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COMPONENTES

1 x Arduino Micro
https://www.ptrobotics.com/plataformaarduino-e-modelos-
alternativos-equivalentes/3585-arduino-yun-mini.html?search_
query=mini+arduino&results=137

1 x Placa Veroboard 65x95mm 24x36 buracos

https://www.ptrobotics.com/pcb/412-veroboard-65x95mm-24x36buracos.

html

4 x Tactile Button 12mm Flat

https://www.ptrobotics.com/tactile-switch/3267-tactile-button-12mm-flat.

html

2 x Tactile Button 12mm Red

https://www.ptrobotics.com/tactile-switch/1048-tactile-button-12mm-red.

html

2 x Tactile Button 12mm Green
https://www.ptrobotics.com/tactile-switch/1047-tactile-button-12mm-
green.html?search_query=tactilet+button&results=39

2 x Tactile Button 12mm Black
https://www.ptrobotics.com/tactile-switch/1050-tactile-button-12mm-
black.html?search_query=tactile+button&results=39

2 x KY-023 Dual-axis XY Joystick Module
https://www.ptrobotics.com/joysticks/5748-ky-023-dual-axis-xy-joystick-
module.html?search_query=joystick&results=45

1 x Filamento Ultimaker PLA 2.85 750g Green
https://www.ptrobotics.com/impressao-3d/4499-ultimaker-pla-285-750g-
green.html

1x Filamento Ultimaker PLA 2.85 7509 Red

16x Crimp Connector Housing 1x1Pin

16 x Male Crimp Pin for 0.1" Housing

16 x PCB Header 40Pin Single Row

16 x PCB Header 40Pin Single Row

1 x Cola loctite

1 x Cabo blindado 8 condutores NCAS8
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Montagem

Primeiro descarnamos os fios que iriamos utilizar para que depois Comando Vermelho
podessem ser soldados. O - Amarelo - Pin 4

U - Vermelho - Pin 5
Enter - Castanho - Pin 6
P - Azul - Pin7

Eixo X - Verde - Pin A2
Eixo Y - Branco - Pin A3
5V - Laranja - Pin 3V

Depois do processo de montagem colocamos tudo nas posigoes cer-
tas no comando, aparafusamos o joystick a base do comando.

Apos este processo fechamos os comandos com parafusos.

Depois deste processo a ligacao foi feita da seguinte forma:

Comando Verde

E - Amarelo - Pin0

Q - Vermelho - Pin 1
Espaco - Castanho - Pin 2
R - Azul - Pin 3

Eixo X - Verde - Pin AO
Eixo Y - Branco - Pin A1
5V - Laranja - Pin 5V
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Programacao Arduino

Primeiramente decidimos associar o arduino as teclas do teclado em  De sequida, registamos as variaveis como butoes.

vez de o ligar diretamente ao Unity. void setup()
. . ) pinMode(playerlButtonA, INPUT_PULLUP);
Desta forma progamamos da seguinte forma: pinMode(player1ButtonB, INPUT PULLUP):
pinMode(playerlButtonC, INPUT_PULLUP);
Declaramos a qual pin esta associado a variavel. pinMode(player1ButtonD, INPUT_PULLUP);

/7

// PLAYER 2

/!

pinMode(player2ButtonA, INPUT_PULLUP);
pinMode(player2ButtonB, INPUT_PULLUP);
pinMode(player2ButtonC, INPUT_PULLUP);
pinMode(player2ButtonD, INPUT_PULLUP);
Keyboard.begin();

// PLAYER 1

//

const int playerlButtonA =
const int playerlButtonB
const int player1ButtonC
const int playerlButtonD =

const int player1XAxis = AOQ;
const int playerlYAxis = Al;
int playerlXValue = 0; Quando um botao esta primido fica em “Low<<
int playeriYValue = 0O;

//

// PLAYER 2

/!

const int player2ButtonA
const int player2ButtonB
const int player2ButtonC
const int player2ButtonD = 7;
const int player2XAxis = A2;
const int player2YAxis = A3;
int player2XValue = 0;

int player2YValue = 0;

A linha 40, serve para comegar a ler o teclado.

int treatValue(int data)
I

L
return (data * 9 / 1024) + 10 ;
L8

I
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Depois associamos cada botao do comando aos do teclado.
// PLAYER 1

//
if(digitalRead(playeriButtonA)==LOW )

Keyboard.write('E');
delay(500);

if(digitalRead(playeriButtonB)==LOW )

Keyboard.write('Q");
delay(500);

if(digitalRead(playeriButtonC)==LOW )

Keyboard.write(32);
delay(500);

if(digitalRead(playeriButtonD)==L0OW )
Keyboard.write('R");
delay(500);

playeriXValue = analogRead(playeriXAxis);
delay(5);

playeriYValue = analogRead(playerlYAxis);
delay(5);

if(treatValue(playeriXValue) > 16)
Keyboard.write('A");

¥

else if(treatValue(playeri XValue) < 12)

Keyboard.write('D");
¥

if(treatValue(playeriYValue) > 16)
Keyboard.write("W");

¥

else if(treatValue(playerliYValue) < 12)

Keyboard.write('S');

// PLAYER 2

1/
if(digitalRead(player2ButtonA)==LOW )

Keyboard.write('0");
delay(500);

if(digitalRead(player2ButtonB)==LOW )

Keyboard.write('U");
delay(500);

if(digitalRead(player2ButtonC)==LOW )

Keyboard.write(176);
delay(500);

if(digitalRead(player2ButtonD)==LOW )
Keyboard.write('P");
delay(500);

player2XValue = analogRead(player2XAxis);
delay(5);

player2YValue = analogRead(player2YAxis);
delay(5)]]

if(treatValue(player2XValue) > 15)
Keyboard.write('1");

r

else if(treatValue(player2Xvalue) < 11)

Keyboard.write('L");
5

if(treatValue(player2YValue) > 14)
Keyboard.write('T");
else if(treatValue(player2YValue) < 11)

Keyboard.write('K");

¥
¥

Portal?2 > 5




