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Overview

e This SDKis available for the SteamVR family of headsets, including.
o HTCVive Pro/ HTC Vive Pro 2/ HTC Vive Pro eye/ Pimax 8k x/ Pimax 8k plus/
o Pimax 5k super/ Pimax ARTISAN/ Steam Valve Index
e The following items are required to use this function together:
o Valve Base Station * 2
o Valve Tracker/ Tundra Tracker *2
o Head-up display*1



QuickStart

Create New Project

Create new C++ Project

Plugin Import

1. Close the project, create a new Plugins folder in the project directory, and add the plugins Motion
Capture and Hi5_Interaction_Plugin is copied to the Plugins directory, as shown in the figure:

Name Date modified Type Size
s 1 File folder
Binaries 1 File folder
Config 1 File folder
Content 1 File folder
DerivedDataCache 1 File folder
Intermediate 1/ File folder
Plugins 1 4:35PM File folder
Saved 1 17PM File folder
Source 1/12 3 4:14 PM File folder
m Test05_427.sIn 1/12 3 4:14 PM Visual Studio Solu... 5KB
@ Test05_427.uproject 1/12/2023 414 PM Unreal Engine Proj... 1KB
Plugins v | O
Name Date modified Type Size
Hi5_Interaction_Plugin 1/12/2023 4:35 PM File folder
MotionCapture 1/12/2023 4:34 PM File folder
2. Restart the project, open the plug-in panel, and apply the plug-in, as shown in the figure:
\liu . )i —
Hi5_Interaction_Plugin [[EX version v1.1.0.11
i[[]i Hi5®
I Enabled M 2 Noitom Ltd
Motion Capture With Glove [EI version v1.1.0.22
Support for the Noitom Motion capture display
qllji Hi5®
‘Enabled Edit... Package... 2 Noitom Ltd.
3. Apply the SteamVR pluging shown here:

SteamVR

STEAMVR _



Project Setup

1. Engine collision settings: Engine collision can be set in two ways:

1) By replacing the engine configuration file (recommended): replace the
DefaultEngine.ini file in the Interaction SDK with the file of the same name in the Config folder
of the UE project, and restart the project after the replacement is completed, as shown in the
figure:

2) 2)Ifthere are other engine collision settings, you cannot use method 1 to directly replace the
configuration file, you need to manually complete the configuration in the Engine->collision
panel, the specific operation is to click the NewObjectChannel button to add the following ten
Object

3) Channelsinturn, Default Response are set to Overlap:

i. Hi5_Finger_Tail
ii. Hi5_Object
iii. Hi5_Finger_Other
iv. Hi5_Plane
v. Hi5_Hand_Phy
vi. Hi5_Hand_Fix
vii. Hi5_Plane_Collider
viii. Hi5_Hand_Ok
ix. Hi5_Object_Collider
X. Hi5Help
As shown in the figure:

<Engine - Collision

ta These settings are saved in Detaulténgne

4 Object Channels

biect
New Trace Channel,

2. After Object Channels are added, you need to complete each Preset setting in turn, double-click to
open the Object Channel just created, and then refer to the following figure to complete the parameter
editing, as shown in the figure:
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Maps&Mode Settings:
1) Default GameMode is set to Hi5CalibrationGameMode
2) Game Instance Class is set to Hi5CalibrationGamelnstance



As shown in the figure:

Project - Maps & Modes|

'h Th ttings are saved in DefaultEngine.ini,

4 Default Modes

Game Mode Map Prefi

Game M

4 Default Maps

Y " Minimal_Default
> 0

f‘ Minimal_Default
Game Default Map :

€D

4 Local Multiplayer

ning Game

4 Game Instance

Game

Run interactive maps

Content Browser ->Hi5_Interaction_Plugin Content ->Maps in open interaction map
Hi5InteractionMap, as shown in the figure:

== Content Browser

J Add/import ¥~ [2) Save All & & | & Hi5_Interaction_Plugin Content » Maps

jo) E] Y Filters v [EEERINNENE
mm GeometryProcessing Content |

' &1 GooglePAD C++ Classes

@@ Hi5_Interaction_Plugin Content
I il Blueprints

—ta
[ I ModelReso

JVovelnteraction



2. 2. Click Play->VR Preview to run, as shown in the figure:

Play Standalone s

*Note: If the VR mode gray does not click, please check if the headset connection
cable is properly connected and if the SteamVR software is working properly
3. Keyboard 1 key to switch to the calibration scene, after finishing the calibration,
keyboard 2 key to switch to the interactive use scene, and then you can experience Hi5_2 UnrealEngine
interactive SDK functions in VR Preview mode

Project Packaging

1. Open the project settings interface, set the Game Default Map in the Map&Modes
panel, either as Hi5InteractionMap or CalibrationMap
“Project - Maps & Modes

s The

4 Default Modes

[T . o +

4 Default Maps

scaorriomersae~ R



Search for the keyword cook in the Map&Modes panel, then find the checkbox Cook everything in the
project content directory (ignore list of maps below), as shown in the figure:

<Project - Packaging

4 Packaging

shown in the figure:
*Note: The figure on the left shows the UE4 packing setup, and the figure on the right shows the UE5
packing setup



Interaction Prop Creation
Plane

Drag the Plane in the Place Actor panel and place it in the viewport, as shown in the figure

SV T = World Outline

Visual Effects
Geometry
Volumes

All Classes

& Add/Import ~ @) Save All

€ % Hi5_Interaction_Plugin Content » Blueprints » Objects » Plane » Plane_Overall 2 YEEES) - B0
) 4t Station 3 Moy

2. Adjust the floor to the apb.ropriate size in the Details -->Transform panel, and set Mobility to Movable,
as shown in the figure Shown:

][’v Lit][show][sdﬂlﬁ‘ly:mw]ﬂw n"l] O B8 S 4 untitled (Editor)
o A, : %% Atmospheric Fog

@ View Options v

¢
#+ Add Component - o Blueprint/Add Script

Search Components [
Search Details o EO'
4 Transform
Location ~ (CTES) VICKIES) Z CENES)
rotaton +  (CERNS) VICKEIS) 2 CEES)
scae~ (S EES) VICES) Z S & -
—

Mobility ® Static % Stationan [&)

*Note: The purpose of setting the floor to be movable is to better adapt to the scene prop reset function in
the interactive SDK, that is, the function of the Reset button on the back of the left hand.

3. Complete the collision relationship setting in the Details>Collision panel, enable Simulation
Generates Hit Events after checking other props Actors collide with the ground, events can occur.
Collision Presets are set to Hi5_Plane as shown in the figure:

10



Go to Hi5_Interaction_Plugin_Content->Blueprints->Objects->Plane->Plane_Overall directory.
Drag PlaneColliderBp into the viewport and adjust the positional relationship with Plane.
PlaneColliderBp is used to judge whether the prop is in contact with the floor, as shown in the figure:

Recently Placed
Basic

Lights
Cinematic
Visual Effects
Geometry
Volumes

All Classes 8 actors (1 selected)

T petail
-
4 Add Component - % Edit Blueprint ~

el

4 Collision

. Prop fap £

Open PlaneColliderBp, select Hi5PlaneBoxCollider, check Simulation Generates Hit Events Collision
Presets in Details-->Collision and set it to Hi5_Plane_Collider, as shown in the figure:

11



4 Add|Component~ [¢
® PlaneColliderBp(self)
QrisPlaneBoxColider |

pile /e Browse

® Vien f Con:  m= Ever

Righ‘[-CIick t( Phys Material Override

Generate Overlap Even

Can Character Step Up

D Collision Presets

M My Blueprint

Table

1. Hi5_Interaction_Plugin content->ModeResource->Prop->Table directory, drag the Table_s model into
the viewport, as shown in the image:

", & . %

Modes

ecently Placed | g
Empty Ac
Basic —_

Point Light
Player Start

Cube

I Add/import ~ Save Al € =

Hi5_Interaction_Plugin C++ Classes

&1 ImgMedia C++ Classes | —
_ % iten ed) © View Options~

2. Check Table_S in World outliner and complete the following settings in the Details panel:
1) InTransform, adjust the floor to the right size, and Mobility set to Movable, as shown in the
image:

12



= World Outliner

9 actol
) Details
N

+ Add/Component = o Blueprint/Add Script

4 Transform

@
- by 0.0 o g 00 [N Z RL a I
atio jy 00" [N Y O P4 00 N
by 1.0 10 o0 o0

S
®  Sta

onary [FE) e

*Note: The purpose of setting the table movable is to better adapt to the scene prop reset
function in the interactive SDK, that is, the Reset button function on the back of the left hand
Details-> Collision panel to complete the collision relationship setting, check Simulation

Generates Hit Events, after checking, when other prop Actors collide with the ground, events
can occur, and Collision Presets is set to Hi5_Plane, as shown in the figure:

= d Outliner

2)

n

Label “

i R

4 Add Component - o Blueprint/Add Script

Phys Material Override

Hi5_Plane ~ Bl

In this example, we will take the Table_S preset in the interactive SDK as an example to create an Actor

Blueprint class to determine whether the object is in contact with the desktop, and the specific
operation is as follows:

1)

Click the Add button in the Content Browser to create an Actor Blueprint class, named in this
example

13



Hi5PlaneTablesBPT, as shown in the image:

All Classes | Pick Parent Class

| An Actor is an object that can be placed or spawned in the

t can be ‘possessed’ and receive

I Add/Import 1 |

€ 5 | & Hi5_n
Material

080 s chpais P m——
4 Hi5_Interacti @ 1
Blueprints — L. Scene Component
b i Hand
D All Classes

2) Double-click to open the Actor Blueprint Hi5PlaneTablesBPT, click Add Component to add
StaticMesh, as shown in the image:

4 Add Component - -%. Components
statid : % Add Component~

3) Select the StaticMesh you just added to apply the prepared table material to the Actor, as
shown in the image:

table_light 4
9
fight3
Element 1 . € D"

4. Check Simulation Generates Hit Events in the Collision panel, and Collision Presets is set to

14



Hi5_Plane, as shown in the image:

4 Collision

Phys Material Override

Generate Overlap Ev

Can Character Step Up On

5. Compile and save
6. Drag the created Hi5PlaneTablesBPT into the viewport to coincide with Table_s, as shown in the figure:

Cube

1. Create a Hi5ObjectActor Blueprint class, named Hi5CubeActorBPT here, as shown in the image:

% Player Controller é 5 4
G

& Game Mode Base

+. Actor Component 2a syl

A

A Classes @ Add Featureor C

(. Scene Component
£ New Folder i

P Import to /Hi5_Interactiol

4y

iy HisObjectstaticMeshCollider
4} HisObjectstaticMeshComponent (HiSObjectStaticMesh)
O HisobjectstaticMeshComponentBp
4} HisObjectstaticMeshComponentCollider (Hi5ObjectStaticMeshCompomentC:

2. Double Hit Open just created blue image class Hi5CubeActorBPT, which will interact with the prebuilt
SDK

15



Hi50bjectBoxComponentBp as drag and drop to the Hi5CubeActorBp root directory, as shown in the

= World Outliner

P = B ;.

ol Modes Content Marketplace Setting: 3| Cinematics

(D) reme) 911 o) Giirion) @8 #7681 )81+ @ °2=) 3 ¢) -

Empty Charac

Empty ebug  Window Help

Point Light #+AddComponent -

@ Hi5CubeActorBPT(self)

\uj HisObjectBoxComponentBp

&= Content Browser

s Add/importy. [ Save All € 5 | & HiS_Inleraction_PIuginContjg“g_\\-n?“slueprints » Objects

- \vyB
+ Add New ~ [EIE

4Graphs
Bor‘ﬁi"jbj:":‘(em HiSObjectsphere HISOblectSphere . HISObjectSt 422 eventGraph
bbb SereoieEn AllirdarRn R’n © Event BeginPlay
© Event ActorBeginOverlap
© Event Tick

b @ ModelResources

&a Hi5_Interaction_Plugin C+
ea ImgMedia C++ Classes AFunctions
e LevelSequenceEditor C++

Hi5CubeActBPT Select Hi5ObjectBoxComponentBp in the Blueprint class, and complete the following

settings in the Details panel on the right:
a. Inthe Physics panel, check Simulate Physics, as shown in the figure:

#| 4 Physics

Linear Damping
slar Damping
vity
P Constraints

Ignore Radial Impulse

Apply Impulse on Damage

Ignore Radial Force .
Replicate Physics to Autonom¢

b. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
Hi5_Object, as shown in the image:

4 Collision

| Simulation Generates Hit Even

Material Override

Generate Overlap Events

haracter Step Up On
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Drag and drop the Hi5ObjectBoxcomponentColliderBp preset in the Interactive SDK as a subclass
Hi50bjectBoxComponentBp, as shown in the figure:

[ﬂ «i; = World Outliner

Recently Placed
® oy ico
Basic —

.
Lights Empty Charac
Cinematic

Empty P:
Visual Effects
Geometry Point Light
Volumes

Playe
All Classes

€3

Jo] (5] TFilters v

U UTT Ulasoes

i - -
Hi5_Interaction_Plugin C¢ My Blueprint
My Blueprint
3 ‘ ‘ ‘ ‘ + Add New ~ c OF 3¢
ere
C

4Graphs +
Hi50bjectBox § e H
I ComponentBp | ComponentBp

Pt

© @ ModelResources
> g Hi5_Interaction_Plugin C-

Hi5CubeActorBPT Select Hi5ObjectBoxcomponentColliderBp in the Blueprint class, and complete the
following settings in the Details panel on the right:
a. Inthe Physics panel, uncheck Simulate Physics, as shown in the figure:

%. Components Y D

© Event ActorBeginOverlap
Q Event Tick

4 Add Component -
Hi5CubeActorBPT(self)

4T Hi50bjectBoxComponentBp

[ HisObjectBoxcomponentColliderBp

b. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
Hi5_Object_Collider, as shown in the image

RIS g -

5
@ HisCubeActorBPT(self)

xComponentBp

17



6. Select Hi5ObjectBoxcomponentBp in the Hi5CubeActBPT Blueprint, click the Add Component button,

and add a Cube Static Mesh component, as shown in the figure:

Help

dr- WO o

-
Compile Browse Find

iewport S Construct

-

m= Event Gra

-

M My Blueprint

AddNew o-
Graphs

+

== EventGraph
© Event BeginPlay
© Event ActorBeginOverlap
© Event Tick

In the Details->Collision panel on the right, Simulation Generates Hit Event is unchecked, and the
Collision Presets is set to NoCollision, as shown in the figure:

4 Collision

Phys Material Override

SRGaComponent =

® HisCubeActorBPT(self)

4 HisObjectBoxComponentBp
(@ HisObjectBoxcomponentColliderBp.
{3 Cube

8y Blueprint

+Add e~ ETERS) © -

9. After the above settings are completed, click Compile and Save

18



Sphere

1. Create a Hi5ObjectActor Blueprint class, named Hi5SpereActorBPT here, as shown in the image:

E mmvr

2. Double-click to open the newly created blueprint class Hi5SpereActBPT, and drag the
Hi50bjectSphereComponentBp preset in the interaction SDK to the Hi5SphereActorBp root directory,
as shown in the figure:

Empty Charac

Empty Pawn e e d View Debug  Window

Point Light - /|4 Add Component -

< @ HisSpereActorBPT(self)
Player Start R (J Hi50bjectSphereComponentBp
! Cube %

ntent Browser
I Add/import v Save All €

h Paths OIENRLLCAM <-2ich Element
154 DUUYICT AU UT T UIadoeD

#» Hi5_Interaction_Plugin C¢ M My Blueprint

4 [ Blueprints 4 L
0 @l Hand + Add New ~ EZIG]
4 @ Objects

U i Plane || 4Graphs

4 ] i &nh P

Hi50bjectBox Hi50bject ere | ) HI50bj¢ 4.2 EventGraph
ComponentBp ’ © Event BeginPlay

© Event ActorBeginOverlap
’ & Hi5_Interaction_Plugin C- © Event Tick

&1 ImgMedia C++ Classes 4Functions +

3. Hi5CubeActorBPT Select Hi5ObjectSphereComponentBp in the Blueprint class, and complete the
following settings in the Details panel on the right:

»

19



RGO poent

@ Hi5SpereActorBPT(self)

a‘ﬁsobjeclﬁ)hereconwnmmp

My Blueprint

FAddNew ! EXTIS © -

+

4Graphs

4

432 EventGraph

Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to

Hi5_Object, as shown in the figure:

%~ Components
4 Add Component -
eActorBPT(self)

' 3 HisObjectsphereGomponentBp 3]

4 Collision

M My Blueprint

Drag and drop the Hi5ObjectBoxcomponentColliderBp preset in the Interactive SDK as a subclass

Hi50bjectBoxComponentBp, as shown in the figure:
S L - B9 =N

@

q- >

R

() - © -

Hi5_Interaction_Plugin Content » Blueprints » Objects » Prop

m H acti
i

Hi5CubeActorBPT Select Hi5ObjectSphereComponentColliderBp in the Blueprint class, right

Complete the following settings in the Details panel:
In the Physics panel, uncheck Simulate Physics, as shown in the figure:

ﬁ;- . e “f! ‘,.

a.
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b. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
Hi5_Object_Collider, as shown in the figure

6. Select Hi5ObjectSphereComponentBp in the Hi5CubeActBPT Blueprint, click the Add Component

button, and add a Sphere Static Mesh component, as shown in the figure:
Y e HispererciorepTe I

View Debug Window Help

mpone ﬁ* ' @ - ,‘ﬁ‘
[ Add Component - TN | e 4

e Y] e Browse Find
@ Hi5SpereActorBPT(self)

Compile

— = Viewport f Construci -
4 ® Hi50bjectSphereComponentBp

® Hi50bjectSphereComponentColliderBp

- -~ )

M My Blueprint

=+ Add New ~ [EEETG

7. Inthe Details->Collision panel on the right, Simulation Generates Hit Event is unchecked, and the
Collision Presets is set to NoCQIIision, as shown in the figure:

omponents B 7 =

4 Add Component - [EEIE]
@ HisSpereActorBPT(self)

4 Collision

M My Blueprint

e ) EETS) < -

8. Adjust Hi5ObjectSpherecompentBp, Hi5ObjectSpherecompentColliderBp, and Sphere

The sizes are consistent, as shown in the image:
+ Add Component ~ e -~ .

dl:;l1‘x|)fl»:‘ Browse
@ Hi5SpereActorBPT(self)

= viewport f Construct  m= Event |

- -y

My Blueprint

+add e - EETIRS -

Graphs +

== EventGraph
‘ (< e

9. After the above settings are completed, click Compile and Save
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Static Mesh

1. Create a Hi5ObjectActor Blueprint class, named Hi5StaticMeshConeActBPT, as shown in the image:

4 Common

5. Player Controller

(& Game Mode Base

< Actor Component
AllClasses

\ @ AddFeature

(. Scene Component

¥ shCollider
Jisditetact & f icMeshComponent (HiSObjectStaticMesh)
= Blueprints 8
» @ Hand ComponentBp

omponentCollider (HisObjectStaticMeshComp:

2. Double-click to open the newly created blueprint class Hi5StaticMeshConeActBPT, and drag the preset

Hi50bjectStaticMeshComponentBp in the interaction SDK to the Hi5StaticMeshConeActor BPT root
directory, as shown in the figure:

ntent Browser

I Add/Import ~ Save All

€ | & Hi5_Interaction_Plugin Content » Blueprints » Objects » Prop » Element

OIENRLICRN -caich Element

gicr Cia

AD O
4@ Hi5_Interaction_Plu
Blueprints

Debug Window Help

4 Collision

Simulation Generates Hit Events

3. Hi50ObjectStaticMeshMeshComponentBp is selected in the Hi5StaticMeshMeshComponentBp in the
Blueprint class, and the following settings are set in the Details panel on the right:
a. Setup Static Mesh and Materials as shown in the image:

ents

#Add Cormponent =

4 Materials

M_Basic_Wall
Element 0 € 0

M iy Blueprint
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In the Physics panel check Slmulate PhyS|cs as shown in the figure:
4 Add Component ~ . ~ Search Details

¢. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
Hi5 ObJect as shown in the image:

Cor >

4 Collision
Phys Material Ov
My Blueprint

Drag and drop the Hi5ObjectStaticMeshComponentColliderBp preset in the Interaction SDK as a
subclass Hi50bjectStaticMeshComponentBp, as shown in the figure:

W Addimpor el = Save Al
€ | % Hi5_Interaction_Plugin Content » Blueprints » Objects » Prop » Element

Hi5StaticMeshConeActorBPT Select Hi5ObjectStaticMeshComponentColliderBp in the Blueprint class,
and complete the following settings in the Details panel on the right:
a. Set up Static Mesh and Materlals as shown in the image:
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c. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
H|5 _Object, as shown in the image:

dd Ne Sea ol ® - ———
6. Hi5StaticMeshConeActor BPT Blueprint Hi5ObjectStaticMeshComponent_BP selected, click Add
Component button, add a Static Mesh component, as shown in the image:

PAGACOmponent
® Hi i oneActorBPT(self)

4} His0bjectStaticMeshComponentBp

iy HiS hComponentColliderBp

s

7. Inthe Details->Collision panel on the right, Simulation Generates Hit Event is unchecked, and the
CoII|5|on Presets is set to NoCollision, as shown in the figure:

8. Adjust Hi50ObjectStaticMeshCompomentBp, H|50bjectStat|cMeshCompomentCollldeer The size of the
stat|c mesh is the same, as shown in the figure:

9. After the above settings are completed, click Compile and Save
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Reset Button

1. Create a Hi5ButtonActor Blueprint class, named Hi5ResetButtonBPT, as shown in the image:

Pick Parent Class

All Classes @ Add Feat

_ y esponsible for controlling a

. Player Controller
, me being played, ts rules,
) Same Mod Base g.and the game type.
& Actor Component [l nt =
AS onel 0 s
(. Scene Component

4 Al Cla

Hi5ButtonActor o
4Q obj
= Material i0
= aths e
41 i Interacti | 8 parici syt [ Commmmm ]

4items ted) © View Options ~

4 New Folder

4 @ Blueprints —_—

2. Double-click to open the Blueprint class you just created, Hi5ResetButtonBPT, which will interact with
the prebuilt SDK ResetButtonCompentBp as a subclass dragged to the root directory of
Hi5ResetButtonBPT, as shown in the figure:

!@ ":»‘

f

ion_Plugin Content » Bluoprints » Objects » Prop »

. %%%%%%%jﬁJ
I o

3. Select ResetButtonCompentBp and complete the following settings in the Details panel on the right:
a. Inthe Physics panel, uncheck Simulate Physics, as shown in the figure:
i+ - @ S~ > D

4Physics

b. Check Simulation Generates Hit Event in the Collision panel, and set Collision Presets to
Hi5_Object, as shown in the image:

P

Fhe Component| EREM—S

@ 5

4. Select ResetButtonCompentBp, click the Add Component button, add Cylinder, and then add Sphere
Two static meshes, as shown in the image:
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4 Add/Component -~ BRI
@ HiSResetButtonBPT(self)

4 ® ResetButtonComponentBp

M iy Blueprint

5. Select Cylinder and complete the following settings in the Details panel on the right:
a. Inthe Transform panel, adjust the position relationship as shown in the figure:

4 Static Mesh

b. Inthe Physics panel, uncheck Simulate Physics, as shown in the figure:

B

# Add Component - [EEEIEl
@ HisResetButtonBPT(self)

4 ttonComponentBp

| 4 Lighting
6. Select Sphere and complete the following settings in the Details panel on the right:

a. Inthe Physics panel, uncheck Simulate Physics, as shown in the figure:
+Add|Component.- M - E ch D _

Hi5ResetButtonBPT(self)

)
B Find

nponentBp
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b. The Collision panel does not check Simulation Generates Hit Event, and the Collision Presets is
set to NoCollision, as shown in the figure:
-2. Components ﬁ; ' 2 D

+ Add Component -
@ HiSResetButtonBPT(self)

Compile
= Vi
4 ® ResetButtonComponentBp
iy Cyli g
-

7. After the above settings are completed, click Compile and Save
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Interaction Scene Setting

Hand model settings

Drag and drop the preset Hands_InteractionBp Blueprint from the Interactive SDK into the scene, and the
Transform Locatlon Rotation is reset to 0 and the scale is set to 1, as shown in the figure:

o
w

:oﬂnmm '

)
+ Add Component -
& Add/import » [ Save All -

—— -
€« 9 = HIS_}nlcrnclcon_PluqmCun(cnl » I?Iucpunts » Hand ;,4

00 -~
b4 00° N 2
A 10

*Note: If the user needs to modify the hand model, the specific operation is more complicated, please
contact after-sales.

Prop and headset settings

1. Dragand drop props into the scene to adJust the size and position relationship, as shown in the figure:
-

2. Select the props in World Outliner and set the Objec ID in the Details->Hi5Interaction panel, as shown
in the figure:
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selected)

LI HiSCubeActorBP T LI HiSResetButtonBPT

4 Add Component ~ o Edit Blueprint «| |4+ Add Component -

. LY HisStaticMeshConeActorBPT
+ Add Component ~ o}, Edit Blueprint ~ "4 Add Component - o Edit Blueprint
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3.

-
s - [ ] - FAH o it Bluepe

4. Check Player Start in World Outliner and set the headset start position in Details->Transform, as shown
in the figure:

Components

ch Details

5. Select Movelnteraction in World Outliner and complete the following settings in the Details panel:
a. Click the + button in the Actor panel to add a Tag, then enter Movelnteraction, as shown in the
image:
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19 actors (1
% D

.
4 Add Component ~ o Edit Blueprint

Search Components
I Movelnteraction(self)

Nefanlis herited)
Search Details D) E

Lu Actor

Ted in

Can be Damaged
Initial Lite Span o0 0]
5 TIVERCTITN Alviays Spavin, lgnore Collisions ~

a
s

b. Assign the Transform value that Player Start just set to Movelnteraction, as shown in the

image:

]

Movelnteraction  Edit Movelnterai |

0 o
i i -
Movelnteraction
Add Compone o2 Edit Bluep
Search Compor ]l
search D o

-200 J0.0 ) 1000

00° JOO°SF DO*

1.0 10 Sfio

Click the + button in the Default panel to add the interactive props you just added to the scene

as shown in the figur

C.

H
H
L] Source
Movelnteraction Edit Movelnteraction
B

Ll Movelnteraction

4+ Add Component -

Search Details

4 Transform
X = ) 00

i 00+ o] o0

ale v X ) VK

4 Default
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d. Set Offset Y, which sets the position relationship between the height of the headset and the

prop after clicking the Reset button on the back of the hand, as shown in the figure:
= World Outliner

Er Y * +

s

4 | inhi Snuree

19 actors (1 selected) «» View Options

[ W Movelnteraction |

+ Add Component = o2 Edit Blueprint -

Search Components
( Movelnteraction(sel

Search Details jo

4 Default

[ Interactions 8 Array elements
Dffset Y
*Note: Click the back of the left hand with the right index finger during the run, and the Reset

key resets the height of the component in the scene
*Note: In this example, the headset is calibrated to 80cm

Scene switching settings

1. Add Hi5_change_level to the scene as shown in the image:
K i.,;;,,,. - ™ m

2. Open the Hi5_change_level Blueprint, enter the name of the newly created interaction scene, shortcut
key 1 to switch to calibration scene, that is, CalibrtationMap, shortcut key 2 to switch to interaction
scene, that is, Hi5Test as shown in the figure:
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Debug  Winc

7 Open Level (by Name)

© Event B

© Event ActorBeginOverlap
© Event Tick

Ha

3. Check Hi5_change_level in World Outliner and set Auto Receive Input to Player0 in the Detail->Input
panel, as shown in the image:

© View Opt

U Hi5_change._level

+ Add|Component = «f Edit Blueprint

4 Input

Input Priorit;
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Appendix: Interactive SDK API Interface
Description

C++

The Hi5InteractioninterfaceMessage.h file provides the relevant SDK interface. The specific path is under the
plugin Source\Hi5_Interaction_Plugin\Public\utilities\ Hi5InteractioninterfaceMessage.

class HI5 INTERACTION PLUGIN API HiS5InteractionInterface
{

public:

virtual void ChangeHandState (FHiSHandStateDataInterface handData) = 0; wvirtual void
ChangeHandGestureState (FHi5HandGestureStateDataInterface handGestureData) =0;
virtual void ChangeObjectState (FHi5ObjectStateDatalnterface stateData) = 0; wvirtual
void ChangeButtonState (FHiSButtonStateDatalnterface stateData) = O;

}i

class HI5_ INTERACTION PLUGIN API HiSInteractionInterfaceMessage
{

public:

static HiS5InteractionInterfaceMessage& GetInstance() { static
Hi5InteractionInterfaceMessage instance; return instance;

}

void RegisterInterface (HiSInteractionInterface* item); wvoid
UnRegisterInterface (HiS5InteractionInterface* item);

o
How to use:

The user creates a new class that inherits the Hi5InteractionInterface class and implements 4 pure virtual
functions of the class that are called when the class starts executing

Hi5InteractionInterfaceMessage: :GetInstance () .RegisterInterface (
Hi5InteractionInterface* item) *register. Called when the class finishes executing
HiS5InteractionInterfaceMessage::GetInstance () .UnRegisterInterface (Hi5InteractionI
nterface* item)unregister

void ChangeHandState (FHiS5HandStateDataInterface handData)

{

FHi5HandStateDataInterface handData;

{

EHiS5HandState HandState; enum EHiS5HandState

{

ERelease = 0, //no operational status EPinch, //grab object state
EPinch2, //Two fingers pinch the object state

EFlyPinch, //The state of grabbing in the air has not been turned on for the time
being

ELift, //The state of lifting objects EPat, //The state of hitting the object

i
int ObjectID; //In the state of grasping and lifting, this value is meaningful and
represents the object to be manipulated Id, bool isLeft; //Is it left handed
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int peopleld;

}

}

void ChangeHandGestureState (FHi5HandGestureStateDatalnterface handGesturData)
{

FHiS5HandGestureStateDatalInterface handGestureData;

{

EHi5HandGestureState HandState;

{s

Non = O,

Fist = 1, //First State FingerPlane = 2, //Stretched fingers HandIndexPoint = 3,
//index finger out

OK = 4, // OK state

}

}

}

void ChangeObjectState (FHi50bjectStateDatalnterface stateData)
{

FHi50ObjectStateDatalnterface stateData

{

int ObjectID;// object Id EObjectState state;//

{

ENon = 0, //idle state EPinch = 1, //crawl status EStatic, //Stationary
State ELift, //1lifting status EMove, //Mobile state
EPat //slap state

}
bool isButton; //Whether it is a button
int peopleld; //Grab, lift, slap state operator Id

bool isLeft; //Grab, lift, slap the state of the operator left and right hand to judge
}

}

void ChangeButtonState (FHi5ButtonStateDatalnterface stateData)

{

FHiS5ButtonStateDatalnterface stateData

{

int ObjectID;// object Id EButtonState state;

{

ENon = 0, //

EStatic, //Stationary state

EPat //Slap status

}

int peopleld; //Grab, lift, slap state operator Id

bool isLeft; // Grab, 1lift, and slap the operator's left and right hands to judge
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Blueprint interface

1. Hi50bjectActor Interactive Object Blueprint binding interface, call the interface when the state of the
object changes, right-click in Hi5ObjectActor EventGraph to enter ReceiveObjectStateDataEvent, and
select Bind Event to Receive Object State Data Event, as shown in the figure:

All Actions for this Blueprint B Context
4 Call Function

< Receive Object State Data Event Event 0
4 Hi 5Interaction

- A n Receive Object State Data Event

== Unbind all Events from Receive ( State Data Event
== [nbind Event from Receive Object State Data Event

Refer to the following diagram to outline the blueprint:

> Event BeginPlay eive Object State Data Event
» >

& ReceiveDbjectStateDataEvent_Event_0

EObjectState state;
{

ENon = 0, //Idle
EPinch = 1,
EStatic, //Stationary
ELift, //Hold State
EMove, //Move State
EPat // Slap State

}

/) an
//Gr

2. Hi5ButtonActor interactive button blueprint binding interface, call the interface when the state of the
button changes, right-click in the Hi5ButtonActor EventGraph to enter ReceiveButtonStateDataEvent,
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select Bind Event to ReceiveButtonStateDataEvent, as shown in the figure:
All Actions for this Blueprint [ Context Sensitive
ReceiveButtonStateDataEvent

4 Call Function

&> Receive Button State Data Event Event 0
4 Hi 5Interaction

== Assign Receive Button State Data Event

== Unbind all Events from Receive Button State Data Event
== Unbind Event from Receive Button State Data Event

Refer to the following diagram to outline the blueprint:

& Event BeginPlay 8 Bind Event to Receive Button State Data Event
» (b]

< ReceiveButtonStateDataEvent_Event_0

={ Break Hi5ButtonStateDatalnterface

EButtonState state;
{
ENon =0,//

EStatic, //stationary state
EPat // Slap status

}
Hi5SkeletalMeshActor interactive hand state update and pose state update in Hi5SkeletalMeshActor
Input ReceiveHandStateDelegateEvent under EventGraph, this interface returns hand state

All Actions for this Blueprint & Context Sensitive

ReceiveHandStateDelegateEvent] X

4 Hi 5Interaction
== Assign Receive Hand State Delegate Event

== Unbind all Events from Receive Hand State Delegate Event
== Unbind Event from Receive Hand State Delegate Event
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Draw a blueprint with reference to the figure below:

S Bind Event 1o Recefvs Hand State Delegate Event

(£ Switch on EISHandState

EHi5HandState

{

ERelease = 0, //No operating state

EPinch, //Gripping object state

EPinch2, //Pinch object state with two fingers

EFlyPinch, //Air Grab Status is not turned on at the current state.
ELift, //Lifting Object State

EPat, //Slap Object State

h

Enter ReceiveHandGestureStateDelegateEvent under Hi5SkeletalMeshActor EventGraph
The interface returns the hand gesture recognition status.
Refer to the following diagram to outline the blueprint:

= Bind Event to Receive Hand Gesture State Delegate Event
» m

& ReceiveHandGestureStateDelegateEvent_Event_0

» [ Switch on EHiSHandGestureState
MLl L Ll e —————————— T
Selection

EHi5HandGestureState

{

Non =0,

Fist = 1, //fist state

FingerPlane = 2, //Finger flat

HandIndexPoint = 3, //index finger extended state
OK =4, // OK state

}

38



	Overview
	QuickStart
	Create New Project
	Plugin Import
	Project Setup
	Run interactive maps
	Project Packaging

	Interaction Prop Creation
	Plane
	Table
	Cube
	Sphere
	Static Mesh
	Reset Button
	Hand model settings
	Prop and headset settings
	Scene switching settings

	Appendix: Interactive SDK API Interface Description
	C++
	Blueprint interface


