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£ Project Settings

Audio Essence
Editor ;

Graphics

Input Manager
Package Manager
Physics

Physics 2D
Player

Preset Manager
Quality Hand Model

This feature is imported by default.
The Input Module feature provides a controller input module and a gaze input
madule. In the demo you will see how to interact with scene objects.

P Al

The feature will be imported at Assets/Wave/EssenceflnputModule.

Script Execution Order This feature is imported
Tags and Layers N : )
TextMesh Pro he Hand Mode| feature provides the m : of hand
Time The feature will be imported at Assets/Wave/EssencefHand/Model.
VFX
Wave XR
Essence Interaction Mode
Native This feature is imported by default.
XRSDK If you want to import this feature manually, you have to import "Controller Model”,
XR Plug-in Management "Input Module" and "Hand Model" first.
WaveXRSettings
There are three modes provided by Wave plugin:
- Gaze: A player will use gaze for interaction.
- Controller: & player will use controllers for interaction.
- Hand: A player will use his hands for interaction.

The feature will be imported at Assets/Wave/Essenceflinteraction/Mode.

CameraTexture
This feature is deprecated and is no longer supported.

Import Feature - CameraTexture

Compositor Layer
This feature leverages the Wave Multi-Layer Rendering Architecture to display
textures on layers other than the eye buffer.

The feature will be imported at Assets/Wave/Essence/CompositorLayer.

Import Feature - Compositor Layer

Bundle Preview
Bundle Preview allows you to guickly preview project changes by modularizing the
project building process.
Select Wave/BundlePreview in the menu to start using this feature.
The feature will be imported at Assets/Wave/Essence/BundlePreview.

Import Feature - BundlePreview

RenderDoc
Developer can check out the graphic's detail problem with RenderDoc profiling tool.
This tool is integrated within Wave's XR plugin. In this package, provide a basic
class and sample. Because RenderDoc will cost performance, you can remove the
imported content after your test.
The feature will be imported at Assets/Wave/Essence/RenderDoc.
Import RenderDoc tool

Interaction Toolkit
The Wave Extension of Unity XR Interaction T
The feature will be imported at Asset ave/Essencefinteraction/Too

Import Feature - Interaction Toolkit
Tracker Model

The Tracker Model package provides the sample and mode| of Tracker feature.
The feature will be imported at Assets/Wave/Essencef/Tracker/Model.

Import Feature - Tracker Model
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£ Project Settings

Audio
Editor
Graphics
Input Manager
Package Manager
Physics
Physics 2D
Player
Freset Manager
Cuality
Script Execution Order
Tags and Layers
TexthMesh Pro
Time
Wave XR

Essence

Mative

XRSDK

%R Plug-in Management

WaveXRSettings

a,

Player

Settings for Android

leon
Resolution and Presentation
Splash Image

Other Settings
Rendering
Color Space*®
Auto Graphics API
Graphics APls
OpenGLES3
Vulkan

Require ES3.1
Require ES3.1+AEFP
Require ES3.2
Color Gamut®

sRGB

Multithreaded Rendering®

Static Batching

Dynamic Batching

Compute Skinning*

Graphics Jobs (Experimental)

Lightmap Encoding

Lightmap Streaming Enabled
Streaming Priority

Enable Frame Timing Stats

Vulkan Settings

SRGE Write Mode®

Mumber of swapchain buffers®

Acquire swapchain image late as possible®

Identification
Package Mame
Version®

Bundle Version Code
Minimum AP| Level
Target AP| Level
Configuration
Scripting Backend

Apl Compatibility Level*®

Gamma -

Low Qual =
o
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0.1
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Android 4
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Mano \
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O Inspector

Adaptive Performance
Audio
Editor
Graphics
Input Manager
Memary Settings
Package Manager
Physics
D'I':'."\-Ci.""\-c rin
Player
Prasatlanager
Cuality
Scene Template
Script Execution Order
Services
Ads
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
Legacy Analytics
Tags and Lavers
TextMesh Pro
Time
Timeline
LIl Builder
Version Control
Visual Scripting
Wave XR
Essence
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XRSDK

¥R Plug-in Management

WaveXRSettings
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Recycle command buffers®
Apply display rotation during rendering
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Cwerride Default Package Name

Version®

Bundle Version Code
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Target API Level
Configuration

Scripting Backend

Apl Compatibility Level®

Use incremental GC
Assembly Version Validation
Mute Other Audio Sources®
Target Architectures
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Split APKs by target architecture (Experiment:
Target Devices

Install Location

Internet Access

Write Permission

Filter Touches When Obscured
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Scripting Define Symbols
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/R EFR BT REE
public Dictionary<EHi5_Glove_TransformData_Bones, Transform> GetLeftHandTransform()

{

return LeftHandBones;

/ BFRBEFRD BT REE
public Dictionary<EHi5_Glove_TransformData_Bones, Transform> GetRightHandTransform()

{

return RightHandBones;

/1 FERTIRME
public enum EHi5_Glove_TransformData_Bones
{
/// <summary>
/// The hand joint.
/// </summary>
Hand = 0,
/// <summary>
/// The metacarpal joint of thumb finger.
/// </summary>
HandThumb1,
/// <summary>
/// The proximal joint of thumb finger.
/// </summary>
HandThumb2,
/// <summary>
/// The distal joint of thumb finger.
/// </summary>
HandThumb3,
/// <summary>
/// The metacarpal joint of index finger.
/// </summary>
InHandIndex,
/// <summary>
/// The proximal joint of index finger.
/// </summary>
HandIndex1,
/// <summary>
/// The middle joint of index finger.
/// </summary>
HandIndex2,
/// <summary>
/// The distal joint of index finger.
/// </summary>
HandIndex3,
/// <summary>
/// The metacarpal joint of middle finger.
/// </summary>



InHandMiddle,

/// <summary>

/// The proximal joint of middle finger.
/// </summary>

HandMiddlel,

/// <summary>

/// The middle joint of middle finger.
/// </summary>

HandMiddle2,

/// <summary>

/// The distal joint of middle finger.
/// </summary>

HandMiddle3,

/// <summary>

/// The metacarpal joint of ring finger.
/// </summary>

InHandRing,

/// <summary>

/// The proximal joint of ring finger.
/// </summary>

HandRingl,

/// <summary>

/// The middle joint of ring finger.
/// </summary>

HandRing2,

/// <summary>

/// The distal joint of ring finger.
/// </summary>

HandRing3,

/// <summary>

/// The metacarpal joint of pinky finger.
/// </summary>

InHandPinky,

/// <summary>

/// The proximal joint of pinky finger.
/// </summary>

HandPinky1,

/// <summary>

/// The middle joint of pinky finger.
/// </summary>

HandPinky2,

/// <summary>

/// The distal joint of pinky finger.
/// </summary>

HandPinky3,

/// <summary>

/// The number of joints of Hi5 bones.
/// </summary>

NumOfHI5Bones,



(ERkERER

/ 11E RIS

public enum EHi5_Glove_Sensor

{
Hand = 1,
HandThumb,
HandIndex,
HandMiddle,
HandRing,
HandPinky

}

/I EFERSRER

private Dictionary<EHi5_Glove_Sensor, HI5SensorInfor> LeftHandBonesSensorInfor;
/1 AFEREER

private Dictionary<EHi5_Glove_Sensor, HI5SensorInfor> RightHandBonesSensorInfor;

//HI5 Sensor (S8
public class HI5SensorInfor
{
public HI5SensorInfor()
{
_magneticValue = 9;

_energyValue

E)

0
_signalvalue = 9;

}

/ 1IRBUERRERHIINTS

public int MagneticValue { get { return _magneticValue; } set { _magneticValue = value; } }
/ 3RBUE AR E

public int EnergyValue { get { return _energyValue; } set { _energyValue
/ BRBUERERIES

public int SignalValue { get { return _signalValue; } set { _signalValue = value; } }

value; } }

internal int _magneticValue;
internal int _energyValue;

internal int _signalValue;

s
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/// <summary>
/// HI5 calibration pose.
/// </summary>
public enum HI5_Pose
{
/// <summary>
/// Unknown pose.
/// </summary>
Unknown = -1,
/// <summary>
/// Buddha Pose
/// </summary>
BPose = 0,
/// <summary>
/// Pinch Pose.
/// </summary>

PPose,

//APose,

//TPose,
VPose = 4,

/*VARAIRE Vpos ->Bpos->Ppose*/
/// <summary>
/// Start calibration.
/// </summary>
/// <param name="pose">
/// The type of calibration pose by <see cref="HI5.HI5 Pose"/>.
/// </param>
public static void StartCalibration(HI5_Pose pose)
{
if (pose == HI5_Pose.BPose)

isCalibratingBPose = true;

if (pose == HI5_Pose.PPose)

isCalibratingPPose = true;

if (pose == HI5_Pose.VPose)
HI5 Calibration.ResetCalibration();

CalibrationPose tranferPose = TransferPoseEnum(pose);

if (pose == HI5_Pose.BPose && HI5_ Manager_Thread.Instance() != null)
HI5 Manager_Thread.Instance().AddCalibrationCommand(HI5_Operate_Command.HI5_Calibration_Send_Data.ECalibr

if (pose == HI5_Pose.PPose && HI5_Manager_Thread.Instance() != null)
HI5 Manager_Thread.Instance().AddCalibrationCommand(HI5_Operate_Command.HI5 Calibration_Send_Data.ECalibr



if (pose == HI5_Pose.VPose && HI5_Manager_Thread.Instance() != null)
HI5 Manager_Thread.Instance().AddCalibrationCommand(HI5_Operate_Command.HI5 Calibration_Send_Data.ECalibr
// HI5_Device.StartCalibration(tranferPose);

i1
SRENEHE



/// <summary>

/// Get the percent calibration.

/// </summary>

/// <param name="pose">

/// The type of calibration pose by <see cref="HI5.HI5_ Pose"/>.

/// </param>

/// <returns>

/// The progress of the related calibration. The value is provided by percent number.
/// </returns>

public static int GetCalibrationProgress(HI5_Pose pose)

{
CalibrationPose tranferPose = TransferPoseEnum(pose);
int percent = 0;
if (HI5_Manager_Thread.Instance() != null)
{
percent = (int)HI5_Manager_Thread.Instance().Calibrationpercent;
}
if (pose == HI5 Pose.BPose && percent == 100)
{
//ruige 2018 11 5
//SaveBindTrackedObjectInfo();
isCalibratingBPose = false;
//HI5_Manager.GetGloveStatus().IsBposComplete = true;
//SetDefalutOffset();
}
if (pose == HI5_ Pose.PPose && percent == 100)
{
//SaveCalibrationData();
//ruige 2018 11 5
//if (HI5_Log Manager.Instance != null)
// HI5_Log Manager.Instance.WritelLog();
//Debug.Log("Save Calibration Data " + value);
isCalibratingPPose = false;
}
if (pose == HI5_Pose.VPose && percent == 100)
{
//SaveCalibrationData();
//ruige 2018 11 5
//if (HI5_Log Manager.Instance != null)
// HI5_Log Manager.Instance.WritelLog();
//Debug.Log("Save Calibration Data " + value);
//isCalibratingPPose = false;
}
return percent;
//return HI5 Device.GetCalibratingPercent(tranferPose);
}

3ZZHSDK



S AHi5_2_Interaction_ViveFocus_V1.1.0.1.unitypackage

Import Unity Package n

His_2_Interaction_ViveFocus_V1.1.0.1

5
E

:

v IBHI5 Interaction_SDK

:

m
E

23 8

m
E

‘EEE

]

]

m
E|

All Mone Cancel Import

12 ELayerfllPhysics (W8 H)

Layer 8 Hi50therFingerTail
Layer 9 Hi50therFingerOther
Layer 10 Hi5Palm

Layer 11 Hi50bjectGrasp
Layer 12 Hi5Plane

Layer 13 Hi50bjectTrigger

Layer 14 Hi5IndexFingerTail



& Inspector

HisOtherFinger
HisOtherFingerOther
HiSPalm

Layer Collision Matrix

Default

AN N AN

Cloth Inter-Collision

R

FihZHIn=



WARNING!

sagretization level detected,

WARNING!

Low battery or high magnetization level detected!

Sensor Signal Magnetic  Baty
= L Hand |
n L Thumb
L R Index

tiddle

Itis strongly recommended to replacg

B
or to do the demagnetization procedure fo ky
gine calibrarion with a masnetized or low ad

will generate a bad calibration umkb
idex

Middle

| UNDERSTAND I



File Edit Assets GameObject Component PXR_SDK Wave YVR Window Help

Hierare

WARNING!
smetizytier |zl doesto < Persp

WARNING!

Low battery or high magnetization level detected!

Sensor  Signal Magnetic  Batt
o) L Hand |
n L Thumb
L R Index

Tiddle
Itis strongly recommended to replacg 8
or to do the demagnetization procedure fo ky
Daing calibration with a i d
will generate a bad ¢ umb

idex
START | UNDERSTAND

Widdle

(ERAE
R ERE

1. Hi5InteractionManager



&9 Hi5_Thread_MonoBehaviour
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Hi5_Interface_Hand 4~



FRE

enum E_Interface_Hand_State

{
ERelease = -1,
EPinch = 2,
ELift = 4,

}

E_Interface_Hand_State GetHandState(out int interactionObjectId)
E_Interface Hand State IRE|IFERIRZ, interactionObjectIdiREIZZEHIARIIZES|

FEERFAE
enum Hi5_Glove_Gesture_Recognition_State
{
ENone = 0,
EOk,
EFist,
EIndexPoint,
EHandPlane
}

Hi5_Glove_Gesture_ Recognition_State GetRecognitionState()

Hi5_Glove_Gesture_Recognition_StatelR[EIFLHIAZES

2, FHEME=O



public void MessageFun(string messageKey, object paraml, object param2)
{
if (messageKey.CompareTo(Hi5_Glove_Interaction_Message.Hi5_MessageMessageKey.messageHandEvent) == 0)

{

Hi5_Glove_Interaction_Hand_Event_Data data = paraml as Hi5_Glove_Interaction_Hand_Event_Data;

switch (data.mEventType)
{
case EEventHandType.EClap:
{
/ [3BEEH
}

break;
case EEventHandType.EPoke:
{
/1B
}

break;
case EEventHandType.EPinch:
{
/ /3B
}

break;
case EEventHandType.EThrow:
{
/ /PSS
}
break;
case EEventHandType.ELift:
{
ki ==k
}

break;

case EEventHandType.ERelease:

{
/ 1T
}

break;
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Hi5_Interface_Object
RTEPMIRRE

enum E_Object_State

{
ENone = -1,
EStatic = 1,
EPinch = 3,
EMove = 2,
EClap = 4,
EFlyLift = 5,
EPoke = 6,

}

E_Object_State GetObjectItemState(); FRENZZEMIIRZE
int GetObjectId(); RMEIZZE#AId

TEMIRSENG

public void MessageFun(string messageKey, object paraml, object param2)

{
if (messageKey.CompareTo(Hi5_Glove_Interaction_Message.Hi5_ MessageMessageKey.messageObjectEvent) == 0)
{

Hi5_Glove_Interaction_Object_Event_Data data = paraml as Hi5_Glove_Interaction_Object_Event_Data;
if (data.mObjectId == ObjectItem.idObject)

{
switch (data.mEventType)

{
case EEventObjectType.EClap:
{
}

break;

case EEventObjectType.EPoke:
break;

case EEventObjectType.EPinch:
break;

case EEventObjectType.EMove:
break;

case EEventObjectType.ELift:
break;

case EEventObjectType.EStatic:
if (mItem != null)
{

mItem.ResetCorlor();

}

break;
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Hi5_Interface_Button
virtual public void MessageFun(string messageKey, object paraml, object param2)

{

if (messageKey.CompareTo(Hi5_Glove_Interaction_Message.Hi5_MessageMessageKey.messageObjectEvent) == 0)

{
Hi5_Glove_Interaction_Object_Event_Data data = paraml as Hi5_Glove_Interaction_Object_Event_Data;
if (data.mObjectId == ObjectItem.idObject)

{
if (data.mEventType == EEventObjectType.EClap)

{

}
else if (data.mEventType == EEventObjectType.EPoke)

{

¥
else if (data.mEventType == EEventObjectType.EStatic)

{



