
Introduction
Welcome to the documentation for the SenseGlove Unreal Engine Plugin (a.k.a. The
SenseGlove Unreal Handbook)!

This handbook is an ongoing effort and a work in progress to document the
SenseGlove Unreal Engine Plugin. Feel free to visit this handbook on a regular basis.

Due to superior formatting and frequent updates, we recommend the online version
of the handbook; nonetheless, it's also available in PDF and ePub formats as well.

Tip

Feel free to check out the SenseGlove Unreal Engine Plugin landing page on Fab
as well.
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Overview
To help you navigate the SenseGlove Unreal Engine Handbook, we have organized
the content into several key sections. This structured layout aims to simplify your
journey through the SenseGlove Unreal Engine Plugin, providing clear and detailed
guidance at every step.

🚀 Getting Started

This section covers the basics of the SenseGlove Unreal Engine Plugin:

Installation
Via the Epic Games Launcher
Via Microsoft Azure DevOps Repositories

Enabling and Verifying the Plugin Version
SenseCom

Bluetooth Low Energy
SenseCom on Android
SenseCom on GNU/Linux
SenseCom on Microsoft Windows

Bluetooth Serial
SenseCom on Android
SenseCom on GNU/Linux

Connect to Nova gloves using Blueman Bluetooth Manager
Connect to Nova gloves using Command-line

SenseCom on Microsoft Windows
Enabling XR_EXT_hand_tracking on VR Headsets

PCVR Mode
Standalone Mode
Third-Party Tutorials

Setup SenseGlove Default Classes
SGPawn
SGPlayerController
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SGGameModeBase
SGGameInstance
SGGameUserSettings

Setup the Virtual Hand Meshes
Setup the Wrist Tracking Hardware
Setup the Grab/Release System
Setup the Touch System

⚙️ Plugin Configuration

This section provides detailed information on configuring the plugin:

Plugin Settings
Initialization
Game User Settings

Hardware-benchmarking
Tracking

Glove-tracking
Hand-tracking
HMD-tracking
Wrist-tracking

Debugging
Virtual Hand

Animation
Debugging
Grab
Haptics
Mesh
Touch

Overriding Settings

The SenseGlove Unreal Engine Handbook

3 / 462



💡 Miscellaneous

Toipcs that do not fall under any specific category:

SenseGlove Console Commands
Deploying to Android (Standalone)

Third-Party Tutorials
Upgrade Guide
Optimizing for Higher FPS

Third-Party Tutorials

🛠️ Advanced Topics

For users familiar with the basics, this section explores advanced features of the
plugin:

Safe Glove Access in Blueprint
OpenXR

Consuming FXRHandTrackingState
Blueprint
C++

Consuming FXRMotionControllerData
Blueprint
C++

Third-Party Integrations
Third-Party Tutorials

🔌 Low-Level API

This section delves into the SenseGlove low-level API:

Low-Level Blueprint API
Low-Level C++ API
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📑 Appendix

The appendix contains various extra useful information:

Platform Support Matrix
Planned Features Completion Status
Changelog
Directory Structure
Extra Resources

📜 License
SenseGlove Unreal Engine Plugin License
SenseGlove Unreal Engine Handbook License
Third-Party Licenses

SenseGlove SDK License
SGBLE and SGBLExx Rust Dependencies Licenses
Boost C++ Libraries License
{fmt} Formatting Library License
Loguru Logging Library License
Serial Communication Library License
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Plugin Installation
The SenseGlove Unreal Engine Plugin could be installed using various methods:

Via the Epic Games Launcher by navigating to the SenseGlove Unreal Engine
Plugin landing page on Fab.
Via the SenseGlove Unreal Engine Plugin Microsoft Azure DevOps repository.

In the following chapters, we discover each of those methods:

Installation via the Epic Games Launcher
Installation via Microsoft Azure DevOps Repositories

Video Tutorials

We also have older videos demonstrating both installation methods on Microsoft
Windows and GNU Linux in more detail.

Plugin installation guide for Microsoft Windows:
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Plugin and examples installation guide for GNU/Linux:
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Plugin Installation via the Epic Games
Launcher
Before beginning the plugin installation via the Epic Games Launcher, ensure you
have signed into your Epic Games account on the Epic Games Launcher and that you
have a supported version of Unreal Engine installed. Supported engine versions can
be found in the Platform Support Matrix.

1. Run the Epic Games Launcher.

2. Navigate to the Fab  tab and click Start exploring  button which in turn opens
your default web browser pointing to the Fab home page.
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3. On the Fab home page, enter the term SenseGlove  in the search box and press
Enter. Alternatively, you can go directly to the SenseGlove Unreal Engine Plugin
landing page on Fab directly instead of taking the above two steps.
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4. Click on the SenseGlove Unreal Engine Plugin  in the search results to navigate
to its dedicated page.

5. On the SenseGlove Unreal Engine Plugin landing page on Fab click the Download
button.
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