
HI5_2 Vive Focus 基础+交互 使用文档

Unity version

Unity 2019.4.18f1c1 (64-bit)及以上Unity LTS版本

基础SDK

构建HTC Vive Focus开发环境

切换Android平台 File->Build Setting->Android->Switch Platform

设置PackageManager Edit->Project Settings->Package Manager

设置PackageManager

https://developer.vive.com/resources/vive-wave/tutorials/vive-registry/


Name: VIVE

URL: https://npm-registry.vive.com

Scope(s): com.htc.upm

导入Vive-Wave Package

导入Vive-Wave Package

https://npm-registry.vive.com/
https://developer.vive.com/resources/vive-wave/tutorials/installing-wave-xr-plugin-unity/




说明：

1、当前使用版本均为4.5.0-r.3 
2、如果只有手柄进行使用的时候只需要导入VIVE Wave XR Plugin即可，如果需要开发HTC Vive
Focus Wrist的话需要三个都导入并且需要根据下图进行额外导入



修改wave手环定位追踪相关



导入Hi5_2_Package_ViveFocus_V1.1.0.1.unitypackage





选择场景文件



Build

切换XR平台



Focus不支持Vulkan





设置configuration





设置Quality，Edit->Project Settings->Quality

设置安卓版本 选择场景 进行build



接口使用

获取关节节点数据

HI5_Glove_TransformData_Interface脚本

手每个关节骨节点数据



//获取左手关节骨节点数据 

public Dictionary<EHi5_Glove_TransformData_Bones, Transform> GetLeftHandTransform() 

{ 

    return LeftHandBones; 

} 

 

//获取右手关节骨节点数据 

public Dictionary<EHi5_Glove_TransformData_Bones, Transform> GetRightHandTransform() 

{ 

    return RightHandBones; 

} 

 

//手部关节点枚举 

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> 

    HandMiddle1, 

    /// <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> 

    HandRing1, 

    /// <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, 

} 



传感器数据

//传感器枚举 

public enum EHi5_Glove_Sensor 

{ 

    Hand = 1, 

    HandThumb, 

    HandIndex, 

    HandMiddle, 

    HandRing, 

    HandPinky 

} 

//左手传感器信息 

private Dictionary<EHi5_Glove_Sensor, HI5SensorInfor> LeftHandBonesSensorInfor; 

//右手传感器信息 

private Dictionary<EHi5_Glove_Sensor, HI5SensorInfor> RightHandBonesSensorInfor; 

 

//HI5 Sensor 信息 

public class HI5SensorInfor 

{ 

    public HI5SensorInfor() 

    { 

        _magneticValue = 0; 

        _energyValue = 0; 

        _signalValue = 0; 

    } 

    //获取传感器磁状态 

    public int MagneticValue { get { return _magneticValue; } set { _magneticValue = value; } } 

    //获取传感器电量 

    public int EnergyValue { get { return _energyValue; } set { _energyValue = value; } } 

    //获取传感器信号 

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

    internal int _magneticValue; 

    internal int _energyValue; 

    internal int _signalValue; 

}; 

HI5_Glove_Calibration_Process_Interface脚本

调用校准命令接口



/// <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, 

} 

 

/*调用顺序 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); 

} 

脚本

获取校准进度



/// <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.WriteLog(); 

        //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.WriteLog(); 

        //Debug.Log("Save Calibration Data " + value); 

        //isCalibratingPPose = false; 

    } 

    return percent; 

    //return HI5_Device.GetCalibratingPercent(tranferPose); 

} 

交互SDK



导入Hi5_2_Interaction_ViveFocus_V1.1.0.1.unitypackage

设置Layer和Physics (必须设置)

Layer 8         Hi5OtherFingerTail 
Layer 9  Hi5OtherFingerOther 
Layer 10 Hi5Palm 
Layer 11 Hi5ObjectGrasp 
Layer 12 Hi5Plane 
Layer 13 Hi5ObjectTrigger 
Layer 14 Hi5IndexFingerTail 



设置Physics Editor-> Project Setting->Physics

演示场景

手柄交互场景



手环交互场景



使用方法

场景必备内容

1、Hi5InteractionManager



2、Hi5_Interaction_Objects

3、Hi5_Interaction_Simple_Objects



4、Hi5_Left_Hand_C、Hi5_Right_Hand_C、Hi5_Left_Hand_V、Hi5_Right_Hand_V

场景物体设置

1、普通交互物体设置

物体设置分物体本身及子物体

主物体设置

注意Layer 设置为 Hi5ObjectGrasp





子物体设置
注意layer层设置为 Hi5ObejctTrigger



2、button 设置





3、组合物体设置

组合物体分为三层

物体最外层物体本身设置



子组合体设置

子组合体外层设置
注意Layer 设置为 Hi5ObjectGrasp



子组合体内层设置
注意layer层设置为 Hi5ObejctTrigger

4、简单物体设置 简单物体只有抓握等功能，自身不会产生运动，当抓住释放后会停留在原位置

注意Layer设置为Hi5ObjectGrasp



桌面设置场景中可以放置物体地方需要设置Hi5_Plane脚本例如地面桌子等



相关接口

1、手相关接口

Hi5_Interface_Hand 脚本



手状态 

enum E_Interface_Hand_State 

{ 

    ERelease = -1, 

    EPinch = 2, 

    ELift = 4, 

} 

E_Interface_Hand_State GetHandState(out int interactionObjectId) 

E_Interface_Hand_State 返回手部状态，interactionObjectId返回交互物体Id索引 

 

手姿态识别状态 

enum Hi5_Glove_Gesture_Recognition_State 

{ 

    ENone = 0, 

    EOk, 

    EFist, 

    EIndexPoint, 

    EHandPlane 

} 

Hi5_Glove_Gesture_Recognition_State GetRecognitionState() 

Hi5_Glove_Gesture_Recognition_State返回手当前状态 

2、手事件接口



public void MessageFun(string messageKey, object param1, object param2) 

{ 

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

    { 

        Hi5_Glove_Interaction_Hand_Event_Data data = param1 as Hi5_Glove_Interaction_Hand_Event_Data; 

 

        switch (data.mEventType) 

        { 

            case EEventHandType.EClap: 

                { 

                    //拍击事件 

                } 

                break; 

            case EEventHandType.EPoke: 

                { 

                    //戳事件 

                } 

                break; 

            case EEventHandType.EPinch: 

                { 

                    //抓取事件 

                } 

                break; 

            case EEventHandType.EThrow: 

                { 

                    //抛出事件 

                } 

                break; 

            case EEventHandType.ELift: 

                { 

                    //托举事件 

                } 

                break; 

            case EEventHandType.ERelease: 

                { 

                    //释放事件 

                } 

                break; 

        } 

    } 

} 

3、交互物体接口



Hi5_Interface_Object 

交互物体状态 

 

enum E_Object_State 

{ 

    ENone = -1, 

    EStatic = 1, 

    EPinch = 3, 

    EMove = 2, 

    EClap = 4, 

    EFlyLift = 5, 

    EPoke = 6, 

} 

 

E_Object_State GetObjectItemState(); 获取交互物体状态 

int GetObjectId()；返回交互物体Id 

交互物体事件 

public void MessageFun(string messageKey, object param1, object param2) 

{ 

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

    { 

        Hi5_Glove_Interaction_Object_Event_Data data = param1 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; 

            } 

        } 

 

    } 

} 



4、按钮接口

Hi5_Interface_Button 

virtual public void MessageFun(string messageKey, object param1, object param2) 

{ 

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

    { 

        Hi5_Glove_Interaction_Object_Event_Data data = param1 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) 

            { 

 

            } 

        } 

    } 

} 


