SC JOYSTICK MAPPER
QUICK REFERENCE GUIDE V 2.34

20171226 — Cassini

« https://github.com/SCToolsfactory/SCJMapper-V2/releases

« Change Log: see ReadMe.txt

T
SC Joystlck Mapper -V 2.34.0.68 beta For information and updates visit us @ Github ...
by Cassini ‘ppirebmdke'ys layout_my_x55_650 |
- v_view_interact - Joystick 1 |Jﬂy§ﬁﬂl2| Dumps (XML, Logs etc.) Al Mappings
Lo v_view_interact = -
& .- _ _ _ <!-- 23.12.2017 18:14:21 - SC Joystick Mapping .
v view freelook mode Saitek Pro Flight X-55 Rhino Stick <ActionMaps version="1" optionsversion="2" reb-
v view freelook mode N Saitek Pro Flight X-55 Rhino Stick" js1G
T # Axis: 3 # POV: 1 X65F Flight controller” js2G="a7663300-5
v_view_dynamic_focus #Buttons: 17 =
v_view_dynamic_focus <CustomisationUIHeader label="my_x55_650" des
—— ot B wdevices»
v_view dynamic focus in - js2 button3d Joystick State <keyboard instance="1"/»
v view dynamic focus in <mouse instance="1"
X-Achse: -10 Slider 1: o <joystick instance="1"/>
v view dynamic focus out - js2 button3g V-Achse: 3 Slider 2: 0 <joystick instance="2"/»
v view dynamic focus out 7 Axi 0 </devices>
. N . Axis: <categories>
- 4 —vays s aht™
v view look behind - js2 button23 Mehrwegescha -1 <category 1abel="@ui_cCSpaceF1ight”/>
==L v view look behind X Rotation: 0 POV 2: -1 </categories>
=@ spaceship_movement ¥ Rotation: 0 POV 3: 1 </CustomisationuTHeader>
% v_pitch_up Z-Rofation: 33 POV 4: -1 <options type="joystick” instance="1"»
=L v_pitch_u <flight_move_pitch exponent="1.00" >
E -prienup Buttons: <nonlinearity_curves
& W_pitch_down _ _ <point in="0.182" out="0.028"/>
L° v_pitch_down JsN - Assignment <point in="0.623" out="0.235"/>
{& - it h_ is1 _ - N <point in="0.895" out="0.629"/>
& vopiteh -isly This device is listed as: 1 </nonlinearity_curves
A v_yaw_left </f1ight_move_pitchs
1 v_yaw_left </options>
‘& v_yaw_right <options type="joystick" instance="1">
L%} v yaw right <Flight_move_yaw exponent="1.00" =
. _yaw_rig <nonlinearity_curvex
A v_yaw - j51_x Il <point in="0.182" out="0.028"/>
. i _ ~ <point in="0.629" 0.235"/>
‘_l v togale relative mouse made - kb1 <point in="0.895" out="0.623"/>
& v_roll_left Selected </nonlinearity_curves
==L v_roll_left | (/Tjght_muva_yaw:
9 . </options>
3 _roll_right Mapping | /op
L° 0 v_roll_right <options type="Joystick" instance=
e - - <flight_move_roll exponent 00" =
& v_roll - js1_rotz Dev Ctrl. |j!17|3|t+ <nonlinearity_curves
1" v_rall_mouse <point in="0.182" out="0.028"/>
4 . <point in="0.623" out="0.235"/>
& v togagle yaw roll swap - js1 ~ Assign Throttle Find 1st. <point in="0.895" out="0.629"/>
~=1' v toggle yaw roll swap - kb1 ~ </nonlinearity_curves
} N _ _ </Flight_move_roll:>
& v_throttle_toggle_minmax - js1_. Disable Clear </options>
<1 v_throttle_toggle_minmax - kb1_~
9 ;
u throttle zero - js2 buttondd # . : . .
& u throttle zero - js2 buttondd <deviceoptions name="Saitek Pro Flight X-55 R
="y throttle zer. <option input="rotz" deadzone="0.030" />
E A f
v throttle 100 - js? buttoné # </deviceoptions>
&‘ Dump XML Grab XML
==L v throttle 100 <deviceoptions name="Saitek Pro Flight X-55 R v
&, v_throttle_up -js1_~ ( - g ol s
-1y throttle up - kb1 ~ hd
Joystick [] Gamep Keyb. [ Mouse  [] Mapped Mapping name: ‘\ayout_my_xSS_SSO
Action Filter: l:l Clear Filter Exit | -*| Dump and Save my Mapping
Profile: GamePack defaultProfile Support: profile version="1" optionsVersion="2" rebindVersion="2"

Disclaimer: Usual stuff — no warranty whatsoever..
Freeware — made for the SC community

Hope it helps and does not suck.

Have fun in the verse ...




General Information

o Connect the game control devices to the PC

o Start from scratch (see Hints section) or load an existing map from a file
. Make or refine mappings

o Save the new map as an XML file

. Use it in the game: e.g. pp_rebindkeys layout_my_joystick

o You may load and save the map directly from your game folders
so next time you just use pp_rebindkeys Tayout_my_joystick

o pp_rebindkeys without a name will reset the maps but only after you close he console win-
dow

° It is a good idea to always first pp_rebindkeys and then close the console to reset what
the game holds from your previous attempt and then only open the console again and load
the new or changed map

Note: the predefined actions are the ones found in the SC game default profile
— itis likely that some of them will not work at all as the game is not finished.
There is no proper description for which one does what — you may get help in SC Forums.

Console .. Opens with the top left key usually right below the “Esc” key - depends on your kbd

With every “Dump and Save”- the program creates a backup copy in the
My Documents\SCJIMapper folder, in addition the last one is moved to filename.backup
so you have the last two saved versions if the USER folder of the game gets unavailable.

If you encounter an error or crash then read on...

You will find ‘log4net.config.OFF’ in the distribution zip.

Rename it to ‘log4net.config’ and run the program.

Then look for a file named ‘trace.log’ in the program folder and

send this via Git or to cassini@burri-web.org along with a description of
the problem and your system i.e. 0OS, CPU, Graphics card, Joystick(s)

we may then finally solve the issue ...
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The GUI

Update for V 2.34

The user interface is all laid out for direct access — there are no menus

= 5C Joystick Mapper Settlngs Load maps

AReset... < 6 Dump... = i Show... - y— Config... ~ Mappings: |
- i - . J. For information and updates visit us @ Github ... =
N ; SC Joystick Mapper - V 2.34.0.68 beta
5 \ by Cassini |pp_rebindke'ys layout_my_x55_650 |
----- & v view_interact | Joystick 1 |Jnlys|u:k' 2| Dumps (XML, Logs etc) Al Mappings
----- L v view_interact - -

& . _ _ _ <!-- 23.12.2017 18:14:21 - SC Joystick Mappin
----- & v view freelook mode Saitek Pro Flight X-55 Rhino Stick <ActionMaps version="1" opti unsv{rsi un="2Epr‘eg' .
_____ T ; N jsil="saitek Pro Flight X-55 Rhino Stick" jsiG

;l w # Axis: 3 # POV: 1 jsz="X65F Flight Controller” jszG="ar663300-5
----- & v_view_dynamic_focus # Buttons: 17 =
..... I v_view_dynamic_focus <CustomisationUIHeader label="my_x55_650" des
----- % v view dynamic focus in - js2 button3g Joystick State <devices>
----- L° v wiew dynamic focus in

I R R . X-Achse: -10 Slider 1: o
----- & v wiew dynamic focus out - js2 button3d 5
----- |° v wiew dynamic focus out ;.ﬂ(_lﬁ?.’ : & 0 XML dump Of the
----- ‘& v view look behind -js2 button23 Mehrwegescha -1 .

----- I* v view look behind X Rotation: 0 POV 2: -1 mappings used
i ] R TrE Also all other text dumps
Action tree and mappings etected ame aevices

(up to 12 are shown) . - or- .
_____ & vpiten oty A List of all mappings

%
----- v_yaw_left n
.....  vyaw et found for the current input.
\& N
----- v_yaw_right
----- L* . v_yaw_right 0
. ——cccceces
----- ‘& v_yaw - js1_x | Mapplng <point in="0.182" uut="0.02-3“..r’:-
----- |* w toggle relative mouse mode - kb1 ~ L <point 1n="0.6297 out="0. 235.."";
- <point in="0.835 out="0.629" />
..... & v_roll_left Selected </nonlinearity_curves
..... 1 v roll left electe | </T1ight_move_yaw>
..... &, v_roll_right Mapping | </optionss
..... 0 v_roll_right <options type="joystick" instance="1"=»
e ST - <flight_move_roll exponent="1.00" >
""" & v_roll - js1_rotz Dev Ctrl. |]51_|E|t+ <nonlinearity_curves
..... * v_roll_mouse <point in="0.182" out="0.028"/>
. . <point in="0.623" out="0.235"/>
""" & v togale yaw roll swap -is1 ~ Assign Throttle Find 1st. <§m- nt in="0.895" out="0. 529";:-
----- | v togagle yaw roll swap - kbl ~

</nonlinearity_curves

..... ‘& v_throttle_toggle_minmax - js1_~ Disable «& 15/ Kbd Tt {;{:t'l;ug:st;muve_r oll=
----- \* v_throttle_toggle_minmax - kb1_~

- <deviceoptions name="Saitek Pro Flight X-55 R
----- |* w throttle zero - kb1 ~ <option input="rotz" deadzone="0.030" />
----- ‘& v throttle 100 - js2 buttonf # D ML Grab XML </deviceoptions>

- ump ra
""" \° v throttle 100 <deviceoptions name="saitek Pro Flight X-55 R v
----- ‘& v_throttle_up - js1_~ = : : === 5
----- \* v throttle up - kb1 ~ v

Conversions |

Joystick |:| Gamep Keyb. |:| Mouse |:| Mapped

Mapping name: |Iayout_my_x55_65c|

Action Filter: l:l Clear Filter Exi Save map |~ Dump and Save my Mapping
Tree Filters

Support: profile version="1" optionsVersion="2" rebindVersion="2" .

= Action tree and mappings - shows the tree of action maps and actions derived
from the defaultProfile directly from the game folders

= There are some filters where you can limit the items shown in the tree

= The program detects game devices - each one has its own tab

= The XML area shows the outcome of the mapping and is what can be import-
ed in the game directly

= The Mapping area is where profile actions can be mapped individually to cre-
ate the action mapping YOU want to use in the game



Game Devices

Arduino Microl >21t€k Pro Flight X-55 Rhino Stick ;
608e1420-03b7-11e4-8001-444553540000

# Axis: 7 FPOV: 7 =Cu
# Buttons: 48 =t

Detected Devices shown as Tabs

Joystick 1 Joystick 2 |Jo]rsticlt 3
Saitek Pro Flight X-55 Rhino Stick

£ Axis: 3 & POV 1
# Buttons: 17
Joystick State
X-Achse: -16 Slider 1: Li]
¥-Achse: -28 Slider 2: Li]
Z Axis: 1]
Mehrwegescl -1

X Rotation: 1] POV 2: -1
Y Rotation: 1] POV 3: -1
Z-Rotation: -1 POV 4: -1
Buttons: 15

jsN - Assignment
This device is listed as: js2

Device Tab for the ‘blue’ Joystick

The tabs represent the game devices
found connected to the PC.
The program can show up to 12 devices.

The sequence 1..12 shows the order the
PC reports them which is crucial to the
mapping as this will result in the default
js1_,js2_ .. Names used to build the
command name.

A summary of the capabilities is show in
the top area.

A tooltip indicates the real name of the
device - move and point the mouse to
any Tab to show the indicator.

The elements shown in ‘Joystick State’
are the ones the device seems to support
— greyed ones are not available for this
device.

You will see the actual jsN assignment -
or ‘not assigned’.

The SC-Device to Joystick Mapping is a
separate window accessed by hitting the
‘Js Reassign’ button.

Just hit any button, Axis of the device
and see how things are changing.

Note: the range for Axis is set to —1000 ..
+1000 by the program and is not what
other applications may show you.



Action Tree and mappings

Action Tree

The action tree is initially built from the
games defaultProfile - so these are the
known actions which are grouped along
‘action maps’ e.g. ‘spaceship_movement.
Each action is predefined for a specific
device.

There are joystick, keyboard, mouse, and
gamepad actions indicated by the icon.

— This is given by the SC default profile
and cannot be changed. An action may
e.g. not be available for the joystick.

Rebinding:

By ‘rebinding’ or mapping and action with
a different control one does replace the
default one.

Overwriting a keyboard action will result
in having it available with a different com-
mand in the game.

You can only map actions using the
same device as in the profile i.e. a key-
board action cannot be mapped with a
joystick control.

If actions are mapped (as shown) the col-
or indicates which device is mapped.

The device tab colors match the entries,
keyboard and mouse have distinct colors.
If the background is white - there is no
current mapping given.

Unmapped actions are ignored.

Underlined items indicate an ActionModi-
fier is applied in defaultProfile

Selecting an Action:

Click on any action to make it the used
action in the mapping area. Once select-
ed it is marked with the green arrow

o v_ui

< v_ta

----- Lo v view_interact

----- *&. ¥ view freelook mode

----- L v view freelook mode

----- *&, v_view_dynamic_focus

----- L= v view_dynamic_focus

----- *&, v view dynamic focus in - js2 button38
----- Lo v view dynamic facus in

----- *&. v view dynamic focus out - js2 button3g
----- L v view dynamic focus out

----- & v view look behind - js2 button23

----- L° v view look behind

=g spaceship_movement

----- *&, v_pitch_up

----- L* v pitch_up

----- *&, v_pitch_down

----- L° w_pitch_down

----- *&. v_pitch - js1_y

----- *&, v_yaw_left

----- Lo w_yaw_left

----- *&, v_yaw_right

----- L= v_yaw_right

..... j& v_yaw - js1_x

----- |° v togagle relative mouse mode - kbl ~
----- *&. v_roll_left

----- L= w_roll_left

----- *&, v_roll_right

----- L= w_roll_right

----- *&, v_roll - js1_rotz

----- L= w_roll_mouse

----- *&. v toggle yaw roll swap - js1 ~

----- ° wtoggle yvaw roll swap - kb1 ~

----- *&, v_throttle_toggle_minmax - js1_~

----- |* v _throttle_toggle_minmax - kb1_~

----- *&, v throttle zero - js2 buttondd #

----- |* v throttle zero - kbl ~

----- &, v throttle 100 - js2 button6 #

----- L= v throttle 100

----- *&, v_throttle_up - js1_~

----- | v throttle up - kb1 ~ v

Joystick |:| Gamep Keyb. |:| Mouse |:| Mapped

Action Filter: | | Clear Filter

A regular action tree




Action Tree Filters

&, v_throttle_zero - js3_buttond0 #
& v_throttle_100 - js3_button6 #
&, v_throttle_abs - js3_throttlez
i@ spaceship_targeting
..... & spaceship_turret
i@ spaceship_weapons
----- I&l spaceship_missiles
@ spateship_defensive
----- & spaceship_auto_weapons
i@ spaceship_power
..... &l spaceship_radar
- i@ spaceship_hud
..... & multiplayer
<@ IFCS_controls
..... ﬁ dE‘h‘l.lg
id singleplayer
..... ﬁ default

Lo B irariba

Action Tree Filters

The action tree has a vast number of en-
tries. So for convenience you may filter
the shown items to the one you are inter-
ested in.

Device Filter

With the checkboxes at the bottom you
may restrict the shown item to a particu-
lar category.

Jaoystick |:| Gamepad |:| Keyb. |:| Mouse |
Check categories you want to see

Mapped Only
Restricts to show only mapped items

[¥] Joystick [] Gamepad [[] Keyb. [] Mouse [#] Mapped

Action Filter: thro [ Clear Filter ]
. a0 M d
Action Fil- PPEC ter
Filtered action tree - showing mapped joystick items with “thro Accepts text entry to match parts of the
NOTE: Filters only restrict the items shown in the tree action name
Clear Filter
Action Filter:  thro | ClearFilter

To empty the ‘Action Filter’ field

Collapse / Expand
Use this context menu to unclutter the
tree view.

Select an entry and ‘Collapse to selected’
to only show the actionmap items where
the selected item belongs to.

. bell w_cooler_throttle_down - kbl_lalt+Ictri+np_7 |1
= §@ spaceship_view

Select ‘Expand..’ to ... expand the com-
plete tree again.

Note: Using filters or loading a profile will ex-
pand the tree again.

Collapse to selected

Expand all Mappings

Assign: js4_buttonl5



Working with Profiles

Working with profiles

The program gets the actions from the

real game asset — so you are always up

to the actual values. <:’
. . . Profile: GamePack defaultProfile

The in-game asset is used if

GamePack defaultProfile is shown <":,

From here you may Reset the action list
to the following

Dump...

-RESET DEFAULTS loads the Joystick o
actions mapped with what CIG is provid-
ing in defaultProfile

Pl Reset defaults !

-RESET EMPTY reverts to just an _E Reset empty !
action list without any mappings ’

Loadmg a profile

----- Ll ¥ _EJeCT - KDL TAM+]
----- P v eject - xil shoulderl+shoulderr+y
----- ‘&, v_eject_cinematic - js1_~

----- I° v_eject_cinematic - kbl _ralt+|

= j& spaceship_general

""" v EJ_ ect -y v_eject_cinematic - xil_shoulderl+shoulderr+y
""" Lo v_eject el v_exit - kbl f

----- F v epf-ct - Y V_exit - xil_y

----- & v_exit % v exit - js1 ~

----- Lo v_exit % v self destruct - js1 ~

..... |y v_exit -0 v self destruct - kbl ralt+backspace

,,,,, *‘& v_self_destruct -l v_self destruct - xil shoulderl+shoulderr+x

----- %, vtogale cabin lights - js1 ~

----- |° v toggle cabin lights - kbl lalt=t

----- ) v toggle cabin lights - xil shoulderl+dpad left
----- *& v togagle running lights - js1 ~

----- |* v toggle running lights - kbl lalt<t

----- L v_self_destruct
----- By v_self_destruct
----- ‘& v_toggle_cabin_lights
----- L v_toggle_cabin_lights

----- 8 v_togale_cabin_lights -1 v starmap - kbl home

----- ‘& v_toggle_running_lights '&. v_cooler_throttle up - js1_~

..... L° v_togale_running_lights -1 w_cooler_throttle_up - kbl _lalt+np_8
..... |* skyline_toggle -8 v_cooler_throttle_up - xil_~

..... | v_debug_1 ‘%. v_cooler_throttle_down - js1_~

----- L v_cooler_throttle_down - kbl_lalt+np_7

----- #® v_cooler_throttle_down - xil_~

----- |- spectate enterpuremode - kbl retri+insert
=@ spaceship_view

= §&l spaceship_view
----- ‘& v_view_yaw_left
----- L v_view yaw_left

----- ‘& v_view_yaw_right ‘& v_view_yaw_left - js1_hat2_|eft

----- Lo v_view_yaw_right -l v view_yaw_left - kbl_~

----- & v_view_yaw ~J, v_view_yaw_right - js1_hat2_right
..... By v view yaw -l y_view_yaw_right - kbl_~

----- o7 y_view_yaw_mouse by V_view_yaw - js1_x

----- L* v_view_yaw_absolute . v. “m-m tﬂ tlh:'mhbmm YT

Reset Empty profile Reset Defaults proflle



Mapping

Selected | v_pitch

Mapping |is3_y

Dew CErl, js3 x

’ Disable l

Find 1st.

e ]

:& 15/ Kbd

Device Mode

Selected | v_pitch_down

Mapping |

Dev Ctrl.  np_5

’ Disable ] I+ 15/ Kbd

Find 1st.

]

Keyboard and Mouse Mode

loystick 1 Joystick 2 |Joystid: 3
Saitek Pro Flight X-55 Rhino Stick

# Axis: 3 & POV 1
# Buttons: 17

Joystick State
X-Achse: -16 Slider 1: 0
¥Y-Achse: -28 Slider 2: 0
Z Axis: 0

Mehrwegescl -1
X Rotation: 0 POV 2: -1
¥ Rotation: 0 POV 3 -1
Z-Rotation: -1 POV 4: -1
Buttons: 15

jsN - Assignment
This device is listed as: js2

Device Tab for the ‘blue’ Joystick

Whenever you click on an action in the
Action Tree it is copied into Mapping and
can be mapped to a Control.

Dev Ctrl. is the last item you activated
on the currently shown device tab.

You may also map keyboard and mouse
actions.

Devices vs. Keyboard/Mouse

To switch between game devices and
keyboard/mouse us the ‘JS/Kbd’ toggle.
Note: keyboard entries are accepted
when the Ctrl. Field has the focus

Select the device

To map a device control first select the
device tab i.e. if you want to map a con-
trol of the second joystick you have to
select the ‘Joystick 2’ Tab first.

Assign

Once you have a mapping that should be
used, hit the “Assign” button.

The new mapping will be shown in the
Action Tree — where it gets the back color
of the device it is assigned to.

Throttles

To make any axis a Throttle axis — check
the ‘Throttle’ box ! It is often the Z-Axis.
A throttle gets a name like js2_throttlez.
Clear Actions

To clear a mapping — select it in the Ac-
tionTree and Click “Clear” - it gets a neu-
tral color and no control in the ActionTree
— it is now unmapped.

Find a mapping

You may use “Find 1st” to find the first
action where the currently shown Citrl.
Disabling

If you wish to disable a single item from
the defaultProfile i.e. hide it from use se-
lect an item and then hit the ‘Disable’ but-
ton.



Advanced Mapping

Context Menu

Right click an action opens a context 1 v_cooler_throttle_down - kbl lalt+Ictrl=np_7 |
menu giving a choice of functions that '-:-'E‘;"aiﬁﬂ':z—“’” e e
are possible rightnow. || . Y v:ﬁm-“":ﬁgm_j o4 hatl right
----- t& V_view_yaw - js3_rotx
) ) [ I (R S E v_view_pitch_up - js4_hatl_up
Assign, Disable, Clear behave like the || | . &, v_view_pitch_down - js4_hatl_down
buttons in the mainGUI || | . <5
_____ I v view gy Collapse to selected
Add Mapping (see also Mouse Map- || | =~ & vview_ocl Expand all Mappings
plng) ----- L* v _view_mo : .
Will add a binding to the selected itemto || = & vviewzog  Assign:jst_buttonl>
use a second control for this item. Such || | &- v_view_209 Disable Mapping
an addition can be mapped Iikg the main ::::i :—::3—3: Clear Mapping
entry - also deleted to remove it. o
ooy Woroll-js2eotz b l \r_view_scre .
% v_throttle_zero - js3_buttond3 — - - Profile: tap
PN - — [ I I S LS v view _sCre .
t& :hmﬁle — 000 || |* v view _scre Usze Profile
W thenbtla ahe B2 clidan =i tspac&hip_m |M _
..... & v_pitch - js¢ tap
R . o .
(Note: this may work partly in SC3.0) || | = & vyaw-jst double_tap _
..... &, v_roll - js4_| double_tap_ncnblocking
..... :& “_thrnﬂle_: dEla],fEd_tap
----- % v_throttle_3 press
..... & v_throttle delayed_press
----- 1& v_brake - js hold
..... () v brake - k delayed_held
_____ % v target m held_toggle -
Activa- — tion || & M—
Modes Profile: no ActivationMede || Ll A v strafe_up - js3_button2s
Starting Use Profile from i ——
oo X u i
: UseProfile .|
are activa- tap tion
double_tap .
mOd.eS ) double_tap_nonblocking listed.
Profile in- press
dicates what is in the profile as default or .
‘no ActivationMode’ if the profile does not -l spaceship_power
app|y one b :&, v_power_focus_group_1 - js3_buttond
----- &, v_power_focus_group_2 - js3_button3
----- t&, v_power_focus_group_3 - js3_button2
<actionmap name="spaceship_view"- || F i ‘% u_puwer_leset_fm:us -jﬁ_bllﬂﬂl’ﬂ # <:
<action name="v_view_cycle_headlook_mode"> 3
‘;ar:tb;cr::}1nput=":|53_buttun21" ActivationMmode="double_tap”™ | | & i % v_pnwer_thmttle_up
ebind Tmoutss3Fcrrlemutroner o || b & v_power_throttle_down

----- *%, v power throttle max
b .
----- %, v _power throttle min
----- &, v power togale group 1
----- &, v power togale group 2

----- ¥ & v_power toggle group 3
Mapping with user ActivationMode # mark

You may choose a new activation (=
mode for this mapping which is

10



Joystick mapping with Modifiers

selected |v_ta-gg|e_cahin_ﬁgh15

Mapping ||m1_lart+t

Dev Ctrl.  js3_x

[ Disable ]

Find 1st.

o]

:g, 15/ Kbd

Device modifier

Selected |w_tcggle_cahin_ﬁghls

Mapping |lth1_|.a|t+t

Drev Ctrl, | [[ady BT

’ Disable ]

Find 1st.

o]

\* JS/Kbd

Combined modifiers

\
L/

EsC
. -

Keyboard Modifiers

Controls can be extended with a Modifier.
Right now only keyboard modifiers can
be used for joysticks.

Modifiers are preset:
Left/right Shift / Alt / Ctrl keys
Modifiers can be combined.

If you press a modifier it will show up like
‘Ishift+Ictrl+key’

For devices the notation is different - it is
prepended by the device tag

E.g. js2_lalt+y (js2_y is the control that is
modified here)

For keyboard input press all keys and re-
lease them at once.

Sometimes a second attempt is needed
to create the proper key sequence.

Clear Modifiers

To clear all modifiers from the input

Press the ESC key for a moment.

it will be cleared after ~3-4 seconds
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Mouse Mapping

Adding Mouse Commands
Switch to Kbd Mode

\* )5 /Kbd

Context Menu

Right clicking the ‘Ctrl’ entry field opens a
context menu giving a choice of mouse
commands that are possible right now.

The number of buttons is taken from the
current mouse input setting - you may
need to find out which oneis 1,2 ...

Keyboard Tab is here as well as it cannot
be entered (navigates the GUI).

Modifiers from keyboard
Can be used to extend mouse com-
mands

12

Selected | v_roll

Mapping |j51_l0t:

Dew Ctrl. |kb1_|ctrl+tab

Kbd - TAB

Throttl . .
K-tz (horizontal)

Y-toas (vertical)

| Disable

Dump XML é

Lo IS

Wheel Up
Wheel Down

Button 1
Button 2
Button 3
Button 4
Button 3
Button &
Button 7
Button 2

Ctrl - Context Menu - Mouse Commands

Selected | v_attackl groupl

Mapping |m1_museB

Dev Ctrl.  mol_mouse2
Throttle Find 1st.
[ Disable ] L' J5/Kbd [ Clear ]

Mouse command assigned

Selected | v_attackl_groupl

Mapping |m01_nmuseﬂ

Dev Ctrl.

maol lshift+mousel

Throttle

Disable L+ J5/Kbd Clear
Mouse command with modifier assigned

Find 1st.

0
1




Mouse Mapping cont'd

—1

- L v_hud_fooused_cyc

- player
i -l use-kbl_f

------ =p UNDEF

- player

[l10 use - kbl f
[ prone
- zero_gravity_eva

- vehicle_general
i@ vehicle_driver
E wvehicle_gunner Mapping |

i— A
E IFCS_controls Dev Ctrl.
- J@ singleplayer

-l multiplayer

-l spectator

|* spectate_rotateyaw_mouse
HI spectate_rotatepitch_mouse

Selected | use

mol_moused

| pisable |

Throttle

[aw ]

| 1 J5/Kbd ‘

ety _hud_focused_cyce_mode_back

EIE player

EI--'_l‘_ use - kbl _f
:> L use - mol_moused
V-l prone

<;aCTT0M
<dction name="use"»
<rebind input="kbi_f" S=
<addbind input="mol_mouse4" S
<jaction=
<cArtinn name="tnonle mannetic hnnts"=

Elﬁ vehicle_general
-l v oexit - kbl f

- s v_exit - mol_moused
v harn

g LA B m
<actionmap name="vehicle_general”>
<action name="v_axit"=
<rebind input="jsi_ "
<jaction=
<action name="wv_axit"x
<rebind input="kbi_T" A=
<addbind input="mol_mouse4"” S=
</action=
<action name="v_horn":=

multiTap="1" /=

Mouse mapped for keyboard action

It seems that for some actions CIG al-
lows to map the mouse in addition to the
keyboard. This may be intentional or not
and may change in the future...

In order to add a mouse button to a key-
board action “Add Mapping” and assign a
mouse input to it.

Example is with ‘use’ in the ‘player’ ac-
tionmap.

- To use “Add Mapping” one has to map
the basic action - here to the already de-
fault key f.

- Then rightclick and select Add Mapping.
- Select the new UNDEF entry.

- Rightcklick and select the mouse button
in “Dev Ctrl.”

- Assign

Resulting XML
Seems to work in the Game (at least
hangar it did)

Don't forget that for e.g. Use and Leave
the buggy you would need to extend the
vehicle - exit action as well.

It is tied to f as delayed press activation
in the default profile.

For keyboard f there are many more
mappings you want to check.

Note: this is rather experimental and may not al-
ways work as expected, also due to the many
actions a mouse can be already be bound to.

13



XML Dump

XML Format
Mappings are sent to the game using
XML formatted files.

The XML Area is where you may find the

Dump XML é 6 Grab XML

mapping after hitting the ‘Dump’ button.

The Context Menu

Right click opens a menu where you may
choose from:

Copy, Paste, PasteAll, Select All,
Open..., Save As...

The usage is rather common here. Once
you dumped the mapping you want to
“Save” it as “filename.xml” somewhere.

To refine any mapping “Open” the file —
the content is shown in the XML Area,
then “Grab” it into the ActionTree.
Once the refinement is finished — again
Save it to afile.

Note: only use properly formatted Ac-
tionMaps here. The program may just break
if it encounters something unexpected!

14

Dumps (XML, Logs etc.) | All Mappings

<pUITIL I U, 695 UUL= U.Bz3 ;>
</nonlinearity_curves
< /TTight_move_wvaw=
< /options>

<options type="joystick” instance="3"=
<fTlight_move_roll exponent="1.00" =
<nonlinearity_curves
<point in="0.182"
<point in="0.629" out="0.235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curvex
</Tlight_move_roll=
< foptions=

out="0.028" />

<deviceoptions name="5aitek Pro Flight X-55 R
<gption input="rotz" deadzone="0.030" />
«/deviceoptions>

<deviceoptions name="5aitek Pro Flight X-55 R
<option input="x" deadzone="0.030" /=
«</deviceoptions>

<deviceoptions name="5aitek Pro Flight X-55 R
<gption input="v" deadzone="0.030" />
«/deviceoptions>

<acticnmap name="spaceship_general"=
<action name="v_gject”

<rebind input="jsz_button4s" ActivationMo
<jactions
<action name="v_gject"=

<rebind input="kbi_ralt+1" A=
<jaction=

<action name="v_exit"=
<rebind input="kbi_T" I=
<jactions
<action name="v_exit"=
<rebind input="jsi_ " multiTap="1" />

<jactions
<action name="v_self_destruct"=
srahind dnnnt=""Gc1 " omnltiTan=""1" e

XML Dump of an action map

]




All Mappings

All Mappings - Tab
Dumps and this new mapping list are
sharing the same space in a tabbed area.

You may switch at any time - nothing is
lost here.

Dumps (XML, Logs etc.) | All Mappings

|:| Switch XML/Mapping tab automatically

The Mappings are derived from the “Dev
Ctrl.” and is updated whenever it chang-

Actions listed for input: js2_buttond0

Location Action Actionmap Activation Mode

mapped v_throttle_zero spaceship_movement madified;tap;1 es -

mapped v_brake spaceship_movement default

mapped v _strafe_back spaceship_movement madified;hold;1 MEFIFIIFIQ tn]‘—“

mapped v_decoupled_brake spaceship_movement default

mapped v_decoupled_strafe_back spaceship_movement madified;delayed_hold;1 Dev Ctrl. j52_b utton40

All Mappings listed for Joystick 2 button 40 (my master break) Mot T e

Mappings are listed as either ‘profile’
which is an entry from the defaultProfile

| Dumps (XML, Logs etc) | All Mappings | or ‘mapped’ which is one from the cur-
] switch XML/Mapping tab automatically rently loaded user mapping.
Actions listed for input: kb1_f
Location Action Actionmap acivationmede . The last part is the activation mode with
profile  v_exit spaceship_general Use Profile;1 multl tap number Sometlmes |t |S good to
— — — know if a command is delayed etc.
profile v_view_interact spaceship_view Use Profile;1
profile  v_toggle_qgdrive_engagement spaceship_movement press;1 Note: sometimes you m|ght need tO toggle
profile inspect player tap;1 . .
keyboard entries when previously a mouse
profile use player Use Profile;1 .
entry was done - cannot be avoided..
mapped use player default
profile interact player Use Profile;1
profile v_exit vehicle_general delayed_press;1
mapped v_exit vehicle_general default
profile  ui_hide_hint default press1 To get the program to switch the tabs au-

to “All Mappings” and when a ‘Dump..’
button is pressed to “Dump (XML..)"
Check the corresponding box. Also avail-
able in Settings.

Dumps (XML, Logs etc) | All Mappings
:> Switch XML/Mapping tab automatically

|Pu:1:iuns| listed for Input: 32 butto

15



Action maps

Update for V 2.34

Working with action maps
(Maps, Mapping etc..)

The program gets the action maps from
the USERS game asset — so you are al-
ways up to the actual values.

In addition it provides the in game map-
pings from RSI for review and modifica-

tion (you have to save them with a custom
name)

(...\StarCitizen\LIVE\USER\Controls\Mappings)

From here you may first chose a map,
then ‘Load’ the action map — this will
overwrite you XML window in any case

-DEFAULT, LOAD and GRAB first Reset
(defaults) the action list then it loads and
grabs the new map and merges them
with the defaults

-RESET, LOAD and GRAB first Reset
(empty) the action list (all mappings
cleared) then it loads and grabs the new
map

-LOAD and GRAB loads the map into
the XML window and clicks Grab i.e.
merges the existing mapping with the
one loaded

-LOAD loads the map into the XML
window only

See page 3 for some common workflows
And how to handle them easily.
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Mappings:

Action map region of the program

Mappings:

pPpP_rebing

layout_my_x55_650

layout_keyboard_modswap

layout_keyboard_advanced

layout_joystick_xroll

layout_hotas_x56

layout_hotas_x55

layout_hotas x52_pro

layout_hotas_x52

layout_hotas_warthog

layout_hotas_g940

layout_gamepad_advanced

layout_all_blank

layout_my_x55_65n

layout_my_x55_650

N 2l o) af a2 alfajfafafa)a)

-

!|

out_my_x33_650

]

Joystick Mapping a
sversion="2z" reb-
hino stick™ jsic
js2G="a7663300-5

="my_x55_650" des

eFlight" />

Ctance="1">
="1.00" =

0.028" />
0. 235" />
0.629" />

tance="1"=»
1.00" =

0.028" />
0.235" />
0. 629" />

Select one of Your action maps

keys layout_my_x55_B650

Numns (XM oas et Al Blanninae

Action map loading options




Your Actionmaps

Mapping name: | layout_my_x55_650

| H Dump and Save my Mapping

Invalid name indication

|§
|

Mapping name: layout_my_joystick3

(/-2 Dump and Save my Mapping |

Working with your own actionmaps
The program not only gets the ac-
tionsmaps from the real game asset — but
also can save your maps there.

(...\StarCitizen\LIVE\USER\Controls\Mappings)

1.Type a name

2.Hit the button — it will then Dump and
Save your map into the game folder
(asking you to overwrite it if it exists)

Remark: your map name has always to
start with ‘layout_my_' to prevent con-
flicts with CIGs own actionmaps
Lowercase only, no spaces, tabs allowed
else you see the red flag ..

A successful Save will show the green
flag

Your own maps will then show up like the

game provided maps
pp_rebindkeys Tayout_my_joystick

should load it into the game

Note: For your convenience each Save
also makes a copy of into your personal
“My Documents\SCJMapper” folder — no
work is lost if there is an update

that cleans the Mappings folder.
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Actiontree as table

REF_ActionMap ActionName Def_Binding Def_Maodifier AddBind Usr_Binding Usr_Modifier Disabled \:‘ Action Filter [ Clear
01-spaceship_general Joystick jsi_rctrl+buttoné  double_tap delayed_press
0l-spaceship_general  |v_eject keyboard Kkb1_ralt+1 double_tap (] kbl_ralt=1 Use Profile 0 Def Bind Filter Clear
01-spaceship_general v_eject xboxpad xil_shoulderl+s... |double_tap =] Use Profile ] Usr Bind Filter Clear
01-spaceship_general v_exit keyboard kbl _f Use Profile D kbl _f Use Profile D
01-spaceship_general v_exit xboxpad xil_y Use Profile |:| Use Profile D D LEBIEs D EmEEt D D EEE D RES
01-spaceship_general v_exit Joystick jsl_~ press |:| jsl_~ Use Profile
01-spaceship_general v_self_destruct joystick jsi_~ delayed_press |:| Js1_~ Use Profile ERI =iz D
01-spaceship_general v_self_destruct keyboard kbl_ralt+=backs.. delayed_press D kbl_ralt+backs... |Use Profile D
01-spaceship_general v_self_destruct xboxpad xil_shoulderl=s... |delayed_press = Use Prafile = Accept Edits
01-spaceship_general v_toggle_cabin_lights Jjoystick jsi_~ smart_toggle D jsi_~ Use Profile
O1-spaceship_general | v_toggle_cabin_lights keyboard kbl_lalt+t smart_toggle ] kbi_lalt=t Use Profile =
01-spaceship_general v_toggle_cabin_lights xboxpad xil_shoulderl=d.. | smart_toggle D Use Profile D
01-spaceship_general v_toggle_running_lights Jjoystick jsl_~ smart_toggle D jsl_~ Use Profile
01-spaceship_general v_toggle_running_lights keyboard kbl_lalt=t smart_toggle |:| kbl_lalt=t Use Profile D
01-spaceship_general v_starmap keyboard kbl_home press D Use Profile D
01-spaceship_general v_cooler_throttle_up joystick jsi_~ Use Profile |:| Jsl_~ Use Profile
01-spaceship_general v_cooler_throttle_up keyboard kbl_lalt=np_8& Use Profile |:| kbl_lalt=Ictrl+n... | Use Profile D
01-spaceship_general v_cooler_throttle_up xboxpad Xil_~ Use Profile |:| Use Profile D
01-spaceship_general v_cooler_throttle_down Jjoystick jsi_~ Use Profile D jsi_~ Use Profile
01-spaceship_general | v_coaler_throttle_down keyboard kbl_lalt=np_7 | Use Profile (] kbl_lalt=lctrl=n... | Use Profile 7]
01-spaceship_general v_cooler_throttle_down x¥boxpad xil_~ Use Profile D Use Profile D
01-spaceship_general spectate_enterpuremode | keyboard kbl_retri<insert | delayed_press F Use Prafile =
02-spaceship_view v_view_yaw_left joystick js1_hat2_left Use Profile |:| js4_hatl_left Use Profile D
02-spaceship_view v_view_yaw_left keyboard kbl_~ Use Profile D Use Profile D
02-spaceship_view v_view_yaw_right joystick js1_hat2_right Use Profile |:| js4_hatl_right Use Profile D
02-spaceship_view v_view_yaw_right keyboard kbl_~ Use Profile D Use Profile D
=1 = A

Actiontree can be show as table

Actiontree as table

“Toggle Table...” will show and hide the
Table window (above)

Double clicking a row or clicking the row
header will select this item in the Main
Windows Action Tree (green arrow).

The table can be filtered with either text
and/or the checkboxes

(Note: those filters are not linked with the ones for

[

"-- Config... =

Show Toggle Table...
Show Options Dialog...

Show Device Tuning Dialeg...

E--§i spaceship_view
L

v_view_yaw_left
= ‘& v_view_yaw_right

A . .
- % V_view_yaw - js2_rotx
= v_view_pitch_up
‘& v_view_pitch_down
LB v view pitch

Action Filter pitch Clear
Def Bind Filter Clear
Usr Bind Filter Clear

the main action tree)
Joystick [ Gamepad [] Mouse Kbd

The table can be sorted by clicking any REF_ActionMap Ationhame ~ Device  Def Bin
aCtive Column header. [ ] 20-player attackl keyboard |kbl_mo
18-default cam_toggle_cinematic keyboard |kbl_ralt+
18-default cancel_cinematic keyboard |kbl_spac
20-player cancelselect keyboard kbl mou

Clicking the leftmost (empty) column
sorts the table along the initial Actiontree
order.

REF_Actionkap

01-spaceship_general

01-spaceship_general
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Fast Disabling with a table

o — Disable all
Edit Disable Unmapped
Accept Edits Hndo Edits

Read about Disabling also later in this document..

Hints - What about commands you really don’t want to be
mapped in game ?

keys layout_my_x55_650

Numps (XMI .l oos eted - Al Manninac

Edit Disabling

The only editable item in this table is
“‘Disabled”. First enable edit with the
checkbox. Then click on any of the
checkboxes in the ‘Disabled’ column.
Undo will revert, Accept carries all the
changes to the main tree but they are not
saved yet.

Disable all Unmapped

Will disable all unmapped entries that are
currently visible in the action tree.

l.e. use the checkboxes / filters to limit
the visible items in the action tree.

(Note: if you want to discard those changes after
“Accept Edits” — “Load..” the map again)

Note: there is an oddity when changing ‘Disabled’
and the table is sorted by ‘Usr_Binding’. As it im-
mediately resorts the table after accepting the
edit the changed entry is moved somewhere else.
If you click another one below it may then have
moved already and the click goes wrong. This is
intrinsic and cannot be changed.

So if you want to fast apply disabling by clicking
one after the other item either do NOT sort by
‘Usr_Binding’ OR if you must - start checking
against the sort order i.e. if sorted ascending start
checking from bottom to top.

Space for future use ...
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Settings

Settings

lgnore Buttons - enter button numbers which should be ignored separated by spaces (e.g. 24 25) lgnore Actionmaps - check the ones to hide
[] spaceship_defensive ~
[[] spaceship_auto_weapons

Joystick 1 | | Joystick 7 | | [] spaceship_power
Joystick 2 | | Joysticks | | E spa[ﬁ:ip"‘?da'

spaceship_ping
Joystick 3 |15 Joystick 9 spaceship_scanning

0

spaceship_hud
Lopareee | | LAl | | [] lights_controller
Joystick s | | Joystick 11 | | player

prone
Joystick 6 | | Joystick 12 | | [] zero_gravity_eva

[] wehicle_general
vehicle_driver

Path to the Star Citizen Installation (e.g. C:\Games\5tarCitizen) D hicle
vehicle_gunner

| |E:\G\Stal{.'rl'|zen | - [] debug

[] IFCS_controls
Advanced Options ... singleplayer

o multiplayer

Use Gamepad [1 use csv Listing [[] spectator
Switch XML/Mapping tab automatically [ List Modifiers default

[] wi_textfield

[] invite v

Mote: Accepting changes will clear the action tree to apply the new settings;
Cancel now if you want to save your work first.

Accept Cancel

There are a number of settings you may need to do for efficient work-
ing..

Settings Dialeg..

Js Reassign Dialog... .

Ignore Buttons

Some devices have buttons pressed to switch modes. | may be needed to ‘ignore’ them to get
proper readouts for mapping.

Enter the numbers with a space between - like in the example below

Ignore Buttons - enter button numbers which should be ignored separated by spaces (e.g. 24 25)

Joystick 1 15 16 17

Joystick 2

Ignore Actionmaps - check the ones to hide
Ignore Action maps [] multiplayer

You may not want to deal with all the maps provided by Ei singleplayer [}

the game - check the ones you want to ignore those maps L";::l

are hidden from you and will not be processed once ig- flycam

nored. [] wehicle_general
[] wehicle_driver
|:| vehicle_gunner
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Settings (2)

w StarCitizen 2 Mame
Providing a path to the game v || RSl Launcher RS! Launcher
In general the program finds the path to the game on its own, locales StarCitizen
however if not, you may direct it to use a given path > [y resources
w StarCitizen
W LIVE
Path to the Star Citizen Installation (e.g. C\Games\StarCitizen) BinGd
f 3 EA\G\StarCitizen E] "
data
logbackups
screenshots
The path should be the top folder of the SC installation s 1 Tools
v USER
Make sure to check the left box to use the path v || Centrols
Mappings

Advanced Options ...

Use G d
se Gamepa 7] Use Gamepad

The gamepad needs special treatment - if you want to use a gamepad you
have to check the box.

Listing Actiontrees as CSV list
The actiontree can be listed in CSV format and with copy/paste or Save then used in a spread-

sheet or database program. Optional the modifiers are listed. The list is created with “Dump List”
Note: use the various options to e.g. create a list from the default profile or your map with or without the CIG stand-

ard layout. See also Hints on page 24 !!
[7] use csv Listing
[ List Modifiers

Ii Show... = "

Dump Mapping List

Dump Logfile |
Durnp DefaultProfile
Durnp Acticntree as XML

in manearal
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Joystick Assignment

Reassign Joystick Number: NG, 00 =

jsM - Assginment
Joystick 1 vioy Device n.a. -
Joystick 2 Saitek Pro Flight X-55 Rhino Stick is2 -
Joystick 3 Arduino Micro js3 -
Joystick 4 -
Joystick 5 -
Joystick 6 -
Joystick 7 -
Joystick 8 -
Accept Cancel
. |
(re) assign the joystick devices to the wanted js - number
Seftings Dialog...
Js Reassign Dialog... g

Go here if you wish to assign a device to a particular js — number or to

re-assign the devices to other numbers.

Per default the devices found are assigned along the sequence 1..8 but SC may remap them so
here is the place to fix this without having to go through all commands and reassign them.

Notes: The color of the assigned items will not change as it is still the same device but js1 will be-
come js2 for example.

You can leave this dialog with “Accept” only if each device is either assigned to a unique number
or to n.a. (not assigned) otherwise an error pops to ask you to fix it or Cancel.

Related SC console commands are:
i_DumpbDeviceInformation
pp_ResortDevices joystick 1 2

pp_rebindkeys export joystick
pp_rebindkeys export xboxpad
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Device Tuning 1/3

There are options provided to tune the reaction of a game device

Use ‘Device Tuning’ to optimize it, it supports: ; N e e e e
R Deadzone = i :;Ipacesh;pr;movement
T S s v_pitch_up
. Sensitivity i & v_pitch_down
. Invert :&. v_pitch - js2_y
. either Exponent or NonLinearCurve :E :j :E_I:;t
independently for the Yaw-, Pitch-, and Roll-axes | L. % ¥ yawW - 52X
\\
or the Strafeaxes & v_roll_left
----- &. v_roll_right
----- % v_roll - js2_rotz
Y . . "

Note: Tuning will only recognize mapped controls

Hit the 'Device Tuning’ button to open the tuning window

[ Device Tuning

| Joystick Tuning

Yaw js3.x
| Invert

/| Deadzone  0.030
| Saturation 1.000
| Exponent 1.000

v| P11 0182 0.028

Actual mapping for the
axis Live View of the
joystick movement
Pt2 0629 0.235
P13 0.895 0629 i
Tuning parameters of

RISy the axis
|| Invert

Roll  js3 roz
| Invert

/| Deadzone  0.030
" | Saturation  1.000 ; Tuning parameters of
; Eponentyised 000 the active axis ; :
G Giomn o Damping - how fast will a

Pt2 0629 0.235 movement stop (1=fast)
0858062 Joystick IN-> OUT map

[seconds per full turn]

Activate an axis

v_yaw - js3_x

[ sec per 360° turn
J ‘

O Yaw -->

Pitch --> Deadzone Saty/ration H damping

Roll --> Exponent: 1.000

6
ING)  OUT(y) ‘&g) oF
3 Point1: 0182 0028 A Vv
Switch group

Point2: 0629 0235 | Copyto
all axis

o Tune YPR Point3: 0895 0629 Changing Skies
‘L Yaw 003 0.00 T o @ Outtherel Canyon Highway
Tune Strafe i \Pite 002 000 = % || Out there 3 Shiodome Big Sight D
: Roll 005 000 Live IN—OUT values scaled 0.. 1 SR pRsRs S
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Device Tuning 2/3

How to... A E
There is one active axis — the color frame of the chart indicates the active one (here
blue = Yaw)

Parameters can be manipulated for the active axis only.

Switch the active one by clicking the Yaw, Pitch, Roll Option (bottom, left) h

Yaw i
3 jio":z - Or change the group to and from Strafe to YPR
| saturation  1.000 Activating a tuning parameter will activate too
3 ?Jmmoisz o Parameters must be ‘checked’ to be used
o oo e.g. Deadzone and NonLinearCurve (Ptl..3) are checked for Yaw
Each axis has it’s own set of parameters
Pitch a3y
|| nvert
s-n...n.... m Active and Checked (Enabled) parameters can be changed.
| | Exponent  1.000 : ; : : : f :
om0 Deadzone is a simple slider from 0.0 to 0.15 (try it out in the live view)
ﬁm g All other parameters are handled by first choosing it (e.g. Point 1)
Changing the value by first left click and hold into the chart area, then moving the
E'I,,.if.m mouse up-down and left-right to adjust — then release the mouse button.
|/| Deadzone  0.030
7] saturation  1.000
[ Exponent 1000 Point 1 is usually the leftmost orange marker
Pil 0182 0.028 . . n .
P2 062 0235 If you wish to copy the Curve Points to all other axis — click the Copy button <I|
B 08 08B Sensitivity and Exponent will only go with up-down movement of the mouse
@ Yaw --> it , U :c per 360° turn
U :
E: . Pitch > ) Deadzone @ Saturation D damping

ol Exponent: 1000

6
he " o D |
O Point1: 0182 0.0z8 ~ ¢ e = - 3

O Point2: 0620 0235 | CoPvte
. all axis
DU L | Point3: 0895 062
2a = 003 o000 [ @ Outthere1l ©) Canyon (&) Highway
b Outthere3 () Shiodome () Big Sight
002 000 -7 - - - Done
L a _) Skybox.dds () LA Helipad (' Sunset
Roll ]} 0,030 Select an ontiN nd drag J

005 0.00
oyt I L o

Here Roll (Green) is active and Exponent is chosen to be changed. §I|
By click, hold and moving down — the exponent was changed from 1.47 to 2.83

The curve represents IN vs OUT of the joystick

o

Yaw 3
[] nvert
[V] Deadzone  0.030
[] saturation  1.000
[] Exponent  1.000
v/l po0182 002

U

100
© Exponent: 281

NG OUT(y)
Pt2 0629 0.335
0230 02
P3 0895 0629 o P
Pitch 3.y 0750 0730
|| Tovert Lok 00 0w Dl g
Deadzone  0.030 , PR 000 om0 1 F
| Saturation  1.000 o ReMdss 000 000 g Seleck an aption then dick and drag
| | Exponent  1.000 . - . . - .
Pl 0182 0028 If you move the joystick the ‘Live’ fields will report what’s going on:
20628 0235 o
P13 0895 0629 Fomtz 0500 o500 | Comnte
i 010 0730 -
Roll  js3 rore L =
] nvert : Y-Ads: 100 093 [ g
[/| Deadzone  0.030 , PREE 00 002 [ F
e RAxs 021 002 F

["] saturation  1.000
|| Exponent  1.000

Pt 0.182 0028
M2 062 0235 Sometimes it is helpful to just disable one direction of the movement <Z|
Pt3 0.395 0.629
Check OFF for any axis (it just disables it for the Live View)

v_roll - js3_rotz U sec per 360° turn

Yaw --> 6

. Pitch—> ) Deadzone (@ Saturatjign - D damping

6
NGO OUTIy) ‘ .
© Pointl: 0182 0023 w 5 F 3

O Point2: 0629 0235 | SoPvie
all axis

S ©® Outtherel () Canyon @ Highway
— Outthere3 () Shiodome () Big Sight —
3 *) Skybox.dds (0 LA Helipad () Sunset
Select an option then click and drag J

K]

) Point 3: 0895 0629

o L Yaw -003 000

, h

- | iRl 002 000
o Roll 005 000

oO@EE
nmo
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Device Tuning 3/3

Once back from Tuning...

With “Dump” or “Dump and Save” you will get the new Tuning values
into the XML area — if you don’t want to apply the new settings, just
hit “Grab” to restart with the settings from the XML area.

With “Dump” the prog will maintain the parameters using the
following 2 XML tags

* <options ...>

+ <deviceoptions ...> (Deadzone only)

One set for each axis

Note: the program will automatically apply Exponent="1" if the
Exponent is not used —if not set to 1 the game will use something like
2.3 and reshape any setting to an unexpected outcome...

If you have a 2 monitor setup — you may want to try to have the tuning
window open while running AC — the joystick input is then applied to
both applications — getting into the console will let you the mouse to
interact with the tuning window, create a new tuned map and you
may apply it immediately via console rebind to try it out

(You may need a fast computer — but then AC needs this anyhow...)

| B T

B w aim var lafh e hatl lafé

= | Levice iuning

Js Reassign...

E Joystick ZI Gamepad Keyboard Z Mapped only

Action Filter:

eys layout_my_x55_65test

For information and updates visit us Github ...

j<!-- 22,12.2014 17:59:09 - SC Joystick Mapping --> .
<ActionMaps ignoreversion="1" = e |

153="541TeK Fro FI1gnt X-55 RNTN0 ST1CKT )536= 6l

b
<customisationuIxeader device="joystick” label="Ngz
«<options type="joystick" instance="3"»
<flight_move_pitch exponent="1.00" >
<nonlinearity_curves
<point in="0.182"
<point in="0.629" out="0,235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curves
</F1ight_move_pitch>
</options>

out="0.028"/>

«<options type="joystick" instance="3"»
<flight_move_yaw exponent="1.00" >
<nonlinearity_curve=
<point in="0.182"
<point in="0.629" out="0.235"/>
<point in="0.895" out="0.629"/>
</nonlinearity_curves>
</F1ight_move_yaw>
</options>

out="0.028"/>

<options type="joystick™ instances"3z"»
<flight_move_roll exponent="1.00" >
<nonlinearity_curves
<point in="0.182"
<point in="0.629" out="0.235"/>
<point in="0.8%5" out="0.629"/>
</nonlinearity_curves
</Flight_move_roll>
</options>

out="0,028"/>

<options type="joystick" instance="2"s
<flight_throttle invert="1" />
</options>

«<deviceoptions name="saitek Pro Flight X-55 Rhimn
<pption input="x" deadzone="0.025" />
</deviceoptions>

[ Settings... ] [ Exit

[7] Inv. Flight Pitch Inv. Flight Roll

[] Inv. View Pitch

[ Tnw. Aim Pitch [¥] Inv. Throttle
[7] Inv. Strafe vertical

[] Inv. Flight Yaw | Inv, Strafe lateral
[ Inv. Aim Yaw [] Inv. Strafe longitudinal
[] Inv. View Yaw

Mapping name: layout_my_x55_65test

|| Dump and Save my Mapping
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Device & Action Options 1/2

2 |i Show... ~

'I-- ' Config.. =

Open the Options ... window to access this feature T

Show Options Dialog...

Show Device Tuning Dialeg...

Device Options are the ones tied to a certain device e.g. a joystick

axis.

Action Options are grouped into different kind of actions e.g. flight_move group similar to the ac-
tionmap grouping (but not exactly the same..) AND they are tied to a device
and “instance” i.e. the jsN number for joysticks. (The X65F is js2 in this ex-
ample).

Saitek XB5F Flight Controller @

Cption - instance=2

Nevire (intinns

The dialog will also track which control is assigned to which action and show it in the rows ac-
cordingly

. There is one tab for each device that is used - here we have the two joysticks.
. You click into a row to edit the settings.

There are only Saturation and Deadzone available for Device Options.
For Action Options there are tuning parameters available and if an action is mapped both kind of
edits are made available for convenience.

JMapper - Optic

Saitek XE5F Flight Saitek Pro Fight X-55 Rhino Stick |

Option -instance=3 Dev Control Saturation Deadzone Invert BExpo. Curve P1 Cu

Device Options

flight_move
flight_mowve_pitch
flight_move_yaw

flight_move_roll
flight_move_strafe_vertical
flight_move_strafe_lateral
flight_move_strafe_longitudinal
flight_throttle
flight_throttle_abs
flight_thrattle_rel

flight_aim
flight_aim_pitch
flight_aim_yaw

flight_view
flight_view_pitch
flight_view_yaw

Turret_aim
tummet_aim_pitch
tumet_aim_yaw

v_roll
v_yaw
v_pitch

isdy

j83_rotz

0.030
0.028
0.028

no

no
no
no
no

no
no

no
no

no
no

no
no

0.182 /0.028

0.182 / 0.023

0.182 /0.028
—_
—_
—_

—J=
—i=

—J=
— —J=

—J=
— —J=

—J=
— —J=

LIS

//

JuE

0.028

Select an option then dlick and drag

v_yaw - js3_x

(S =

E .

0.000

IN(x)
@ Point1: 0182
) Point2: 0629
) Point3: 0895
[[] Invert

OUT(y)

0.028
0.235
0.629

0.028

1.000
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Device & Action Options 2/2

'SCIMapper - Optior

‘Saitek X65F Fight Controler | Satek Pro Flight %55 Rhino Stick |
Option - nstance -2 DevCoridl  Satuafion  Deadzone  lvei  Expo. Curve P1 Cu
Device Options
rotx V_ViEW_yaw — —
ro — —
2 = =
« - -
y - -
2 v_throttle_abs - -
flight_move
- - i
- /- i
- /= i
al — —r— |
- /- i
longitudinal js2_roty - - |
flight.t
Fight_throttle_abs 12 throttez o - —-r= |
Fight_throttie_rel — —r— |
flight_aim
fight_aim_pitch no — —r= |
fighi_aim_yaw o - —/=
flight_view
fighi_view_pitch no - —r= B
fight_view_yaw 182.rotx - -
Turret_aim
turret_aim_pitch no - —/— -
tumet_aim_yaw no — —r= |
0 v

[] Deadzone S oo

[] Saturation S 1m

[SCIMapper - Optior

Sattek X85 Flight Controler | Satek Pro Flight X5 Rhino Stick |

Dev Cortrol Safurstion  Deadzone  Invet  Expo. Curve P1 Cu

_view_yan
v_strafe_fon

v_throttle_abs

s2rety

fight_throttle_abe
Fight_thotte_rel
flight_aim

52 throttle2 no -

i
Fight_view_yaw
Turret_sim
tumet_sim_pich no -
tumet_aim_yaw ne -

i, 3

s
Select an option then click and drag
© Exponent Exponent: 0000
NG OUT(y)
© Curve Pointl: 025 025
Point2: 05 05
Foint3: 075 075
[ Invert

[SCIMapper - Optior

Saiek XB5F Fight Cortroler | Satek Pro Figrt X-55 Rrino Stick |

DevControl ~ Satura Deadzone  Ivet B Curve P1 C
ol - 0028
yaw - 0028
¥ pitch - 0028

flight_move_sirafe_longitudinal

% -
flight_throttle
fight_thratte_abs o - -
fight_throtie el o - —r—
flight_aim
fight_sim_ptch o - -
fight_sim_yaw -
flight_view
fight_view_pitch o - —r—
fight_view_yaw o - -

tumet_aim_yaw no -

[ 0

/'
|~

0028 select an option then click and drag
vLyaw - js3x
© Exponent Exponent: 0000
N OUTYY)

© Curve © Pointl: 0182 0028

©) Point2: 062 0235

) Point3: 0895 0629

[] Invert
T
¥ Deadzone -~ {|  o00m

Device Options

Enable /Disable Deadzone and Satura-
tion with the checkboxes, use the slider
to control the value of an enabled item.

Action Options
Use the radio buttons to select one of the
tuning kinds (Exponent, Curve or None)

Click and drag the curve or points in the
grid.

Check Invert to invert this action

None will disable the tuning but not Invert

Here is a mapped action selected.

This enables the tuning items but also
the related device options of the mapped
control

Note: tuning of unmapped items will not
make a lot of sense but you may later assign
a control to the action and then the tuning
becomes active in the mapping.

Also note that this is how CIG treats the Op-
tions - the program is just following the rules..
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How to get a list of all game commands when using a map file?

o Load a map using ‘Defaults’

Eorinformation and updates visit us & Gi

keys layout_my_x55_850

o Hit ‘Dump Mapping List’

Dumn< (XMI_1Too< efc ) Al Bfanninne

Dump... =

... Gets you the complete list of commands in use e ¢
if you load that map in game | Dump Mapping List

§
o Right click in the listing to get a context menu to Copy / Paste or Save -
As..

Dump Logfile (
Dump DefaultProfile
Dump Actiontree as XML

Joystick Gamepad Keyb, Maouse Mapped to

o The mapping filter checkboxes can be used

==xx gpaceship_auto_weapons

v_weapohn_toggle_ai . kb1 _ slash [1] use Profile
=== gpaceship_power

v_power_Tocus_group_1 + js3 _ buttons (1] uUse Profile
v_power_Tocus_group_1 . kb1 _ 1 (1] use ProfTile
v_power_Tocus_group_2 + js3 _ button3 1] uUse Profile
v_power_Tocus_group_2 . kb1 _ 2 . [1] use ProTile
v_power_Tocus_group_3 + js3 _ buttonz . [1] use Profile
v_power_Tocus_group_3 . kb1 _ 3 . [1] use ProfTile
v_power_reset_focus + js3 _ buttoni . [1] use Profile
v_power_reset_focus . kb1 _ 0O . [1] use ProfTile
v_power_throttle_up + js3 _ buttone # [2] double_tap
v_power_throttle_up . kbl _ np_add . [1] use Profile
v_power_throttle_down + js3 _ rctri+buttons . [1] use Profile
v_power_throttle_down . kbl _ np_subtract (1] uUse Profile
v_power_throttle_max + js3 _ buttons [1] press
v_power_throttle_max . kbl _ np_add (2] double_tap
v_power_throttle_min js32 _ rctrl+buttons [1] tap
v_power_throttle_min kbl _ np_subtract (2] double_tap
v_power_toggle_group_1 js32 _ rctri+buttond 1] smart_toggle
v_power_toggle_group_1 kbl _ 4 1] smart_toggle
v_power_toggle_group_2 js3 _ rctri+button3 1] smart_toggle
v_power_toggle_group_2 . kb1 _ & 1] smart_toggle
v_power_toggle_group_3 + js3 _ rctri+button4 1] smart_toggle
v_power_toggle_group_3 . kb1 _ & 1] smart_toggle
=== gpaceship_radar

v_radar_toggle_onofT + js3 _ buttonlie (1] use ProfTile
v_radar_toggle_active_or_passive + js3 _ button3? 1] uUse Profile
v_radar_toggle_active_or_passive . kbl _ period 1] uUse Profile
v_radar_cycle_mode_Twd + js3 _ buttonis (1] use ProfTile
v_radar_cycle_zoom_Tfwd + js53 _ buttonis4 1] uUse Profile
v_radar_cycle_zoom_Twd . kbl _ comma (1] uUse Profile
v_radar_cycle_focus_fwd + js3 _ buttoni3 1] uUse Profile
v_radar_toggle_wview_focus + js3 _ rctri+buttoniz (1] use Profile
=% gpaceship_hud

v_hud_cycle_mode_fwd . kbl _ apostrophe (1] uUse Profile
v_hud_cycle_mode_back . kb1 _ semicolon (1] use ProfTile
v_hud_focused_cycle_mode_fwd . Xxi1 _ shoulderr 1] uUse Profile
v_hud_Tocused_cycle_mode_back . Xi1 _ shoulderl 1] use ProTile
v_hud_open_tabl . kb1 _ 1 1] uUse Profile

For bindings and activation:
indicates a profile entry i.e. a default setting
+ indicates a user mapping
# indicates a user ActivationMode setting
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How to use pp_rebindkeys easy in the game ?

For information and updates visit us @ Github ... E |

pp_rebindkeys layout_my_x55_abox_a3

|—— 27.12.2015 21:34:12 - 5C Joystick Mapping --

o Clicking the Notepad icon top right copies the pp_rebindkeys command into the Clipboard —

from there just Ctrl-V it into the SC console..

Note: if you want to be sure to apply only your new map first type pp_rebindkeys without a file
and then Enter - the response of the game should be - loaded factory defaults ...
Then use the command with your mapname (without the .xml extension)

How to apply keyboard commands and modifiers ?

Sometimes your command is not recognized with the first try

Check the Ctrl field each time and if it does not yet capture what you want — try once more.
Also releasing all controls currently pressed together helps to get successful Ctrl. Entries.

What about commands you really don’t want to be mapped in game ?

Sometimes default commands from CIG annoyingly interfere with your game style

o Load a Profile with defaults and filter if needed
to find the problematic action

. If you find that this single kbd Teftalt com-
mand is disturbing your use of the left alt modi-
fier

. Reload your own map and ‘Disable’ that action
for the keyboard to ignore it in the game

el skyline_toggle - kbl_m
EI ﬁ spaceship_view

e * v_view_toggle_headlook_mode - kbl _lalt
EI ﬁ spaceship_movement
: ° v_toggle_relative_mouse_mode - kbl _lctrl=c
i1 w_toggle_yaw_roll_swap - kbl_~
----- |* w_throttle_toggle_minmax - kbl_backspace

- L* skyline_toggle
EI ﬁ spaceship_view
: ------ * v_view_toggle_headlook_mode - kbl_~
EI ﬁ spaceship_movement
ikl w_togogle_ relatl'l.re mouse_maode

B . —————
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How to Calibrate a gamepad?

Sometimes the gamepad axes are rather off and will overwrite commands.

E.g. there is always xi thumbly shown and one cannot get any other ctrl. mapped and the

readout is high.

GamePad 5tate

DPad:

Tstick Left: 192 3072
Tstick Right: 0 1]

To calibrate the gamepad press all 4 ABXY buttons together and wait about 2 sec. then the read-

ing should be 0 or close to 0 for all axes (the detection limit is about 500).

GamePad State

DPad:

Tstick Left: L] 52
Tstick Right: 0 1]

How to find out which controllers (Joysticks) are available in game ?

o Run the game and then go back to SCJMapper
o Use ‘Dump Lodfile’ to read parts of the CIG gamelog.

-- 06.05.2017 02:42:01 - SC Joystick AC Log Controller Dete

Dump Mapping List
Dump Logfile

Dump DefaultProfile
Dump Actiontree as XML

Log started on 05,/06/17 00:13:20
Running &4 bit version

Productversion: 2.6.7.65236
windows 7 &4 bit 5P 1 (build &6.1.7601)

current display mode is 2560xX1600x32
IEM enhanced ({101/102-key) keyboard and 16+ button mouse installed

Executable: E:\G\Starcitizen\StarCitizen\Public\Bine4' StarCitizen.exe

32717ME physical memory installed, 24698ME available, 838B&607ME wvirtual memory ine

- Connected joystickO: vloy Device {BEAD1234-0000-0000-0000-5045445649447

[:::::>’ - Connected joystickl: Saitek X&5F Flight Controller {0B&ADGAS-0000-0000-0000-504¢

- Connected xinputo

You may

- Connected joystick2: Saitek Pro Flight X-55 Rhino Stick {22150738-0000-0000-000(

see which devices are recognized by the game - joystickO must be mapped as js1 etc.

xinputO is the gamepad here (this is then xi1)
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How to get the defaultProfile.xml now that it is no longer a text file?

o Use ‘Dump DefaultProfile’

Dump Mapping List
Dump Logfile
Dump DefaultProfile
Dump Actiontree as XML

... Gets you the complete used defaultProfile in the right window

Profile: GamePack defaultProfile

The in-game asset is used if GamePack defaultProfile is shown

o Right click in the listing to get a context menu to Copy / Paste or Save As..

<profile wversion="1" optionsversion="2" rebindversion="2" x>

<PC  keyboard="1" mouse="1" xboxpad="1" ps3pad="0" Jjoystick="1" />
<¥box keyboard="1" xboxpad="1" ps3pad="0" />

<P53 keyboard="1" xboxpad="0" ps3pad="1" />

</platforms=

<actiongroup action="v_attacki" =
<daction name="v_attackl groupl” />
<dction name="v_attackl group2" />
<action name="v_attackl_group3" />
</actiongroup>

<ActivationModes =
<ActivationMmode name="tap” onPress="0" onHold="0" onRelease="1" multiTap="1" multiTapeElock="1" pressTi
<Activationmode name="double_tap" onPress="1" onHold="0" onRelease="0" multiTap="2" multiTapBlock="1"
<ActivationMode name="double_tap_nonblocking” onPress="1" onHold="0" onRelease="0" multiTap="2" multiT
<ActivationMode name="press”™ onPress="1" onHold="0" onRelease="0" multiTap="1" multiTapElock="1" pres:
<ActivationMode name="delayed_press"” onPress="1" onHol1d="0" onRelease="0" multiTap="1" multiTapBlock=":
<ActivationMode name="hold" onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapBlock="1" retri
<Activationmode name="delayed_hold"” onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapelock="1
<ActivationMmode name="smart_toggle"” onPress="1" onHold="0" onRelease="1" multiTap="1" multiTapelock="1

</ActivationModess

<CustomisationUIHeader =
<keyboard Tabel="@ui_ResetToDefaults" description="@ui_KeyvboardDefaultDesc" image="KeyboardDefault” >
<xboxpad Tabel="2ui_ResetToDefaults" description="@ui_GamepadDefaultDesc” image="GameFadDefault" /=
<joystick Tlabel="@ui_ResetToDefaults” description="@ui_loystickDefaultDesc"” image="loystickDefault” /=
</CustomisationUIHeader>

<optiontree type="keyboard" name="root" UIShowInvert="-1" UIShowSensitivity="-1" UISensitivityMin="0.01"
<gptiongroup name="master”™ UILabel="@ui_COMasterSensitivity” UIShowSensitivity="1" UIShowInvert="0" >
<gptiongroup name="inversion" UILabel="@COMastersSensitivityCurvesMouse” UIShowCurve="-1" UIShowSensitiv
<gptiongroup name="inversion" UILabel="@ui_COoInversionsettings” uUIshowsensitivity="0" uUIshowInvert="-:
<gptiongroup name="fps" UILabel="@ui_COFPS" UIShowSensitivity="1" UIShowInvert="0" =
<optiongroup name="fps_wview" >
<optiongroup name="fps_wview_pitch" UILabel="@ui_COFPSViewPitch" inwvert_cvar="cl_invertMouse" |
<gptiongroup name="fps_view_wyaw" UILabel="2ui_COFPSviewvyaw" UIShowSensitivity="1" UIShowInveri
«</optiongroup>

</optiongroup:>

<gptiongroup name="flight™ UILabel="@ui_COFlight” UIShowSensitivity="0" UIShowInvert="0" =
<optiongroup name="flight_move" UILabel="@ui_COFlightMove” UIShowSensitivity="1" =
<gptiongroup name="flight_move_pitch" UILabel="@ui_COFlightPitch”™ UIShowSensitivity="1" UIShmn
<optiongroup name="Tlight_move_yaw" UILabel="2ui_COFlightyaw” UIShowSensitivity="1" UIShowInwi

</optiongroup:>

<optiongroup name="flight_wview" UILabel="@ui_COFreeLook”™ UIShowSensitivity="1" =
4 ] | 3

<platforms = E
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Intentionally left blank for future hints -
OR your hint if you send it to me ...
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How to start with a mapping ?

1 Check all device types to be assigned (here only Joystick)
2 Use “Reset” — “Reset empty” - should look like below

3

E=I
A
il

o @ 6 Dump... = |i Show... = " - Config... =

SC Joystick Mapper - V 2.34.0.68 beta

by Cassini

=@ spaceship_general
v_gject

- P : ;

----- & v_gject_cinematic
----- ‘& v_exit

& v self destruct

"

----- & v_cooler_throttle_up
----- ‘& v_cooler_throttle_down
..... &, v flightread

----- ‘& v_doors open all

v doors close all

v doors unlock all
=i spaceship_view

----- ‘& v_view_yaw_left

----- ‘& v_view_yaw_right

----- ‘& V_view_yaw

----- ‘& v_view_pitch_up

" ) )

..... & v_view_pitch_down
----- ‘& v_view_pitch

----- & v view cycle fwd

----- ‘& v_view_cycle_internal_fwd
..... ‘& v_view_option

----- ‘& v_view_mode

----- ‘& v_view_zoom_in

----- ‘& v_view_zoom_out

----- ‘& v_view_interact

" )

----- &, v view freelook mode
----- ‘& v_view_dynamic_focus
----- & v view dynamic focus in
----- % v view dynamic focus out
----- % v view look behind
=@ spaceship_movement

----- ‘& v_pitch_up

----- ‘& v_pitch_down

" )

..... & v_pitch

"

----- & v_yaw_left

----- ‘& v_yaw_right

Iw

left
1 )_riclht

2 Jm1ljwsﬁd(2|

saitek Pro Flight X-55 Rhino Stick
# Axis: 3
#Buttons: 17

# POV:

Joystick State
X-Achse: -10
Y-Achse: 3

Z Axis: ]

Slider 1:
Slider 2:

Mehrwegescha
POV 2:
POV 3:
POV 4:

X Rotation: 0O
Y Rotation: 0O
Z-Rotation: 32
Buttons:

jsM - Assignment

This device is listed as: is1

“‘Dump XML ->” — just to see what this looks like — pretty empty...

For information and updates visit us @ Github ...

11

| pp_rebindkeys layout_my_x55_650

Dumps (XML, Logs etc.)  All Mappings

Selected |

Mapping |

Dev Ctrl, |

Throttle

Find 1st.

| Disable | |_l‘ 15/ Kbd | |

Clear |

3 )

\ﬁmp XML é

e Grab XML

L

Joystick [ Gamep

O

|:| Mouse |:| Mapped

Action Filter: |

| | Clear Filter |

Profile: GamePack defaultProfile

|

Mapping name: |layout_my_x55_650

|-* Dump and Save m

4
y Mapping

Support: profile version="1" optionsVersion="2" rebindVersion="2" .

4 Now it would be a good idea to Dump and Save the empty map with a name not yet used

Mapping name: layout_my_new_mapping

4
\)[ |-~ Dump and Save my Mapping ]

Now you are ready to map ...
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How to start with a complete disabled map ? 1/2

Start with an empty map as shown in the previous page

Use Toggle Table.. — this is the Fast Disable trick

'I»- : Config... =

Show Toggle Table...
Show Options Dialeg...

Show Device Tuning Dialog...

1 Check e.g. Mouse, Joystick and Gamepad — to edit and disable only those

2 Check “Edit Disable” — we want to edit the Disabled fields
3 Click “Disable all Unmapped”

REF_ActionMap ActionName Def_Binding Def_Modifier AddBind  Usr_Binding Usr_Modifier Disabled | = . y
—| Action Filter Em
r 01-spaceship_general Jsl_retrl+buttoné  double_tap Use Profile = =1 - -
Ol-spaceship_general | v_eject xil_shoulderl+s.. | double tap [ | Use Profile | 8 Def Bind Filter
(01-spaceship_general v_exit xboxpad wl_y | Use Profile [ | Use Profile | g Usr Bind Filter Clear
|01-spaceship_general |v,an ]jws‘litr. Ist-— | press &) I | Use Profile | _
01-spaceship_general v_sell_destruct Joystick JEl_~ delayed_press Use Profile 1 ) i LOYREE ] Gamepad  [¥] Mouse [7] kba 3
01-spaceship_general |v_self_d¢swn |)lh0I'DW | xil_shoulderl+s... | delayed_press [ | | Use Profile | N / Disable all
01-spaceship_general v_toggle_cabin_lights Joystick s~ smart_toggle [} Use Prafile & Edit Disable (7] Unmapped
_Ol-spuesmp_genem |v_=oggle_ubin_lglm ]mo:'pm | xil_shoulderl+d... smart_toggle = | |Use Profile | |
01-spaceship_general v_toggle_running_lights Jjoystick Jsl_~ smart_toggle B Use Profile & bzt 2
01-spaceship_general ]v_{oor«_woﬂle_up ]jayﬂju: ljsl_- | Use Profile (] l | Use Profile | A
O1-spaceship_general | v_cooler_throttle_up xboxpad wil_~ Use Profile [l Use Profile B
01 general | v_cooler_throttle_down | joystick st~ Use Profile o | Use Profile []
01-spaceship_general | v_cooler_throttle_down wboxpad il _~ | Use Profile ] | Use Frofile B
02-spaceship_view Iu_m_pw_rm ] Jjoystick [jsl_huz_l:ll Use Profile ) [ Use Profile ]
02-spaceship_view w_view_yaw_right joystick jst_hat2_right | Use Profile ] | Use Profile | |
02-spaceship_view v_view_yaw ] joystick | jsix Use Profile [ | Use Profile i}
02-spaceship_view v_view_yaw xboxpad wl_thumbrx Use Profile ] | Use Profile B
02-spaceship_view v_view_yaw_mouse | mouse | mol_maxis_x Use Profile 1 | Use Profile i
|02.spaceship_view w_view_pitch_up Jjoystick jsl_hat2_down | Use Profile i} Use Profile B
02-spaceship_view |I_M_piwl_dwn ]md Iisl_hd!_uv | Use Profile 0 l | Use Profile |8
02-spaceship_view v_view_pitch joystick jsi_~ Use Profile ] Use Profile B
02spaceship view |y view_pitch |boxpad [xt_thumbry | Use Profile B |Useprofie | [
_Uz-spaceship_view w_view_pitch_mouse mouse mol_maxis_y _U:e Profile 1] _Use Profile | H
02spaceship view v view e fwd ioystick Jist_~ tap B [Useprofite | [}
02-spaceship_view w_view_cycle_fwd sboxpad xil_shoulderl-d... tap F | Use Profile | B
(02spaceship view |y view_qycle_internal fwd  joystick |ist_~ | Use profite = [Useprofite | [
= =
Now you see all entries of Mouse, Joystick and Gamepad
have been disabled
difier Disabled | + . .
—|  Action Filter
“ Ha? _ H H 1 le =]
4 “Accept Edits” — the main window of SCJmapper is updated E ] R
now ile £l Usr Bind Filter
e &
e 4 [¥] Joystick (V] Gamepad [¥] Mouse || kbd
ile £l
Fl
5 Close this window PR =
e w | | [
ile (i)
ile & 4
ile
. . . M e . . 1o ]
Back in the Main Window — “Dump XML” is now red — Click it &
ile )]
to see the XML = =
ile il
ile i
ila =)
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How to start with a complete disabled map ? 2/2

TReset... < 6 Dump... = |i Show.. =

’ - Config.. =

SC Joystlck Mapper -V 2.34.0.68 beta For information and updates visit us @ Github ...
by Cassini |pp_rebindke§rs layout_my_new_mapping |
~ J ick 1 |j ick 2 | Dumps (XML, Logs etc) Al Mappings
veled <I-- 26,12.2017 23:40:16 - SC Joystick Mappmg
B ; - - - - - A
v eject -xil ~ Saitek Pro Flight X-55 Rhino Stick <ActionMaps version="1" optionsversion="2" reb-
v eject cinematic - js1 ~ ~ jsl="saitek Pro Flight X-55 Rhino Stick” ]slc-
i =l # Aois: 3 #POV: 1 js2="Xe65F Flight Controller” js2G="a7663300-5
v_eject_cinematic - xi1_~ # Buttons: 17 =
v exit - js1 ~ ﬂcudstu_m'i sationUIHeader label="my_new_mapping”
L _ <devices:
v exit -xil ~ Joystick State <keyboard instance="1"/x
v self destruck -js1 ~ <mouse instance="1"/>
X-Achse: -10 Slider 1: 1] i i i g
v self destruct -xil ~ <jaystick '!nstance=“1“,.r‘:-
_— ¥-Achse: 3 Slider 2: [i] <joystick instance="2"/
v_cooler_throttle_up - js1_~ 7 A 0 </devices>
o Aodis: r <categories>
v_cooler_throttle_up - J(I'I_. i Mehrwegescha 1 <category label="@ui_cCSpaceFlight" /=
v_cooler_throttle_down - js1_~ X Rotation: 0 POV 2: -1 </categories>
v_cooler_throttle_down - xi1_~ Y Rotation: 0 POV 3: = </CustomisationUIHeader>
v flightready - js1 ~ Z-Rofation: 32 POV 4: -1 |
v flightready - kil ~ . .
- Buttons: <actionmap name="spaceship_general”>
v doors open all - js1 ~ ~ ~ <action name="v_eject">
v doors open all -xil ~ jsN - Assignment -:retb_'i nd input="xil_ " multiTap="1" />
v doors close all -js1 ~ This device is listed as: js1 :ggg i ;._ﬁ";a_mg--v_e_j ect_cinematic”=
v doors close all -%i1 ~ <rebind input="js1_ " multiTap="1" /=
v doors lock all - js1 ~ :ggggggr?'lamF“v_ej ect_cinematic”>
v doors lock all - xil ~ <rebind input="xil_ " multiTap="1" />
v doors unlock all - js1 ~ iﬁgﬂgrﬁme:--v exit"=
v doors unlock all -xil ~ | <rebind 'input=_"jsl_ " multiTap="1" />
paceship_view </action= . -
- - <action name="v_exit"=
‘& v_view_yaw_left - js1_~ Selected | <rebind input="xil_ " multiTap="1" />
iew_yaw_right - js1_~ </action>
. zaction name="v_self_destruct">
iew_yaw - js1_~ Mapping | <rebind input="jsi_ " multiTap="1" />
iew_yaw - xil_~ </action=
. <action name="v_self_destruct">
""" 2 v_view_yaw_mouse - mol_~ Dev Ctrl, | <rebind input="xil_ " multiTap="1" />
iew_pitch_up - js1_~ </action>
S =R : 5 <action name="v_cooler_throttle_up™>
Assign Throttle Find 1st. crebind input="jsi_ " multiTap="1" />
</action>
-y v_view_pitch - xi1_~ Disable Clear e T i
- <rebind input="xi multiTap= =
----- 2 v_view_pitch_mouse - mo1_~ <jaction=
..... ‘& i i <action name="v_cooler_throttle_down">
v view oycle fwd - js1 ~ ~ s s o A P
" N <rebind input="jsl_ multiTap="1 FEd
-y v view oycle fwd - xi1 ~ </actions
. v view cycle internal fwd - js1 ~ <action name="v_cooler_throttle_down">
T =4 - - J. - Dump XML Grab XML <rebind input="xil_ " multiTap="1" />
- v_view_cycle_internal_fwd - xil_~ </actions T o v
= v_view_option - js1_~ - < >
----- 8 v view obtion - i1 ~
Joystick Gamep [ | Keyb. Mouse [ | Mapped Mapping name: |layout_my_new_mapping

Action Filter: l:l Clear Filter Exit |~ Dump and Save my Mapping

Profile: GamePack defaultProfile

Support: profile version="1" optionsVersion="2" rebindVersion="2"

Dump and Save to have a baseline.

In case you do have devices not to be used (like in the example my Joystick 1 - vJoy device)
you would now first use Js Reassign and map the ones used and n.a. the ones not used.

jsN - Assginment

Joystick1l  vloy Device n.a. -
Joystick 2 Saitek X65F Flight Controller js2 -
Joystick 3 Saitek Pro Flight X-55 Rhino Stick js3 -
Joystick 4 -

Now you are ready to map and what is not mapped is disabled in the game ...
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Changelog:

V2.18 - update Hints - List Commands - add description for + and =, add joystick modifier timeout description, add mouse commands
V2.21 - update Mouse context menu and new screenshots where the version is shown

V2.22 - add Underlined ActivationModes, DumpProfile button and new screenshots where the version is shown

V2.23 - add Actiontree as table description and new screenshots where the version is shown

V2.25 - add CSV list option, add BlendAll to table view

V2.27 - add extended Context Menu in Mapping tree (Collapse/Expand), Rename ‘Blend’ to ‘Disable’, some editorial changes
V2.28 - add “Device & Action Options”, changed GUI elements, and Tuning for Strafe and the Hints section with “How to start...”
V2.29 - add Gamepad Calibration, changed GUI elements, some more Hints

V2.30 - add Tabbed AllMappings, Addbind Mouse to Keyboard actions, changed GUI elements

V2.34 - add changed GUI elements, CIG actionmaps



