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@ update()
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void update()
{
/] 7 L —ALDOTH
mLastFrame = mCurrentFrame;

mCurrentFrame = mLeap.frame();

iBox = mCurrentFrame.interactionBox();

mLeft = iBox.center().x - (iBox.width() / 2);
mRight = iBox.center().x + (iBox.width() / 2);
mTop = iBox.center().y + (iBox.height() / 2);
mBaottom = iBox.center().y - (iBox.height() / 2);
mBackSide = iBox.center().z - (iBox.depth() / 2);
mFrontSide = iBox.center().z + (iBox.depth() / 2);

renderFrameParameter();

@ renderFrameParameter ()
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void renderFrameParameter()

{

ss << "Width :" << iBox.width() << "mm" << "¥n";
ss << "Height:" << iBox.height() << "mm" << "¥n";
ss << "Depth :" << iBox.depth() << "mm" << "¥n";

ss << "Center:" << iBox.center() << "¥n";

@ drawlLeapObject ()
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void drawLeapObject()
{

/] FIRALFR
drawInteractionBoxFrame();

drawFingerPoint();

@ drawInteractionBoxFrame ()
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void drawInteractionBoxFrame()
{
/] DR
//gl::drawSphere( toVec3f( iBox.center() ), 5 );

// b
gl::drawLine( Vec3f( mLeft, mTop, mBackSide ),
Vec3f( mRight, mTop, mBackSide ) );

gl::drawLine( Vec3f( mRight, mTop, mBackSide ),

Vec3f( mRight, mTop, mFrontSide ) );

gl::drawLine( Vec3f( mRight, mTop, mFrontSide ),
Vec3f( mLeft, mTop, mFrontSide ) );

gl::
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gl:
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gl

gl

drawLine( Vec3f( mLeft, mTop, mFrontSide ),

Vec3f( mLeft, mTop, mBackSide ) );

i)
:drawLine( Vec3f( mLeft, mBaottom, mBackSide ),

Vec3f( mRight, mBaottom, mBackSide ) );

:drawlLine( Vec3f( mRight, mBaottom, mBackSide ),

Vec3f( mRight, mBaottom, mFrontSide ) );

drawLine( Vec3f( mRight, mBaottom, mFrontSide ),
Vec3f( mLeft, mBaottom, mFrontSide ) );

:drawLine( Vec3f( mLeft, mBaottom, mFrontSide ),

Vec3f( mLeft, mBaottom, mBackSide ) );

i
::drawLine( Vec3f( mLeft, mTop, mFrontSide ),

Vec3f( mLeft, mBaottom, mFrontSide ) );

::drawLine( Vec3f( mLeft, mTop, mBackSide ),

Vec3f( mLeft, mBaottom, mBackSide ) );

::drawLine( Vec3f( mRight, mTop, mFrontSide ),
Vec3f( mRight, mBaottom, mFrontSide ) );

::drawLine( Vec3f( mRight, mTop, mBackSide ),
Vec3f( mRight, mBaottom, mBackSide ) );




@ drawFingerPoint ()
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void drawFingerPoint()
{
/] ANELEZTGT 5
Leap::Finger finger = mLeap.frame()
.fingers()
.fingerType( Leap::Finger::Type::TYPE_
INDEX )[0];
if ( !finger.isvalid() ) {

return;

Leap::Vector normalizedPosition =

iBox.normalizePoint( finger.tipPosition() );
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/] JRRERE FRIZT 5

auto x = (normalizedPosition.x * iBox.width()) + mLeft;
auto y = (normalizedPosition.y * iBox.height()) + mBaottom;
auto z = (normalizedPosition.z * iBox.depth()) + mBackSide;

gl::drawSphere( Vec3f( x, ¥y, z ), 5 );
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@ draw()
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Leap::Finger finger = mLeap.frame()
.fingers()
.fingerType( Leap::Finger::Type::TYPE_IN
DEX )[@];
if ( !finger.isvalid() ) {

return;

// InteractionBox® JHEIE |z Z5#id %
Leap::InteractionBox iBox = mLeap.frame().interactionBox();
Leap::Vector normalizedPosition =

iBox.normalizePoint( finger.stabilizedTipPosition

OF
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/] U4 KU ORI ERT 5
float x = normalizedPosition.x * WindowWidth;

float y = WindowHeight - (normalizedPosition.y * WindowHeight);
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gl::drawSolidCircle( Vec2f( x, y ), 20 );

void draw()

{

/] U4 RUOEEICET 5
float x = normalizedPosition.x * WindowWidth;

float y = WindowHeight - (normalizedPosition.y * WindowHeight);

// HRS—IRRE
if ( finger.touchZone() == Leap::Pointable::Zone::ZONE_HOVERING
) A
gl::color(@, 1, 9, 1 - finger.touchDistance());
}
/] %> FIRRE
else if( finger.touchZone() == Leap::Pointable::Zone::ZONE_TOUC
HING ) {
gl::color(1, @, @, -finger.touchDistance());

}
/] X FxEG4h
else {

gl::color(0, 0, 1, .05);
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