Instructions for using Token S DK
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1. Training token data

1. Training must be performed before use, otherwise the S DK

cannot be called.

2. Use of training tools

Just use the token training tool TokenData for training. Please see its instructions for
specific instructions.

2. Installation of dongle driver and

operating environment

1. Install the dongle driver

Open the dongle driver runner under the RunTime folder

> TokenSDK * RunTime v | D #3E"RunTime"
L BFR Esdsl el F
¥ sense_shield_installer_pub_2.2.0.463... /3/21 19:09 RIFEER 24,680 KB
@ veredist x86.exe 2021/10/11 16:54 NS 6,353 KB



BRERBHREZERETAHY

Click Install Now and follow the next step to complete the installation

according to the boot defaults .

2. Install the operating environment

vcredist_x86 running program in the RunTime folder and complete

the installation in the next step according to the boot defaults .

3. Dongle registration ( required step
before using SDK)

Dongle must be registered before development and testing

Registration steps: First run SDK\regModule.exe



iR e 171 R
Desktop » TokenSDK » SDK

~

&R BRHE =3 Fh
+ ©* CalculateTouch.cs 2021-10-13 11:03.  Visual C# Sourc...
4] caleulateTouchLib.dll 2021-10-12 18:29 RAEETE 6,5¢
. 5] DogSerialNum.txt 2021-10-13 11:07 30400
* ¥ regModule.exe 2021-10-11 1616 WEEE 7.8
# 4] ssdog.dll \202‘:-0?-23 18:07 MAERETE 11,1¢
e S S FF s EtiaERE AR . |
Metwork auto activaton Offfine manual activation |

As shown in the picture above , if you are connected to the Internet,
please click online to register. If you are unable to connect to the
Internet, please click

To register manually, send the serial number to the manufacturer to
obtain the registration code . A computer only requires

Register once. If you change the computer, you need to register
again .

DK folder must be released to the customer when publishing , and
the client computer needs to be registered once using the

registration tool in the S DK .



4. Desktop recognition SDK Unity

development and use documentation

1. Import and use of TouchScript plug-in

Step 1 :Set the project to run at6 4

uild Settings n

=ra PS4

' Universal Windows Platform I
b
: k

Step 3: Use the plug-in



& Unity 2017.3.1f1 Personal (64bit) - Main.unity - ShowSDK - PC, Mac & Linux Standalone <DX11> = X
File Edit Assets GameObject Component Window Help

Culling Mask

Projection
Field of View
Clipping Planes.

| Create -|
¥ | Favorites 4 Assets » TouchScript » Prefabs »
O All Matey
(© All Model|

¥ Hit Screen Space UT

¥ Hit 3D Objects.

¥ Hit 2D Objects

[ Hit World Ut

Layer Mask

% () Use Hit Fliters

r

» & Exar Add Component
_

Drag the TouchManager prefab in the TouchScript plug-in into the
scene and add the StandardlLayer component to the camera. Then
you can get the token information on the screen by calling the

CalculateTouch.cs script placed in Plugins in the previous step .

2. Import the dll of the development SDK into the Plugins folder

sktop » TokenSDK » SDK

-~

£ ERHE

c* CalculateTouch.cs 2021-10-13 11:03
[#] CalculateTouchLib.dll 2021-10-12 18:29
¥ regModule.exe 2021-10-11 16:16

ssdog.dll 2021-07-23 18:07



< Unity 2017.3.1f1 Personal I (64bit) - Pre.unity - TokenDIl - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Window Help

~[120 ][ # | <D @dis]

| Create *|
¥ Favorites  Assets - Plugins
©, Al Material

%AII Models
All Prefabs.
(©.All Scripts

v (5 Assets. CalculateT..  regModule ssdeg

from the SDK folder into the project's Plugins folder

3. Ul Settings Precautions

The default development of UnityUl Canvas in Canvas Scaler mode

1 The Constant Pixel Size mode is compatible with token data at any
resolution.

2 To use the Scale With Screen Size mode, you need to set the
Reference Resolution to the corresponding resolution of the actual
operation. For example, when running on a 3840 2160 screen, you

can set the Reference Resolution to 3840 2160.

"5 v Canvas Scaler

ode Constant Pixel Size

1
100




Constant Pixel Size
»  Scale With Screen Size
Constant Physical Size

3. S DK case unity project code and CalculateTouch .cs script

usage instructions

1. S DK case project is unity 2017.3.1 version. The project path is as

shown in the figure below

v k= ¥ pEsog | HERPEE
88 i 17 =R
E0E > Desktop »| TokensDK
=t EMEs =5 F
7 ol 2021-10-11 18:04  3fzE
p RunTime 2021-10-11 18:04 Sk
TokenDemo exe 04 Soiis
o TokenProject =
A e SOKERRIETRE docx 2021-10- ;21 Microsoft Word ... 2,347 KB
&) TouchScriptunitypackage 2020-11-26 20:27  Unity package file 7,066 KB

2. Use of CalculateTouch.cs script interface in SDK
Step 1: Import SDK files and script CalculateTouch .cs
Copy all files in the S DK folder to unity In the Plugins folder under

the project, as shown in the figure below




Step 2: Definition of touch plug-in interface

Define the interface in the Start interface

Step 3: Initialize the interface call

the initTokenData interface in the Start interface

Parameter 1: Container for returned data

: Path to ConfigSize.xml file

Parameter 3: Screen size

Parameter 4: Number of tokens to use (preferably read data set in

external xml)

TokenData (info, . UTF8. GetBytes (xmlpath), PreLc e. Instance. SelectSiz eadtokencount ()) != 0)
timetip. SetActive(
if (Convert. ToInt32(En ng. UTF8. GetString (info). Substring (6)) == 1001)
i
1

infoText. text =

8. GetString (info). Substring (6)) == 1002)

F8. GetString (info). Substring (6)) = 1003)

8. GetString (info). Substring (6)) == 1004)




Step 4: Calling the touch point data interface
Call the change of touch point information in the touch plug-in

delegate interface (see step 1)

1 pointersAddedHandler (object sender

< e.Pointers. Count; i++)
var pointer = e.Pointers[il;

info += pointer.Id + ”,” + pointer.Position.x + ”,” + pointer.Position.y + 7|”;

Calculat ressDownTouchPt (E UTF8. GetBytes (info. ToCharArray())) ;

1 pointersRemovedHandler (object sender,

ing info = “7;
t i =0; i { e.Pointers. Count; it+)

var pointer = e.Poin 1l s
info += pointer.Id + “,” + pointer.Position.x + “,” + pointer.Position.y + “|”;

}

Calculat . removeUpTotichPt ( TF8. GetBytes (info. ToCharArray ())) ;

vid pointersPressedandler (object sender, Point

g info = 7"
{ e.Pointers. Count; i++)

rar pointer = e.Pointers[i];
info += pointer.Id + ”,” + pointer.Position.x + ”,” + pointer.Position.y + ”|”:

. pressDownTouchPt (En TF8. GetBytes (info. ToCharArray ()))
1 PointersUpdatedHandler (object sender, Po

2 infa = 7
i =0; i < e.Pointers.Count; i++)

var pointer = e.Pointers[i];
info += pointer. Id + ”,” + pointer. Position.x + ”,” + pointer.Position.y + ”|”;

Calcul . tpdateMoveTouchPt . UTFS. GetBytes (info. ToCharArray())) ;




ite void pointersReleasedHandler (object sender, PointerEvent:

pointersRemovedHandler (sender, e) :

> void pointersCancelledHandler (object sender, Pointe

pointersRemovedHandler (sender, e):

Step 5: Calling and data analysis of token data interface

Implement the getTouchlInfo interface in Update

e[1024];
Info(info) ;
UTF8. GetString (info, 0, info.Length);

UpdateToken (

The parsed code is in the UpdateToken interface in the TestDIl.cs
script

Obtained data Info The data format is as follows:

I D.X.Y,Angle|IDXYAngle|IDXYAngle|!lDXYAngle -

| . Is the separator

ID : ID of the token

X, Y : The center coordinate position of the token

Angle : The incremental rotation angle of the current token (the

rotation angle compared with the previous frame )



Step 6: Release of dll resources, called when the software exits

Call clearToken() in OnApplicationQuit() interface

Step Seven: Release Package

The C onfigSize .xml file is a necessary file for token recognition and
must be packaged into the release package. You can refer to the case
project and put it in the resources folder. All files under the S DK file
need to be copied to the corresponding Plugins folder

DK folder must be released to the customer when publishing , and
the client computer needs to be registered once using the

registration tool in the S DK..

5. Instructions for calling S DK from c

/ct++

1. How to call lib

First, copy CalculateTouchLib.lib and CalculateTouchLib.dll to the current directory of the
development project, then directly reference the header file of CalculateTouchLib.h in the
code , and then call the corresponding interface

Step 1 : Call the initialization token parameters and desktop information. You only need to



execute it once.

Step 2 : Add the interface call corresponding to the touch message

Step 3 : Use getTouchinfo to obtain the token information, which can be called according to
the number of refresh rates of the software

Step 4 : Release of dll resources, called when the software exits

2. Non-lib callers

First copy CalculateTouchLib.dll to the current directory of the development project, and
then directly reference the header file of CalculateTouchC.h in the code
The first step : initialize the dll function and obtain all function pointer addresses



/ /R E R
void initDl1Fund()

—/r

Step 2 : Call the initialization token parameters and desktop information. You only need to

execute it once.

Step 3 : Add the interface call corresponding to the touch message

Step 4 : Use getTouchinfo to obtain the token information, which can be called according to
the number of refresh rates of the software

Step 5 : Release of token resources, release of dll, called when the software exits



6. Detailed explanation of error number

1001 The dongle driver is not installed .

1002 Dongle not detected .

1003 Dongle expires

1004 Dongle expires, please contact the manufacturer
1005 Token parameters are incorrect

1006 xml configuration file error or missing

1007 There is no token model data for this size screen. Please train the token first.
1008 configsize.xml configuration file does not exist
1009 configsize.xml configuration file format error
1010Screen size cannot be 0

1011 Token model data error

1012 Dongle not registered

1013 initTokenData Interface not called completed

7. Calling methods and cases of Unreal
Engine using SDK

Please contact technical support to request
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