1. MHTerpauma Nuitrack B npoekt Ha Unreal Engine 4.10
1.1.  Hactpownka Unreal Engine

M3meHunTb WwabnoH ana Android-npunoXxeHusi, KOTOPbIA HAXOAMTCA B Narke:
c:\Program Files (x86)\Epic Games\4.10\Engine\Build\Android\Java\
[ns aTOro Hy>Ho:
1) CkonuposaTbk huitrackhelper.jar B c:\Program Files (x86)\Epic Games\4.10\Engine\Build\Android\Java\libs\
2) [o6asutb B SplashActivity (c:\Program Files (x86)\Epic
Games\4.10\Engine\Build\Android\Java\src\com\epicgames\ue4\SplashActivity.java) nHmunanusaumo Nuitrack
(anst ucnonb3oBaHus Nuitrack API B HatuBHOM koge Ha C++)
a) [Ho6asutb nmnopt: import com.tdv.nuitrack.sdk.Nuitrack;
b) Copgepxumoe meToaa onCreate nepeHectun B oTAenbHbIN MeToq private void StartGame();
c) [ob6asuTb 06bekT private static Logger Log = new Logger("UE4");
d) [doGaBuTtb meTog 3arpy3ku Nuitrack:

private void LoadNuitrack()

{
Nuitrack.init (this, new Nuitrack.NuitrackCallback () {

public void onInitSuccess (Context context) {
Log.debug( "Nuitrack init SUCCESS in onCreate()");
StartGame () ;

}

public void onInitFailure(int errorId) {
Log.debug( "Nuitrack init FAILED in onCreate()");
finish () ;

e) B meTone onCreate BrizBaTe MeTof 3arpy3km Nuitrack: LoadNuitrack();

BHumaHue: Bce BbilleykasaHHble 4ENCTBUS BbINOMHAKTCA eanHopasoso. [pn o6HosneHnn Unreal Engine Heo6xoaMmMo NoBTOpUTL
npouenypy HaCcTpPOMKU.

OnuyuoHarsnbHo:
Ecnu HeobxoamMMo BbIKMIOYMTE aBTOMaTMYECKOe OTKMIOYeHME akpaHa, nobasnTe B GameActivity

(c:\Program Files (x86)\Epic Games\4.10\Engine\Build\Android\Java\src\com\epicgames\ue4\GameActivity.java) B koHeL meToaa
onCreate BbizoB AndroidThunkJava_KeepScreenOn(true);



1.2. Hactponka npoekta

1) Ckonuposatb nanky Nuitrack B nanky npoekta B gupekropuio Source
2) CreHepupoBaTb dannbl npoekta gns Visual Studio (B KOHTEKCTHOM MeHIO .uproject-carina)

, Config 12.02.2016 12:04

. Content 12.02.2016 12:05

| Intermediate 12.02.2016 12:05

Saved 12.02.2016 12:05

| Source 12.02.2016 12:08

i-.ﬂ Muisample 12.02.2016 12:05

e MuiSample 12.02.2016 12:04
D Nuisample 120220161202

Open

Launch game

Generate Visual Studic project files

Q009

Switch Unreal Engine version...

7-Zip 3

3) B Project Settings, B pazgen Android no6asuts Extra Permissions:
android.permission.BLUETOOTH
android.permission.BLUETOOTH ADMIN
android.permission.READ EXTERNAL STORAGE
android.permission.WRITE EXTERNAL STORAGE
android.permission.INTERNET

ion INTERNE 5 ele
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4 Distribution Signing

Key
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4) [Oob6asutb Nuitrack B 3aBucumoctu B chann Build.cs

(Games/{ProjectName}/Source/{ProjectName}/{ProjectName}.Build.cs) ansa npoekra:
PrivateDependencyModuleNames.AddRange (new string[] { "Nuitrack" });
PrivateIncludePaths.AddRange (new string[] {
Path.GetDirectoryName (RulesCompiler.GetModuleFilename (
this.GetType () .Name)) + "Nuitrack/Nuitrack/include" });

(Knacc Path tpebyet using System.lO;)



1.3.

Ncnonb3oBaHue Nuitrack

Ons nanumanmsaummn Nuitrack v cosgaHus Tpekepa ckeneta Heobxogumo fobaBuTh kog (Hanpumep, B MeToq
BeginPlay() knacca GameMode npoekTa):

Nuitrack::init () ;

SkeletonTracker::Ptr skeletonTracker = SkeletonTracker::create();

skeletonTracker->connectOnUpdate (std: :bind (&ANuiSampleGameMode: :OnSkeletonUpdate,
this, std::placeholders:: 1));

Nuitrack::run();

Mpwv 3aBepLUeHnn paboTbl HyHO yHUUTOXUTL Nuitrack (Hanpumep B metone BeginDestroy() knacca GameMode
npoekTa):

Nuitrack::release();

Mpun oGHoBREeHNM kaapa Heobxoaumo Bbi3biBaTh (Hanpumep B metoae Tick(float dt) knacca GameMode
npoekTa):

Nuitrack: :update () ;

HaHHble ckeneTa 6yayT npuxoantb B meToge OnSkeletonUpdate (koTopbiit Mbl ykasanu npu nHmuuanisaumm B
skeletonTracker->connectOnUpdate):

void ANuiSampleGameMode: :0OnSkeletonUpdate (SkeletonData::Ptr userSkeletons)
{

auto skeletons = userSkeletons->getSkeletons();



2. lNpnmep npoekTta ¢ ucnosnb3osaHnem Nuitrack

1) Cosgatb NpoekT
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5) Hactpouts Project Settings, pasgoen Maps & Modes:
a) YcrtaHoBUTb coxpaHéHHbI mup B Game Default Map v B Editor Startup Map

u " FrojectSetinge

Project Project - Maps & Modes

‘]] Thes q d in DefaultEngin i srrently writable
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JGame/MyWorld [
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b) ycraHoeuts Default GameMode

4 Default Modes

Default GameMode NuiSampleGamehMod -
arch

GamehMode

lected GameMode

4 Game Instance
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O ARCIBIEIT  Nui Sample Game Mode
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B Project Settings, B pasgen Android HaxaTte Configure Now 1 BBectu Android Package Name
HononHnts wabnon Android-npunoxexus ana Unreal Engine (cmoTtpu nyHkT 1.1)

HacTtpouTb npoekT B Unreal Editor (cmoTpu nyHKT 1.2)

[nsa pegakTMpoBaHUS UCXO4HOTO KoAa HYy>XHO oTKpbITb Visual Studio:
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dann NuiSample.Build.cs:
using UnrealBuildTool;
using System.IO;

public class NuiSample : ModuleRules
{
public NuiSample (TargetInfo Target)
{
PublicDependencyModuleNames.AddRange (new string[] { "Core", "CoreUObject",

"Engine", "InputCore" });
PrivateDependencyModuleNames.AddRange (new string[] { "Nuitrack" });
PrivateIncludePaths.AddRange (new string[] { Path.GetDirectoryName (

RulesCompiler.GetModuleFilename (this.GetType () .Name)) +
"Nuitrack/Nuitrack/include" });

dann NuiSample.h:

#pragma once
#include "Engine.h"

#include <iostream>
#include <vector>

using namespace std;

#include "nuitrack/Nuitrack.h"

#include "nuitrack/modules/SkeletonTracker.h"
#include "nuitrack/types/Skeleton.h"

#include "nuitrack/types/SkeletonData.h"

using namespace tdv::nuitrack;

daiin NuiSample.cpp:

#include "NuiSample.h"

IMPLEMENT PRIMARY GAME MODULE ( FDefaultGameModuleImpl, NuiSample, "NuiSample" );

dann NuiSampleGameMode.h:

#pragma once

#include "GameFramework/GameMode.h"
#include "NuiSampleGameMode.generated.h"

UCLASS ()
class NUISAMPLE API ANuiSampleGameMode : public AGameMode
{

GENERATED_BODY()

UWorld* World;

ANuiSampleGameMode () ;

void Tick(float dt) override;

void BeginPlay () override;

void BeginDestroy () override;

SkeletonTracker::Ptr skeletonTracker;

void OnSkeletonUpdate (SkeletonData::Ptr userSkeletons);

void DrawSkeleton (int skeleton index, vector<Joint> joints);

void DrawBone (Joint j1, Joint j2);

static FVector RealToPosition (Vector3 real);



dann NuiSampleGameMode.cpp:
#include "NuiSample.h"

#include "NuiSampleGameMode.h"

ANuiSampleGameMode: :ANuiSampleGameMode ()
{

this->PrimaryActorTick.bCanEverTick = true;

void ANuiSampleGameMode::Tick (float dt)
{
Nuitrack: :update () ;

void ANuiSampleGameMode: :BeginPlay ()
{
Super: :BeginPlay () ;

UE_LOG (LogTemp, Warning, TEXT ("ANuiSampleGameMode::BeginPlay()"));
World = GetWorld() ;

if (World)

{
UE_LOG (LogTemp, Warning, TEXT("Nuitrack::init() CALLING..."));
Nuitrack::init ();

UE_LOG (LogTemp, Warning, TEXT ("SkeletonTracker::create() CALLING..."));
skeletonTracker = SkeletonTracker::create();

UE_LOG (LogTemp, Warning, TEXT(
"skeletonTracker->connectOnUpdate () CALLING..."));
skeletonTracker->connectOnUpdate (
std: :bind (&ANuiSampleGameMode: :OnSkeletonUpdate,
this, std::placeholders:: 1));

UE_LOG (LogTemp, Warning, TEXT("Nuitrack::run() CALLING..."));
Nuitrack::run();

else

UE_LOG (LogTemp, Error, TEXT("NULL WORLD"));

void ANuiSampleGameMode: :BeginDestroy ()
{
Super: :BeginDestroy () ;
Nuitrack::release();

void ANuiSampleGameMode::0OnSkeletonUpdate (SkeletonData::Ptr userSkeletons)
{
auto skeletons = userSkeletons->getSkeletons();

FlushPersistentDebuglLines (World) ;

if (!skeletons.empty())

{
for (auto skeleton : skeletons)
{

DrawSkeleton (skeleton.id, skeleton.joints);

void ANuiSampleGameMode: :DrawSkeleton (int skeleton index, vector<Joint> joints)
{
if (joints.empty())

return;



DrawBone (joints[JOINT HEAD], joints[JOINT NECK]);

DrawBone (joints[JOINT NECK], joints[JOINT TORSOQO]) ;

DrawBone (joints [JOINT RIGHT SHOULDER], joints[JOINT LEFT_ SHOULDER]) ;
DrawBone (joints[JOINT WAIST], joints[JOINT LEFT HIP]);
DrawBone(joints[JOINT7WAIST], joints[JOINTiRIGHTiHIP]);

DrawBone (joints[JOINT TORSO], joints[JOINT WAIST]);

DrawBone (joints [JOINT LEFT SHOULDER], joints[JOINT LEFT ELBOW]);
DrawBone (joints [JOINT LEFT ELBOW], joints[JOINT LEFT WRIST]);
DrawBone(jointS[JOINTiRIGHTisHOULDER], joints[JOINTiRIGHTiELBOW]);
DrawBone(jOintS[JOINT_RIGHT_ELBOW], joints[JOINT_RIGHT_WRIST]);
DrawBone (joints [JOINT RIGHT HIP], joints[JOINT RIGHT KNEE]);
DrawBone (joints[JOINT LEFT HIP], joints[JOINT LEFT KNEE]);
DrawBone(joints[JOINTiRIGHTiKNEE], joints[JOINTiRIGHTiANKLE]);
DrawBone(jOints[JOINT_LEFT_KNEE], jointS[JOINT_LEFT_ANKLE]);

void ANuiSampleGameMode: :DrawBone (Joint jl1, Joint j2)

{

DrawDebugLine (World, RealToPosition(jl.real), RealToPosition(j2.real),

FColor::MakeRedToGreenColorFromScalar ((jl.confidence + j2.confidence) *0.

true, -1, 0, 4);

FVector ANuiSampleGameMode::RealToPosition (Vector3 real)

{

return FVector (-real.x, real.z, real.y)*0.1f;



