aemojii MK CUCTEMOIO Ta MpOrpaMHUM 3a0e3nedeHHsM. Mera
po6OTH MOJIATaE B KEpyBaHHI KOMIT FOTEPHOI MHUIII, 1110 BKJIIOYA€ BUKOPUCTAHHS (PyHKIIIN
ta koHcTaHT 3 Windows API (Application Programming Interface) nns ycmimHoi

peami3arii.
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- Mopaynps nHanamryBaHHA KoHTpoJiepiB Joy-Con. HamamTyBaHHS KHOIOK
KOHTPOJIEPIB HA KHOTIKM KOMIT FOT€PHOI MUIII1, KJIaBiaTypu ab0 MPOCTUX KOMaH/.

- Monynp KepyBaHHS KOMII FOTEPHOK0 MHUIIOIO 3a JTOIIOMOT'OI0 KOHTPOJIEPIB
Joy-Con. KonBeprauist oTpuMaHux gaHux 3 KOHTpoJiepiB Joy-Con y pyx KOMIT IOTE€pPHOI
MUIII Ha eKpaHi.

BpaxoByroun 3a3HaueHe BMILE, IJIaH KPOKIB peaiizalli METH Li€l TUIUIOMHOI
poOOTH HACTYITHUK:

a) Po3poOutu 3aranbHy apxitekTypy II3, 1m0 BKIIOYae KOMIOHEHTH IS
34uTyBaHHA JaHux 3 Joy-Con, 00pOOKH IUX TaHUX Ta eMYJISIIT MUIIII.

6) CnpoextyBatu iHTepdeiic KOpHUCTyBaua HaJisi HaJAIITYBaHHSA IMapaMmeTpiB
emyisTopa. PeanizyBatu Moxaym ans miakmoudeHHs Joy-Con no komm'rotepa Ta
3YUTYBAaHHS JAHUX 3 HOTO TaTYHKIB.

B) Po3poOutn anroputmu ans oOpoOKH JaHUX 3 aKCEeIepOMETPIB Ta TiPOCKOIIIB
Joy-Con 1 nepeTBOpeHHs iX y pyxu Kypcopa.

r) 3abe3neunT MOXKIIUBICTh €MYJIALll HATHUCKaHb MUIII 3@ JOMOMOIOI0 KHOTIOK
Joy-Con. Buxopucraru Unity uist cTBOpeHHs 1HTep(delicy KOpucTyBaya Ta 3a0€31eUeHHs
BI3yaJIbHOI'O 3BOPOTHOTO 3B'SI3KY.

r) laterpyBatu mporpamui moayii B cepenoBuiie Unity nams 3abe3medeHHs

y3rOJIKEHOT pOOOTH CUCTEMH.
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3 OIIUC 1 OBTPYHTYBAHHS ITPOEKTHUX PIIIEHB

3.1 Onnc GpyHKIIOHYBAHHA CUCTEMU

s peanizanii po6otu O0yno o6pano ¢peiimBopk Unity. Unity — 11€ mOTY>KHHIA

OaraTormmaTgopMHUl irpoBHil pyiIiii Ta iHTerpoBaHe cepenosuine po3podku (IDE), mo

no3Boiisie ctBoproBaty 2D Ta 3D irpu, cumymsmii Ta iHTEpaKTUBHI JOJATKU AJIs PI3HUX

matdopmM, Bkarouaroun 1K, koHCo11, MOO1IBEHI MPUCTPOT Ta BIpTyadbHY PeabHICTD.

OcHoBHi kommoHeHTH Unity:

1. Pemaktop Unity: rpadiunuii iHTepdeiic, 10 Hamae I1HCTPYMEHTH IS

CTBOPCHHS, pelaryBaHHS Ta TECTyBaHHSA irop 1 jomatkiB. Bxiouae B cebe cieHw,

KOMITOHEHTH, 00'€KTH Ta PECYPCH.

L ey - B Sy -

Pucynoxk 3.1 — Pegakrop Unity

2. Cruena (Scene): cepenoBuilie, e pO3MINTYIOThCS BCl irpoBi 00'ekTr. KokHa

CIIEHa MOK€ MICTUTH Pi3H1 PiBHI, MICIi UM €KpaHU TPH.
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Pucynox 3.1 — Cuena y Unity

3. Irposi o0'ektn (GameObjects): ocHoBH1 OyjiBenbHi Os0oku B Unity, siki
MOJKYTbh MPEACTABIATH OyAb-IKHil 00'€KT y Tpi, BiJl MEPCOHAXIB 1 PEKBI3UTY A0 Kamep 1
CBITJIA.

4. Kowmmnonentu (Components): mMojyil, SIKi J0AalOTh (PYHKI[IOHAJIBHICTH O
irpoBux 00'exTiB. KoxkeH 00'ekT Moxe Math Oe3id KOMIIOHEHTIB, TakuX sK (i3uka,
PEHJIEpUHT, CKPUIITH, 3BYKH T4 THIIII.

5. Ckpunrtu: xonu, HamucaHi Ha C#, gKki JOJAlOTh TMOBEIIHKY IO IrPOBHX
00'exTiB. CKpUNTH BUKOPUCTOBYIOTHCS JIA YIPABIIHHS ITPOBOIO JIOTIKOIO, B3a€MOJII 3
KOpHCTyBaueM, (Pi3UKU Ta IHIIKMX aCIEKTIB TPH.

6. ®i3uunuit pymii: Unity Bkiarodae BOymoBany ¢izuky ans 2D 1 3D, mo
JTIO3BOJISIE CTBOPIOBATH PEANTICTUYHI CUMYJISIIT 3 BUKOPUCTAHHAM (DI3MUHHUX 3aKOHIB.

7. PenmepuHr: MOTY)KHUM MeXaHI3M PEHIEPHUHTY, SIKMM MIATPUMYE CydacHI
rpadiuni edekTu, Taki K TiH1, OCBITIEHHS, MTOCTOOPOOKA, MIeHAepHy Ta 1HIII.

8. Iurepdetic xopuctyBaua (Ul): 1HCTpyMEHTHM [JIi CTBOPEHHS Ta
HAJAIITYBaHHS KOPHUCTYBALbKOTO 1HTEpQeEiiCy, BKIIOYAIOYHM MEHIO, KHOIKH, TEKCTOBI
TIOJISL T 1HIIT JIEMECHTH.

3aranpHa in1eda mnporpamMud. OCHOBHa MeETa CTBOPUTH IMporpamy emyJisiTop

KOMIO'IOTEPHOI MHUIII Ta MPOAEMOHCTPYBAaTH MOXJIMBOCTI KOHTposiepiB Joy-Con.

ApPK.
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Kontponepu OyayTh BHUCTyHaTH SIK 3aMiHa KOMIT IOTEPHOI MUIII Ha OUIBIN 1HTYITUBHO
3pO3yMUTUM MaHIMYJISATOPOM ISl KEPYBAaHHS KOMIT FOTEPOM.

InTepdeiic kopuctyBada. IHTepdeiic iHTYiTUBHO 3po3yminuit. Ilpm 3amycky
3aCTOCYHKY 3'SIBJISIETBCSI MEHIO, SIKE CKJIQJAa€ThCs 3 4 KHOMOK, SIKi BEAYTh IO CaMOTO
¢dyHKIIOHaTYy 3aCTOCYHKY. [lepia mepeHoCUTh KOpUCTyBada B caM €MYJIATOp, 10 Ha/lae
MOJKJIMBICTh KEepyBaTH KOMIT IOTEPHOIO MuIelo uepe3 KoHTpojepu Joy-Con. JIBi
HACTYIHI KHOMKH BEAyTh A0 JEMOHCTpallifiHUX mporpam-irop. Bonu mnpucytni ans

JeMOHCTpalii MoauBoctel KoHTpoisepiB Joy-Con. OcTaHHS KHOMKa BIAMOBIIAE 3a

HajalTyBaHHs KHOMOK Joy-Con Ha po3cy KopucTyBaya.

Desktop Mouse
Emulator

Throwing Test

Pucynok 3.3 — [ntepdeiic MmeHto mporpamu

BBenenns panux. OCHOBHI JaHl BXOAATH 3 KOHTpojepiB Joy-Con: KHONOK,
Haxuiy Ta pyxy. KosxeH niBuii 1 mpaBuii KOHTPOJIEp BUKOPUCTOBYE BIACHHI MPOIIECOp,
nam'siTh, JITIH-10HHY Oarapero, MIKpOCXeMy KepyBaHHs Oarapeero, CTIK, OJIOK
iHepuiiaux BumiptoBanb (IMU), niniiinuii pezonancuuit aktyatop (LRA) 1 TakTunbHUN
npaiisep (HD Rumble). biok iHepiiiiHux BuMipiOBaHb Ma€ BOyIOBaHUHN 3-OCHOBHIA
ripockon 1 3-0ChOBHH akceJepoMeTp Ui 3a0e3MeUeHHS TOYHUX MO3UIIMHUX 1
oOepTanbHUX BUMIpIOBaHb. KOXXKeH NiHIWHUN PE30HAHCHUN aKTyaToOp J03BOJISE TOYHO
KEepyBaTU INPOrpaMHUM 3a0€3NEUYEHHSAM YaCTOTHOIO CUTHANY, SIKUH CTBOPIOE BiOparito

SK 1O oci X, Tak 1 mo oci Y. Pemra qaHux HaaXoauTh Yepe3 B3aEMOJIIIO 13 TPOTPaMHUM
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NPUIMAIOTh HATUCK KHOTIOK Ha KOHTPOJIEpi.

public bool GetButtonDown (Button b)
{
return buttons down[ (int)b];

}
public bool GetButton (Button b)

{

return buttons|[ (int)b];

}
public bool GetButtonUp (Button b)

{

return buttons up/[ (int)b];

3a0e3MmeueHHsIM Yepe3 KOMIT FOTepHY MUIIY Ta KiaBiaTypy y JAeskux Bumaakax. CaMm 1o
cobi Unity He Mae MOXIMBOCTI mpaioBatu 3 kKoHTposiepamu Joy-Con. Tomy Oyno
BUKOpHCTaHO 010si0Teky JoyconLib sika mae Taky MOXJIUBICTH. bibmioTeka orooirye
npocTi QYHKIT 111 KepyBaHHS KOHTPOJIEpaMH Ta JTIO3BOJISIE Ty)KE JIETKO BITPOBAKYBaTH

¢ynkiionan koutposepiB Joy-Con. Hmkue mnpuBeneni Qynkmii Oi0mioTeku, sAKi

VY npuBeneHnx (yHKIIAX BUKOPUCTOBYETHCS THI Button', sSKuil 3HAXOAUTHCS Y

BIIIIOBIIHO.

public enum Button : int
{

DPAD DOWN = O,
DPAD RIGHT = 1,
DPAD LEFT = 2,
DPAD UP = 3,

SL = 4,

SR = 5,

TiK ke Oibmioreri Joyconlib. VY 06i0mioTeri oroJiomieHi BCli KHOINKH, MPUCYTHI Ha
koHTpoJepax Joy-Con. Kaoniku 'DPAD _DOWN', 'DPAD RIGHT', 'DPAD LEFT Ta
‘DPAD_UP" okpim kHonok «Buuz», «BrnpaBoy, «BniBoy», «Yropy» Ha niBomy Joy-Con

TaKOX BIAMOBINAIOTE 3a KHOMKU «B», «Y», «A» T1a «X» Ha mnpaBomy Joy-Con

B,
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HOME

7,
PLUS = 8,
CAPTURE = 9,

STICK = 10,
SHOULDER 1 = 11,
SHOULDER 2 = 12

‘buttons down', ‘buttons’ Ta ‘buttons up’ cTaHM HATUCHYTOi, 3aTUCHYTOI Ta

Bi/DKaTOi KHONMKM Ha KoHTposiept Joy-Con. OrojoiieHi HACTYIHUM YHHOM:

private bool[] buttons down = new bool[13];
private bool[] buttons up = new bool[13];
private bool[] buttons = new bool[13];

[Ipu migkmrodeHHl A0 KoMim'roTepa 3aBasku Bluetooth emynsrtop 3uutye pyx,

HAXWJI, IIBUJKICTh MEPEMIIIEHHS Ta KOHBEPTYE 1€ BCE y KEPyBaHHS KOMIT IOTEPHOT MHUIII
Ha eKpaHi KoMIr'totepa. [is 3uuTyBaHHA pyXy, HAXWJy Ta IIBHAKOCTI MEPEMIIICHHS

OyJ10 HalmMCaHO HACTYITHUHN KOJ.

private Intl6[] acc r

Il
—

0, 0, 0 1};

private Vector3 acc g;

private Intl6[] gyr r = { 0, 0, O };
private Intl6[] gyr neutral = { 0, 0, O };
private Vector3 gyr g;

private float err;

public Vector3 i b, j b, k b, k acc;
private Vector3 d theta;

private Vector3 i b ;

private Vector3 w_a, w _g;

private Quaternion vec;

private int ProcessIMU (byte[] report buf)
{

ApK.
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if

if
int

if

for

{

(!imu_enabled

return -1;

| state < state .IMU DATA OK)

(report buf[0] !=

0x30) return -1; // no gyro data

dt = (report buf[l] - timestamp);

(report buf[l] <

(int n

:O;

n <

timestamp) dt += 0x100;

3; ++n)

ExtractIMUValues (report buf, n);

float dt_sec =

sum[0]
sum[1]

sum[2]

if (isLeft)

{

gyr_g
gyr_g
acc g

acc g

Ly F=

.z %
Ly ¥

.z *

0.005f * dt;

+= gyr g.x * dt sec;
+= gyr g.y * dt sec;
+= gyr g.z * dt sec;

= —l;

if (first imu packet)

{

else

ib=
J b=
kb =

first

k acc

w a =

new

new

new

_imu

Vec

Vector3 (1, 0, 0);
Vector3 (0, 1, 0);
Vector3(0, 0, 1);

_packet = false;

Vector3.Normalize (acc g);

tor3.Cross (k b, k acc);

w g = —-gyr g * dt sec;

d the

ta =

(filterweight * w a + w_g) / (1f + filterweight);

k b += Vector3.Cross(d _theta, k b);

i b += Vector3.Cross(d theta, i b);

J b += Vector3.Cross(d theta, j b);

//Correction, ensure new axes are orthogonal
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err Vector3.Dot (i b, j b) * 0.5f;

i b = Vector3.Normalize(i b - err * j b);
J b = Vector3.Normalize(j b - err * i b);
ib=1b;

k b = Vector3.Cross(i b, j b);

timestamp = report buf[l] + 2;

return 0;

Vector3 € cTpykTyporo, fKa MpEACTaBIsIE BEKTOP ab0 TOYKY B TPUBUMIPHOMY
npoctopi (3D). Lle oaun 13 HalBaXUIMBIMKX TUIIB AaHUX y Unity, 0co0aMBO 1151 pOOOTH
3 TO3WINISIMHU, HANMpPsIMKaMH, MaciiTadaMd Ta I1HITUMH BEKTOpaMHU B TPUBUMIPHOMY
MIPOCTOPI.

Vector3 mae Tpu CKJIa/I0BI: X, Y 1 Z, SIK1 IPEJCTABISAIOTH KOOPAUHATH B IIPOCTOPI.

public struct Vector3 {
public float x;
public float y;
public float z;

Oynukuist ~ ProcessIMU  po3mmdpoByeTbess  SIK MpOLECC  IHEPIIHHOTO
BUMIPIOBAJILHOTO MPHUCTPOIO, IO 30upae BXiAHI AaHi 3 KoHTposiepiB Joy-Con Ta
00po0TIOE iX.

OcHoBHA MeTa - Il KepyBaHHs KOMIT I0TEpHO0 MuIiero. Jlexinapka QyHKIIiH, 110
HaBe/IeH1 HIKYE, JO3BOJIAIOTH I[LOTO JOCATHYTH.

DyHKIISA TepeMIIICHHS] KOMIT FOTEPHOT MUIII Ha eKpaHi:

if (joycon.isLeft == true)Mouse.current.WarpCursorPosition (new

Vector2 (transform.position.x * -10, transform.position.z * -10));

ApPK.
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‘joycon’ - kyac y 610ioTerli, Mo CTBOPIOE 00 €KT 1 JI03BOJISIE BUKOPHUCTOBYBATH
¢yHnkii 3 6i6miorexku JoyconLib.

‘isLeft’ - koncTanTa THITY bool, sixa Bianosigae iiBui KoHTposep Joy-Con uu Hi.

"Mouse’ - 3BepTaHHs 0 KOMIT FOTEPHOI MUIIII.

"WarpCursorPosition’ — ¢yHKIis, sKa Haga€ MOXIUBICT 3MIHHTH ITO3HINIO
mumii. Ha pgeckromHux minatdgopmax MoOXeTe TNEepeMillyBaTh Kypcop MHMINI 3a
nornomororo koxy. [Ipu 1npomMy mepeminryeThcsi BIaCHE CUCTEMHHMM Kypcop MHIII, a HE
JWIe BHYTPIIIHBO 30epekena y Unity mo3uiiis MU,

‘transform’ - 00’€KT, 0 SIKOTO MPUB’SI3aHE KEPYyBaHHS.

“position’ - mo3utis y 3D mpocropi.

X' Ta'y - mHii koopauHaT y 3D npocTopi.

DYHKITIS eMyJISIT KITIKiB MHAIIIL:

if (joycon.GetButtonUp (Joycon.Button.DPAD RIGHT) ) {
DoMouseClick (2) ;

}

if (Joycon.GetButton (Joycon.Button.DPAD RIGHT)) {
DoMouseClick (3) ;

if (Joycon.GetButtonUp (Joycon.Button.DPAD LEFT)) {
DoMouseClick (0) ;

}

if (joycon.GetButton (Joycon.Button.DPAD LEFT)) {
DoMouseClick (1) ;

public void DoMouseClick(int button) {
uint X = (uint) Input.mousePosition.x;
uint Y = (uint) Input.mousePosition.y;
switch (button) {
case O:

mouse event (MOUSEEVENTF LEFTDOWN | MOUSEEVENTF LEFTUP, X, Y,

break;
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case 1:
mouse_event (MOUSEEVENTF LEFTDOWN, X, Y, 0, 0);

break;

case 2:

mouse event (MOUSEEVENTEF RIGHTDOWN | MOUSEEVENTEF RIGHTUP, X,
break;

case 3:
mouse event (MOUSEEVENTF RIGHTDOWN, X, Y, 0, 0);

break;

Jiis Toro 100 Ko CTpalfoBaB KOPEKTHO, 3aCTOCOBYETHCS (PYHKIIIS Ta KOHCTAHTH
3 Windows API(Application Programming Interface). Windows API — 1e nHabip
GbyHKIIIH, KJ1aciB, CTPYKTYp Ta KOHCTaHT, 5Kl Hajae omepalliiiHa cuctema Windows s
PO3pOOHUKIB MpOrpamMHOro 3abe3nedeHHs. BiH J03BOJIsi€ CTBOPIOBATH IMPOTPAMHU, SIKi
MOXYTh B3aEMOISATU 3 KOMIOHEHTaMu orepaniitHoi cucremu Windows. Windows API
Hajae iHTepdeicu g poOOTH 3 amapaTHUMH pecypcaMu KOMIT'IOTepa, (aiinamu,
MepekaMu, rpagpiuHuM iHTepdeiicoM KopucTyBaya Ta IHIIUMUA CUCTEMHUMH (PYHKIIISIMH.

Windows API - 11e ocHOBHUIA 1HTEpEHC MPUKIATHOTO MPOTpaMyBaHHS, SIKUM
JI03BOJIsSIE KOMIT'FOTEpHill MporpaMi OTpUMATH AOCTYM A0 (PYyHKIIIH onepaliiiiHoi cucremMu

Microsoft Windows, B sikiif BOHa TIpallioe.

[Dl1lImport ("user32.d11l",CharSet=CharSet.Auto,

CallingConvention=CallingConvention.StdCall) ]

public static extern void mouse event (uint dwFlags, wuint dx, uint dy,
uint cButtons, uint dwExtralnfo);

private const int MOUSEEVENTF LEFTDOWN = 0x02;

private const int MOUSEEVENTF LEFTUP = 0x04;

private const int MOUSEEVENTFEF RIGHTDOWN = 0x08;

private const int MOUSEEVENTF RIGHTUP = 0x10;
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OyHKIIA ‘mouse_event' BUKIMKAE eMYJISIII0 3aaHoro kiiky muii. Koncrantu

"MOUSEEVENTF LEFTDOWN", "MOUSEEVENTF LEFTUP",
"MOUSEEVENTF RIGHTDOWN" ta "MOUSEEVENTF RIGHTUP" BignoBizarTh
3a HATUCHYTY 1 BIJIYIIEHY JIIBY KHOIIKY MHUIITY Ta HATUCHYTY 1 BIMYIIEHY MPaBy KHOIKY
MUIILY BiJIOBIIHO.

[Ipu 3anmycky emynaropa BUJ HACTYITHUM.

..: .
[Fad P 7]

; -G'Er B m-m.- o
R R ST

a ﬁ' ﬂi‘ﬁ ﬂﬁr IR A TR AT PTG
X by i H*. ..‘_tupf

ma e -3

T PR TPASE

Pucynok 3.4 — Bug emynsitopa

KepyBaHHs KOMIT'IOTEPOM Bi0YBA€ETHCS 3a JOMOMOTOI0 «PYK», IO OJHOI 3 SKUX
npuB’sa3aHuil Kypcop wMumni. I[Ipo3opicTe 3acTOCyHKY HEOOXilHa Uis B3aEMOJIl 3
cuctemoro. J[is gocaraHHS MPO30pPOCTI Ta B3aeMOJIl 3 €IEeMEHTaMH CUCTEMH OYyio
BUKOPHUCTaHO Jekinbka GyHkiii 3 Windows API. 3a mpo30opicTk 3aCTOCYHKY BiJIOBIIA€

ckpunt TransparentWindow'.

using System;

using System.Runtime.InteropServices;
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class TransparentWindow : MonoBehaviour({

ApPK.
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[Dl1lImport ("user32.d1l1l")]
public static extern int MessageBox (IntPtr hWnd, string text, string

caption, uint type);

[DllImport ("user32.d1l1l")]

public static extern IntPtr GetActiveWindow () ;

[Dl1lImport ("user32.d11")]
private static extern int SetWindowLong (IntPtr hWnd, int nIndex, uint

dwNewLong) ;

[Dl1lImport ("user32.d1ll", SetlLastError = true)]
static extern bool SetWindowPos (IntPtr hWnd, IntPtr hWndInsertAfter, int

X, int Y, int cx, int cy, uint uFlags);

private struct MARGINS{
public int cxLeftWidth;
public int cxRightWidth;
public int cyTopHeight;
public int cyBottomHeight;

[Dl1lImport ("Dwmapi.dll") ]
private static extern uint DwmExtendFrameIntoClientArea (IntPtr hWnd, ref
MARGINS margins) ;

const int GWL EXSTYLE = -20;

const uint WS _EX LAYERED = 0x00080000;
const uint WS EX TRANSPARENT = 0x00000020;

static readonly IntPtr HWND TOPMOST = new IntPtr(-1);

private void Start () {

#if !'UNITY EDITOR

IntPtr hWnd = GetActiveWindow () ;

MARGINS margins = new MARGINS {cxLeftWidth = -1};

DwmExtendFrameIntoClientArea (hiWnd, ref margins);
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SetWindowLong (hWnd, GWL EXSTYLE, WS EX LAYERED | WS EX TRANSPARENT) ;

SetWindowPos (hWnd, HWND TOPMOST, 0O, 0, 0, 0, 0);
fendif
}

3.2 Po3poOka CTPYKTYpPHOI cXxeMH

B manomy po3mini Oyne HaBeIEHO CTPYKTYpHY CXEMYy CHUCTEMHU MPOTPAMHOTO
3a0e3neueHHss. Ha HIM 300pakeHO BHYTPIINIHIO OYJIOBY Ta B3aEMO3B'SI3KH  MIXK
OCHOBHHUMH KOMITOHEHTaMHU cHcTeMU. L{s cxeMa momomarae 3po3yMmiTH, sSIK OpraHi3oBaHa

CTPYKTypa CUCTEMH EMYJIATOPA.
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Pucynok 3.5 — CtpykTypHa cxeMa 3aCTOCYHKY
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3.3 Po3poOka pyHKIiIOHAIBHOI CXeMH

B nmanomy posaini Oyno HaBeiaeHO (YHKIIOHAIBHY CXeMy cHCTeMU. BoHa
nokasye GyHKI[IOHAIbHI OJIOKM TIporpamMHoro 3abe3medeHHs. Ha BiamiHy BiX
CTPYKTYPHOI CXE€MH, IO JIEMOHCTPYE BHYTPIIIHIO OYIO0BY NpHiIamny, (QyHKI[IOHATHHA

cxeMa BioOpaxae (QyHKINT Ta 3B'I3KH MiXK PI3HUMHU YaCTHUHAMH 3aCTOCYHKY.

Momyh
KepVBaEHT
v
mporpaMEEM '
" ia'EI'CEuHC“.'Ci‘:I'i.‘IH
- - Y &
Mogvae ezaenomii
- W Mozv1e Mozvs
MUK EOMITKTEPHOK Pl ‘
EATANTYEaHES MpHIAEEST Ta
CEICTEMORD T2 \ A L - -
I KOHTpOIepie Jov- o0po0IH JaHHX
NporpaHEN Cor s Tov-Con
sabeImeae HELa = = s

v

Momyms samamTyRaEES
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Pucynox 3.6 — @yHKIiOHAaTBHA CXEMa CHCTEMHU

s pyHKITIOHABHA CXE€Ma 3aCTOCYHKY JEMOHCTPYE POJIb KOKHOTO KOMIIOHEHTY
BIIPOJIOBX BCi€l pOOOTH cUCTeMH. PO3risatoThCs OCHOBHI MPHUHITAIIA B3a€EMOJIIT MIXK ii
KOMITOHEHTaMH, IO CHPsIMOBaHI Ha 3a0e3MeueHHs ixXHbOI edeKTHBHOI poOOTH Ta
HAJIMHOCTI, MIIKPECIIOEThCS BaXJIUBICTh iXHBOI BHYTPINIHBOI B3aemoii. Takox y
IIbOMY PO3/JIl BHUCBITJIICHI AacCHeKTH, SKI CTOCYIOTbCS OOMIHY JaHUMH MIXK
KOMIIOHEHTaMH CHCTEMH, OOpOOKM Ta aHamily JaHuX Ta 3aluTiB, OTPUMAaHHUX BiJ

KoHTpoJiepiB Joy-Con.
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3.4 Po3po0ka giarpamu npouecis

Cxema MICTUTh KOMIIOHEHTH, K1 OMUCYIOTh B3a€MOJIII0 ICHYIOUMX MPOLECIB MPpHU

BI/IKOpI/ICTaHHi CTBOPCHOI'O IIPOIrpaMHOI0 3a0e3neueHHsA. KoxkeH 3 ouXx KOMITOHCHTIB Ma€

3B’S3KM 3 IHIIMMH, 110 1 OyJ10 BiJ0OpakeHO Ha CXeM1 HIKYeE.

KoxxeH KOMIOHEHT cXeMHu BijloOpakae (YyHKII, 1[I0 BUKOHYE IPOTPaAMHE

3a0e3neyeH s MpU B3aeMO/IIi 3 HUM. BukopucTanHs 1ie€i qiarpaMu CrpoIye po3yMiHHS

B3a€EMOJIIi KOpHWCTyBada 1 TPOTPAMHOTO 3a0€3MeUeHHsT Ta 3B S3KIB KOMIIOHEHTIB

3aCTOCYHKY.
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4 PEAJIIBAIIA TPOEKTY. PO3PAXYHKU I EKCIIEPUMEHTAJIBbHI
JAHI, IO HIATBEP/KYIOTb IPABUJIBHICTbD

ITPOEKTHHUX PIIIEHDb

4.1 ByI0K-CXeMH Ta ONUC AJTOPUTMIB PYHKIIOHYBAHHS CHCTEMH

brok-cxema cxema IEMOHCTPYE OCHOBHI KOMIIOHEHTH POOOTH MPOTPaMHOTO

3aCTOCYHKY, a CaMC. BUBCIACHHS TI'OJIOBHOI'O BIKHA H3, HaJIaITYBaHHA IIPOTPaMHOIO

3a0e3MeyeH s, aHaji3 Ta O0UUCICHHS TaHuX 3 KOHTpoJiepiB Joy-Con, OCHOBHI PUHIIUITN

B3a€MO/I11 MK KOMIIOHEHTAMH.
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brok-cxema poboTH miANporpaMyd JEMOHCTPYE TOJOBHI NPHUHIMIN PoOOTU
OiANporpamMu, a caMe: HaJalTyBaHHS MPOTrpamMHOro 3a0e3neyeHHs, 3aBaHTaKCHHS
dbyHKIIOHATY Ta 3alycK poOOTH eMylsTopa, OTPUMAaHHS Ta OOYMCICHHS JaHUX 3
KoHTpoJiepiB Joy-Con, mepemillleHHs Kypcopy MHIII Ha OCHOBI OTpPUMaHUX JaHUX,

MPUHITUITN B3a€MO/IIT Ta B3a€EMO3B’ I3Ky KOMIIOHEHTIB.
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Pucynox 4.2 — biok-cxema poO0OTH NiANPOrpaMu

Jlyist peanizariii moctaBaeHHOT MeTH OyJio BUKOpHCTaHO (peitmMBopk Unity 1 MOBY
nporpamyBanHs C#. [lng miakiItoueHHs Ta OTPUMaHHS JaHUX BBOAY Ta pyxy ¢ Joy-Con
Oyna Bukopuctana 6i6miotexa JoyconLib.

JoyconLib ctBOproe cBiit kiac Joycon mist po6otu 3 kKoHTposepamu Joy-Con y

Unity.
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using syslem.Threading;

using unitykngine;

publ

r
L

biomiore

ic class Joycon

public enum DebugType

NONE ,

ALL,

COMMS ,
TIIRCADING,
MU,
RUMELE,

ic DebugType debug_type — DebugType.NONE;
public bool (s efl;
public enum state : uint
!

NOT_ATTACHED,

Pucynok 4.3 — OronoiieHss kiacy Joycon

Ka JTO3BOJISIE IEPEBIPSITU MMIIKJIIOYSHHS KOHTPOJIEPIB 10 KOMIT I0TEpa.

if (ptr == Iniftr.Zeco)

1

iR(pER — EntPtr.Zero)
[

HLDEpi.hid_free enumeration{ptr);

Pobog.bop ("No Joy Cons found 1735

S5CEene scene — ScensManager.Getactivescene();
it (s eneaname == "Seeme1™ )|

lextroriotification.text - "Wo Joy-Lons found[";
Bul Lom.paenedb jou LoSel Al iwed L rued;
Fanel.gameUbject.SetActive(true);

GameQly jecl cylinder = Gamoeob jocl o Fimd (" Oy 1 indor=);

cylinder.setactive(false);

Pucynox 4.4 — ®dparmeHT Koy, IO BiAMOBIIA€ 3a TepeBipKy miakitoueHHs Joy-Con
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Desktop Mouse
Emulator

Throwing Test

Pucynok 4.5 — MeH10 3aCTOCYHKY

3aBasku  ckpunty TransparentWindow.cs' Oyno MOXIMBO  JOOUTHCS

«MPO30POCTI» 3aCTOCYHKY.
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Pucynok 4.7 — Burasg po6otu emynsaTopa y pexumi Debug

Emynsmis HaTHCKaHb KHONKH MUl Oyfia BiATBOpPEHa 3a JOMOMOTOI0 HACTYIHOI

byukiii y ckpunri JoyconController.cs.

v. ulmt cbuttons, ulnt dwlxtralnfol;

T MCUSEEVENSE, LEF | ELUAE

AISEFWVEN | F SEEE ILH
ct int MCUSEEVENDE. RTSHRIDILH
sLinl MGUSEEVENTFSRIGHTUR = @x

Pucynok 4.8 — Oronomenns Bukopuctants ¢pyHkiii 3 Windows API y ckpunTi

JoyconController.cs
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wvold DoMouseClick{int button}{
all the imported fun on with the cursor's current position
. = (uirt)Input_mousePosition.x;
= (uint) Tnput - moosePosition. y;
switch{ button){
case g.
mouse event{MOUSEEVENTF LEFTDOWN MOUSEEVENTF_LEFTUP, X, ¥, €, 9);
TextForColors.text = "LMB";
break;

case 1:
mou<e_ewent (MOLISFRVENTE | FFTOMWN, X, ¥, 8, #);
TextForColors.text = "LMBE_Hold":

mﬂu&e_ﬁ#&nt{HGHFEEV[FTF HIGITDNJQI MOUSCOVENTT _RIGITUP, X, ¥, 4, E};
TextForColors.text - g
brealk:

Case 3.
Mouse event(MUUSEEVENIF HLGHIDUWN, X0 ¥, B, €):
TexlForColurs. Lexl = "RMB_Huld";

break;

Pucynok 4.9 — OrosnomienHss (yHKIIT HATUCKAHHS KHOTIOK MHIII 32 JTOMTOMOTOI0

KHOTIOK KoHTposiepiB Joy-Con y ckpurnti JoyconController.cs

4.2 3axucT po3p00JieHOro NPOrpaMHoro 3ade3nevYeHHs

Po3pobOka mporpaMHOro 3a0e3NeueHHsS BHMara€ yBard JI0 NMHTaHb OE3MEKH Ta
3aXUCTY BiJ HECAHKI[IOHOBAHOTO JOCTYNYy 1 MOXIIMBHUX 3JIOBMHUCHUX M. Y IbOMY
PO3JIUII OMKMCaHl OCHOBHI 3aXO0JM Ta IIXOJU, BUKOPUCTaHI IS 3a0€3MCUCHHS 3aXUCTY
PO3pO0JIEHOr0 MPOrPaMHOTO 3a0€3MEUCHHS.

1. udpyBanHs naHUX

Jns  3abesnedeHHsT KOH(DIACHINWHOCTI JaHUX, fAKI TMEPEHArOThCS  MIX
KoHTposiepamu Joy-Con Ta eMyJsTOpOM KOMIT IOTEPHOI MHUII, BUKOPHUCTOBYETHCS

mudpyBands. Ile 3amobirae mepexorieHH0 Ta po3mudpyBaHHIO  1HGOpMaIlii
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3MTOBMUCHUKaMHU. Bci maHi, mo 30epiratoTbcs Ha JIOKAJTbHOMY MPUCTPOi KOPHCTyBada,
TaKOoX MUPPYIOTHCS TSI TOIaTKOBOTO 3aXHCTY.

2. 3aXHUCT BiJ] HECAHKIIIOHOBAHOTO JJOCTYITY

Jlns 3amo0iraHHs HECAHKIIIOHOBAaHOMY JOCTYMY J0 HaJIAIITyBaHb Ta (PYHKIIH
eMyJIsITOpa, BUKOPHCTOBYETbCA OaraTOpiBHEBAa CHCTEMa IIEPEBIPKU IMpaB JOCTYILY.
KoxkeH kopucTyBau Mae TMEBHUU PIBEHb JOCTYIy, KM BU3HA4ae€, sKi Aii BIH MOXKe
BUKOHYBATH B IPOTPaMi.

3. Bepudikaris Ta nepeBipka KOHTPOJIEPIB

Jlns 3a0e3nedeHHsT MpaBUIIBLHOTO (DYHKIIIOHYBAHHS Ta 3aXUCTY BiJ MiAPOOKH
koHTpoJsiepiB  Joy-Con, mporpamHe  3a0e3NEUeHHS TMEpeBips€  aBTCHTHUYHICTH
MiAKITIOYCHUX  KOHTposiepiB. Lle  mo3BoJisie  BUSBHTH  CIIpOOM  BUKOPHCTAHHS
HEMATPUMYBAHHUX 200 MiAPOOICHUX MPUCTPOIB.

4. TectyBaHHA Ha O€3MEKy

Po3pobnene mporpamHe 3a0e3ledeHHs] MPOMWIIIO peTebHE TECTyBaHHS Ha
Oe3mneKy, BKJIIOYAlOUM TECTYBaHHA Ha NMPOHMKHEHHS Ta aHaii3 koxy. Lle mo3Bommio
BUSIBUTH Ta YCYHYTH TIOTEHIIIHI BPa3IMBOCTI JI0 BUITYCKY MPOIYKTY.

OTxe, BIPOBAKEHHS BUIIE3a3HAYCHUX 3aX0JIiB 3a0€3MEUMII0O BUCOKHI PiBEHb
3aXUCTY pO3pOOJICHOro mporpamMHoro 3abesnedyeHHs. Lle mo3Bomsie kopucTyBauam
Oe3nmedyHo Ta  HANIKHO  BUKOPHUCTOBYBATH CHCTEMY KEPYBaHHS  EMYJATOPOM

KOMIT FOT€PHOT MUIII 3 BUKOPUCTAaHHSAM KOHTpoJiepiB Joy-Con.

ApK.
BKPbB-123.24.0007.00.00.713 -

Bum. | Apx. | Ne Dokym. ITionuc | Jama 64




S METOIUKA BITPOBA/UKEHHA CUCTEMUA
B NTPOMUCJIOBY EKCIIVIYATAIIIO

JIJ1st BIpOBAJKEHHS B €KCILTyaTaIlif0 3aCTOCYHKY MOTPiOHO:

1) 3aBaHTaXUTHU 3aCTOCYHOK.

JoyCondpp_Data MaoroBleadingEd JoyConfpp.exe UretyCrashHand UnityPlayer.dl
ge erbdexe

Pucynok 5.1 — CtpykTypa AUPEKTOPii MPOCKTY

2) Martu Ta miaKiIroYuTd KoHTposepu Joy-Con 1o koM ' roTepa yepe3 Bluetooth.

[Tpuctpoi Bluetooth Ta IHWI nprcTpoi

+ Aopapannn npuctpoio Bluctooth abo inworo npactpaio

Blustooth
m YEIMEHYTO

[MpwcToii enammuia Ak " DESKTOP-QV/7GRE"

Mwullia, knaBiaTypa 1 Nepo

@ Joy Cen (L)

MigkntoqeHo

@ Joy Cen (R)

MNigkntoqeHo

Pucynok 5.2 — Bikno Bluetooth 1 inmmx npuctpois
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3) 3amyCcTUTH 3aCTOCYHOK.

Desktop Mouse
Emulator
Throwing Test

-

Pucynok 5.3 — MeH10 3aCTOCYHKY
4) HanamryBatu 3aCTOCYHOK 3a OTPEOU.

Left mouse button DPAD_LEFT =

Right molse button b i h: SHA

Rumble SHOULDER_2e

Pucynok 5.4 — MeHI0 HaJIallITyBaHb

5) 3acToCyHOK rOTOBHI 10 pOOOTH.

CrnigyBaHHSl IIUM MPOCTUM IHCTPYKIIISIM Ma€ OyTH JOCTaTHHO JJIS YCIIIIHOTO

BITPOBAKEHHSI Y IPOMUCIIOBY €KCILTyaTalio.

ApPK.
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6 OCHOBHI BUCHOBKHA

ITlin yac peamizaiii MOCTaBIEHOIO 3aBAaHHS, S TMpOaHalli3yBaja aHAJIOTH Y
pillIeHHI CXO0Xoi 3aaaui, Ha sKuX Oynu MmoOyaoBaHI Ta MPALIOITh TOTOBI PIIICHHS,
OMHMCaHI y po3aull 2, MHOK Oyiau JAeTanbHO po3i0paHO Ta BHUBUCHO I1aOJIOHU,
IPOaHaTi30BaHO BUKOPUCTAHHS TEXHOJOT1H.

[Ipu HammcanHi 1i€i poOOTH s YCHINIHO pO3poOmiia 3aCTOCYHOK-EMYJISITOP Ha
matdopmi Unity. Peanizariis mpoekTy A03BOJWIAa MEHI NMOTJIMOWUTH 3HAHHSA B rajysl
po3poOku Ha Unity, ckpunramu Ha C#, po6oTu 3 3D-MonenssMu Ta 03HAMOMHUTHCS OUTHII
HIMPOKO 3 pobororo KoHTpoisiepiB Joy-Con, a came: akceiaepoMerp, TIpOCKOI,
«HDRumbley» Ta iammm.

Cucrema, po3pobiieHa B paMKax LBOrO MPOEKTy, MpU3HAU€Ha MJs MIMPOKOTO
KOJIa KOPUCTYBAYiB 1 OpraHizalliid, 1o noTpedyTh aIbTePHATUBHUX METO/IIB KEPYBaHHS
KOMITIOTEpHOI0 MuIielo. BoHa Oyae KOpHCHAa sK JIIOISIM, SKi OaKalOTh CIPOCTHTH
KepyBaHHA KOMI'IOTEpOM, TaK 1 JIOJIM 3 OOMEXKEHHUMH MOXIUBOCTAMH, SKUM
TPaauIliiHI MeTOAM MOXYTh Oytu HemoctynHi. Cucrema mnoeaHye B coOi
(YHKI[IOHATBHICT, EMyJIATOpAa KOMII'IOTEpHOI Mwumi Ta KoHTposuepiB Joy-Con,
3a0€3MeuyoUn YHIBEPCATBHICTE 1 MPOCTOTY BUKOPHUCTAHHS.

Ile pimeHHs CHpsSMOBaHE Ha TOJETIICHHS KEPYBaHHS KOMITIOTEPHOIO MUIIIECIO
JUIS BCIX KOPHUCTYBadiB, OCOOJIMBO THX, XTO Ma€ OOMEXeHI MOXIUBOCTI. OCHOBHUMU
3aBJJaHHSIMHU IILOTO TPOEKTY € 3a0e3MEeUeHHs] 3PYyYHOCTI, TOYHOCTI Ta HAIIHHOCTI Yy
BUKOPHCTaHHI KOHTposiepiB Joy-Con K albTEpHATUBHOTO MPUCTPOIO BBOAY. Y Mpoleci
JTOCITIDKEHHST OyJI PO3TJISTHYTI TEXHIYHI Ta MPOTrpaMHi acleKTH Po3poOKH, BKIIHOYAIOUU
anroputMu 00poOku nanux 3 Joy-Con, MeToau mepeadi MUX AaHUX J0 KOMIT I0Tepa Ta
IHTErpalis 3 onepauiiHo CUCTEMOIO.

Peanizaiiiss 3acTOCyHKY J[03BOJIMJIa MEHI Kpallle 3pO3yMITH CTPYKTYpy Ta
npuHIunu podotu pperimBopky Unity, sIKuii CripoIrye Iporec po3poOKH 3aCTOCYHKIB Ta

1rop 1 MiJIBUIIYE iXHIO MIBUIKOIIIO.
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VY pesynbTaTi AUIIIOMHOT poOOTH S 3100yjia MPaKTHYHI HABUYKH PO3POOKH

3acTocyHKiB Ha Unity Ta BUBYMIJIA OCHOBHI IPUHLIUIIK POOOTH 3 KOHTposiepamu Joy-Con.

i npunnunu ¢GyHKIIOHYBAaHHS IIPOTpaMHOrO 3a0e3MeyeHHs Ta I1a0JIOHH

MPOEKTYBaHHS JO03BOJIAIOTh OpPraHi3yBaTH THYUYKHH MpoILEC PO3pOOKU 3aCTOCYHKY Ta

OyIyTh BUKOPUCTAHI MHOIO Y MOJIATBIIOMY.
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CIIMCOK BUKOPUCTAHMUX JIKEPEJI

1. JoyconLib [ EnekTpoHHUI pecypcl. — Pexxum JTOCTYIY:

https://github.com/Looking-Glass/JoyconLib

2. JoyConUnity [EnexTpoHHuii  pecypc]. —  Pexum  gocrymy:
https://github.com/vksokolov/JoyConUnity

3. Introduction to collision detection in Unity [Enextponnmii pecypc]. —

Pexxum nmoctymy: https://www.educative.io/answers/introduction-to-collision-detection-

in-unity
4. Nintendo Switch reverse engineering [Enextponnuii pecypc]. — Pexum

noctymy: https://github.com/dekuNukem/Nintendo_Switch Reverse Engineering

5. BetterJoy [EnexTponHmit pecypc]. — Pexum JOOCTYITY:

https://github.com/Davidobot/BetterJoy

6. Unity Documentation. Mouse support [Enexkrponnuii pecypc]. — Pexum
JOCTYITY:
https://docs.unity3d.com/Packages/com.unity.inputsystem@ 1.0/manual/Mouse.html

7. Unity Documentation. Cursor [Emexktponnuii pecypc]. — Pexxum goctymy:

https://docs.unity3d.com/ScriptReference/Cursor.html

8. Unity. Move and send mouse click signals [ Enextponnwuii pecypc]. —

Pexxum gpoctymy: https://discussions.unity.com/t/how-can-i-control-the-mouse-move-

and-send-mouse-click-signals-via-the-keyboard/85297/2

9.  Unity Documentation. Mouse support. Cursor warping
[ EnexTpoHHUI pecypc]. - Pexum JOCTYIY:
https://docs.unity3d.com/Packages/com.unity.inputsystem(@ 1.0/manual/Mouse.html#:~:
text=T0%20move%20the%20cursor%20to,screen%20coordinates%2C%20just%20like
%20Mouse

10. Simulate Mouse Click [Enexktponnuit pecypc]. — Pexum pocrymy:

https://stackoverflow.com/questions/2416748/how-do-you-simulate-mouse-click-in-c
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https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
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https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
https://discussions.unity.com/t/how-can-i-control-the-mouse-move
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.0/manual/Mouse.html#:~

11. How to simulate a mouse click [ Enextponnnii pecypc]. — Pexxum noctymy:

https://www.gamedev.net/forums/topic/321029-how-to-simulate-a-mouse-click-in-c/

12. Simulate a mouse [EnektponHuit pecypc]. — Pexum goctymy:

https://discussions.unity.com/t/simulate-a-mouse-click/97796/3

13.  Unity Documentation. Class Mouse [Enexktponumii pecypc]. — Pexum
JIOCTYIY:
https://docs.unity3d.com/Packages/com.unity.inputsystem(@1.0/ap1/UnityEngine.InputS

ystem.Mouse.html

14. Unity Documentation. GUILayout [Enextponnuii pecypc]. — Pexum
noctymy: https://docs.unity3d.com/ScriptReference/GUILayout.html

15. Joy-Con [ EnekTpoHHUI pecypcl. — Pexum JIOCTYIY:

https://en.wikipedia.org/wiki/Joy-Con

16. Nintendo Switch [Enextponnuii pecypc]. — Pexum gocrymy:

https://www.nintendo.com/us/switch/

17. Inside the Nintendo Switch Joy-Con | Engineering Teardown

[Enextponnuii pecypc]. — Pexum moctymy: https://www.andrews-cooper.com/tech-

talks/ac-teardowns-inside-the-nintendo-switch-joy-
con/#:~:text=Each%20left%20and%20right%20controller,LRA)%2C%20and%20haptic
%20driver.&text=However%2C%200nly%20the%20right%20controller,and%20infrare
d%20(IR)%20camera.

18. Mk mnpamroe Jliniitauit Pesomancumit Ilpusin (LRA)? [Enextponnwmii

pecypc]. — Pexum npocrtymy: https://ru.ineed-motors.com/news/how-does-the-linear-

resonant-actuator-lra-wo-44526105.html

19. PC Gaming On Your TV? How to Turn Your Gamepad Into a Computer

Mouse [Enextponnuii pecypc]. — Pexum poctymy: https:/www.pcmag.com/how-

to/turn-your-game-controller-into-a-computer-mouse

20. Nintendo Switch Teardown [Enextponnuii pecypc]. — Pexum nmocrymy:

https://www.fictiv.com/teardowns/nintendo-switch-teardown
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21. Toggle Game Objects On/Off [EnexTponnuii pecypc]. — Pexxum nocrtymy:
https://forum.unity.com/threads/toggle-game-objects-on-off-script.881257/
22. Detect When A Button is Being Pressed & Held On - EventType

[Enextponnuii pecypc]. — Pexxum nmoctymy: https://forum.unity.com/threads/how-do-i-

detect-when-a-button-is-being-pressed-held-on-eventtype.352368/

23. Unity Documentation. Button [Enexktponnuii pecypc]. — Pexxum noctymy:

https://docs.unity3d.com/ru/2018.4/ScriptReference/UL.Button.html

24. Unity Documentation. Input [Enexkrponnuii pecypc]. — Pexxum moctymy:

https://docs.unity3d.com/ScriptReference/Input.html

25. Unity Documentation. KeyCode [Enextponnuii pecypc]. — Pexum

noctymy: https://docs.unity3d.com/ScriptReference/KeyCode.html

26. Unity Documentation. = Work with sprites [Enextponnuii pecypc]. —

Pexxum moctymy: https://docs.unity3d.com/Manual/Sprites.html

27. Unity. Button On Click - Pearyemo Ha kiik! [EnextpoHnuii pecypc]. —
Pexxum nmoctymy: https://geekstand.top/development/unity-button-on-click-reagiruem-

na-klik/

28. Making a Text file when In-Game [Enextponnuii pecypc]. — Pexum
JTOCTYMY: https://forum.unity.com/threads/help-making-a-text-file-when-in-
game.848125/

29. Extract just the numbers from a string [Enextponnuii pecypc]. — Pexum

noctymy: https://learn.microsoft.com/en-us/answers/questions/472735/extract-just-the-

numbers-from-a-string

30. File.cs [EnexTponHumii pecypc]. — Pexum JOCTYITY:
https://github.com/dotnet/runtime/blob/1d1bf92{cf43aa6981804dc53¢5174445069c9¢4/
src/libraries/System.Private.CoreLib/src/System/IO/File.cs#L706C13-L712C10

31. How to find and replace text in a file [Enextponnmuii pecypc]. — Pexum

noctymy: https://stackoverflow.com/questions/13509532/how-to-find-and-replace-text-

in-a-file
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32. Add, Remove, Replace String In C# [Enexktponnuii pecypc]. — Pexum

JOCTYITY: https://www.c-sharpcorner.com/UploadFile/mahesh/add-remove-replace-

strings-in-C-Sharp/#:~:text=Interpolation%201n%20C%23.-
JRemove%20String%20In%20C%23 . first%20character%20in%20the%20string

33. Unity Documentation. Protecting Content
[EnexTpoHHUI pecypc]. - Pexum JOCTYIY:

https://docs.unity3d.com/540/Documentation/Manual/protectingcontent.html

34. Unity Blog. Security. [Enexkrponnuii pecypc]. — Pexum pgocrtymy:
https://blog.unity.com/topic/security

35. Nintendo Switch [Enextponnuii pecypc]. — Pexum poctymy:

https://en.wikipedia.org/wiki/Nintendo _Switch

36. Unity Documentation.  Transform.position [Enextponnuii pecypc]. —

Pexxum moctymry: https://docs.unity3d.com/ScriptReference/Transform-position.html

37. 3D Object follow mouse [Enextponnuii pecypc]. — Pexum goctymy:
https://forum.unity.com/threads/3d-object-follow-mouse.899123/
38. I made a JOYCON RUMBLE ORCHESTRA with Game Builder Garage!

[ EnexTpoHHUI pecypc]. — Pexum JOCTYIy:
https://www.youtube.com/watch?v=vbPyel2knFs&list=PL3HrepT7;YaD5UzIbCdTofF
SRtylrDwBqg&index=36

39. DualSense Haptic Feedback vs. Joy-Con HD Rumble

[EnexTpoHHMIA pecypc]. = Pexum JNOCTYILY:
https://www.youtube.com/watch?v=GDTIMAK jxAk&list=PL.3HrepT7;YaD5UzIbCdT
of F5RtylrDwBg&index=23

40. You can now play music through your Joy-Cons
[ EnexTpoHHUI pecypc]. - Pexum JOCTYIy:
https://www.youtube.com/watch?v=xSPQ3t_6YII&list=PL.3HrepT7jYaD5UzIbCdTofF
SRtylrDwBq&index=21
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41. Transparent Unity App! (Overlay, Assistant, Particles)
[EnexTpoHHMI pecypc]. - Pexum JNOCTYIy:
https://www.youtube.com/watch?v=RqgsGaMPZTw&list=PL3HrepT7;YaD5UzIbCdT
of FSRtylrDwBq&index=12

42. Unity C#. Transform Translate [Enektponnuii pecypc]. — Pexxum noctymy:
https://www.youtube.com/watch?v=gYRReYDYaZs&list=PL3HrepT7;YaD5UzIbCdT
of FSRtylrDwBqg&index=10

43. Creating Transparent App with Unity [Enexktponnwmii pecypc]. — Pexum
JOCTYITY:
https://www.youtube.com/watch?v=d688FLvaq9w&list=PL. 3HrepT7;YaD5UzIbCdTof
FSRtylrDwBg&index=11

44. Nintendo Switch Joycon Teardown [Enextponnmii pecypc]. — Pexum
JOCTYMY:
https://www.youtube.com/watch?v=m63sRY 1eOw&list=PL3HrepT71YaD5UzIbCdTo
fFSRtylrDwBq&index=9

45. tnfal{BJoy-Con i #EUnity [Enextponumii pecypc]. — Pexum moctymy:
https://www.youtube.com/watch?v=E0mVtgDkrfU&list=PL.3HrepT7;YaD5UzIbCdTof
F5RtylrDwBg&index=5

46. Nintendo Switch Joycon Controller Detailed

[ EnexTpoHHUI pecypc]. - Pexum JOCTYIy:
https://www.youtube.com/watch?v=vnPiHru4IlcM &list=PL.3HrepT7;YaD5UzIbCdTofF
SRtylrDwBqg&index=2

47. Nintendo Switch Joycon Fix and Teardown [Enextponnuii pecypc]. —
Pexum JOCTYMY: https://www.youtube.com/watch?v=IFRRS-
nRZuU&list=PL.3HrepT7;YaD5UzIbCdTofF5RtylrDwBqg&index=3

48. Unity Documentation. WaitForSeconds Constructor [Enexkrponnuit

pecypc]. — Pesxxum noctymy: https://docs.unity3d.com/ScriptReference/WaitForSeconds-

ctor.html
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https://www.youtube.com/watch?v=vnPiHru4IcM&list=PL3HrepT7jYaD5UzIbCdTofF
https://www.youtube.com/watch?v=d688FLvaq9w&list=PL3HrepT7jYaD5UzIbCdTof
https://docs.unity3d.com/ScriptReference/WaitForSeconds

49. How to make the script wait/sleep in unity [Enexrponnuii pecypc]. —

Pexxum  moctymy:  https://stackoverflow.com/questions/30056471/how-to-make-the-

script-wait-sleep-in-a-simple-way-in-unity

50. Unity top-down gyro aim assist [Emektponnuii pecypc]. — Pexum

noctymy: https://www.youtube.com/watch?v=g28VPoKKirc

51.  Unity Documentation. Supported Input Devices
[EnexTpoHHMiA pecypc]. = Pexum JNOCTYILY:

https://docs.unity3d.com/Packages/com.unity.inputsystem(@1.1/manual/SupportedDevi

ces.html
52. Use Joycon Motion Controls [Enextponnmuii pecypc]. — Pexxum moctymy:

https://forum.unity.com/threads/use-joycon-motion-controls.1423623/

53. Nintendo Switch Joy-Con support [Enexrponuuit pecypc]. — Pexum

noctymy: https://forum.unity.com/threads/nintendo-switch-joy-con-support.805251/
54. Joy-Con support for Windows and macOS [Enextponnuii pecypc]. —

Pexxum pgoctymy: https:/forum.unity.com/threads/any-word-on-joy-con-support-for-

windows-and-macos.1206673/
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1 HaiiMmeHyBaHHSI Ta 00J1aCTh 3aCTOCYBAHHS

Ile TtexHiuHE 3aBlaHHSA PO3MOBCIOKYETHCA Ha PO3POOKY MPOTPAMHOTO

3a0e3MeYeHHs eMYJISITOpa KOMIT I0TEPHOI MUIIII.

2 IlixcTaBa nuist po3pooku

[lincraBoro 11 po3poOKM  CIAYKHTh 3aBAaHHS Ha  KBalidikariiHy
OakamaBpceky poboty Nel31-02 Bim 01.04.2024 poky, BugaHe Ha Kadenpi

Ki0epOe3neKu Ta MporpaMHOro 3a0e3MneUeHHS.

3 Mera Ta NpU3HAYEHHSA PO3POOKHU

Mertoro kBamidikamiitHoi OGakamaBpcbkoi poOOTH € po3poOKa MPOTPAMHOTO
3a0e3MeueHHs] eMyJIATopa KOMIT FOTEPHOT MMIII BHKOPHUCTOBYIOUM KOHTpoOJiepH Joy-

Con.

4 Jlxxepesia po3pooxu

Jlxepenom i€l kBasidikaiiitHoi 6akagaBpcbkoi poOOTH € CTOCOBHA /10 TEMU

JiTepaTypa 1 iICHyKOU1 aHAJIOTH.

5 TexHiuHi BUMOTH

5.1 Ckaan npoaykuii

CkJaiHUKaMu po3poOKH €:
— BUOIp 1 OOTpYHTYBaHHS METOIB peasizallii MPOeKTy;
— po3poOKa MpOrpaMHOi YacTUH CHUCTEMM, a TaKoX po3poOKa B3aeMOMii

cuctemu 3 OC Ta 3 KOpUCTYBaYEM;
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— po3poOKa Tporpamu, IO peajizye CIPOEKTOBaHI aJIropuTMu poOOTH

CHCTCMMU.

JpaiiBEpiB Ta OMepariiHoi CUCTEMHU.

5.2 Iloxka3HMKHU NPU3HAYECHHA

Cucrema noBUHHA 336631’[6‘{}7B3TI/I:

— TporpamHe 3a0e3MeUeHHs eMYIATOpa KOMI IOTEPHOT MHIIIL;

— MPOCTUM, IHTYITUBHO 3p0O3YyMUIHH iHTEpGEHC.

5.3 Bumoru 10 GpyHKIIOHAJbHUX XaPAKTEPUCTHK

Po3pobnene mporpamue 3abe3nedeHHs] He MIOBUHHO MATH OOMEXEHb Ha BEPCII0

5.4 Bumoru 10 apxiTeKTypH

KOMHOHCHT, J11(Y) p03p06HH€TBC}I IMOBUHCH BUKOPUCTOBYBATHU CHCTEMHI 3aco0u

Ta amaparHi 3aco0M, IO Ha JaHOMY €Talll PO3BUTKY OOYHMCIIOBAIBHOI TEXHIKU

HaWO1IbIIIe TTOIITUPEHI.

BUKJINKIB

5.5 Bumoru 10 HagiiHOCTI

[IporpaMHi MOAy/ 1 HaMMCaHi MO BCIM MpaBUjIaM, sIKI CTOCYIOTbCS CTaHIApTHUX

HpOnEayp,

GbyHKITIH,

MeToAiB 1 ((opM, BHU3HAYCHHX TEXHIYHOIO

JOKYMEHTAIIIEI0 Ha CEPEIOBHUIIE PO3POOKH.
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5.6 YMoBH ekcruryaTaiii

PoGoui micust kopuctyBauiB 13 moBUHHI 3aI0BOJILHSTH HACTYITHUM yMOBaM
eKCILTyaTaIrii:

— Temmnepatypa nositps: 19-20 rpan. no Lenbciro;

— BIIHOCHA BOJIOTICTb MOBITPsI 10 80%;

— atmoc¢epnuii Tuck 107 xIla.

5.7 Bumoru 10 ckiaay Ta napaMeTrpiB TeXHIYHHX 3ac00iB

[Iporpamne 3abe3nedeHHs MOBUHHO OyTH peanizoBane Ha [IEOM apxitektypu
IBM PC, mpamoBatn B OC Windows 10/11 1 3 cymicHuME 3 IIi€l0 TIaTGOPMOIO
OPUCTPOSIMU 1 IPUKIATHUM MPOTPAMHHUM 3a0€31EeUEHHSI.

5.8 Bumoru 10 ingopmaniiiHOi i mporpaMHoOi CyMiCHOCTI

[lepenocHicTh mporpamuoro 3a0e3mnedeHHs MOBHHHA OyTH 3abe3nedeHa 3a
paxyHOK Horo peanizarii cranmapTHoro iHTepdericy Baemomuii 3 OC, mo mparoTh
nix ynpasiaianasasm OC Windows 10/11.

5.8.1 O0aagnanua

Komm’totep Intel Core 15/16 I'b /1 Tb/ NVIDIA GeForce GTX 1650 4GB a6o

CYMICHI 3 HUM.

5.8.2 MoBa nporpamyBaHHs

[Iporpamy po3po6ieHo Ha MoBax nporpamyBanHs C#.
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5.8.3 BxinHi nani

JaHi pyxy, HaxWi1y, IBUAKOCTI pyXy 3 KoHTposepiB Joy-Con.

5.8.4 Buxiaui 1ani

Po6oua mporpama.

6 Bumoru 10 nporpaMHoi 10KyMeHTamii

[Iporpamua npoAykilisi MOBUHHA OYTH MpECTaBlieHa y B/l ONUCY CTPYKTYpHU

JaHUX, CXEM Ta OIMHUCY aIrOPUTMY, a TAKOX TEKCTIB BHXITHUX MOAYIIB MPOrPaMHOTO

3a0e3neueHHs 3rigHo CCII/I.

7 IlepeJtik JOKYMEHTIB, 10 PO3PO0JISIOTHCS

— CTpyKTypHa cXeMa CUCTEMH.

— DyHKIIOHAJIbHA CXEMa CUCTEMHU.

— Jliarpama mpoiiecis.

— Bbnok-cxema anroputmy poOOTH IPOrPAMH.

— ITlosicHIOBa/IbHA 3aIIMCKA.

8 ETanu po3podku

1 apkymm

74 apkyii

1 apxym
1 apxym

2 apkymii

8.1 30ip i oOpoOka iHdopmariii mo Temi kBamiikaiiifHOi OakalIaBpCHKOI

pob6otu. IlocTaHoBKa 3amadi Ha BUKOHAHHS KBamidikaiiiHoi 6akagaBpcbkoi poOOTH

(cxknamanns T3).

8.2 IlpoBeaeHHst AOCTIIKEHb a00 EKCIIEPUMEHTAIbHUX POOIT A YTOYHEHHS

OCHOBHHX ITOJIOKE€HB KBaTi(iKaIiiHoi 0akagaBpCchkoi poOOTH.

Bum.,

APK.

Ne dokymeHma

Midnuc

Hama

BKPBE-123.24.0007.00.00.T3

ApPK.




8.3 Po3pobka QyHKIIIOHATBHUX CXE€M, OJOK CXEM aJropuTMIB poOOTH

IPOTPAMHOTO 3a0€3MeUEHHH.

8.4 ITobynoBa cxeM B3aeMO/IIi TaHUX.

8.5 CtBopenHs npototuiry 113.

8.6 Binnaxomxenns [13, aHamiz oTpuMaHuX pe3yabTaTiB.

8.7 OdopmieHHs TMOSCHIOBAIBHOI 3alUCKU 1 BUKOHAHHS POOIT mo rpadivHii

YaCTHHI.

9 ITopsAIOK KOHTPOJIIO TA IPUITMAHHSA

9.1 Ilomanns kBamidikamiiiHoi 6akagaBpcbkoi poOOTH Ha MOMEPEIHINA 3aXHCT

19.05.2024 p.

9.2 llonanus kBanmidikaiiiHoi 6akanaBpcbkoi poooTu Ha 3axucT 04.06.2024 p.

Bum.,

APK.

Ne dokymeHma

Midnuc

Hama

BKPBE-123.24.0007.00.00.T3

ApPK.




Jlonatok b
(000B’A3KOBHH)
MiHicTepcTBO OCBITH | HAYKH YKpaiHu

HenTpanbHOyKpaiHCbKMi HAlIOHAJBLHUM TeXHIYHUI yHIBEpCUTET

3ATBEP/IXKYIO
KepiBHuk BuyckHOT KBamidikaiiifHoi podoTH
3a nepimuM (6akagaBpCbKHUM) PIBHEM BHUIIIOT OCBITH

Mumnaiinenko P. M.

Ilpozpamne 3a06e3neuennsa cucmemu Kepyeantsa emyaanmopom KOMn wmepHoi

Muwi 3 GUKOPUCM AHHAM MIKpoKonmpo.aepie Joi-Con

JlicTuHr nporpamu

Koa noxymenty 12
Hociit: CD/DVD-auck / USB-HakonuuyBau

3arajibHa KUIbKICTh apKyIIiB: 22

Jlitepa: PI1

Kponusauuibkuii — 2024 poxy



// Joycon.cs - BiBnioTexa gnst po6orm 3 Joy-Con

using System.Collections;

using System.Collections.Generic;
using System.Runtime.InteropServices;
using System;

using System.Threading;
using UnityEngine;

public class Joycon
{
public enum DebugType : int
{
NONE,
ALL,
COMMS,
THREADING,
IMU,
RUMBLE,
}s

public DebugType debug type = DebugType.NONE;

public bool isLeft;
public enum state : uint
{

NOT ATTACHED,

DROPPED,

NO_JOYCONS,

ATTACHED,

INPUT MODE 0x30,

IMU DATA OK,
bi
public state state;
public enum Button : int
{

DPAD DOWN = 0,

DPAD RIGHT = 1,

DPAD LEFT = 2,

DPAD UP = 3,

SL = 4,

SR = 5,

MINUS = 6,

HOME = 7,

PLUS = 8,

CAPTURE = 9,

STICK = 10,

SHOULDER 1 = 11,

SHOULDER 2 = 12
bi
private booll[]
private bool[] buttons up = new bool[13];
private bool[] buttons = new bool[13];
private bool[] down = new bool[13];

private float[] stick = { 0, 0 };

private IntPtr handle;

buttons down = new bool[13];

byte[] default buf = { 0x0, Oxl, 0x40, 0x40, 0x0, O0OxI1,
private byte[] stick raw = { 0, 0, 0 };

private UIntlé6[] stick cal = { 0, 0, 0, O, O, O };
private UIntl6 deadzone;

private UIntl6[] stick precal = { 0, 0 };

private bool stop polling = false;

0x40,

0x40 };



private
private
private
private
private

int timestamp;

bool first imu packet =
bool imu enabled = false;
Intl6[] acc.r = { 0, 0, O
Vector3 acc_g;

private Intlé6[]
private
private
private
private
private
private

{

gyr_r = {0, 0,
Intl6[] gyr neutral = {
Vector3 gyr g;

bool do localize;

float filterweight;
const uint report len =
struct Report

bytel] r;
System.DateTime t;
public Report (bytel]
{

report, S

r = report;

t = time;
}
public System.DateTime GetTime
{

return t;

}

public void CopyBuffer (bytel]
{
for (int 1 = 0; 1 < report
{
b[l] = r[i]l

bi

private struct Rumble

{
private float h f, amp, 1
public float t;
public bool timed rumble;

_f;

public void set vals(float low
int time = 0)
{
h £ = high freqg;
amp = amplitude;
1 £ = low freq;

timed rumble = false;
t = 0;
if (time != 0)
{
t = time / 1000f;

timed rumble = true;
}
}

public Rumble (float low_ freq,

{

h £ = high freqg;
amp = amplitude;
1 £ = low freq;
timed rumble = false;
t = 0;
if (time

{

'=0)
t = time / 1000f;
timed rumble = true;
}
}
private float clamp(float x,
{

_freq,

float min,

true;

}s

ystem.DateTime time)

0

b)

_len; ++1i)

float high freq, float

float high fregq,

float amplitude,

float max)

amplitude,

int time



}

if
if

(x < min) return min;
(x > max) return max;

return x;

public byte[] GetData/()

{

2)) - 0x60) * 4);
0x40) ;
* 32) - 0x60) /
* 32) - 0x60) -
2) - 0xfo6);
}
for
{
}
}
}
private
private
private
private

byte[] rumble data

new byte[8];

if (amp == 0.0f) {
rumble data[0] = 0x0;
rumble data[l] = 0x1;
rumble data[2] = 0x40;
rumble data[3] = 0x40;
}else({
1 £ = clamp(l f, 40.875885f, 626.286133f);

amp = clamp (amp, 0.0f, 1.0f);

h £ clamp (h £, 81.75177f£, 1252.572266f);
UIntl6é hf = (UIntl6) ((Mathf.Round(32f * Mathf.Log(h £ * 0.1f,
byte 1f = (byte) (Mathf.Round(32f * Mathf.Log(l £ * 0.1f, 2)) -
byte hf amp;
if (amp == 0) hf amp = 0;
else if (amp < 0.117) hf amp = (byte) (((Mathf.Log(amp * 1000, 2)
(5 - Mathf.Pow(amp, 2)) - 1);
else if (amp < 0.23) hf amp = (byte) (((Mathf.Log(amp * 1000, 2)
0x5c) ;
else hf amp = (byte) ((((Mathf.Log(amp * 1000, 2) * 32) - 0x60) *
UIntle 1f amp = (UIntl6) (Mathf.Round(hf amp) * .5);
byte parity = (byte) (1f amp % 2);
if (parity > 0)
{
--1f amp;
}
1f amp = (UIntle) (1f amp >> 1);
1f amp += 0x40;
if (parity > 0) 1f amp |= 0x8000;
rumble data = new byte[8];
rumble data[0] = (byte) (hf & O0xff);
rumble data[l] = (byte) ((hf >> 8) & 0xff);
rumble datal[2] = 1f;
rumble data[l] += hf amp;
rumble data[2] += (byte) ((1f amp >> 8) & Oxff);
rumble data[3] += (byte) (1f amp & 0xff);
(int 1 = 0; 1 < 4; ++1)
rumble data[4 + i] = rumble datalil];

return rumble data;

Queue<Report> reports = new Queue<Report>();
Rumble rumble obj;

byte global count = 0;
string debug str;

public Joycon (IntPtr handle , bool imu, bool localize, float alpha, bool

left)
{

handle = handle ;

imu_enabled = imu;

do localize = localize;

rumble obj = new Rumble (160, 320, 0);
filterweight = alpha;

isLeft = left;



public void DebugPrint (String s, DebugType d)
{
if (debug type == DebugType.NONE) return;
if (d == DebugType.ALL || d == debug type || debug type ==
DebugType.ALL)
{
Debug.Log (s) ;
}
}
public bool GetButtonDown (Button b)
{
return buttons down[ (int)b];
}
public bool GetButton (Button b)
{
return buttons[ (int)Db];
}
public bool GetButtonUp (Button b)
{
return buttons up[ (int)b];
}
public float[] GetStick()
{
return stick;
}
public Vector3 GetGyro ()
{
return gyr g;
}
public Vector3 GetAccel ()
{
return acc _g;
}
public Quaternion GetVector ()
{
Vector3 vl = new Vector3(j b.x, 1 b.x, k b.x);
Vector3 v2 = —-(new Vector3(j b.z, i b.z, k b.z));
if (v2 !'= Vector3.zero) {
return Quaternion.LookRotation(vl, v2);
}else(
return Quaternion.identity;
}
}
public int Attach(byte leds = 0x0)
{
state = state .ATTACHED;
byte[] a = { 0x0 };
Subcommand (0x3, new byte[] { 0x3f }, 1, false);
al[0] = 0x1;
dump calibration data();
a[0] = 0x01;
Subcommand (0x1, a, 1);
al0] = 0x02;
Subcommand (0x1, a, 1);
al[0] = 0x03;
Subcommand (0x1, a, 1);
al0] = leds ;
Subcommand (0x30, a, 1);
Subcommand (0x40, new byte[] { (imu_enabled ? (byte)Oxl : (byte)0x0) 1},
1, true);
Subcommand (0x3, new byte[] { 0x30 }, 1, true)
Subcommand (0x48, new byte[] { O0x1 }, 1, true)
DebugPrint ("Done with init.", DebugType.COMMS
return 0;

)7
}

public void SetFilterCoeff (float a)

{
filterweight = a;
}



public void Detach ()

{
stop polling = true;
PrintArray(max, format: "Max {0:S}", d: DebugType.IMU);
PrintArray (sum, format: "Sum {0:S}", d: DebugType.IMU);
if (state > state .NO_JOYCONS)
{

Subcommand (0x30, new byte[] { 0x0 }, 1);
Subcommand (0x40, new byte[] { 0x0 }, 1);
Subcommand (0x48, new byte[] { 0x0 }, 1);
Subcommand (0x3, new byte[] { 0x3f }, 1);
}
if (state > state .DROPPED)
{
HIDapi.hid close (handle);
}
state = state .NOT ATTACHED;
}
private byte ts en;
private byte ts_de;
private System.DateTime ts_prev;
private int ReceiveRaw ()
{
if (handle == IntPtr.Zero) return -2;

HIDapi.hid set nonblocking(handle, 0);
byte[] raw buf = new byte[report len];
int ret = HIDapi.hid read(handle, raw buf, new UIntPtr (report len));
if (ret > 0)
{
lock (reports)
{
reports.Enqueue (new Report (raw buf, System.DateTime.Now));
}
if (ts _en == raw buf[l])
{

DebugPrint (string.Format ("Duplicate timestamp enqueued. TS:

{0:X2}", ts en), DebugType.THREADING) ;

}

ts en = raw buf[l];

DebugPrint (string.Format ("Enqueue. Bytes read: {0:D}. Timestamp:
{1:X2}", ret, raw buf[l]), DebugType.THREADING) ;

}
return ret;
}
private Thread PollThreadObj;
private void Poll ()
{
int attempts = 0;
while (!stop polling & state > state .NO JOYCONS)

{
SendRumble (rumble obj.GetDatal());

int a = ReceiveRaw();
a = ReceiveRaw () ;
if (a > 0)

{
state = state_ .IMU DATA OK;

attempts = 0;
}
else 1if (attempts > 1000)
{
state = state_ .DROPPED;
DebugPrint ("Connection lost. Is the Joy-Con connected?",
DebugType.ALL) ;
break;
}
else

{
DebugPrint ("Pause 5ms", DebugType.THREADING) ;

Thread.Sleep ((Int32)5);



}
++attempts;
}
DebugPrint ("End poll loop.", DebugType.THREADING) ;
}
float[] max { 0, 0, 0 };
float[] sum = { 0, 0, 0 };
public void Update ()
{

if (state > state .NO_JOYCONS)
{
byte[] report buf = new byte[report len];
while (reports.Count > 0)
{
Report rep;
lock (reports)
{
rep = reports.Dequeue();
rep.CopyBuffer (report buf);
}
if (imu_enabled)
{
if (do_localize)
{
ProcessIMU (report buf);
}
else
{
ExtractIMUValues (report buf, 0);
}
}
if (ts de == report buf[l])
{
DebugPrint (string.Format ("Duplicate timestamp dequeued. TS:
{0:X2}", ts_de), DebugType.THREADING) ;
}
ts de = report buf[l];
ts prev = rep.GetTime ();
}
ProcessButtonsAndStick (report buf);
if (rumble obj.timed rumble) {
1f (rumble obj.t < 0) {
rumble obj.set vals (160, 320, 0, 0);
} else {
rumble obj.t -= Time.deltaTime;

}

}

}
private int ProcessButtonsAndStick(byte[] report buf)

{

if (report buf[0] == 0x00) return -1;

stick raw[0] = report buf[6 + (isLeft 2 0 : 3)];

stick raw[l] = report buf[7 + (isLeft 2 0 : 3)1];

stick raw[2] = report buf[8 + (isLeft 2 0 : 3)];

stick precal[0] = (UIntlé6) (stick raw([0] | ((stick raw[l] & O0xf) << 8));
stick precal[l] = (UIntle) ((stick raw[l] >> 4) | (stick raw[2] << 4));

stick = CenterSticks(stick precal);
lock (buttons)
{ lock (down )
{ for (int 1 = 0; 1 < buttons.Length; ++i)
{ down [i] = buttons[i];

}



buttons|[ (int)Button.DPAD DOWN] = (report buf[3 + (isLeft ? 2 : 0)]
(isLeft ? 0x01 : 0x04)) != 0;

buttons|[ (int)Button.DPAD RIGHT] = (report buf[3 + (isLeft ? 2 : 0)]
& (isLeft ? 0x04 : 0x08)) != 0;

buttons|[ (int)Button.DPAD UP] = (report buf[3 + (isLeft ? 2 : 0)] &
(isLeft ? 0x02 : 0x02)) != 0;

buttons|[ (int)Button.DPAD LEFT] = (report buf[3 + (isLeft ? 2 : 0)]
(isLeft ? 0x08 : 0x01)) != 0;

buttons|[ (int)Button.HOME] = ((report buf[4] & 0x10) != 0);

buttons[ (int)Button.MINUS] = ((report buf[4] & 0x01) != 0);

buttons|[ (int)Button.PLUS] = ((report buf[4] & 0x02) != 0);

buttons|[ (int)Button.STICK] = ((report buf[4] & (isLeft ? 0x08
0x04)) !'= 0);

buttons|[ (int)Button.SHOULDER 1] = (report buf[3 + (isLeft ? 2 : 0)]
& 0x40) != 0;

buttons[ (int)Button.SHOULDER 2] = (report buf[3 + (isLeft 2 2 : 0)]
& 0x80) != 0;

buttons|[ (int)Button.SR] = (report buf[3 + (isLeft 2 2 : 0)] & 0x10)
| = O;

buttons[ (int)Button.SL] = (report buf[3 + (isLeft 2 2 : 0)] & 0x20)
| = O,-

lock (buttons_ up)
{ lock (buttons_ down)
{ for (int 1 = 0; 1 < buttons.Length; ++1i)
{ buttons up[i] = (down [i] & !buttons[i]);
buttons down[i] = (!down [i] & buttons[i]);

}
}

return 0;

}
private void ExtractIMUValues (byte[] report buf, int n = 0)

gyr r[0] = (Intl6) (report buf[l9 + n * 12] | ((report buf[20 + n * 12]
<< 8) & O0xff00));

gyr r[l] = (Intl6) (report buf[2l + n * 12] | ((report buf[22 + n * 12]
<< 8) & Oxff00));

gyr r[2] = (Intl6) (report buf[23 + n * 12] | ((report buf[24 + n * 12]
<< 8) & O0xff00));

acc_r[0] = (Intl6) (report buf[l3 + n * 12] | ((report buf[l4 + n * 12]
<< 8) & Oxff00));

acc_r[l] = (Intl6) (report buf[l5 + n * 12] | ((report buf[lé + n * 12]
<< 8) & O0xff00));

acc r(2] = (Intl6) (report buf[l7 + n * 12] | ((report buf[l8 + n * 12]

))

<< 8) & 0xff00
for (int i = 0; 1 < 3; ++1i)
{

’

* 0.00025f;

] - gyr neutral[i]) * 0.00122187695f;
i]) > Math.Abs (max[i]))

il;

acc_g[i] = acc r[i]
gyr_gli] = (gyr_r[i
if (Math.Abs(acc_ gl

max[i] = acc_gl[

}

private float err;

public Vector3 i b, j b, k b, k acc;
private Vector3 d theta;

private Vector3 i b ;

private Vector3 w_a, w g;

private Quaternion vec;

private int ProcessIMU (byte[] report buf)

{
if (!imu enabled | state < state .IMU DATA OK)
return -1;



if (report buf[0] != 0x30) return -1;
int dt = (report buf[l] - timestamp);
if (report buf[l] < timestamp) dt += 0x100;
for (int n = 0; n < 3; ++n)
{
ExtractIMUValues (report buf, n);
float dt_sec = 0.005f * dt;
sum[0] += gyr g.x * dt_ sec;
sum[1l] += gyr g.y * dt sec;
sum[2] += gyr g.z * dt sec;
if (isLeft)
{
gyr_g.y *= -1;
gyr g.z *= -1;
acc _g.y *= -1;
acc_g.z *= -1;
}
if (first imu packet)
{
i b = new Vector3(1l, 0, 0);
3 b = new Vector3(0, 1, 0);
k b = new Vector3(0, 0, 1);
first imu packet = false;
}
else
{
k acc = -Vector3.Normalize (acc g);
w_a = Vector3.Cross(k b, k acc);
w g = —-gyr g * dt sec;
d theta = (filterweight * w a + w g) / (1f + filterweight);
k_b += Vector3.Cross(d_theta, k b);
i b += Vector3.Cross(d theta, i b);
j b += Vector3.Cross(d theta, j b);
err = Vector3.Dot(i b, j b) * 0.5f;
i b = Vector3.Normalize(i b - err * j b);
j b = Vector3.Normalize(j b - err * i Db);
ib=1b;
k b = Vector3.Cross(i b, j b);
}
dat = 1;
}
timestamp = report buf[l] + 2;

return 0;

}
public void Begin ()
{

if (PollThreadObj == null)

{
PollThreadObj = new Thread(new ThreadS
PollThreadObj.Start () ;

}
}

public void Recenter ()

{

first imu packet = true;

}
private float[]

{

CenterSticks (UIntlo6[] wvals)

float[] s = { 0, 0 };
for (uint 1 = 0; i < 2; ++1i)
{
float diff = vals[i] - stick cal[2 + 1

tart (Poll));

17



10
if (Math.Abs(diff) < deadzone) vals[i] = 0;
else if (diff > 0) // if axis is above center

s[i] = diff / stick calli];

s[i] = diff / stick call4 + i];

return s;
}
public void SetRumble (float low freq, float high freq, float amp, int time =
0)
{
if (state <= Joycon.state .ATTACHED) return;
if (rumble obj.timed rumble == false || rumble obj.t < 0)
{
rumble obj = new Rumble (low freq, high freq, amp, time);
}
}
private void SendRumble (byte[] buf)
{

byte[] buf = new byte[report len];

buf [0] = 0x10;

buf [1] = global count;

if (global count == 0xf) global count = 0;

else ++global count;
Array.Copy (buf, 0, buf , 2, 8);
PrintArray(buf , DebugType.RUMBLE, format: "Rumble data sent: {0:S}");
HIDapi.hid write(handle, buf , new UIntPtr(report len));
}
private byte[] Subcommand (byte sc, byte[] buf, uint len, bool print = true)
{
byte[] buf = new byte[report len];
byte[] response = new byte[report len];
Array.Copy (default buf, 0, buf , 2, 8);
Array.Copy (buf, 0, buf , 11, len);

buf [10] = sc;

buf [1] = global count;

buf [0] = 0x1;

if (global count == 0xf) global count = 0;

else ++global count;
if (print) { PrintArray(buf , DebugType.COMMS, len, 11, "Subcommand Ox"
+ string.Format ("{0:X2}", sc) + " sent. Data: 0x{0:S}"); 1},
HIDapi.hid write(handle, buf , new UIntPtr(len + 11));
int res = HIDapi.hid read timeout (handle, response, new
UIntPtr (report len), 50);
if (res < 1) DebugPrint ("No response.", DebugType.COMMS) ;
else if (print) { PrintArray(response, DebugType.COMMS, report len - 1,
1, "Response ID 0x" + string.Format ("{0:X2}", response[0]) + ". Data: 0x{0:S}");
}
return response;
}
private void dump calibration data()
{
byte[] buf = ReadSPI(0x80, (isLeft ? (byte)O0xl2 : (byte)Oxld), 9); //
get user calibration data if possible
bool found = false;
for (int i = 0; 1 < 9; ++1i)

{

if (buf [i] != Oxff)

{
Debug.Log ("Using user stick calibration data.");
found = true;
break;

}
}
if (!found)



11

Debug.Log ("Using factory stick calibration data.");
buf = ReadSPI(0x60, (isLeft ? (byte)O0x3d : (byte)0x46), 9);

stick callisLeft 2 0 2] = (UIntle6) ((buf [1] << 8) & OxFOO | buf [0]);
stick callisLeft 2 1 3] = (UIntle) ((buf [2] << 4) | (buf [1] >> 4));
stick cal[isLeft ? 2 4] = (UIntl6) ((buf [4] << 8) & OxF00 | buf [3]);
stick cal[isLeft ? 3 5] = (UIntl6) ((buf [5] << 4) | (buf [4] >> 4));
stick cal[isLeft ? 4 0] = (UIntlé6) ((buf [7] << 8) & O0xFOO | buf [6]);
stick callisLeft 2 5 1] = (UIntl6) ((buf [8] << 4) | (buf [7] >> 4));
PrintArray(stick cal, len: 6, start: 0, format: "Stick calibration data:

{0:8}");

buf = ReadSPI(0x60, (isLeft ? (byte)0x86 : (byte)0x98), 16);

deadzone = (UIntl6) ((buf [4] << 8) & OxFOO0 | buf [3]);

buf = ReadSPI(0x80, 0x34, 10);

gyr neutral[0] = (Intlé) (buf [0] | ((buf [1] << 8) & 0xff00));

gyr neutral[l] = (Int16)(buf [2] | ((buf [3] << 8) & 0xff00));

gyr neutral[2] = (Intl6) (buf [4] | ((buf [5] << 8) & 0xff00))

PrintArray (gyr neutral, len: 3, d: DebugType.IMU, format: "User gyro
neutral position: {0:S}");

if (gyr_neutral[0] + gyr neutral[l] + gyr neutral[2] == -3 ||
Math.Abs (gyr neutral[0]) > 100 || Math.Abs(gyr neutral[l]) > 100 ||

Math.Abs (gyr neutral[2]) > 100)
{
buf = ReadSPI(0x60, 0x29,

0) 7
gyr neutral[0] = (Int16)(buf [3] | ((buf [4] << 8) & 0xff00));
gyr neutral[l] = (Intl6) (buf [5] | ((buf [6] << 8) & O0xff00));
gyr neutral([2] = (Intlé) (buf [7] | ((buf [8] << 8) & 0xff00));
PrintArray(gyr neutral, len: 3, d: DebugType.IMU, format: "Factory

gyro neutral position: {0:S}");
}
}
private byte[] ReadSPI (byte addrl, byte addr2, uint len, bool print = false)
{
byte[] buf = { addr2, addrl, 0x00, 0x00, (byte)len };
byte[] read buf = new bytellen];
byte[] buf = new byte[len + 20];

for (int 1 = 0; 1 < 100; ++1i)

{

buf = Subcommand(0x10, buf, 5, false);
if (buf [15] == addr2 && buf [16] == addrl)
{

break;

}
}
Array.Copy (buf , 20, read buf, 0, len);
if (print) PrintArray(read buf, DebugType.COMMS, len);
return read buf;
}
private void PrintArray<T> (T[] arr, DebugType d = DebugType.NONE, uint len =

0, uint start = 0, string format = "{0:S}")
{

if (d != debug type && debug type != DebugType.ALL) return;

if (len == 0) len = (uint)arr.Length;

string tostr = "";

for (int i = 0; 1 < len; ++i)

{

tostr += string.Format ((arr[0] is byte) ? "{0:X2} " : ((arr[0] is

float) 2 "{O:F} " : "{0:D} "), arr[i + start]);

}
DebugPrint (string.Format (format, tostr), d);



// JoyconManager.cs - ®ain MeHeOxy nipgkiodeHux Joy-Con

using System.Collections;
using System.Collections.Generic;
using System.Runtime.InteropServices;
using UnityEngine.UI;
using TMPro;
using UnityEngine;
using System;
using UnityEngine.InputSystem;
using UnityEngine.SceneManagement;
public class JoyconManager: MonoBehaviour
{
public enum JoyconType { left, right };

public bool EnableIMU = true;

public bool Enablelocalize = true;
public TMP Text TextForNotification;
public Button Button;

public GameObject Panel;

private const ushort vendor id = 0x57e;

private const ushort vendor id = 0x057e;
private const ushort product 1 = 0x2006;
private const ushort product r = 0x2007;

public List<Joycon> 7j;
static JoyconManager instance;
Joycon leftJoycon, rightJoycon;

public static JoyconManager Instance

{

get { return instance; }

public Joycon GetJoycon (JoyconType type) {
if (type == JoyconType.right && rightJoycon != null)
return rightJoycon;

if (type == JoyconType.left && leftJoycon != null)
return leftJoycon;

return null;

void Awake ()

{

if (instance != null) Destroy(gameObject);
instance = this;

int 1 = 0;

J = new List<Joycon>();

bool isLeft = false;
HIDapi.hid init();

IntPtr ptr = HIDapi.hid enumerate (vendor id, 0x0);
IntPtr top ptr = ptr;

if (ptr == IntPtr.Zero)
{
ptr = HIDapi.hid enumerate (vendor id , 0x0);
if (ptr == IntPtr.Zero)
{
HIDapi.hid free enumeration (ptr);
Debug.Log ("No Joy-Cons found!");
Scene scene = SceneManager.GetActiveScene();
if (scene.name == "Scenel") {
TextForNotification.text = "No Joy-Cons found!";



Button.gameObject.SetActive (true) ;
Panel.gameObject.SetActive (true);

GameObject cylinder = GameObject.Find ("Cylinder");
cylinder.SetActive (false);

}
}
hid device info enumerate;
while (ptr != IntPtr.Zero) {
enumerate = (hid device info)Marshal.PtrToStructure (ptr,
typeof (hid device info));

if (enumerate.product id == product 1 ||
enumerate.product id == product r) {
if (enumerate.product id == product 1) {
isLeft = true;
Debug.Log ("Left Joy-Con connected.");
} else if (enumerate.product id == product r) {

isLeft = false;
Debug.Log ("Right Joy-Con connected.");
} else {
Debug.Log ("Non Joy-Con input device
skipped.");
}
IntPtr handle = HIDapi.hid open path
(enumerate.path);
HIDapi.hid set nonblocking (handle, 1);
Joycon joycon = new Joycon (handle, EnableIMU, Enablelocalize &
EnableIMU, 0.05f, isLeft);
j.Add (joycon);

if (isLeft)

leftJoycon = joycon;
else

rightJoycon = joycon;

++1i;
}
ptr = enumerate.next;

}

HIDapi.hid free enumeration (top ptr);

}
void Start ()
{
for (int i = 0; i1 < j.Count; ++i)

{

Joycon jc = J [1];

byte LEDs = 0x0;

LEDs |= (byte) (0x1 << 1i);
jc.Attach (leds_: LEDs);
jc.Begin ();

}
}
void Update ()
{
for (int 1 = 0; 1 < j.Count; ++1i)
{
j[i].Update();
}
}
void OnApplicationQuit ()
{
for (int i = 0; i1 < j.Count; ++i)
{
J[i].Detach ();
}
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// JoyconController.cs - ®amn HalawTyBaHHSI Ta QyHKUii Onst xKoHTposepir Joy-Con

using System.Collections;

using System.Collections.Generic;
using System;

using System.Runtime.InteropServices;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using UnityEngine.SceneManagement;
using UnityEngine.InputSystem;

public class JoyconController : MonoBehaviour({

public JoyconManager.JoyconType joyconType;

public float[] stick;

public Vector3 gyro = Vector3.zero;

public float gyroMagnitude;

public Vector3 accel = Vector3.zero;

public float accelMagnitude;

public Quaternion orientation;

public Vector3 rotation;

public Joycon joycon;

public TMP_ Text TextForColors;

public TMP Text TextForZamah;

public AudioClip defaultSound;

public AudioSource audioSource;

public int lowFrequencyRumble, highFrequencyRumble;
Vector3 rotationOffset = new Vector3(0, 180, 0);
Vector3 mousePosition;
private bool HelpGuiOn
private bool FreeMouse
private Scene scene;
public int octava = 8;

false;
true;

[DllImport ("user32.d1ll",CharSet=CharSet.Auto,
CallingConvention=CallingConvention.StdCall) ]

public static extern void mouse event (uint dwFlags, uint dx, uint dy, uint
cButtons, uint dwExtralnfo);

private const int MOUSEEVENTFEF LEFTDOWN = 0x02;
private const int MOUSEEVENTFEF LEFTUP = 0x04;
private const int MOUSEEVENTE RIGHTDOWN = 0x08;
private const int MOUSEEVENTF RIGHTUP = 0x10;

JoyconManager joyconManager;
List<Joycon> joycons;

void Start () {
joyconManager = JoyconManager.Instance;
joycon = joyconManager.GetJoycon (joyconType) ;

joycons = JoyconManager.Instance.j;

if (joycon == null) {
Destroy (gameObject) ;
}
Mouse.current.WarpCursorPosition (new Vector2 (900,500)) ;
scene = SceneManager.GetActiveScene () ;

void Update () {
if (joycon != null) {
if (scene.name == "Scenel") {

if (joycon.GetButtonDown (Joycon.Button.SHOULDER 2)) {
Debug.Log ("Shoulder button 2 pressed");



Debug.Log(string.Format ("Stick x: {0:N} Stick y:

{1:N}",joycon.GetStick () [0],Jjoycon.GetStick() [1]));

joycon.Recenter ();

}

if (joycon.GetButtonUp (Joycon.Button.SHOULDER 1)) {
joycon.SetRumble (0, 0, 0);
Debug.Log ("Shoulder button 1 released");

}

if (joycon.GetButton (Joycon.Button.SHOULDER 1)) {
joycon.SetRumble (160, 320, 0.6f);
Debug.Log ("Shoulder button 1 held");

}

if (joycon.GetButton (Joycon.Button.DPAD DOWN) ) {
Debug.Log ("Rumble");

StartCoroutine (HDRumble () ) ;

}

if (joycon.GetButtonDown (Joycon.Button.STICK)) {
audioSource.PlayOneShot (defaultSound) ;
}

if (joycon.GetButtonUp (Joycon.Button.DPAD RIGHT) ) {
DoMouseClick (2) ;

}

if (joycon.GetButton (Joycon.Button.DPAD RIGHT)) {
DoMouseClick (3);

}

if (joycon.GetButtonUp (Joycon.Button.DPAD LEFT)) {
DoMouseClick (0) ;

}

if (joycon.GetButton (Joycon.Button.DPAD LEFT)) {
DoMouseClick (1) ;

}

bool Rotation = false;
if (lowFrequencyRumble!=0 && highFrequencyRumble!=0) {

if (joycon.GetButtonDown (Joycon.Button.SR)) {
Rotation = true;
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Debug.Log (string.Format ("SR On {0:N}",Rotation));

joycon.SetRumble (lowFregquencyRumble,

highFrequencyRumble, 0.6f, 200);

{0:N}",Rotation));

}

if (joycon.GetButtonUp (Joycon.Button.SR)) {
Rotation = false;
Debug.Log (string.Format ("SR Off

joycon.SetRumble (0, 0, 0);
}
stick = joycon.GetStick();

float moveSpeed = 10;

transform.Translate (new Vector3(stick[0] * -1, 0, stick[1l])

moveSpeed * Time.deltaTime) ;

switch (joycon.isLeft) {
case true:
if (joycon.GetButton (Joycon.Button.DPAD UP)) {
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gameObject.GetComponent<Renderer> () .material.color
= Color.magenta;
TextForColors.text = "Pressed DPad Up button";
}else if (joycon.GetButton (Joycon.Button.DPAD DOWN) ) {
gameObject.GetComponent<Renderer> () .material.color
= Color.cyan;
TextForColors.text = "Pressed DPad Down button";
}else({
gameObject.GetComponent<Renderer> () .material.color
= Color.blue;
}

break;

case false:
if (joycon.GetButton (Joycon.Button.DPAD UP)) {
gameObject.GetComponent<Renderer> () .material.color
= Color.magenta;
TextForColors.text = "Pressed DPad Up button";
}else if (joycon.GetButton (Joycon.Button.DPAD DOWN) ) {
gameObject.GetComponent<Renderer> () .material.color
= Color.cyan;
TextForColors.text = "Pressed DPad Down button";
telse(
gameObject.GetComponent<Renderer> () .material.color
= Color.red;
}

break;

if (joycon.GetButton (Joycon.Button.MINUS))transform.position =
new Vector3(7, 0, 5);

if (joycon.GetButton (Joycon.Button.PLUS))transform.position =
new Vector3(4, 0, 5);

switch (gameObject.transform.rotation.x) {
case > 0O:
TextForZamah.text
break;

"ZAMAH";

case < 0:
TextForZamah.text = "STOIM NA MESTE";
break;

gyro = joycon.GetGyro() ;
gyroMagnitude = gyro.magnitude;

transform.Translate (new Vector3(-gyro.z, 0, gyro.y) *
gyroMagnitude * Time.deltaTime, Space.World);

accel = joycon.GetAccel();
accelMagnitude = accel.magnitude;
if (joycon.isLeft == true && !FreeMouse) {

Mouse.current.WarpCursorPosition (new
Vector?2 (transform.position.x * -10, transform.position.z * -10));
transform.Translate (new Vector3(-gyro.z/100, 0, gyro.y/100)
* gyroMagnitude/10 * Time.deltaTime, Space.World);

}

if (joycon.GetButton (Joycon.Button.DPAD UP)) {
if (FreeMouse) {
FreeMouse

lelse(
FreeMouse = true;

!FreeMouse;
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if(joycon.isLeft == true)mousePosition = Input.mousePosition;
if (joycon.isLeft == true && FreeMouse)transform.position =
Camera.main.ScreenToWorldPoint (new Vector3 (Input.mousePosition.x,
Input.mousePosition.y, Camera.main.transform.position.z));

orientation = joycon.GetVector();
gameObject.transform.rotation = orientation;
orientation = new Quaternion(orientation.x, orientation.z,

orientation.y, orientation.w);
gameObject.transform.localRotation =
Quaternion.Inverse (orientation);
}else if (scene.name == "Piano 1") {
if (joycon.GetButtonDown (Joycon.Button.SHOULDER 1)) {
Debug.Log ("Not in Scenel, in scene Piano 1)");

protected void OnGUI () {
if (Input.GetKey (KeyCode.KeypadlO) &&scene.name == "Scenel") HelpGuiOn
= true;
if (HelpGuiOn) {
GUI.skin.label.fontSize = Screen.width / 40;

GUILayout.Label ("Orientation: " + Screen.orientation);
GUILayout.Label ("Left Joy-Con:");
if (joycon.isLeft ==

true) {GUILayout.Label ("input.gyro.attitude"™ +

joycon.GetGyro()); }else{GUILayout.Label ("");}

GUILayout.Label ("Right Joy-Con:");

if (joycon.isLeft == false)GUILayout.Label ("input.gyro.attitude
Right: " + joycon.GetGyro());else{GUILayout.Label ("");}

GUILayout.Label ("Screen width/font: " + Screen.width + "™ : " +
GUI.skin.label.fontSize);

if(joycon.isLeft == true)GUILayout.Label ("Mouse position:" +
mousePosition) ;else{GUILayout.Label ("");}

if (joycon.isLeft == true)GUILayout.Label ("Hand position:" +
transform.position) ;else{GUILayout.Label ("");}

}

private void OnStickPressed() {
if (defaultSound !'= null && !audioSource.isPlaying)
{
audioSource.PlayOneShot (defaultSound) ;

public void DoMouseClick(int button) {

uint X = (uint) Input.mousePosition.x;
uint Y = (uint) Input.mousePosition.y;
switch (button) {
case O0:
mouse_event(MOUSEEVENTF_LEFTDOWN | MOUSEEVENTF LEFTUP, X, Y, 0,
O)I
TextForColors.text = "LMB";
break;
case 1:
mouse_event (MOUSEEVENTF LEFTDOWN, X, Y, 0, 0);
TextForColors.text = "LMB Hold";
break;

case 2:



mouse event (MOUSEEVENTF_RIGHTDOWN | MOUSEEVENTF RIGHTUP,
0, 0);

TextForColors.text = "RMB";

break;

case 3:

mouse event (MOUSEEVENTEF RIGHTDOWN, X, Y, 0, 0);

TextForColors.text = "RMB Hold";

break;

}

IEnumerator HDRumble () {

for(int i=0;i<4;1i++) {

joycon.SetRumble (0, 392, 0.6f, 1350);
yield return new WaitForSeconds (1.35f);
joycon.SetRumble (0, 293.66f, 0.6f, 3350);
yield return new WaitForSeconds (3.35f);
joycon.SetRumble (0, 329.63f, 0.6f, 1000);
yield return new WaitForSeconds (1) ;
joycon.SetRumble (0, 261.63f, 0.6f, 1000);

yield return new

WaitForSeconds (1) ;

}

public void CreateRumble () {
if (scene.name == "Piano 1") {
Button[] buttons = FindObjectsOfType<Button>();
foreach (Button button in buttons) {
Debug.Log (button.name) ;

button.onClick.AddListener (() => SetRumblePiano (button));

}
void SetRumblePiano (Button button) {

Debug.Log ("HaTtucHyTa KkHOoIka: "
switch (button.name) {

+ button.name) ;

case "ButtonA":

joycon.SetRumble (16.35f*octava, 0, 0.6f, 200);
break;
case "ButtonS":

joycon.SetRumble (18.35f*octava, 0, 0.6£f, 200);
break;
case "ButtonD":

joycon.SetRumble (20.60f*octava, 0, 0.6£f, 200);
break;
case "ButtonF":

joycon.SetRumble (21.83f*octava, 0, 0.6f, 200);
break;
case "ButtondJ":

joycon.SetRumble (24.50f*octava, 0, 0.6£f, 200);
break;
case "ButtonK":

joycon.SetRumble (27.50f*octava, 0, 0.6f, 200);
break;
case "ButtonL":

joycon.SetRumble (30.87f*octava, 0, 0.6f, 200);

break;

X, Y,
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// LevelManager.cs — KOHTpoJlep NEepeKJIOYeHHSI CIeH

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using System.IO;

public class LevelManager : MonoBehaviour

{
void Start () {

string path = Application.dataPath + "/Button Settings.txt";

if (!File.Exists(path)) {
File.WriteAllText (path, "LMB: " + "2"
+ "HDRumble: " + "12" + "\n");
}else{}

}
void Update () {

}

public void ChangeScene (string SceneName) {
SceneManager.LoadScene (SceneName) ;

}

+

n\nn

+

"RMB:

+

"1"

+
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n\nn
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// TransparentWindow.cs - ®ain koHbirypanii mposopocTi BikHa BacTocCyHKa nipm uac
emynsiTOpa

using System;

using System.Runtime.InteropServices;
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class TransparentWindow : MonoBehaviour{

[DllTImport ("user32.d11")]
public static extern int MessageBox (IntPtr hWnd, string text,

caption, uint type);

[Dl1lImport ("user32.d11")]
public static extern IntPtr GetActiveWindow () ;

[DllTImport ("user32.d11")]

private static extern int SetWindowLong (IntPtr hWnd, int nIndex,

dwNewLong) ;

int

[Dl1lTImport ("user32.d1ll", SetlastError = true)]

static extern bool SetWindowPos (IntPtr hWnd, IntPtr hWndInsertAfter,

Y, int cx, int cy, uint uFlags);

private struct MARGINS({
public int cxLeftWidth;
public int cxRightWidth;
public int cyTopHeight;
public int cyBottomHeight;
}

[DllTImport ("Dwmapi.dll")]

private static extern uint DwmExtendFrameIntoClientArea (IntPtr hWnd,

MARGINS margins) ;

const int GWL EXSTYLE = -20;

const uint WS EX LAYERED = 0x00080000;
const uint WS _EX TRANSPARENT = 0x00000020;

static readonly IntPtr HWND TOPMOST = new IntPtr(-1);
private void Start () {

#1if !UNITY EDITOR

IntPtr hWnd = GetActiveWindow () ;
MARGINS margins = new MARGINS {cxLeftWidth = -1};
DwmExtendFrameIntoClientArea (hWnd, ref margins);

int X,

ref

SetWindowLong (hWnd, GWL_ EXSTYLE, WS _EX LAYERED | WS _EX TRANSPARENT) ;

SetWindowPos (hWnd, HWND TOPMOST, O, 0, O, 0, 0);

#endif

}
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// CreateSettingFile.cs - ®aiyl HajlaWTyBaHHS IJIsI eMyJsiTOpa

using
using
using
using
using
using
using
using

System.Collections;

System.Ling;

System.Collections.Generic;

UnityEngine;
System. IO;
UnityEditor;

UnityEngine.UI;

TMPro;

public class CreateSettingFile : MonoBehaviour({

[SerializeField] private TMP Dropdown dropdown;
public int value = 0;
private string path;

public void GetDropdownValue () {

int pickedEntryIndex = dropdown.value;
Debug.Log (pickedEntryIndex) ;

value = pickedEntryIndex;

}

public void CreateText () {
switch (dropdown.name) {
case "LMBDropdown":
path = Application.dataPath + "/Button Settings.txt";

value.

if (!File.Exists(path)) {
File.WriteAllText (path, "LMB: " + value + "\n");
lelse(
foreach (string line in File.ReadLines (path)) {
bool containsInt = line.Any(char.IsDigit);
string output = string.Concat (line.Where (char.IsDigit));
if (line.Contains ("LMB") && containsInt) {
string replace = line.Replace (output,

ToString());

{0:N}", replace));

}

}

break;

Debug.Log(string.Format ("Replace text above with

telse(
Debug.Log (": (")
}

case "RMBDropdown":
path = Application.dataPath + "/Button Settings.txt";

if (!File.Exists(path)) {
File.AppendAllText (path, "RMB: " + value + "\n");
}else(
string content = "RMB: " + value + "\n";
File.AppendAllText (path, content);
}
break;

case "HDRumbleDropdown":
path = Application.dataPath + "/Button Settings.txt";

if (!File.Exists(path)) {
File.AppendAllText (path, "HDRumble: " + value + "\n");
}else(
string content = "HDRumble: " + value + "\n";
File.AppendAllText (path, content);
}
break;

public void ReadFile () {
path = Application.dataPath + "/Button Settings.txt";
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if (File.Exists (path)) {

foreach (string line in File.ReadLines (path)) {

bool containsInt = line.Any(char.IsDigit);

string output = string.Concat (line.Where (char.IsDigit));

if (line.Contains ("LMB") && containsInt) {
Debug.Log (output) ;

}else if (line.Contains ("RMB") && containsInt) {
Debug.Log (output) ;

}else if (line.Contains ("HDRumble") && containsInt) {
Debug.Log (output) ;

}else(

Debug.Log (": (") ;
}
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