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1 aGlass SDK 7148

L2 5 YRR L SEIRFGE AL aGlass /&0 HTC Vive BB SE Sk i o & (8 FH I C 1F

aGlass SDK /& 4] KIF R E IR MIEE T aGlass B AT R THA, ERATHAUKMIEG -, ATbl
BEAT 0T, PASRBLAE HTC Vive Sk & FRORI I A AOTERL i fs BEATIE S . S B a5 Thse -

SRS H R TT A — A7 i ] A N A 4R 5

2 FRNEERE

2.1 SteamVR ZEEHZ

SteamVR #& Valve /A SIS AR 5527 [N HTC Vive 75 SteamVR 57 HF, il aGlass 2 A,
7 B A E SteamVR.

1&0] PATE https://support.steampowered.com/steamvr/HTC Vive/ TH F#% SteamVR, 7E
http://store.steampowered.com/ - [HI 4K 2] 22 35 A8 F AU 7E 2 1508

2.2 aGlass Runtime ZIEHE

aGlass HRERIE ERAC M 75 ZILACE N Runtime F2/7 SCRF, %27 AT DATE
http://www.aglass.com/development T F#.

N#Ja, Wi Setup.exe 7% 18 i B 34T 22 25 B A,

aGlass Runtime SCRFIIERIE RS89 Windows 10 64bit.

2.3 aGlass Runtime F SDK FJF 2%

aGlass Runtime FLAEZ H B MM TR DIRE, 7 Runtime B3N I81T . B A] DR A B 51
Wy T E->A A RT FA TR

Al LAZEF J' H 5% C:\Users\YourUserName\AppData\Local\aGlassRuntime\ (¥ &% YourUserName #hft 4%
H O H) Windows F " 4) H&E What's New.txt 04, #fiih SDK 25HE %%

W% SDK A FH4%, 7 LLYE 223 H 5% aGlass\Client and Plugins\ (Z&X7 B8 42 B e T 15 22 3 i B 42 ) 3k
BT aGlassClient.dIl Al HT AR T A 51 45 4 (Plugin).

SDK U FFZR I T http://www.aglass.com/development |25 & BHT R «



https://support.steampowered.com/steamvr/HTC_Vive/
http://store.steampowered.com/
http://www.aglass.com/development
http://www.aglass.com/development

7iNvERSon © 2 5 4
aGlass DK || 7 &% 8 T FM

3 EFESHER
3.1 HEHMRHNARRSR

aGlass HUR AT IBIRFEBELEMA.
SIS ERBERE HTC Vive kB R TIRBONSRENTS, ERNLFRERBLHFE.
HTC Vive REES HFEES, BRI ENRE. XT aGlass — RIRMERIESE, METEIHIR S
1080 12 % *1200 B Z M LN RIE L . aGlass SDK XEHL AR T A—1L: HE Ffddrn (00), &
TRAHRA (11), Bl (05,05) BMEFRELABOKELIRSA (540,600),

(0,0)

(1, 1)

B AYAMRR

(0,0) (0,0)

(1,1)

(1,1)

W RAYAAIRER

FARWRARBHEIARD B ESBFNFERFLORSER, PTRONERER SRS E VR 5P HX
FtRRIRY AR R
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(0,0)

(1,1)

SR F AT HTC Vive SLEFAJALFRER

3.2 ERRRHE

KRR N IRBERFAEANE], BT DA P A F 75 A Ty A e v o B AR v DA FE BRI HE £ s
HRAREWH P TR, ONRHE 2 J5 A B3 B IR A0 5 B .

aGlass Runtime $2fit—PNERINIRHERE S, 8] DL e oh S SR I A v R B o
3.2. 1IPD A

W Vive Sk REE G, MEFha HILERE (PD) WATIRR, W N EIFTR:

TR ERE T 1R, Tie%% Vive ¥ 1PD Jigdl. HBRLANN S5 15 1L ek -
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AR HEN T — A

3.2. 28 LR B

SEAE IPD T fE, BEABREERG AT AR BCRIE R AE R, XA
ML rp i e o AR Vive OSSR EE B IEAH, R EIFR

SR GV TS F ML v 1) Vive Bk S R A i 7 ), T AR Sk B

©

ST R AN, WL, MR TF
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3. 2. 3RS BT

FERCE SRR BT T, BEA RIS, BT, BT Vive Sk R a8 AR (B FOAHN A2 B . R At
T 40T B -

s EEANEE, TN N E:

T S8 2> E Bt NTEAL U REHER 1Y

3. 2. ATER AR HE
FEUERS, 7S — M RO &, 1 N TS

3. 2. SR HELHIE

RHESE R R N “RESRIE” FHii, s 2 MRS RO AL bR IR, 48T DO I i S i
MRS HER . S~ ER:
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fEF MR IRHEL

FEZ S, SR LR Vive T A S5 HI BB A ESC IR HY

3.3 HPEH

ARG HABAHIKS Guest, EREVENLHCKHIIKS .
FEATHESCH R B UL B IR S BT IK S B SR NTELRAHERE .
fEFERE A, RS, DI K .

4 BRI

aGlass /= it I R G U0 B«

Eye Tracking Applications

Plugins aGlass Client Eye Tacking API

Eye Tracking Protocol I

aGlass Runtime Eye Tacking Server

HTC Vive HMD
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BANRGT N 4T 5
® LI

o IRERIBERS
® [RERIBERR Ui
o [RERIBE:NH

4.1 TEHES

)R JE AR 7, BUZEECAE Vive H1 aGlass FRfH.

4.2 MREREBERE S

aGlass Runtime N %34 T PC HLum R4, 3 BTN R E SUI IR BRIE BRI 595
AR C/S BEK), FITPA aGlass Runtime [ 4K y— Server, i@idFE T TCP/IP P13 [¥) Eye
Tracking Protocol 1] Client ¥ 5 (AR BRIE B .

4.3 HRERIBERE i

B3 D IRt — AT % S R T aGlass Client. aGlass Client 2L T/ [¥) Eye Tracking API, it
TERFEAL

T RTERE R TR, LS4t 2 Fh 33 71 %1 Plugin, W1 Unity Plugin. Unreal Plugin %, Jf
PROGEBIFET « FETIX L Plugin BT TF R E N 5 EF.

4.4 HERERBEENF

R BRI B 7 T B aGlass HRERIGEZTHAEAI VR R
FFR# T LLEET Plugin. Eye Tracking APl Byt sF & EIZRI, #EBUE Plugin #EATHFR .

5 Client API

aGlass Client M\ 222 H % \aGlass\Client and Plugins\ W3E, SCAFEIELAFRA Client.

5.1 API i

aGlass Client NI R E AL c++3: 0, W F e
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e R e /E
aGlass_eye_callback FH T 3R B AR 3R A0 1 [0 0 e

[ A R £ F T 3R HL aGlass %45 S 1) [ R
aGlass_event_callback

4

aGlass_init WItak

- aGlass_release ?%%iﬁﬁi‘ ‘
aGlass_start_device JA BNHRBRIE R % %
aGlass_stop_device 5 AR BRIE BR %
aGlass_start_eye_callback J BN HRER R (1]

— aGlass_stop_eye_callback @J_tﬁﬁﬁéiﬂfﬁ [a] 3
aGlass_start_tracking Jo B R R
aGlass_stop_tracking {5 10 BRI
aGlass_get_eye_data_int SR IR ST AR BR A T

- X aGlass_get_eye_data_int64 FREN 64 A7 BEAG A IR BRAELCH 1

HRAIR aGlass_get_eye_data_float RT3 B R AR R A4 T
aGlass_get_eye data_byte SRER 3t 1) 5 I 2R 2 R R 4 10

5. 1. 1B R %

5111 BREREIE[LAE

void* user_data)

typedef void (AGLASS_CALL * aGlass_eye callback) (const aGlassEyeData* eye_data,

Ihee

P T R H R ERE R £y [m] 3 bR

2H

const aGlassEyeData* eye_data IR BRE 4
void* user_data FH P #4h

5112 ®ESHMOEA

typedef void  (AGLASS_CALL*
user_data)

aGlass_event_callback)(int

event_code, void*

Thig

FHT-3RHX aGlass A& FHA4: 117 0] 18 B8 2L

2%

int event_code

FEAY

void* user_data

REVAE (€t
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5. 1. 2¥ & AR

5.1.2.1 FE

aGlassReturnCode AGLASS_CALL aGlass_init(const aGlassInitParam* param)

Thke

Haate

SH

const aGlassInitParam* param S

R [EHE

S 5.2 “REURIEE” |

5122 BERK

aGlassReturnCode AGLASS_CALL aGlass_release(void)

Thig

EBEE i1

REME

SX9 5.2 1 “AORIEIE”

5123 BIRKERRE

callback, void* user_data)

aGlassReturnCode AGLASS_CALL aGlass_start_device (aGlass_event_callback

Theg

JA B ERIE B B 7%

2

aGlass_event_callback callback A [a] A PR AL

void* user_data FH P skt 2 8] AR i e

IR [E{E

B 52 1 MECRFI |

5124 1ZEIFRBKEFEE

aGlassReturnCode AGLASS CALL aGlass_stop_device (void)

Thke

fE IR ERIB BR B0

R EE
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5. 1. 33BEFHER

5131 BIiRKREIEEE

aGlassReturnCode AGLASS_CALL aGlass_start_eye_callback(aGlass_eye callback
callback, void* user data)

Ihee

JA B IR B AR 51

2

aGlass_eye_callback callback =] ek R
void* user_data REDARCH

B EME

SEY 5.2 “ RHUERE” |

5132 {FAREREIEEIE

aGlassReturnCode AGLASS_CALL aGlass_stop_eye_callback(void)
Thie

2 1 MR ERHSc 4 [0

1R E{E

S 5.2 1 “REOR M

5133 BB

aGlassReturnCode AGLASS_CALL aGlass_start_tracking(void)
Thke

JE Bl PR

R EE

S5 5.2 11 “ AR EE”

5134 {=1LBER

aGlassReturnCode AGLASS_CALL aGlass_stop_tracking(void)
Thee
{5 b R IR

-10-
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IR [EHE
S 5.2 1 “RHUREE”

5. 1. 4B A =R

51.4.1 FRENVEHKEIRBREIEL

aGlassReturnCode AGLASS_CALL aGlass_get_eye_data_int(const aGlassEyeData* data,
aGlassEyeDataltem id, int* value)

Ihee

SR BB T IR BRH 4 0

e 314

const aGlassEyeData* data IR BRE R
aGlassEyeDataltem id B i
int* value Y

pr AN

S 5.2 “BHOR R |

5.1.4.2 3KEY 64 (A EEFSEEARBREIEIN

AGLASS_API aGlassReturnCode AGLASS CALL aGlass_get_eye data_int64(const aGlassEyeData*
data, aGlassEyeDataltem id, long long* value);

Thie

BRI 64 Fr B HRER Kt 10

2H

data MR Bk

id Hs I

value 64 £ BEE A

R EE

SEP 5.2 1 “HRMUBR |

5.1.4.3 FRBUZ R BEKREVIRBREIE TR

aGlassReturnCode  AGLASS_CALL aGlass_get_eye_data_float(const aGlassEyeData*
data, aGlasskEyeDataltem id, float* value)

Thig
AR SRR ERE 3 T30
S

-11-
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const aGlassEyeData* data R ERE A
aGlassEyeDataltem id AR
float* value T REUE
R EME

SXEH 5.2 1 “MAORIIE”

5.1.4.4 FREX 3t &7 557 KB ERBRE IR

aGlassReturnCode AGLASS_CALL aGlass_get_eye_data_byte(const aGlassEyeData* data,
aGlasskEyeDataltem id, unsigned char* value, int size)

ke
SR 1) TR S A IR R4 T
2
const aGlassEyeData* data MR BRE G
aGlassEyeDataltem id HyE T
unsigned char* value Hym ge b X ekl CHlrif 8 T RER A7 23 )
int size ZE X K/
1R [E{E
SH 5.2 1 “HRBURIEME”
5.2 HHIRMEME
B HR [F1{H aGlassReturnCode 5€ M IR :
B Ay Bi
0 AGLASS_OK Rl
-1 AGLASS_FAILED KK
-2 AGLASS_NO_RESPONSE TG .
3 AGLASS_PARAM_ERROR G RN
-101 ENCRYPTION_DEVCE_NO_FOUND IR |
-102 ENCRYPTION_DEVCE_NO_MATCH PR NN
-103 ENCRYPTION_DEVCE_PWD_ERROR T B g S A R
-104 ENCRYPTION_DEVCE_PWD_EXPIRED T e g i 1
-105 ENCRYPTION_DEVCE_NO_AUTHORIZATION s B A R
-106 DEVICE_MULTIPLE_OR_NO_FOUND Z WA B AR
-107 READ_CONFIG_FILE_FAILED BT B SRR

-12-
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-108 READ_BASE_FILE_FAILED B R SR
-109 ENCRYPTION_DEVICE_NO_SUPPORTED AN SCRRZNINE B
5.3 MEMGmEE X
5.3. 1 &HMH
W44 F5:  aGlassDeviceEventCode
Vige: WEHM
HEEE & X
LeftDeviceDisconnect T IR PO A 2
LeftDeviceConnect Fe RO ki
RightDeviceDisconnect MR A AR
RightDeviceConnect AR A C R
5. 3. 2HR BRBIE I
W28 % FR:  aGlassEyeDataltem
e ARERELYE
VeI HERn HX £
undefine E— KRR X
timestamp long long FJ ] 8
gazeX float RUHR AL AL X AAFR
gazeY float KR VERL LY AR
gazeVaild int TEAR R R A A
eyeValid int AR BRI A Rl
5. 3. SWNIEAL SR

FEVIR L FR: aGlassInitParam
Difg: VIEH 4

-13-




7im[r?sgf tEZE G4

aGlass DK || ¥ & &+ FFMt

e zit} SH & X
TR S, A . i — D ER
int devEventPort g 1 HL A HARRE R 5 .
% 5 ANGE 5 eyeDataPort ¥iij 15 4 [A]
TR RS S , A . ik — D ER
int eyeDataPort g O B AR HADFE T 5 .
% 5 ANRE 5 devEventPort i 15 40 [A] o
int calibProcessPort TRHE st 1E 5 e A vty I
int calibFinishPort R s A AUIR S He Wi

5.4 API ¥R

( Bane )

aGlass_init

h

a(lass start device

i

aGlass_start_eye callback

i

aGlass_start tracking

5.5  HREREHEHIZREX

5.5. 18} (BB timestamp

( purwe)

aGlass stop_tracking

v

aGlass stop_eve callback

h J

aGlass_stop_device

Y

aGlass_release

I 1) 8 timestamp PR SETUAE Co+P KRN long long 64 A7 (K3, i aGlass_get_eye_data_byte
FEFURIREL, 2 X K/ANVKT56 T 8 bytes,  C# TR £, C\C++1] B3N A7# UL 2 long long KA AR & .

-14 -
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i [E] 85N UTC (Coordinated Universal Time, R4t —a]) &30, AN .

5. 5. 20ERL R ABAR

TERL R AR B B 45

® gazeX: XUHRVFEAL AL X AAAR

® gazeY: XUHRVEMLA Y 2445

L R ALFRERTE C+r P38 3RIN float 2884, J@IT aGlass_get_eye_data_float #2 [1SKRHL . JH M misk
PREHE U — A B, RIAN 0 21 1 2 [A) iR s

5. 5. 3IEM B B gazeVaild

VERR A 20 gazevalid N H PR, #id aGlass_get_eye_data_int 4 LRI
gazeValid 4 0 N FRIRiEM RTERL, gazeValid 4 1 I RRTEM A 2K

5. 5. ARREREIE A R eyeValid

HR BRE 3 A 20 eyeValid NFERIEHE, Hid aGlass_get_eye data_int #2211 R3KHR .
eyeValid y 0 I FIRIREREHE LR, eyeValid A 1 B RN IR BREIE G %%

6 Unity Plugin SR ESBHI TIEiREA

Unity J& Unity AR R FI— M GliEk 51 %, aTLLH & 2D 8% 3D liExk. {6 Unity 51207 DIJF &
ek DB ISR A SN 7
VR HEERIE EZHC AT aGlass DK Il 24 Unity 2017.1 (B mARA) $2HEHF & 461F (Plugin) FIYEH) TF2,

Unity B FE4HK){5 B 7] 2% https://docs.unity3d.com/Manual/GettingStarted.html.

6.1 Unity Plugin

6. 1. 13REX Unity Plugin

Unity Plugin 7] DLt PAF 5 53R
® IEPRAT aGlass\Client and Plugins\Unity\ "% Plugins 043
® )\ http://www.aglass.com/development F#¥, UnityPlugin.rar, F#EJEEE, SCLFEF Plugins BN

Unity Plugin.

-15-
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® )\ http://www.aglass.com/development %}, aGlass Unity Demo £ UnityDemo.rar, &AM 5

it [, TEES4E UnityDemo\Assets\ 1, 32 Plugins B12A Unity Plugin.

6. 1. 2APT JiHH

6121 FREE

5E X : aGlass.Instance.aGlassStart()
IiRE: JFJH aGlass BE 4
REME: 2% 6.2 17 “RBUREME”

6122 XHiIEE

%€ X : aGlass.Instance.aGlassStop()
Difg: KM aGlass
REME: 2% 6.2 71 “RBURIFME”

6.1.2.3 HEHFI S BRIE

5E X : aGlass.Instance.GetEyeValid()
Difg: FIWrAE S 2 A 2K
AR

® True: AWM

® False: LA

6.1.2.4 FRBEUTHRALAR
5€ X: aGlass.Instance.GetGazePoint()
ThRE: SREGEA AR

EEER

o o

6.2 FHILE

float aGlass.Instance.GetGazePoint().x: VLA EHE X Ahbn
float aGlass.Instance.GetGazePoint().y: VFM S EHE Y AL bR

aGlass DK || #&ft 3T Unity Plugin £ Unity Ju /] TF%.

-16 -
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M http://www.aglass.com/development F#, 4 FR A UnityDemo.rar I SCAEIEMRIE, 1Z LFERIN Unity 75
B TFE

6. 2. 1R TAE

2% Unity 2017.1 S0 fARAS

BEHELF HTC Vive B4

BT aGlass Lt

J&3 8] SteamVR

J&3 8] aGlass Runtime

i Unity T 7651 T.#2 UnityDemo

7 Asset Store 17 #£ SteamVR Plugin, F# IS A Unity T2

#iii Edit->Project Settings->Player->Virtual Reality Supported->Virtual Reality SDKs->OpenVR, i H

YV V. ¥V V VYV VY V VY

OpenVR

6. 2. 2IBATVE B FEFF

£ Unity ST BIREF UnityDemo. 58— ANDilal, pi ARG LA — e, A — e
STREAEVEAL RO TT 18], AR R R s, SRIEATBEE — &M s, T EFR:

-17 -
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< Unity 5.5.0f3 Personal (64bit) - Example.unity - DemoScene - PC, Mac & Linux Standalone <DX11= = O X
File Edit Assets GameObject Component Window Help

6. 2. 3THELEH

7E Unity [ Project IET R, 7E Assets SCAFrr, mTLUE FIEAS TREAHBIFIFTA IR, W NEIFTR:

AJE Plugins P BB A2 Unity Plugine
e Materials B THIEL 75 Yo 451 AR A FH 2R
Assets IRH N, A @35 fAH SR, kB RS

-18 -
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6. 2. 4755 TREBIA 15 B

6.2.4.1 GameGaze.cs

GameGaze.cs &V TREAIRZ O BIAS, FLIhEE RSB P AL A s

6.2.4.1.1 |23 aGlass

void Start ()
{

}
6.2.4.1.2 ESC iB HH AL mBHEFTEN

print(aGlass.Instance.aGlassStart());

void Update ()

{
if (Input.GetKeyDown (KeyCode.Escape) && (SceneManager.GetActiveScene ().buildIndex
== @ || SceneManager.GetActiveScene ().buildIndex == 1)) {
Application.Quit ();
}
if (aGlass.Instance.GetEyeValid())
{
print(aGlass.Instance.GetGazePoint().x);
print(aGlass.Instance.GetGazePoint().y);
}
}
6.2.4.1.3 FRFAT ERFEVEVL R

public void GetPos (GameObject c, ref float cx, ref float cy)

{
if (aGlass.Instance.GetEyeValid()) {

count = 9;

if (!lc.activeSelf) {
c.SetActive (true);

}

cx = aGlass.Instance.GetGazePoint().x;

-19-
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cy = aGlass.Instance.GetGazePoint().y;
} else {
count++;
if (count > 10 && c.activeSelf) {
c.SetActive (false);

}

6.2.4.1.4 FEFF SR IB H BRERIE 2R

void OnDestroy ()
{

}

print(aGlass.Instance.aGlassStop());

6.2.4.2 Cursor.cs

JEIA Cursor.cs 1T HERE SR L = Kcdia -4 HL AL A e hn Kudla

6.2.4.2.1 KRB % “Gaze”

void Start()
{

}
6.2.4.2.2 EFOEAFE

gaze = GameObject.Find ("Gaze").GetComponent<GameGaze>();

void Update () {
gaze.GetPos (light.gameObject, ref x, ref y);
cursor.transform.localPosition = new Vector2 ((x - ©.5f) * 1512, (0.5f - y) * 1680);

}

6.2.4.3 LightDir.cs FIx} & o5 &

A LightDir.cs FIZhRER G —MRIRLT, 4R ENEML DAL E
FEZIA A, SCBLT X Gdrh 7, T REAL RO S 55 1 S ST AR, M ST R R A
“RlEAE”, R R BRZALITARR 1D, RN LT R R A2 SRS R

void Update ()

lighter.transform.LookAt(this.gameObject.transform);
leftCube.GetComponent<Renderer>().material.color = Color.white;
rightCube.GetComponent<Renderer> ().material.color = Color.white;

RayDetect();
}
void RayDetect()
{
print(1);

RaycastHit hit;
if (Physics.Raycast(cam.transform.position, this.gameObject.transform.position -
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cam.transform.position, out hit))

{
if (hit.transform.gameObject.tag == "Box")
{
hit.transform.gameObject.GetComponent<Renderer>().material.color = Color.red;
print(hit.transform.gameObject.name);
}
}

7 Unreal Plugin

7.1 3RH Unreal Plugin

Unreal Plugin 7] DLt PR 5 53R
® HEIRAT aGlass\Client and Plugins\Unreal\ ] Plugins 3. {43 .
® )\ http://www.aglass.com/development %k UnrealPlugin.rar, I %5 EE1N Unreal Plugin.

7.2 WRTAE

2% Unreal 518 (HEFF 4.17 50 ERRAD

HTC Vive 1Effi %2 %%

aGlass MU 22 R MR IEH

JA 3)) SteamVR

JA 3] aGlass Runtime

B —SHY Unreal TR CREBUEH C++ LR, aRGECRATE R TR, % ZAE Unreal Editor H11

I—A c++3%)

YV V V VYV V V¥V
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