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HF2% 5|2 Unity

Unity 133 WebGL INERE:

Unity 1Iz1780{CA8 (A8 C f C++ BE) @IIEmscripten
Tixes L AR X m1FN WebAssembly,

DEEI’JF'EHi%m

NET B3RS (C# BiA&) EESET IL2CPP

— OREEHR N C++ UhS, A/EHEIT Emscripten
unityInstance.SendMessage(objectName, methodName, value); ‘ éﬁi%ﬁ WebASS@mblyo

unityInstance.SendMessage( 'Building’, 'PopupWindow', "Name');
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Ambient Occlusion, AO

v Ambient Occlusion

v Intensity &

v Direct Lighting Strength @

v Radius ®

v Quality High
v  Maximum Radius In Pixels L

v Full Resolution
v Step Count L

L e :

0.4
0.1
0.5

40

IR

Deferred Rendering
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Density Volume
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Motion Blur

éFF%ﬂﬂ%

=R HA

Depth-of-Field Blur
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01 _— General

— 3 Background Type Sky v
? 3 X4 -Lt Background Color Fad
y m & !d Culling Mask Everything v
Volume Layer Mask Default v
. Volume Anchor Override None (Transform) ®
M u |-t I Sa m p | e Probe Layer Mask Everything v
. . . Occlusion Culling v
Ant I a | I a S I n g ’ M SAA Exposure Target None (Game Object) ®
Projection Perspective v
Rendering FOV Axis Horizontal v
Color Buffer Format R11G11B10 Elald of View S 86 475¢
thrirl_lliizra:r'f;l_::in*_i—dliaa:uu_; Quality S“DSt.:A 2X hd Link FOV to Physical Camera
:""U“?” \‘"ECEU"S Sient ud Clipping Planes Near 0.1
nititne Dok el
F::n!_:n': .f'\;':‘u;]pl . Far 1000
Dithering Cross-fade ¥ 02 _ Post Anti-aliasing Temporal Anti-aliasing (TAA) 5
]T—I‘Ec::i:a':‘:ll‘li: Backface v TAA Quality Preset Medium v
Transparent Depth Prepass v TAA Sharpen Strength L 4 0.1
Transparent Depth Postpass v Ik Hj 'IE } %E m TAA History Sharpening & 0.1
Custom Pass = I m \ | IAI TAA Anti-flickering & 0.7
Custom Buffer Format R8G8B8A8 -
Realtime Raytracing (Preview) e e R = A o - Dithering v
Both - Stop NaNs
LOD Bias Low MediiHigh
Maxif'un' LOD Level Low mZuitHi;n Te m p O ra | Allow Dynamic Resolution

Decals

Dynamic resolution An.t i a | i a Si n g : TAA Fullscreen Passthrough

Low res Transparency

Custom Frame Settings
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BT RGEENN :
oD EEHA DR heatmap.js

Dynamic Heatmaps for the Web
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JavaScriptFFE
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MR #7E

{
"status”:0,
‘data”:[{
"time”:"2621-81-01 12:00:00",
“points”:|
("1at”:39.9018,"1lng" :116.4101, "weight”:10},

LN . i :rl t7:31.2261, 'Ing" :121.4745," ] ht”:lS}
BE R B AR 53 e * o

I

L

"time":"2621-01-01 12:60:00",

"points”:|
{"lat”:23.1217,"1ng" :113.2598, "weight":

{"lat”:22.5375,"1ng" :114.08611, "weight":

L
]2

L
L

Cca
o
| W R




MR #7E

GCJ-02 > WGS-84 > Mercator

public static Point MercatorProjection(double lng, double lat)

I
L

double x = lng * 20037508.3427892 / 1886;

double y = Math.Log(Math.Tan((98 + lat) * Math.PI / 2608)) / (Math.PI / 180);
y =y ¥ 20037508.3427892 / 180;

return new Point(x, y);
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int[] palette = new int[256];

Bitmap paletteImage = (Bitmap)Bitmap.F!

bt TR AV IS GRS 0

01_
£ RIE @

private ColorBlend GetColorBlend(int intensity)

Colbkéighd“cﬁlééélend ;.new ColorBlend(3);
55

colorBién;;;0;£;£;65W= gégJ%igéf[Bi-{IS,.

colséézéggfgﬁiors = new Color[3]

Y

L Color.iroﬂ;rgbia,_Folprfwhite}{ ]
COlOP.:PCﬂLPgEEiﬁéengit;;.Cﬂid;;élang;l
Color.FromArgb(intensity, Color.Black)

;;turn colorBlend;

1

BrushStop,

for (int i
palette[i

=

palette[palette.Length - 1

return palette;

03 _

Y £ N\

B; i < palett
1

= paletteImage.GetPixel

02_

nEIEe

Fral i e BTyl i AT 5 )
B AT L ey

int x = heatPoint.point.X - Radius;
int y = heatPoint.point.Y - Radius;
int len = 2 * Radius;

var ellipsePath = new GraphicsPath();
ellipsePath.AddEllipse(x, y, len, len);

PathGradientBrush brush = new PathGradientBrush(ellipsePath
ColorBlend colorBlend = GetColorBlend(heatPoint.value);

brush.InterpolationColors = colorBlend;

surface.FillEllipse(brush, x, y, len, len);

R

private void DrawHeatPoint(Graphics surface, HeatPoint heatPoint)
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public void Draw(ref Bitmap bitmap)

. R B N - N R
B =iy Ay f KES ] [

B LA oy o T AY

Graphics surface = Graphics.FromImage(bitmap);

L gl g Aty ey -

™7 2 F— F = pil R -
| | Tl PR S et o T
P et | S L

foreach (HeatPoint heatPoint in _heatPoints)
DrawHeatPoint(surface, heatPoint);

e

surface.Dispos

public void Colorize(ref Bitmap bitmap, string paletteFile)

£ it =

int[] palette = LoadPalette(paletteFile);

- e JIPT &5 S AL S0 wie
B - o B T Bl B N =

for (int y = 0; y < bitmap.Height; y++)

for (int x = ©@; x < bitmap.Width; x++)

: — o my e — L oo i ap e
Ly R Y oy 7% " (e r A A4S = " T B O w7 B il = T S e A el B ’j:"
=4 B | L - | i A" P = Vg L M A S A A N ¥ 3 J ki
] + - - - - a - - e A i o =i | - # - (- Al
P — s [ Ny Lo af =y pf b, CET ae =L { Ll p—
1 2y M7 0T A A T8 o SRy v e L T ek O . I L e
i Ly A .| 1 = o S oo s g T =

bitmap.SetPixel(x, y, Color.FromArgb(
palette[ (byte)~(((uint)(bitmap.GetPixel(x, y).ToArghb())) >> 24)]));

i
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NA: #DE

Bitmap bitmap = new Bitmap(width, height, PixelFormat.Format32bppArgb);
.'-“.- _--.;'ﬁ'.;f_i__-i-_--:g. r ,Liﬁ . -j«‘;-'

RayHeatHap heatMap = new RayHeatMap();

e SRS A e L T ey .
el = e R

gl ey’

‘% \T-I- C# L\ —_— heatMap Br‘u5h5top brush;
L L ﬁ :' : ,_-'5 } : ? == -;ﬁ_‘;__'
heatMap.Radius = radius;
T\ 25 hll 73 7
VAR Y

for (int 1 = ©; 1 < 1stl.Count; i++)
{
int y = (int)((lstl.Max() - 1lstl[i]) / scale);
int x = (int)((lst2[1i] - 1lst2.Min()) / scale);
tlliEE— T HALE : int weight = (int)((double)lst3[i] / 1lst3.Max() * 255);
heatMap.AddPoint(new Point(x, y), weight);

AR EX R, RIS SR }
-Ua - D raW( ) *I: C O | O ri Ze( ) | Ll 77 Th A Colorize T s s A 7

heatMap. ﬂreu{ref bitmap);
77_ fﬁ %IJ““jj % heatMap ##### orize(ref bitmap, palettePath);
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BT Perlin Simplex Noise(fHM B IRE ) B iAEIN — i % E R

/

100% 100%
80% 80%
60% 60%
40% 40%
20% 20%
0% 0%
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RIFD: BENLEZ

#define FASTFLOOR(x) ( ((x)»8) ? ((int)x) : (((int)x)-1) )




NFA3: BE 2

unsigned char perm[512] = {151,160,137,91,90,15,

131,13,201,95,96,53,194,233,7,225,140,36,103,30,69,142,8,99,37,240,21,16, 23,
19, 6,148,247,120,234,75,0,26,197,62,94,252,219,202,117,35,11,32,57,177,33,
83,227,149,56,87,174,20,125,136,1/71,168, 68,1/5,/74,165,/71,134,139,48,27,166,
/7,146,158,231,83,111,229,122,60,211,133,230,226,1085,92,41,55,46,245,40,244,
1062,143,54, ©5,25,63,161, 1,216,80,/3,209,76,132,18/7,288, 389,18,169,200,196,
135,130,116,188,159,86,164,100,109,198,173,186, 3,64,52,217,226,256,124,123,
£,202,38,14/7,118,126,255,82,85,212,28/7,286,59,227,4/7,16,58,17,182,189,28,42,
223,183,176,213,119,248 152, 2,44,154,163, 780,221.,153,191,155,167, 43,172.9
129,22,39,253, 19,98,1088,110,/9,1123,224,232,1/8,185, 112,104,218,246,97,228,
251,34,242,193,238,2106,144,12,1%91,179,162,241, 81,51,145,235,249,14,239,167,
49,192,214, 31,181,199,100,15/7,184, 84,204,1/6,115,121,50,45,127, 4,150,254,
138,236,205,93,222,114,6/,29,24,72,243,141,128,195%,/78,66,215,61,156,1890,
151,160,137,91,90,15,
131,13,201,95,96,53,194,233,7,225,1408,36,103,30,69,142,8,99,37,240,21,10,23,

1\ ‘I’\N. 190, 6,148,247,120,234,75,0,206,197,62,94,252,219,203,117,35,11,32,57,177,33,
Ex | 23,237,149,56,87,174,206,125,136,171,168, 68,1/5,74,165,71,134,139,48,27,166,
/7,146,158,231,83,111,229,122,60,211,133,230,2206,1065,92,41,55,46,245,49, 244,
l:i 102,143,.54, 65,25,63,161, 1,210,80,73,209,76,132,187,288, 89,18,169,208,190,
1% E jj %Iu\ ;q *E 135,136,116,188,159,86,164,100,109,198,173,186, 3,64,52,217,226,250,124,123,
5,202,38,14/7,118,126,255,82,85,212,287,266,59,227,4/7,16,58,17,182,18%,28,42,
223,183, 170,215 119 24R8. 152, 2.,44.154 103, /8,221 .153,181 155,167, 43.172.9,
129,22,39,253, 19,98,108,110,/79,113,224,232,178,185, 112,104,218,246,97,228,
C:4‘4‘§;;}£E:F5§?E 251J34,242,1?3,238,219,144J12,19111?9,162,241, 81,51,145,235,249,14,239,1487,
49,192,214, 31,181,199,186,15/7,184, 84,284,1/6,115,121,58,45,127, 4,158,254,

138,236,205,93,222,114,67,29,24,72,243,141,128,1%5,78,66,215,61,156,180
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NFA3: BE 2

float Grad( int habh float x ) {

= .
E_“ *."[.’

-
¥ hash &7 4 {v

int h = hash & 15;

float grad = 1.8f + (h & 7i;

_| W _-_._ d i
') l-

+%ﬁ§ﬂ% .
n II
, if | hﬂ ) grad -grad

return ( grad * x );
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float x0 = x - 10;
float x1 = x0 - 1.6f;

1 = L= '
el o

+loat n@, nl;

float tO = 1.0Ff - xX0*x0;
t0 *= to;
né = té * te * Grad(perm[i@ & @xff], xO);

47 N == N N
'IT.I' H;EF: 1E an: Ei_;- 1.0f - x1*x1;

nl = t1 * t1 * Grad(perm[1il & Oxff], x1);

1 = 3 1 - e &
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return ©.395F * (n@ + nl);
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GIS: SuperMap Scene SDK

01_
SuperMap GIS 5 Unity 5| ZRXEERNFEFES.

02 _
<G, . GRBTER. ATRE . BIM FZMIBE GIS TRIEBHIAM/ELNRT
518, ZTEDTEFZMIIEE,

03 _

SDK XFRUBIRREE : = HEREFXHF (*.sci3d) | =ZHMMPEEFXE (*.sct)
M=%®t)F%F (*.scp)




GIS: SuperMap Scene SDK

Import Unity Package x

superMap Scene SDKs_Unity

N

2CENES A

¢

K
»

v < Model_Scene.unity NEW
v € Oblique_Scene.unity TEW
v & PointCloud_Scene.unity TEW
v s

=
m
=

< SuperMap.unity
v B SuperMap

|

r4
m
E

v B Basic WEW
v B Shader HEW
v ?Ili'+3|;-:'.I1TextL||e.zllauet NEW
'§'"GIa:t;-alTi:|C:_:||'.:_:L|lr'«’a[;-.5haue| WEW

=
m
=

S Globe.shadet

Model.shader
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| ModelCache.shader
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1 ModelCacheSelection.shadet
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elCacheTransparent.shader
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ModelPro.shadet
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52) Assets\SuperMap\Desktop\Control\T reeView\LayerTreeView\LayerElement.cs{1,7); error CS0246: The type or namespace name 'SuperMapSDK' could not be found (are you missing a using directive or an assembly reference?)

PointCloud.shader

)

o)

B) Modellnstance.shader
)

5

'S SightlineAnalysis.shader
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m
E

52] Assets\SuperMap\Desktop\Control\TreeView\LayerTreeView\LayerManager.cs(1,7): error CS0246: The type ot namespace name 'SuperMapSDK' could not be found (are you missing a using directive or an assembly reference?
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] Assets\SuperMap\Desktop\Controller\Analyze\ContourMap\ContourMapControl.cs(6,7): error CS0246: The type or namespace name 'SuperMapSDK' could not be found (are you missing a using directive or an assembly reference?)
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IDataAdpater.cs

Assets\SuperMap\Desktop\Controller\Analyze\ContourMap\ContourMapCentrol.cs(7 7): error CS0246: The type or namespace name 'SuperMapSDK' could not be found (are you missing a using directive or an assembly reference?)
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LoopScrollContro
B DataAdpater.cs
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MEMNTEN Aceatel € inarkfaniNacktarl T antrallard Crana™limMSrana™lin™antrallar fel1 T arrare CEATAR Tha tuna ar ramaenara nama 'SHinarblanZRE caild nat bha froind lara vai micelnn a nieinm diractiva nr an aceamhbiu rafaranca™

|

r4
m
E

|

4
m
E

i 222 101 B

Z
m
E

SRR 1. [ |

‘ v . - r". W MEL]
§¥ Loopltem.prefab MEW
ﬂ LoopScrollView.cs NEW

All None Cancel Import
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