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6. A0 M

6.1 FAHF M

Hi5 Interface Hand A
6.1.1 TARE

enum E Interface Hand State
{

ERelease = -1,

EPinch =2,

ELift =4,

}

E Interface Hand State GetHandState(out int interactionObjectld)

E Interface Hand State iR [F]F-FIRES, interactionObjectld iR [FI52 B 1A 1d 2 5l
6.1.2 FLEEHIRE

enum Hi5 Glove Gesture Recognition State

{



ENone =0,

EOKk,
EFist,
ElndexPoint,
EHandPlane
}

Hi5 Glove Gesture Recognition State GetRecognitionState()
Hi5 Glove Gesture Recognition State i [A] T4 H RS
6.1.3 TN

public void MessageFun(string messageKey, object param1, object param?2)

{
if
(messageKey.CompareTo(Hi5 Glove Interaction Message.HiS MessageMessageKe
y.messageHandEvent) == 0)

{

Hi5 Glove Interaction Hand Event Data data = paraml as
Hi5 Glove Interaction Hand Event Data;

switch (data.mEventType)

{
case EEventHandType.EClap:
{
/AT A
}

break;
case EEventHandType.EPoke:
{
/R AF
}

break;
case EEventHandType.EPinch:

{
/T A



break;
case EEventHandType.EThrow:

{
/13t A
}
break;
case EEventHandType.ELift:
{
/BT
}
break;
case EEventHandType.ERelease:
{
IR T
}
break;
}
}
}
6.2 2 Bk

Hi5 Interface Object
6.2.1 A BYARE
enum E_Object State
{

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



EPoke = 6,
§
E_Object_State GetObjectItemState(); SRENAZ HAAIRES
int GetObjectld(); R[FIZZ H 414k 1d

6.2.2 X L kSt

public void MessageFun(string messageKey, object param1, object param?2)

{
if
(messageKey.CompareTo(Hi5 Glove Interaction Message.HiS MessageMessageKe
y.messageObjectEvent) == 0)

{

Hi5 Glove Interaction Object Event Data data = paraml as
Hi5 Glove Interaction Object Event Data;

if (data.mObjectld == Objectltem.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)

{



mltem.ResetCorlor();

§
break;

}
6.2.3 15l 1
Hi5_Interface Button
virtual public void MessageFun(string messageKey, object paraml, object param?2)
{
if
(messageKey.CompareTo(Hi5 Glove Interaction Message.HiS MessageMessageKe
y.messageObjectEvent) == 0)

{

Hi5 Glove Interaction Object Event Data data = paraml as
Hi5 Glove Interaction Object Event Data;

if (data.mObjectld == Objectltem.idObject)

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

{

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

{

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

{



}
7.SDK API i H
7.1Hi5 MR AEO

Hi5 BHUR SIS H], SBONAM, AR EEZ R,

Hi5 Thread MonoBehaviour.cs JHIAFRAE,
e JAZN HIS FEIJEE:

void StartHi5()
o KM HiS FEIIAE:

void StopHi5()
7.2HiS B HERERE O

HI5 Glove Calibration Process Interface.cs IA$2t SDK & HEFH <211 :
1) BIHEL M

public enum HI5 Pose

{
Unknown,
VPose, //VPos &
BPose, //BPos 1%
PPose, //PPos X #E
§

2) TERUEIRSHEM:

o HHTXINIEEKME, HAESHS M EIRRIELEMEEE.
void StartCalibration(HIS Pose pose)

o IRHUBHEREERE

3) FREURIEDEE .
float GetCalibrationProgress(HI5 Pose pose)

7.3Hi5 AHRE T S AR RS B

HI5 Glove TransformData Interface.cs JHIAHEML Hi5 &5 sl Al A& EA 2 s
FHORIE o B MO

public enum EHi5 Glove TransformData Bones

{



HandThumbl,
HandThumb2,
HandThumb3,
InHandIndex,
HandIndex1,
HandIndex2,
HandIndex3,
InHandMiddle,
HandMiddlel,
HandMiddle2,
HandMiddle3,
InHandRing,
HandRingl,
HandRing2,
HandRing3,
InHandPinky,
HandPinky]l,
HandPinky?2,
HandPinky3,
NumOfHI5Bones,

}
7. 43R F B 1 AR
1) R T 1 s e A A5 2

Dictionary<EHi5_Glove TransformData Bones, Transform>
GetLeftHandTransform();

2) FREUHTE Y mUie e A B A5 R

Dictionary<EHi5_Glove TransformData Bones, Transform>
GetRightHandTransform();

753K EBUERRERE R
1) ABEEE B X
class HI5SensorInfor

{
public int MagneticValue;  //Hif5 B



public int EnergyValue; //HAE B

public int SignalValue; IMESEE

2) R FAEKERE B

Dictionary<EHi5_Glove Sensor, HISSensorInfor> GetLeftHandSensors();

3) AU TAERERE R

Dictionary<EHi5_Glove Sensor, HISSensorInfor> GetRightHandSensors();

4) IR T KA E B

HI5SensorInfor GetRumblerSensorInfor(int RumblerIndex);

e Rumblerlndex: #kT K55, EIER[1,4], DHXNIRT 1 T-IkT 45
7.6Hi5 Ik FiRzNEE O

HI5 Glove TransformData Interface.cs JHIA K%Y Vibrate $2 L4k FIRahE:
D AR HR3):

void Vibrate(int rumblerIndex, int vibrateLevel, uint duration, uint times);

2) BRI A

e rumblerndex: A 1-4 fREIETREI S, HIH[1,4], SR FHET 1 245
T4 BHN 0 FTE IR T AR

e vibrateLevel: #RTIEzNESH, 1.59¥ks) 2.9 RIEs) 350K
o duration: PRZNINE, {HIH[100,25500] (100 HIEEHfs) , Hfr =D
o Times: #RANIKEL, 1HIH[1,255]



