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1. FEXEO

Hi5_Interface Hand BIK
— FRE

enum E_Interface_ Hand State

ERelease = -1,
EPinch = 2,

ELift = 4,

E Interface Hand State GetHandState(out int interactionObjectld)
E Interface Hand State iR[EIFEPIRZ, interactionObjectld IREIZZEYIK Id Z=3|
—. FESRINE

enum Hi5 Glove Gesture Recognition State

ENone = 0,
EOk,

EFist,
EIndexPoint,

EHandPlane



Hi5 Glove Gesture Recognition State GetRecognitionState()

Hi5 Glove Gesture Recognition State iIR[E|FHFHAZS

2. FEM4EO

public void MessageFun(string messageKey, object param1, object param2)
if
(messageKey.CompareTo(Hi5_Glove Interaction_ Message.Hi5 MessageMessageKe

y.messageHandEvent) == 0)

Hi5 Glove Interaction Hand Event Data data = param1 as

Hi5 Glove Interaction Hand Event Data;

switch (data.mEventType)

case EEventHandType.EClap:

/[RESG

break;

case EEventHandType.EPoke:



/B
}
break;
case EEventHandType.EPinch:
{

//3MENE=

break;
case EEventHandType.EThrow:
{
/1S

}

break;
case EEventHandType.ELift:
{
/1FEEESE M

}

break;

case EEventHandType.ERelease:

{
/IR

}



break;

3. REYIIRZD

Hi5 Interface Object
REMRRES
enum E_Object State

{

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

}
E_Object State GetObjectltemState();3REXZZE¥IAIRZES
int GetObjectld(); R[EIZZEYIK Id

REMREHS

public void MessageFun(string messageKey, object param1, object



param2)

if
(messageKey.CompareTo(Hi5_Glove Interaction_ Message.Hi5 MessageMessageKe

y.messageObjectEvent) == 0)

Hi5 Glove Interaction Object Event Data data = param1 as
Hi5 Glove Interaction Object Event Data;

if (data.mObjectld == 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 (mltem != null)

{

mltem.ResetCorlor();
}
break;

4. fgihkEn

Hi5 Interface Button
virtual public void MessageFun(string messageKey, object param1, object param2)
{
if
(messageKey.CompareTo(Hi5_Glove Interaction_ Message.Hi5 MessageMessageKe

y.messageObjectEvent) == 0)

{



Hi5 Glove Interaction Object Event Data data = param1
Hi5 Glove Interaction Object Event Data;

if (data.mObjectld == Objectitem.idObject)

{

if (data.mEventType == EEventObjectType.EClap)

{

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

{

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

as
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