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N {

2 "data": [

3 {

4 "title": "HRE",

5 "data": [

6 {

7 "id": "tokyo-23ku",

8 "title": "23E",

9 "spec": "3.8",

10 “"description": "xox",
11 "featureTypes": ["bldg", "dem"]
12 B0

13 {

14 "id": "hachioji-shi",
15 “title": "AFEFH",

16 "spec": "3.@",

uly “"description": "xox",
18 "featureTypes": ["bldg", "dem"]
19 }

20 1

21 }

22 {

23 "title": "#Z/IR

24 "data": [

25 {

26 "id": "yokohama-shi",
27 "title": "HERT",

28 "spec": "3.8",

29 “"description": "xox",
30 "featureTypes": ["bldg"]
31 }

32 ]

33 }

34 1

35 )
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{
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{
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"maxLod": 2
+
{
"code": "12345679",
"url": "https://xxxx/xxxxx/12345679_hogehoge.gml",
"maxLod": 2
}
1,
"veg": [
{
"code": "123456",
"url": "https:// oo/ 0000/ 123456_hogehoge. gml”,
"maxLod": 2
}
1,
et [
¥
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BHRN(C(E, EBEBRBEEDOHIAS(CRD TOREEICKH U TX—ALNLZBNCYIDER. Fih
ASOHEERENSBERESEEZABEL. TNZREBIDYINIILDO—EZELET D,
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2.2.7 : [F—=ATI>>S2] A UR— MNEEEEZRER
I—Y-NEEZRET DL, TOHEANTHARIEE/XMEL(CRIL TRE
TOFREAT(FA MR- MFICHBES IS UICEZND.

® PlateauDefaultBu

® PlateauDefault

® PlateauDefaultR

® PlateauDefaultUrbanPlannin

BENTRREND. CC
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2.2.8: [¥ESAISV]F—H%&HFI>O0—-RTS

H—)\—1 2iR— hOIRE. HBS-1TJS5JIEHTTPSEIE TPLATEAU CMSH—/\—HSPLATEAU
F—AEAFI>0O0—RF 3B,

CityGMLI 7 A JLICDWTI(E, 2.2.2TE&HE LU TLBISONICEENBURLMSSYI>O— KRB, T
DRF v IT7AILCDNTIE. BCityGMLD 7 A ILDOFBERRKL., BEICEFNDITIXTF v/ X%
URLICEHBRLTHI>O— RT3,

O—HILA 2R— hOBEF,. T—HIFTTICOAE2I—YRNICH IS, COFIEERFYITTB,

2.2.9: [#}@ES1IS5U] GMLI 7 )L %&E/)\—RX L. ModellcZEi#%

+ 2R— hDMFFRERD TVBEGMLI 7 A ILICH L TA > R— hEEITT B,
HBESATSUTDOA R— MUEE(E, CityGMLT 77)L%&/{—Z L. Model (k) (CERI D
ETHD. ZRIUTOFIETITONDS.

1. CityGMLI 7 AIL%/)\—RXF B, I\—RICIEA-T>V—-RSATSUTHS libcitygm|

(https://github.com/jklimke/libcitygml) ZFLD. 272U, PLATEAUDMARICHIG T DTz8IC
LODO - codelist « ADE(C K BIERABRADHIEEMBEREE L TLD, ELREURD KU
MURLI(ZEhttps://github.com/Synesthesias/libcitygm| T& 3,

2. GMLI7AMILOREIFEE. BE. B TRIND—FHT. F—LIZ TRODNZEEE
BEXBIERDESD. BREEANDOERZTD. BESROR (FE T HIERENARE LTS
[ Gauss-Kriigeri%#(C K DG E A AU T HE A EAEA B B OBERE (C DL TD K DG
BIETESE (%) 1 ZBAWS,

3. A2R— MORETEESNIEHSRE TRUT S XY S aAOERETDS, &/\ELT
[IRBHEMNEM (FIXEBRE. BEC E) &2, TEMYPEAETNIDOKREVENMT
HD., WREEYT &/22E) CityGMLLETgmI:CityModel DIE T (CEE =N =)o Eif &
12%, WIFHEAIFETS(CRETVEAT, BHOBYMZ1IDICEEHIEEMATH D, 12—k
DRENEEBMYFE /= (JMMIFET THDIHEE. AV ARIBEDEMCKEESTD. CDIR,
1 2R— MEICEBHBRZEE TERLS(CT DS, BMDIBEREUVTAYS IDEIERE
HYIDDMIGEZRZIZNT D, COFEMIIC DUV TIZEMTBREVEMAEDIETHRAT B,

4. RUT>AwZa%&Modell[CH&INT B

XHH /EIREE EIeEthiElr EithIBRFER(2011,1215)
https://www.gsi.go.jp/common/000061216.pdf
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Madel
FRET—-EED kT

f.

Node
F—LATU 7 - OREEEICHEY

7.

Mesh
ADEFILICHEY

0.

SubMesh
BTy L2 (TFUFILESD)CEY
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2.2.10 : [#BESATSV] FORAF v RS
THI(ZPLATEAUDER DT IR F v Z 1 DDBURICIHEES LTI TH D,

A2 IR— MEECTIRF v &fEATBLDIBESNTVIIBE, HBSA IS MEBKOTIRF
v EDVIRVKEDTOXFvICEEDHD, COUBEITIIXTF v S AEEHIN, F—ALAT>
SUAITITYUTIVEBDEIRICE > T T A —< > X[ LETBIHIC—RRIICALSNTNS,
IND A —T >R E LDRE

BIZ(E, FEXD2kmXx2kmDT —F L DNWTTFIZXATF vHEE L T4096X4096DFT I X F v H -1 X
[CEEDEEE, TUAFVREGURBWESELERLUT, RO—I—JLEIF416005483(CEmEL. &

BPC (PCA~wZJ CPU : AMD Ryzen 7 5800HS,/GPU : GeForce RTX 3060 Laptop GPU /' XE
1) : 40GB) TIFZFPSH70m590(CE LT,

\\\\\\

-------

oy
B | . BT

— ) - ‘.‘

M1-2-10 FORXFvia
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HEEWBTIRYICEORET IAF v DUR MFIFL. ModelIDEFTIXFvICDWLWTUT%E
IO ETHRETIAFVICEML TS,

1. TORFVYOUAXEUE : TOXF v OREESZEUST D, TIOXF v ORFZEFESHEER
TORXF v DT A XU L THNIEEROTEEIR D AFY T IS,

2. BYIMEESFORR  #HEETIXTF v U MDETDTIITF v (LU T, TOXTF v+ hI&HTE]
BENEDINEFTVITFTD, TIXRF v EBRERLEET DD, UTFTOFILTUIAIELD TH
alFTrns.

1. HHR : REETUIXTF v DIRINEIRERSEI S UTER D TO>53 ] & TZES4EE] (I
FIFTHERDOTVWD, AT FHIHEETIRXTF v =MICoEILIZBDTHD,. I>F7FW
[CABMENDTOXF O X(F2TRA U THD. d>TH gt ofEgx e
RIS, &I,

2. TORAFv EMYA ZXIHE—HD+DRMBHENZENTWNDS I TFERRT D, BDOH
DIEBEBETDAFTFHICTORTF v ZI&INT B,

3. BOHhSihofeBadEZEEmuoity - X=2BmE L. TIXF it XLDHEKX
ZVNEAIEFEICO>TFHRIER L THRINT B,

4. FERUBTIRNTERD D IEIBE. CORETIRTF v [CIIHGNAREIEE TH D EHRT,

3. HBBIEEIES T IR F AR DN SRMGEDIIE | EOREET IXF v [CHERMTERNEE,
FICICHRET ORAF v Z2FRR L TIBIN S 3.

4, Mesh®DFE#H : EFT I XF v HEESNTL\BMeshDUVEEZ ESubMeshDFT I RAF v )\ X%z, &
BOTORAF v (CENDETEHI B,

ETCDTIRF v DIEMFTENRESINR. 2 COEETIXAFrZEHRELTHENT S,
BHRDFEHAH CARFICFA—T >V — RS+ TSUTHBlibpng

(http://www.libpng.ora/pub/pna/libpng.html) , libtiff  (http://www.libtiff.org/) , libjpeg-turbo
(https://github.com/libjpeg-turbo/libjpeg-turbo) ZFIFT S,

$E4F 9 A F + (4096x4096px)
512px | | FHAF 11 ;1‘:‘? AvFH1
256;}}:—{ FHAF 3 AvF A2
3328px~ EEEE

1-2-11 FORXFvHEET7ZILITVXA
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2.2.11: [HBES1I'SV] MEBEZME(CMDTITS

X1-2-12 fnzEEEOEAG
MDA >R — RRETE. FROL S ICMZESESEOM DI T 3REEBN S S,

1-2-13 MZESEMDHTEE
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HERB (CEI 25FlZEUTICR T,
- MFEBEFLEMHERDHITD] OFTvIRYIX

FIVINRADTNREESE, MR- MFICHRYAILZS D> O—- RUTTIXAF v
EUTHODMNITS.

1111.’5’/()[1URL

e =L LNRI)L

{z}, {x}, {y} 2SO S JLURLDA S

SDKIZ, H¥DfIEZS & (CHRSIVEEZEH U, {2}, {x}, {y} ZEBH(CE=H
ATHI>O-RTB

ABENTZURLIC {z3, {x}, {y} ZEFRVBEERE, EREUTEULLRVEEFE
E&XzEFRRL. HEeEEmtb D

FJA)L b TR R OMET B
https://cyberjapandata.gsi.go.jp/xyz/seamlessphoto/{z}/{x}/{y}.jpg DURLIC/R
DTLBMN, DR (FER, EERRE) BFARETHD
URLDANRICEEZNZ D E. ATRDTIC BRE] MRYHFRREND. TNZED
UwDFDE. A—=LLNILDERENEFHFEND

FEEMRSJLURLD {z} DIEZIEET D
5l : 14
X—=AILNLIE, FIFTTEERMEDRIDS ROV TFTINSERBLDCTD, T
# )L DX —LLARJLERR (L, HIBREMRIOBEEE THIEU TS X—ALANIL14
~18TdhD. LM L. HEURLIEE N TREMNRY SN ESE. RDFETH]
BRIRER X — ALR)LERSD, EIRIEZERHT D
%IJﬁﬁ_Jﬁt::mX LNV ERDDIZHDSE
FIARIEEIR X — A LA LS (IHRKIDIEFES & (CERRBH. DS 358/MF0.
BAIFI9EUVLTEERT D,
KOA (. {xF, {y} ([GRREBEDOFHISEVMER AN, {z}IOHNS18F TOEE
B 2ERTANT 7 OERZHHD. HTTPRT—4 X 140473 533 IEEE It
20072 S THEEFEN EHTRT

RIC, MEBEMDMITONERETZUTICET .

PN

HEBESTSY (USX% : MapAttacher) (F. #IXK51JLURLT> T L — hEZ(TELS.
A 2R— N BRMAZCDINT, EAZEZRR%Z U TR 1 JLURLD {x}, {y} DEARNIREEZE
KD, {z} FA—HF-TNEELETHD.
1. ZiEgiosl
https://cyberjapandata.gsi.go.jp/xyz/seamlessphoto/{z}/{x}/{y}.ipg
2. ol (EEICK> TIFHHETD {X}, {y} OENEHSS.
https://cyberjapandata.gsi.go.jp/xyz/seamlessphoto/14/10/10.jpg
https://cyberjapandata.gsi.go.jp/xyz/seamlessphoto/14/11/10.ipg
ZURLTEERES D> O— RT3, F0> 00— RUB(SEFEEIRB OS> 00— RikEe
=T 3.
ZEREES U TIROBEBRIC U & IFEOERNDEFIE NU =209 3, EETIL
@ﬁ@ﬁﬁ”ﬁb‘ﬁﬁo)E‘Fiﬁ‘ﬁ&ﬁﬁi L. TS ILOILERIGH BEROA LiHETETDLDICT B,
WHZES)L SRS 1) LOEgRESEHEDEd. MEZETILICUVERTET D, EF/LOUVE
Z=(F. mimmnst (0,0) |, dEEIEA (1,1) &U. TOMIERIBELROERFRILDAIE THRIZE
RSN
JTUTINDTIRIF v )\ AEFESEOBEFR TEZTRZ D,
EERIOBMRIEFIA URWLWDTHIRY B,
HBSATS UL UVEFTOIRATF v/ ZANBEERE N DOModel ZH D LTS —LT S
ICET,

T—LAT T2 EZmIT (CHEFRESN/ZModel Z2RITID S — > ([CAREEY D.
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2.2.12: [4'—AI>S>] Model ST —LATST O MCEBRUTEREYT S

®1-2-14 3= RSNE3DEHESIL

G— AT UEFHES TS UM SModelZZITHD., ZNZES—>, LANILICEET B.
ZOFIEFZRDESDTHD.

1. NodeDEBEEZETL. NodelHETBEDICHT—LATST U NEERT B,

2. MeshDJEf., 1>FTwORIER., UV1, UWV4EAE—9BTET, F—LATZTONED
AwSaxEMT D,

3. SubMeshlCDWTld, TOXF W/ \AMBEESNTWVWDIEEF. TDTIXF v ZHTIEED
THEAETD. TIXAFrORDOD(CHEETOTTITIVEENREINTVDIEEIE. [HYEIC
KBIFUTILDAR— ] THRT B,

4., ModelNDEIBERDEEFEAEARIZERERD TN, F— AT TREOEXEFORME
THEIULD ET D EfloatDIDIRE(C K> THREINENTUED. TDIEsH. 1> R— N
BEOHONERERDEDCRIERETETRHT D, ROEAIEBIHRECLIDEENFETH
Do

5. BHERE. BROGMUN—XEFICEREEOZEE(COIR—R MNIRET D, FlllE

2.4 BHIEREVSHEEE ] =SB anizu0.,

BIEICKBIITUTZ DA >R—

PLATEAUD3DEIHIETILDRZB(E. CityGMLNTTIRAF v IC KD TRIEESNTLDIHEDMIC,
emissiveColorEFEDEYBEIC K D> TS A—F—MMEE SN TLDBEENHDD. SDKTIFERD/I NS A—4
—’ib’ LTI TORTUTIVNGA=F—(CEBRL TS,

app:ambientintensity

- BABEXHISOEEDES
app:diffuseColor

- HRESRREY
app:emissiveColor
app:specularColor

- REREY
app:shininess

° JIG/R
app:transparency
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BRRDCityGMLDON U 77JUIEER & Unity. Unreal EngineD3EBHR (IR DERD EH D THD. <D
RICBDESS-—LATISOTIYTUTIVEERT B,

Unity

PLATEAU X3DMaterial Unity Standard(Specular Setup) ¥ T —4%—Ic$8
glurcmgy r—5—

app:ambientintensity Occlusion
fefZl. Standard® = —#—TlERLMEET
ERBVWOT float TOREEZRITRF TSz —F—
Z{ERY %,

app:diffuseColor Albedo

app:emissiveColor Emission/Color

app:specularColor Specular

app:shininess Smoothness

app:transparency Albedo | ZIL7 7{E

(0T ER. 1TEHR) (1TAER. 0TEHR)

TER(FILT 7 h)DEEE Opaque E— K. &
BR(FIL7 7 BB D& I TransparentE— Kic

LA
Unreal Engine
PLATEAU X3DMaterial Unreal¥7J7IL
app:ambientintensity Ambient Occlusion
app:diffuseColor Base Color
app:emissiveColor Emissive Color
app:specularColor TiE "Unreal @ ZA_F 2 ZL2WT, £EH
app:shininess Roughness
(OTH Y&, 1TV IV TE) (0Tvy Y rRE. 1T IYIE)
app:transparency Opacity
(0TAFEA, 1TEH) (1TAER. 0TER)
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UnrealDARF 1S (CDULT
PLATEAUD ZARF 1 S(FRGBDIMETHBDICH U, Unreal DXRF 1 S(3floatl DTH D ENER
%0
Ffz. Unreal TlEUnity &> TRARFASELCUTERVWTWLWREBRNZNUFZEHRL,
ZCT. UnrealCIIRDATARF IS EATUYO=EFIRET D,

R—=2ZANPDS5— (FLERE) EXRF2SD R:G:B DLEEAFEFE UBEE
(Unreald X4 w 27) = (PLATEAUDZRF1SDR) / (PLATEAUDAR—Z SIS —DR)

M1-2-15 A&Uwo=1, ARF1S5=FTAJL0.5), STHZ=0.1 DIFEE

CityGMLODZANRF 1 SDR,G,BOEN FER CIHEFATUY TFOTARFISDEZ EDOFFEHRT
%0

M1-2-16 AFYUwI=0, ARF15=1, STHRX=0.1 DiHE

—HEHCIR—Z DS — EESBETRINSEI T EFRVNEHTOISRUBTEREITOTND, §
N5, R—IABDS—DOR:G:BOLEREZIRFISOR:G:BOLEEABHOREL. FREARF1S
IEEE (B, A, JL—) ([IR>TWBEEET S,
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2.2.13: [—ALI>S2]FIAIMNIFTUZIIEZERT S

GMLI 7 A ILDIN\—RDFER. 3IDEFTILDDIEITUTIVEBELNRWEFRICDWTE. F—AT>
S (FI A F IR CTET IAI SNITUTFILTESTRZ B,

TRIZSDKICEMENZT IAIL T UTILDS 5, BEYIEITOEOREER U TH S,

M1-2-17 FIA)L STV T ILOERE

3DEHEFTILICBWNT., IFTUTIALTIZAF v OIBEMNRVEFTEBREUVERZRL. TDEsH.
FIAIMIFUTILFUVHA R TEEIET 3L S, Triplanar> T —4—%F|B9 3, Triplanar>T
—AF—&F. £ BRUBABNSTIRAF NG -2 % EETBDLDCEFL. UVEREE LR
2T —4—T%H. SDKIE. Triplanar> T —4—ZFBLIEITUTZILET ITAILEIFTUTILEL
TS TRIICEREL TWLWB,

FORF AR, LIeht> TUVDRWMIICE. ROEDN DS,
+ LOD1LITFi2EEY)

+ LOD2LUTD35E (EiE)
o THFIA

. KEURD

o HWETEIREER
o JKER

o IR

o Xig

s SAAHHAT O~
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TR, Triplanars T —4 —OtHEFZRRUIZEDTHD.

i LTEANG I AF v
g

D,

TTUTIOBERER

[X1-2-18 Triplanars> T —4 —MDt#H

Triplanar> T —4—Tl(d. UVICK> TTIRFvZIDMFIFZIR0D0DC. D=L REBEZERICHITS
Xéh, Y8, ZBHDOAECTIAF v EFEITDETUWVEREEL TS,
Unity TldShaderGraphZz > TERESNH D, RD3DD> 1 —4 —%=SDKICEHRL TL\B,

« PlateauTriplanarShader(Opaque)
« PlateauTriplanarShader(Transparent)
« PlateauTriplanarShader(DualTextures)

PlateauTriplanarShader(Opaque)(&X#. Y&, ZEI R TCICRAUTIRF v &I I D> T —5—T
S0, ROMIDT T A)L ST UTILTHESIN TS,

B
st
bR R
BEi%
%
~>RIL
R
RS
IKEE

[Zofth] 5548
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PlateauTriplanarShader(Transparent)(dPlateauTriplanarShader(Opaque) (CiEBREE TS5 9 D1
BEZASUEEDTHD. BO. BRAERNBATS 1 —F 2D Fd & BEEROWMEDZDIC
F—=LAI>TIHREBEBOBTLISBAVSNDFETH D, DT —4—(HROMWHNDFTTAIL b
UZ)LTHRAENTWS,

KEIRD
THEFIA
HMETERE B
- 1BE
.« fRES

PlateauTriplanarShader(DualTextures)(d. Xéf - & (RlEmAM@E) &, Yy (EFAM@) TERRD
FTORAF v ZBHITDRNERS T —F —THd. CD>T—F—FBEMDT IAIL IFTUTILICH
WTC. LHEEFBROFTIRXF v, ABEFEZSATEDT IORFvrZEIDH TR THREEINTWS,

Triplanars T —4 —DEEOFMEL T TR T Do
TR(&PlateauTriplanarShader(Opaque)DERETH B,

[X1-2-19 PlateauTriplanarShader(Opaque)dD3E%E
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ST —H—DI\SGA—F—(FRODESDTHD.
*  MainTexture
NR—ANT—ERBDTIOAF v
- MainColor
MainTexture - E/E I 3E
« NormalMap
J=RIRYTDFIAF v
« NormalStrength
J—=RILRY T =BT DS
« MetallicTexture
AW DDEEHERIRT DT IRXF v
- Metallic
MetallicTextureZz B9 28
« RoughnessTexture
SIRADBEERIRT DT IRXTF v
« Roughness
RoughnessTextureZ#E 9 58
» AmbientOcclusionTex
FOEIS AN —3>mBRIBI BT IRATFv
« AmbientOcclusion
AmbientOcclusionTexZ B9 258
« Tiling
G U CHNRBDTIRXF v DRET
« EmissionTexture
I=Zv2aaRRIDTIRFVv
» EmissionColor
EmissionTexture(CRE I 3
- Blend
XYZZNZNDEE AT L > RY DS

DS A—4 —%PlateauTriplanarSubGraph A A TEL. AYIOS IR hES T —45—5
STIDHEAICELS, S TPlateauTriplanarSubGraphMERE(IXRDEH D TH B,
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tRDESD R=ZXPHS5—. /=) AFUvD, P2EI bADI—23> TZvS 3>
DT O AF v ZENENTriplanar,/ — RICEX TS,

Triplanar./ — RICDWT :

Triplanar/ — R(EUnitydDShaderGraph THRED /) — RTH D, T—)L REBADIERIC KD TX,Y,2
MTIET DT IRFvHITUIT 3, B2 EEEROASE(CE>EFADHEEAET UTHA
I3,

CD/— RO¥BEFUTOO—- REEMTH D,

// NormalI+Dig&

float3 Node_UV = Position * Tile;

float3 Node_Blend = pow(abs(Normal), Blend);

Node_Blend /= dot(Node_Blend, 1.0);

float4 Node_X = SAMPLE_TEXTURE2D(Texture, Sampler, Node UV.zy);

float4 Node_Y = SAMPLE_TEXTURE2D(Texture, Sampler, Node UV.xz);

float4 Node_Z = SAMPLE_TEXTURE2D(Texture, Sampler, Node UV.xy);

float4 Out = Node_X * Node_Blend.x + Node_Y * Node_Blend.y + Node_Z * Node_Blend.z;

// NormalDig&

float3 Node_UV = Position * Tile;

float3 Node_Blend = max(pow(abs(Normal), Blend), 0);

Node_Blend /= (Node_Blend.x + Node_Blend.y + Node_Blend.z ).xxx;

float3 Node_X = UnpackNormal(SAMPLE_TEXTURE2D(Texture, Sampler, Node_UV.zy));
float3 Node_Y = UnpackNormal(SAMPLE_TEXTURE2D(Texture, Sampler, Node_UV.xz));
float3 Node_Z = UnpackNormal(SAMPLE_TEXTURE2D(Texture, Sampler, Node_UV.xy));
Node_X = float3(Node_X.xy + Normal.zy, abs(Node_X.z) * Normal.x);

Node_Y = float3(Node_Y.xy + Normal.xz, abs(Node_Y.z) * Normal.y);

Node_Z = float3(Node_Z.xy + Normal.xy, abs(Node_Z.z) * Normal.z);

float4 Out = float4(normalize(Node_X.zyx * Node_Blend.x + Node_Y.xzy * Node_Blend.y +
Node_Z.xyz * Node_Blend.z), 1);

float3x3 Node_Transform = float3x3(IN.WorldSpaceTangent, IN.WorldSpaceBiTangent,
IN.WorldSpaceNormal);

Out.rgb = TransformWorldToTangent(Out.rgb, Node_Transform);

Triplanar/ — ROE I (CNormal Strength, Metallici E/\S A —F —TIEESNEHMSEREL, Y
JOSTDHIELTNS,

PlateauTriplanarShader(Transparent) M (CDUVTI(E, PlateauTriplanarShader(Opaque)D3ELE
([CARBIAE/(SA—F—ZBIULIZEDTH D,

PlateauTriplanarShader(DualTextures)DERZ(FITFTHD ES D TH D,
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FRoEHD, fAImAE EEmB T2DDPlateauTriplanarSubGraphZFIFE L T3,

AT S A= —(FENTNAImADSIde & ERADTopdD2D(CHMML. UIehi> TS A—45—
DENF2ME(TTRD TV B,

2DMPlateauTriplanarSubGraphdJ L > RICBAL T, FERE EART NLOWEZE T L > RIGEL
ETBDZET, LREAEORREDITTLD,

Unreal CERIBRDMEEAZYTU7ILICK D TEELTLS,
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2.3 3D#EHETIVI I RR— Miiae

TORNR— MEBETIE. 1> 7/R— beN/e3DEHETILZ3DT 7 MIILER TIORR—bIBDT &
nNcE3.
SIBOFRNSUATDESDTHS.

A—t—:
T2 AR—EBEEER<

FF—hTyv¥y)
I AM—hEEREOERT

RSIE
I9AM— ke wET

Fr—=LIviiv
T AR — k&R %EModelic B2

I

FEEZ7TZ]
Model= & & Ic
AWEFNT FAILETY ZR—k

A
= AT D NE

O a-¥-oB#
[ ] sorkoon

1-2-22 T XR— MUEDRN
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2.3.1: [F'—AI>>>] TVRR— NEEBERDRR

2 a B ©

R o EFIEE (TIRE=F EREE

AT

TAIAINA

(1-2-23 TOXR— NEE

TOXR— b THRENERPER G EROES D THD.

2.3.2: ['—ALI>D>] THYRR— MigkEModellCZEiR

« > R— hDOIETIEARZLDIC. ModelldHBESATISYU ES—ATIS OB TIDETILES — A
AT O REBZECD ED I RIedDIET —FHER TH D, 1 2R— MNFICIEModelzH & (5 —
DATZ T SERSNDD. TOAR— SMF(EZOBEEIRMNTIOND, BB (CHW\TI—Y—
MEEUEIVORAR— MIREZDFS —LATZ O MOBE, 3DEFTILOAYVSI a2, TOXF I
RAlIModel(CHgiEN. HBSATSVUICESND, Fle. AT 3> EUVLTTIXFrOEE, JE7
DT« TATZ 0 bOEE, BIZEZTHR, BIEHOZBIBRES — AT OB E L TITHhN S,

2.3.3: [EBESAISVU] ModelZ2EE(C3DEFIVI 7 IV EIIRKR—b
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2.2.1 Rendering ToolkitD#HEEFHE
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2.2.2 Sandbox ToolkitD#EEz¥HA
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2.2.3 Maps ToolkitdDiaEs¥H
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(2-2-19 IFCEFILFAST
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[SC018] GIST—#HHAFT
- EEOEN - BE :
+  GIST—45uAtEE (GeolSONT 71 ILDEEA [FN027] . ST —TF T 71 ILDFEA
(FN0O28] ) ([C7OtERTFTBIzHDFT,
o MG RMBEDSIEZESROD I &,
o EEAA—:
() PLATEAU Maps Toolkit

PLATEAU Maps Toolkit

4\"PLATEAU

by MLIT

NG o &

TCesium

GIS type

MM T —9DY—7— @D None (Game Object)

UTF8
(0]
Mesh

GIST —% DA A

(2-2-20 GIST—%HAST
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[SC019] >—>4RFFUI
EmODEN - #E :
S A\DIREABTERFLIED., BRFEEHDREATZETLIZD T DIZHDUL
ToolkitZ#BA T D EEHEMNICS —>Ea1—ATFICRRIND,
BEA A= :

[(2-2-21 = —>ARfFUI
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2.4 ZIJUXA
2.4.1 ToolkitsTEALEFIIVXL—E

#2-2-5 PLATEAU SDK Toolkits for Unity @77)LTUXLA—E

ID e

ALOO1 SRS

AL002 M. EDFRIR

ALOO3 EDRENTE

ALOO4 TATEKE

ALOO5 XU —R

ALOO6 T AF v DERK

ALOO7 LODIIL—F DR

ALOO8 NAOXS

ALO09 IN=T h=>

ALO10 F1rhEZ3>

ALO11 RS —RE

ALO12 BZRFEEERE

ALO13 BRIREZE

ALO14 NS w OVERK

ALO15 cowoBsh I R—%>2~
ALO16 SN DIA—D

ALO17 AT NEE

ALO18 IASYRZ—T v —

ALO19 3DEPHETILDOAIBEBEHTE
ALO020 GIST—HDYT—LhATZT o ME
ALO21 ARADIL—=3>

AL022 Geospatial APIZR\ZIEEHE
ALO23 ARY—H—ZRWcETEDE
ALO24 ARY—H—ZRAWAEEDE
AL025 FauESHE

ALO26 TLI\T DS hxw T DiER
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2.4.1 Rendering ToolkitDERA7ZILTVU X A

[ALOO1] ESEIDZEE
o BRIBSAFAICHITIBEETMEE L. 1—FHTimeOfDay RS A5 ZRIEL TS =2l —2 3

CHOBFEZERAEL. TNICEDWTKEBEERAOI}EZZHIEU ., BAZEEEFE I D EZAJEEIC

FB. CDRSAHFONS1DMEZERD. 24P UL ZKRT . I—FORIEICEU T, =X

FALFKBEBDMEBEZSE L. ABEABDT LIS 3FILSA b —2NTENICHAZET S,

BRYMIID>=Za1lL—>3>:

TimeOfDayDE(CEDZ. CalculateSunDirectionf&U*CalculateMoonDirection XYV w R\

TRESRXTLADKBEBDT « LU 3aFILSA hrOAEEZETRT D, COTOTX(IMIRRIMf]L

BBERZMAL. WEDREI(TA>IEXBERDEEZERET D, UpdateLightsXVw RICKD,

ABHHMEIRU T (CHDEE (R) « HRWVWIALMERUT(CHDEE (B) (. enenos

1 L2023 FILSA ROBEMNOIRESN. S — > ADBEAMNTHNL,

KXz & ADRARR :

«  XBZERBA (Sun) : CalculateSunDirection XV w RTKBOABEETET B,
m_SunIntensity & m_SunColor/\S X —4—%ZB\ TS+ hORE SBZRETD. 07T
1 L33 FILSA MHAIKBELT. BEDS—>OM@FE=ERSY,

- BB (Moon) : CalculateMoonDirection XV w R(EBDAMBESTET B,
m_MoonIntensity &m_MoonColor/\S X —4 —Z BT S1 hOMEE tBZRET D, <D
T4 L3 FILSA MAABEND ELT. REDOS -2 OMARZEIRS T,

« FTALU2aFILSA MOREEENE :

o FTaLOT3FILSA b UnityDLight A R—3> hRERLUTCKBEBDT 1 LI 35
IS hZEERET D, INSDTA MIERIEDHIREE UTHEEL. S —RDOEMAERICT U
THTHEIEG U, BRREZEERT D,

«  BiF : UpdateLightsX Vv RiE, BHESNZHERRICEDE S MOREBZEHT D, KfH
EHIBNAIBICIE U T, S hollEr, BE. B8RV ATHEZN. HOEMNSHA.
B%. RICEDES—HBERICERTD. HEOMBICEKD. 1 ~=ON/OFF3 302w
DEED. HBEOMAMIFRLIDE EICHDBEICDHONICIRD, ZOMANMERRT (C/R
B EOFFICIRD.

Lt L
AROMIELENT—

RAOMBEEHS—

(2-2-22 BSEOZEE7ILTUILA
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- XBoDARDEHE: CalculateSunDirection
« CalculateSunDirectionBi#%(d. AHNSNZHESHIBMME (BEEXUVRE) (CEDWT,
KBEDAE (BEEAN) EETETD. STEEIRXENTILTIIALCH>THED. UTDF

JETEITSND :
1. JYIRHODFE : HEDHKZRXFTLLZITANSNTWS 1Y DAHDEER(CE
gD,

double julianDate = dateTime.ToOADate() + 2415018.5;

2. EEROFHE : tIROBE(ICKDEEDHEMNREEZEI T D/eH(CERSNDIEEE
ZRDHD.

double julianCenturies = julianDate / 36525.0; // 1Y DX i Ds1E
double siderealTimeHours = 6.6974 + 2400.0513 * julianCenturies;
double siderealTimeUT = siderealTimeHours +

(366.2422 / 365.2422) * dateTime.TimeOfDay.TotalHours;
double siderealTime = siderealTimeUT * 15 + longitude;

3. XBOFIHRELFIDERADHE : XGOMNE EOMUBEZEERT DCHICHERTITR
BEMPERBZERNT D,

const double k_Deg2Rad = Math.PI / 180;
const double k_Rad2Deg = 180 / Math.PI;

double meanLongitude = NormalizeAngle(k_Deg2Rad * (280.466 + 36000.77 *
julianCenturies));

double meanAnomaly = NormalizeAngle(k_Deg2Rad * (357.529 + 35999.05 *
julianCenturies));

4. HEMPMAOHE  HIKOPEE (CH T DKRZOHEDIRE Z 9 HBEERAZTET D,

double obliquity = (23.439 - 0.013 * julianCenturies) * Math.PI / 180.0;

5. XBEOREEFREDHE | REKETOXBOMEZEER T DI2HDTRELFFEZTRET D,

double rightAscension = Math.Atan2(
Math.Cos(obliquity) * Math.Sin(elipticalLongitude),
Math.Cos(elipticalLongitude));

double declination = Math.Asin(
Math.Sin(rightAscension) * Math.Sin(obliquity));




6. RADEHE :: FABDOEELEER(CEDE, HEOKR COABOMEZ NI FAZR
BB,

double siderealTimeUT = siderealTimeHours +
(366.2422 / 365.2422) * dateTime.TimeOfDay.TotalHours;

double siderealTime = siderealTimeUT * 15 + longitude;

double hourAngle = NormalizeAngle(siderealTime * Math.PI / 180.0) - rightAscension;

7. BEELHUDOHE  STESNCAEZERAL. BRAEOHEANSRIZEEDKRBORE L
FHzstE 9 3.

double altitude = Math.Asin(Math.Sin(latitude * Math.PI / 180.0) *
Math.Sin(declination) + Math.Cos(latitude * Math.PI / 180.0) *
Math.Cos(declination) * Math.Cos(hourAngle));

double aziNom = -Math.Sin(hourAngle);

double aziDenom =
Math.Tan(declination) * Math.Cos(latitude * Math.PI / 180.0) -
Math.Sin(latitude * Math.PI / 180.0) * Math.Cos(hourAngle);

double azimuth = Math.Atan(aziNom / aziDenom);

- BAOARE®DETE : CalculateMoonDirection
+ CalculateMoonDirectionB#%(%. BDAME (BEEHA) ZRE T DICHICEBRDIIENET
BEEITON. BOMBDESNZER(CAND,
1. BOWEEZED:E : BOFERE. HiraAMELEE*SOROHEERTEH
I3,

double eclipLongitude = (218.316 + 13.176396 * julianDate) * k_Deg2Rad;
double lunarMeanAnomaly = (134.963 + 13.064993 * julianDate) * k_Deg2Rad;
double lunarMeanDistance = (93.272 + 13.229350 * julianDate) * k_Deg2Rad;

2. BELHHOHE : LEONEERICEDNT., BAEOMSNSRIEADERE EHM%ZE
FTEI 3.

double Ing = eclipLongitude + k_Deg2Rad * 6.289 * Math.Sin(lunarMeanAnomaly);

double lat = k_Deg2Rad * 5.128 * Math.Sin(lunarMeanDistance);

double obliquity = k_Deg2Rad * 23.4397; // =iE{ER A

/] ARAEAERV B U T2 TREDETE
double dec = Math.Asin(Math.Sin(lat) * Math.Cos(obliquity) +

Math.Cos(lat) * Math.Sin(obliquity) * Math.Sin(Ing));
double distance = 385000 - 20905 * Math.Cos(lunarMeanAnomaly);
double rightAscension = Math.Atan2(Math.Sin(Ing) * Math.Cos(obliquity) -
Math.Tan(lat) * Math.Sin(obliquity), Math.Cos(Ing));

double h = NormalizeAngle((k_Deg2Rad * (280.16 + 360.9856235 * julianDate) - Iw)
- rightAscension);




double altitude = Math.Asin(Math.Sin(phi) * Math.Sin(dec) +
Math.Cos(phi) * Math.Cos(dec) * Math.Cos(h));

double azimuth = Math.Atan2(Math.Sin(h), Math.Cos(h) * Math.Sin(phi) -
Math.Tan(dec) * Math.Cos(phi));

BELHNUOT AL I23aFISA MODER :

ABVCHDEE EAALE. UnityRTDT « LIS 3 FILSA hCOBBERES DIeHICHEREN

Do

+ =E (Altitude) : KEBVCAMMIEHENS ENFEIFLEICHINZERTAE, COMEK T L
023 FILSA hOBBESBDIERCIIET Do

« A (Azimuth) : tEEEE UEKBRADOKEABOMESRRT. COEE. T LTI
IFILSA bOKERMZERET D,

54 FDOFEDHE :

Unity Cld. CNSOBEERAAS—AICERL. 71 LT>3FILS5- hdtransform.rotation

TONF« ([SGERT 3. AMS5—Ald. 3XTE[MICBFTIATZ U homErRT MRS

ETHD.

CO—RElE. KBEDFT« LI 3aFILSA MCABZERET DHEERLTND,

Quaternion sunRotation = Quaternion.Euler(sunAltitude, sunAzimuth, 0);

sunLight.transform.rotation = sunRotation;

Quaternion.EulerX¥Yw R(IEE AN SQuaternionzE &K L. S FOEERSERAT D, O
NICEKD. CalculateSunDirection’UrCalculateMoonDirectionBE#SE85NIEBE EHMZED
&L KBEADT 1 LU aFILS1 hoBEEZEREL. BRYA DI ZRIAT D EH0IEE
A
URP&HDRPTODZEDSRE (REKODHEE) :
+ HDRP TI(&. EnvironmentVolumelZUE{FIF5NzVolumed > R—=3> FRDPhysically
Based SkyMkfE SiEIE L. YIEBENR—XDASHEZ U T7ILIA LTS Z1L— MU, XBDOF
1 L2023 FILSA hMDOBECEDVWTEDENENI(CELT B,
+ URP Tld. HDRP® Physically Based Sky &3BMAL=RIRZURPTEIRT B/zsblc. HRH
I\Skybox= T —%— PhysicallyBasedSky.shaderz=E&E U, COHRILS T4 —EY)
ER-XDOARGDOEENRES =2 L — L. KIBEEBDEIE(CIGU TEOEBNEINICEILT
Do
+ HDRPHRIEICHBIFDEDBDELEXRE - AOL>HFU>Y
. YMEBAR—-ADZEDL >HVU>4 (Physically Based Sky Rendering) :
HDRP T(& Physically Based Sky Z#®BE L. AKOMIEBNFEHICED<SEDOL AU
17D, COETIVIE. To Lo 3aFILSH hOAEWRE(CIGU TEEMICZEDER®
B232ZTE L. WEHROAVWEDIRKRZES 1L — 93, HIXE. KE/MERCE
DL, Z—HEL (KRTORETRMFICKDEEL) &L1U—8E (DF/NESRAFIC
KBENEL) DIIRMEIMC. (AL D SOIRICERED. HOEDLEERICEEOHREDD
ST—2 a3 hBRICKREAETNS,

- KBOL>HUSD
Physically Based Sky EFILIFABDONIEE LT« LIS 3aFILS1 hERAVWD. T+
Lo2arILSH hDAEEMEICKD T, KBIEKREKICEENICHEEND.




AoL>5U>0
HDRPTIZS A hD/SA—4—C. Celestial Body > Surface Texture&WSIEBENEE
9B, CCICADTIORFvERBEITDCET. S MDAEIEUTEEUETIRF v
PRIERICIEE END. ADL>F U TICEAUTIECOMEEENT U TCADT v« LI 3+l
SO NITORFrZEEL. AZHEL TS,
. URPﬁiﬂ(gBH‘%"’@éd)E{btkl‘ﬁ AoL>5U>Y .
MBAR—ZADEDL >HVUD
URP Tl&. 7% LSkyboxs 1 —4 —PhysicallyBasedSky.shader#%i& U THIEER— XD
AREHEZSTE L. KBEADT« LIS 3 FILSA boAaEZE L. BEOEZE. BHD
HPEERDORANN D LB ZHE T D, L1U—8E.E S —BEZESOHEZTL. K
DBBICHEVEDENT 1= — hEn3.
«  KRBEELDOE: Scatter BO&K :
ScatterBd#(d. KR ZzBIBT DNHOBEDFGTEZ I DeH(CERAEND. L-1J—8EL
(F. KRHDBFICLDTEIZTHRIESNIHETHD. ENEKRZZIERIEHRTHD.
=—HELE. RRPORIDARETNTF (TF7OVIVIRE) [CKBEET. BOEHYHE
BRFICENFR<KRZIDIEBRERD, AV EBOMREERBICAN. CNSOBELASTZX
LZEHDE T, ARZBBIINDOBEEBEDEIZITET D,

float3 Scatter(float3 vDepth)
{

return exp(-(vDepth.x * RAYLEIGH + vDepth.y * MIE * 1.1 + vDepth.z * OZONE));
¥

o LAY—FICLBXRDOBELETE: RayMarch B :
RayMarchf#(d. LA~<Y—F>OHMiEFBLT. RSB IEXHOBMELEED I 5.
C D&, GetMainLight() TESESNEKEEY (FEEIE) OAMBEREZZERL.
EDEOZEESZa1L— 833D, Y F)LESamples(CEDE. D/ (A=< Y
STUSTU. FENENDRA > NTOARREEZSTEIT D ET. AAZBERIT DA
DEARNRFEENSZaL— N3,
- XBoL>FUSS
PhysicallyBasedSky> T —4 —NTABET« LTS3 FILSA hELTERSN. ZDE
F(IKRBOME (BE) (CBEDE>ZaL—hand. BEOEBAICHN. KBOME. #
ERUVBDRAEMNMTOHN. ZOBDEZSI ISR T, ABDFLEEGetMainLight()BI3K
ZECTEEIN. CoERIFRayMarchFESATERTN. ZDL AU TCHITDH
DEELZFTE T .
- BOL>HUD
BOL AU IICBRESRTLAOBDT 4 L2 aFILSA MOBEICEDSE, 11—
H—DFORAF v TOIN\FT 4 ZN U TCADTIAF v HARKICIEE NS & THREIEN S,

/! BOFTORIF v hoelERziig
float4 moonSample = tex2D(_MoonTexture, moonTransformedUV);

/| BORENRFREZITE
scattering += moonFinalVisibility * moonSample * _MoonEmissionColor;




(AL002] /M. EDRKR

BRIBIXTAICBITDIRIZEEMEEL. UnityDEZa 7))L TTx0 MisE (VFX Graph ¥°
Particle System) ZFERUCBKIRKRZSZa1L—>3>29 %, MPED/(SA—-F—-DRASA
H—DEZRAEST D ETIRTATEE/ N —FT« JILDOEEZFAEL. MAPER ORISR
EREND,

MEFORR:

o M MON\—Fa DILEEE. MHOYrX, EH. BREEAEREEZMNEEL. RED
MoEIEERR. RIESXFTLADRANAS A4S —TCHTNEEZHETET. BHAEVEERT
ENENT 3,

o B EDQIN\-FTAOIIIEE. ERFROUAX. EH. ELRRREZRTEL. BEOEDHE%
=®H, BESXFLADSNOWRAS A5 —CHEERFAEMLET. EHBEVEEHRIENENT
Do

IJx1¥ bomiEdt:

MPEES -2 2RICESED EREO/N—FT 1 JILBRE(CIRD, QUBEFERMNIEECHERD

B, TV — (AAS) ORIICERSEIETESET, T4 ADRECEITDS. X

SOBECEDETRPNED/\—F 1 JILDOABELN BN (CEFEND.

IJIU bDEER:

HDRPIERIBETITTRIOES D, BEIICVFX GraphhEIRENSH. URPERETHEBESXFTLAD

YERRDIRICVFX Graph & ParticleSystem TERR SN I 10 b ESS5&F AT D HERIRA]

fig. VFX Graphld. GPUR—XDII T MEKY—ILT ) —RR=ZADA>HF—-TIT—ATK

ED/I\—=F+ TILERD C EEMIRVEXDIERRN B EEIRA— T, ComputeShader(CHiE LT

INA AR EIND, TDEH. EWVENAILT/I\A A TEEMECHIGEL TV, —FA

ParticleSystem(ZCPUNR—XXDIT I T MY —IL T, T/I\ARICKBHIBRNIRNE, =>TIL

RMEW, NTA—TRAEERITBIE/NAILAFTFZITUS— 32 (TELTNS.

PlateauToolkitRenderingWindow 75 2 EnvironmentController 2752
T 012 +iERI0O— (VFX Graph & Particle System) MEBD)—F 1 2T I T2 OB
HDRP URP
Rain /{5 A—5— Snow J{SA—5—

) =71 Z)LDOBROBEE J{=F 1 DILOBROREE

HIGF/ AR ' (TR (ESE)
"‘ES 32 WIT 7T B BT 717 B
| VFX Graph Particle System

(2-2-23 [ - EOFRKD7ZILTUX LA
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- FROD=EIE:
BTFod— REMDEEZRT . m_Rain /\ISA—F%=FRL CHEREBZNNICHE T D, VFX
Graph& KU Particle System®Dmi A T, /\—F+ ZILDERKZEN m_Rain DIEICEDWTER
END. FEIITITU SDMBFHASOBRE ERK LB (CEFHFND.

/] MIJ T hDRE (VFX Graph)
if (m_RainVFX)
{
/] RDIN=F« TIVREERZGTFE
if (m_RainVFX.HasInt("Particle Rate"))

{
m_RainVFX.SetInt("Particle Rate", (int)(m_Rain * 20000));

/] DASDAIEICRI I T h=E)
if (Camera.main != null)

{

m_RainVFX.transform.position = Camera.main.transform.position;

// I T hDRE (Particle System)
if (m_RainMobile)
{
ParticleSystem.EmissionModule emission = m_RainMobile.emission;
emission.rateOverTime = m_Rain * 500; // FB4&EXR%
/] IASOMECTIT T h=BE)
if (Camera.main != null)
{

m_RainMobile.transform.position = Camera.main.transform.position;




FDRE:

FEOILITU MIDWTERKRIC m_Snow /\SA—SZFERALUTHRE=EENICHET S, VFX
Graph& KU Particle System®Dm A T, /=T« ZILDERKZEN m_Snow DIEICE DV TER
xNd.

/] BT 10 SOFE (VFX Graph)
if (m_SnowVFX)
{
/] BOIN=F« TIVREERZNTE
if (m_SnowVFX.HasInt("Particle Rate"))

{
m_SnowVFX.SetInt("Particle Rate", (int)(m_Snow * 20000));

/| IASDMUBICET I TV b =BE
if (Camera.main != null)

{

m_SnowVFX.transform.position = Camera.main.transform.position;

/] BINAILIRDET T T he&FE (Particle System)
if (m_SnowMobile)
{
ParticleSystem.EmissionModule emission = m_SnowMobile.emission;
emission.rateOverTime = m_Snow * 500; // BAERZHEE
/] IASOMECTIT T h=BE)
if (Camera.main != null)
{

m_SnowMobile.transform.position = Camera.main.transform.position;




(ALO03] EDIREE

RIBES AT AICHBITDEDHEEE. Cloudy/\S X —45—(JEUTEICE=IERB I D, HDRPEURP
TIIEDERESENERD, HDRPTIICloudLayerzFIFA L. FHREDORIANATEE. URPTIEH
A5 I\Skybox> T —4 —ZHNT. TUIXF v TEREULCENEHR NS,

EDIRENGE :

BIES AT A0 Cloudy /NS A=A —(ZIEU TEDERENEN D, I\SA—FIDELHELRDBEFLE.
E(THEBEIEN D EDRENEL 2D,

HDRPTODEDREI :

HDRP TldEnvironmentVolumelCOEFIFS5MN/zVolumed > R—+%> MAD CloudLayer #5E
ZRAWCTUPURT 4 wIORENMEE END. RIESXFTAD Cloudy /NS A—F—TEHESNZ
fBEICEDZE. UpdateCloudLayerVolume XYw R#%i@( T CloudLayer ODRNEHEZEHL. &
DEEZEN(CFHET B,

URPTODEDEE :

URP TlZ. HRX%/Skyboxs T —%4 —PhysicallyBasedSky.shader%zi@& U CTEN B =ND, &
DI —TCTHRESNLEEDOTIRAF v ZAVWTKREKEICEMEBEEND, RIEZXFTLD
Cloudy/\S A= —ZRANWTS I —4F —ATEDTIXF v DAEHEEEHFL. EDEEXE
HICFREET B,

EnvironmentController”? =X

ROHEE
HDRP URP
HDRP Cloud Layer 1A I Skybox= T —45—
U725 w21 EiiE FOAF v A= ADEEE

Cloudy/{5 A—5—

|
| |

UpdateCloudLayerVolume AY/w BT

pLE]

LT —S—0T0) T4 T
DABBARE A BROTIAF v OASBEER

[2-2-24 EOREREDIILVIIXL
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[ALO04] T A JRE
BIES A5 ATIE. Fog Distance&Fog Color/\SA—45—%NUT. S—22FE2BS IATD
IRt BRERAEL. BODRESZ2L— B, S—22EKICRENBREITE=ODRESX.
ARDU T U LERIRT .
HDRPT®DI AP DR :
HDRP T(&. ®RIES X5 ADFogDistanceUFogColor/\S XA —45—(CE T,
EnvironmentVolume(ZOEFT 5N zVolumed > R—1R > NADFogDi&E % BN CEFH T B,
meanFreePath[1/\Fr (CFogDistance. tintZ[1/{F~ (CFogColorz:&E L. AT DIk E
BZEEHIT D,
URPTODI A DR :
URP Tl&., ®RIES X5 ADFogDistanceUFogColor/{S X —4 —(CE T, UpdateLights XY
v RAT. RenderSettingsMi&EZ BN (CEFT I D. RenderSettings.fogEndDistancelc
FogDistance. RenderSettings.fogColorlCFogColorzi&EL. TAT DR EBEFH I D,
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.

[ALOO5] ¥FUZIIT—R
RIS X3 ATId. Material Fade&Building Color/\S A —4—%FHU\T. 3DEMESLDHY)
DFIRAFvBEFEBDEETL T4 20T BT ENTEE. TIRXFrEZEIFULIREN ST
PREEAFTOBBNTEET. COMEZHANDCET. BEF/LOERZRER L RENLT—R%E
HIoENTES,
Hea{bigtentiady :

.

C OHEE(ERendering ToolkitDMIFRAMD ARG LS T —4 —([CRESN TS, &R L
TRendering ToolkithMEt g Z2EETIRTF v D JMEERRITI D ET. TDHRAIALS
T4 —HEBN(CHY(SER NS, BuldinghXF A>T —4—(d. E(CUnityd> T —4
— S IRERAL. J—RR=-ZADEZa1FITOIS I IRETREIN TS,

S X7 ADBUilding ColorTIETE L=t & Material Fade TR EUEE DRI LS T—5
—(TEL. 21 —5F—ATERINMPDFT2 X F + &Building ColorzMaterial Fade @
EZRVWTIREAERE T &(CLo>THPOEBBN T L >F 0 > Fd N3,
MFCRIY>TIILI-RE 21 —F -5 TTOREETFA M-I TERE UMD
—R&ERD, ST —DEEEEDTHEAZEELCI<ITDEZENET D,

BlendingColor = lerp(Original, BuildingColor, MaterialFade);

+ Original - BBOMIAR ERDE, CDBE. YIDTDTIRF v

+ BuildingColor - BBDEAERDE, CDBEE. BRIES AT ATEESNZEE

+ Fade - 2DDIEDE TOEBRZHIHT D/I\NSA—F—, ONS1DEEED

LerpBd#%& M L COriginal & &BuildingColord &% MaterialFade/ \S X —45 —(CE T\ T
JL>F+4>793, FadeDEICIEL T, =N SBlendingColor(dOriginal &
BuildingColordE =BS5S BRI D

EnvironmentController’7 =2

NSA—F—%NE INSA—S5—ZRTE
Material Fade Building Color DT AF v
Jx— @ T
T i e

ERAZHBRS (LerpPaEy)

FIZAF v EROI LT+ 2T

~NTUTIL

I 2T o SR OE T b %

(2-2-25 YFU7ILITT—RO7ZILTUX A




[ALO06] T RF v DERK
PLATEAU SDKT-f >/R— MUTE3DESHETILICH U TS A LRI -2 DF IR F v = ERK L
THEATS. [FN006] BENITURTF v DERMMEETHERLTWLWB7ILTU X L,
EISIF—DIEBEEE :
A > R— M UIE3DEHIEFTILDLODIC KD FORF v ERYUEOTOCINRRD. HEMKRILIE
BADHIERRS & LT, PLATEAU SDKZRAWTA > /R— MURR3DEBHETILATZS O hOETS
I — LDEEZEENEMICEET D, UTICEFHNZERT.
+ PLATEAU SDKTA D> O— RUEBEBZIERRS —LATST O (FRRODBEE

13100_tokyo23-ku_2022_citygml_1_2_op 2) (C3DEHAT U MMEEN TS,

FEFEo>emeshT)IL—TDH T, ZLODICEUEHRBENRESN TS D, ZTOHICEE
WIS UTemeshMI S ENe s —AAT SO MHBRESN TLDIREERD TS,
@
Signin & ©

= Hierarchy
+ v
R SampleScene
& Main Camera
@ Directional Light
Eﬁ 13100_tokyo23-ku_2022_citygml_1_2_op 2
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internal void GroupObjects()

{

Dictionary<string, GameObject> rootObjects = new Dictionary<string, GameObject>();

Dictionary<string, Dictionary<string, GameObject>> lodObjects = new Dictionary<string,
Dictionary<string, GameObject>>();

PLATEAUInstancedCityModel[] plateauModelRootObject =
GameObject.FindObjectsByType<PLATEAUInstancedCityModel>(FindObjectsSortMode.None);

List<Transform> copyOfGroupedBuildingsList = new List<Transform>();

List<GameObject> objectsToDelete = new List<GameObject>();

for (inti = 0; i < plateauModelRootObject.Length; i++)
{

if (plateauModelRootObject[i] == null)

{

continue;

for (int j = 0; j < plateauModelRootObject[i].transform.childCount; j++)
{
Transform gmlRoot = plateauModelRootObject[i].transform.GetChild(j);
float stepProgress = i / (float)plateauModelRootObject.Length;
if (EditorUtility.DisplayCancelableProgressBar ("L —E> 20", "J)L—E>Dth",
stepProgress))

{
UnityEngine.Debug.Log("LODERRADIIL—E>IhF v ilenE Uz, ");

break;
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objectsToDelete.Clear();
for (int k = 0; k < gmlIRoot.childCount; k++)
{
Transform lodGroupedBuildings = gmlRoot.transform.GetChild(k);

if (lodGroupedBuildings.name.Contains("LODO0") || lodGroupedBuildings.name.Contains("LOD1") ||
lodGroupedBuildings.name.Contains("LOD2"))

{
copyOfGroupedBuildingsList.Clear();
for (int I = 0; | < lodGroupedBuildings.transform.childCount; I++)
{
Transform building = lodGroupedBuildings.transform.GetChild(l);
copyOfGroupedBuildingsList.Add(building);

for (int m = 0; m < copyOfGroupedBuildingsList.Count; m++)
{
Transform buildingCopy = copyOfGroupedBuildingsList[m];

GroupByLodName(gmIRoot, rootObjects, lodObjects, buildingCopy.gameObject,
lodGroupedBuildings.name);

b

if (lodGroupedBuildings.childCount ==

&& !PrefabUtility.IsPartOfAnyPrefab(lodGroupedBuildings.gameObject))
{

objectsToDelete.Add(lodGroupedBuildings.gameObject);

foreach (GameObject obj in objectsToDelete)
{
try
{
GameObject.DestroyImmediate(obj);
}
catch (Exception e)
{
Debug.LogException(e);

Debug.Log("object name: " + obj.name);

EditorUtility.ClearProgressBar();

OnProcessingFinished?.Invoke();
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B#ETE 93 (listofRoofTriangles)

2. REICEIDEARMNNDIITO NEDIFDIEH. ROBEEITD
(listofBottomTriangles)

3. WIDES(ICKD>TRD SB3TIRFrDIEENERDH. oasEEHALTCEDES
[CEDETTIORFrDEERITD. (SetMaterialFromHeight(meshRenderer,
height); )

4, FETHEUEBRLORZFED> TS hzEE (PlaceObstacleLightsOnBuildingCorners)

5. BEICE)LOEENNDII T hDEA (CreatePlaneUnderBuilding)

void ProcessLOD1(GameObject go, MeshRenderer meshRenderer, MeshFilter meshFilter)
{
Undo.RecordObject(meshRenderer, "Optimize Mesh");
Undo.RecordObject(meshFilter, "Optimize Mesh");

// Add the Processed component to the GameObject
Undo.AddComponent<Processed>(go);

// make new instance of mesh

meshFilter.sharedMesh =
PlateauRenderingMeshUtilities.CreateMeshInstance(meshFilter.sharedMesh, false);

// unwrap uvs as best fit around edge of building

PlateauRenderingMeshUtilities.UnwrapUVs(meshFilter.sharedMesh, 10);

// select roof triangles

List<int> listofRoofTriangles =
PlateauRenderingMeshUtilities.SelectFacesFacingUp(meshFilter.sharedMesh, 15);

// get roof boundary edges

List<System.Tuple<int, int>> roofBoundaryEdges =
PlateauRenderingMeshUltilities.GetBoundaryEdges(listofRoofTriangles);

// extrude roof by 1m

List<List<Tuple<int, int>>> sortedEdgeGroups =
PlateauRenderingMeshUtilities.SortEdgesByConnection(roofBoundaryEdges, meshFilter.sharedMesh);

List<Tuple<int, int>> newRoofEdges = null;

if (sortedEdgeGroups.Count > 0)

{

PlateauRenderingMeshUtilities.OffsetRoofEdgesResult result =
PlateauRenderingMeshUtilities.OffsetRoofEdges(meshFilter.sharedMesh, sortedEdgeGroups[0], -0.8f,
0.001f);
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newRoofEdges = result.NewEdges;

b

// select bottom triangles

List<int> listofBottomTriangles =
PlateauRenderingMeshUtilities.SelectFacesFacingDown(meshFilter.sharedMesh, 15);

// delete bottom triables

List<System.Tuple<int, int>> remainingEdges =
PlateauRenderingMeshUltilities.DeleteSelectedTriangles(meshFilter.sharedMesh,
PlateauRenderingMeshUltilities.SelectFacesFacingDown(meshFilter.sharedMesh, 15));

// set base color to green for Windows

PlateauRenderingMeshUtilities.SetTriangleVertexColors(meshFilter.sharedMesh,
PlateauRenderingMeshUtilities.GetAllTriangles(meshFilter.sharedMesh), Color.green);

// get all roof triangles

listofRoofTriangles =
PlateauRenderingMeshUtilities.SelectFacesFacingUp(meshFilter.sharedMesh, 15);

// set new edge color to green for for first UV bake

PlateauRenderingMeshUtilities.SetEdgeColors(meshFilter.sharedMesh, roofBoundaryEdges,
Color.green);

Bounds boundingBox = meshRenderer.bounds;

PlateauRenderingBuildingUtilities.SetBuildingVertexColorForWindow(meshFilter.sharedMesh,
boundingBox, go);

PlateauRenderingMeshUtilities.SetEdgeColors(meshFilter.sharedMesh, newRoofEdges,
Color.blue);

// set new edge color to red for for roof UV unwrap

PlateauRenderingMeshUtilities.SetEdgeColors(meshFilter.sharedMesh, roofBoundaryEdges,
Color.red);

List<int> roofTopFaces =
PlateauRenderingMeshUtilities.GetTrianglesOfSelectedColor(meshFilter.sharedMesh, Color.red);

List<int> roofEdgeFaces =
PlateauRenderingMeshUtilities.GetTrianglesOfSelectedColor(meshFilter.sharedMesh, Color.blue);

List<int> roofFaces = new List<int>();
roofFaces.AddRange(roofTopFaces);

roofFaces.AddRange(roofEdgeFaces);
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// unwrap uvs for roof with planar projection

PlateauRenderingMeshUtilities.FlattenUVsOnBoundingBox(go, meshFilter.sharedMesh,
roofTopFaces);

//meshFilter.sharedMesh.RecalculateNormals();

meshFilter.sharedMesh.Optimize();

// get height of building
float height = PlateauRenderingMeshUtilities.GetMeshHeight(meshFilter.sharedMesh);

// set materials based on height
SetMaterialFromHeight(meshRenderer, height);

PlateauRenderingMeshUtilities.SetRandomAlpha(meshFilter.sharedMesh);

PlateauRenderingBuildingUtilities.PlaceObstacleLightsOnBuildingCorners(go);
PlateauRenderingBuildingUtilities.CreatePlaneUnderBuilding(go);
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void ProcessNewlLOD1(GameObject go, MeshRenderer meshRenderer, MeshFilter meshFilter,
GameObject targetObject, GameObject referenceObject)

{
Undo.RecordObject(meshFilter, "Optimize Mesh");

Undo.RecordObject(meshRenderer, "Optimize Mesh");

// Add the Processed component to the GameObject
Undo.AddComponent<Processed>(go);

float bottomRatio = 0.3f;
float topRatio = 0.8f;

Mesh newLOD1Mesh = PlateauRenderingLOD2MeshSimplifier.LOD2Simplify(targetObject,
referenceObject, bottomRatio, topRatio);

Bounds boundingBox = newLOD1Mesh.bounds;

PlateauRenderingBuildingUtilities.SetBuildingVertexColorForWindow(newLOD1Mesh,
boundingBox, go);

PlateauRenderingBuildingUtilities.ChangeLOD2BuildingShader(go);
PlateauRenderingBuildingUtilities.PlaceObstacleLightsOnBuildingCorners(go);
PlateauRenderingBuildingUtilities.CreatePlaneUnderBuilding(go);
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public static Mesh LOD2Simplify(GameObject target, GameObject reference, float heightRatioBottom,
float heightRatioTop)

{

// Flatten bottom and top faces
FlattenFaces(target, reference, heightRatioTop, heightRatioBottom);

// Get the mesh filter and the mesh

MeshFilter meshFilter = reference.GetComponent<MeshFilter>();
Mesh mesh = meshFilter.sharedMesh;

// Get the mesh renderer
MeshRenderer meshRenderer = reference.GetComponent<MeshRenderer>();
if (meshRenderer == null)

{

return null;

// Record changes for the Undo operation
Undo.RecordObject(mesh, "Weld Vertices");
Undo.RecordObject(meshRenderer, "Change Material");

// Weld the vertices

Mesh newMesh = PlateauRenderingMeshUtilities.WeldVertices(mesh, meshRenderer,
preserveNormals: false);

meshFilter.sharedMesh = newMesh;

// Return the new mesh

return newMesh;
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void ProcessLod2(GameObject go, MeshRenderer meshRenderer, MeshFilter meshFilter)
{
Undo.RecordObject(meshFilter, "Optimize Mesh");
Undo.RecordObject(meshRenderer, "Optimize Mesh");

// Add the Processed component to the GameObject

Undo.AddComponent<Processed>(go);

Bounds boundingBox = meshRenderer.bounds;

PlateauRenderingBuildingUtilities.SetBuildingVertexColorForWindow(meshFilter.sharedMesh,
boundingBox, go);

PlateauRenderingBuildingUtilities.ChangeLOD2BuildingShader(go);
PlateauRenderingBuildingUtilities.PlaceObstacleLightsOnBuildingCorners(go);

PlateauRenderingBuildingUtilities.CreatePlaneUnderBuilding(go);
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internal void GroupObjects()
{

Dictionary<string, GameObject> rootObjects = new Dictionary<string, GameObject>();
Dictionary<string, Dictionary<string, GameObject>> lodObjects = new Dictionary<string,

Dictionary<string, GameObject>>();

PLATEAUInstancedCityModel[] plateauModelRootObject =
GameObject.FindObjectsByType <PLATEAUInstancedCityModel>(FindObjectsSortMode.None);

List<Transform> copyOfGroupedBuildingsList = new List<Transform>();

List<GameObject> objectsToDelete = new List<GameObject>();

for (inti = 0; i < plateauModelRootObject.Length; i++)

{
if (plateauModelRootObject[i] == null)

{

continue;

for (int j = 0; j < plateauModelRootObject[i].transform.childCount; j++)

{
Transform gmlRoot = plateauModelRootObject[i].transform.GetChild(j);

float stepProgress = i / (float)plateauModelRootObject.Length;
if (EditorUtility.DisplayCancelableProgressBar("it#cnJ)L—E>0", "J)L—E > T,

stepProgress))

{
UnityEngine.Debug.Log("LODERAEDIIL—E>IhFv o wilenE Uiz, ");

break;

objectsToDelete.Clear();
for (int k = 0; k < gmlRoot.childCount; k++)

{
Transform lodGroupedBuildings = gmlRoot.transform.GetChild(k);

if (lodGroupedBuildings.name.Contains("LODO0") ||
lodGroupedBuildings.name.Contains("LOD1") || lodGroupedBuildings.name.Contains("LOD2"))

{
copyOfGroupedBuildingsList.Clear();
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for (int | = 0; | < lodGroupedBuildings.transform.childCount; |++)
{
Transform building = lodGroupedBuildings.transform.GetChild(l);
copyOfGroupedBuildingsList.Add(building);

for (int m = 0; m < copyOfGroupedBuildingsList.Count; m++)
{
Transform buildingCopy = copyOfGroupedBuildingsList[m];

GroupByLodName(gmlIRoot, rootObjects, lodObjects, buildingCopy.gameObject,
lodGroupedBuildings.name);

b

if (lodGroupedBuildings.childCount ==
&& !PrefabUtility.IsPartOfAnyPrefab(lodGroupedBuildings.gameObject))

{
objectsToDelete.Add(lodGroupedBuildings.gameObject);

foreach (GameObject obj in objectsToDelete)

{
try

{
GameObject.DestroyImmediate(obj);

b

catch (Exception €)

{
Debug.LogException(e);

Debug.Log("object name: " + obj.name);

EditorUtility.ClearProgressBar();

OnProcessingFinished?.Invoke();
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LODGroup lodGroup = buildingGroup.AddComponent<LODGroup>();
lodGroup.fadeMode = LODFadeMode.CrossFade;

List<Renderer> lodRenderers = new List<Renderer>();
List<LOD> lods = new List<LOD>();

// Because the loop is reversed, the highest LOD as defined by Plateau will be stored as Unity's
lowest LOD

// This is assuming Plateau model will be stacked LODO, Lod1, Lod2... etc
for (int i = buildingGroup.transform.childCount - 1; i >= 0; i--)
{
lodRenderers.Clear();
Transform lodBldgGroup = buildingGroup.transform.GetChild(i);
Renderer[] renderersInChildren = lodBldgGroup.GetComponentsInChildren<Renderer>();
lodBldgGroup.gameObject.SetActive(true);
lodRenderers.AddRange(renderersInChildren);
lods.Add(new LOD(PlateauRenderingConstants.k_LodDistances[i], lodRenderers.ToArray()));

lodGroup.SetLODs(lods.ToArray());

lodGroup.RecalculateBounds();
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RERD, T, TSR EDRANTOTCRAI I TV hEBERAIT BEHICHNE
R—BENRL > -5 -5y NEHERT D,
2DD—EMIRL A -4 —5w ~ (ffl: tempRT1 & tempRT2) W RSN, NS
3T S —UIBDFEHERZI&IN T DIeHICERETND.
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- JS—EDEA (Execute XVYwv RA) :

BEODAASOHT—/)\Y IT7 —HS5—BHNRAL>F—F—4v ~ (tempRT1) A#HA
BN IE—9 3, AT SBOHRFERERD,

IBESNERERE (blurlterations) (CHic> TIS—UBNERASN., FRIET
tempRT1 & tempRT2RI CEEHN RIBUIERITS, CNICKD. TSR ERFEHIC
EETN3,

JS—IBNET Uic. BRI S —MERSINZESR (tempRT1ICHEMENTUL
3) BTOAASOHS—/N\ywIF7—(COAE—N. RTU—2(CRREND.

« PDU—>F7wT (Cleanup AVY RA) :

FERUE—BNRL P -5 -5y M@t (L. UY—X&20)—>2T7v 93
ZET. XABEVYY—O%BIET D, COXXTYFIE. RASTOCRBEREICRE(CR
DE—)\w I 7 —OFERICHBOIIR 12D,

« NyIJ7—mD=RE (URP) :
URPTI(&. ScriptableRendererFeatureZzisk L. ScriptableRenderPass&@®R&E 33T M
IASORI ST OTCRRZERAT B,
+ CustomPassZERUE/INY J 7 —DEE :
« IHASETE (OnCameraSetup XAVvY RA) :

LA U DF—INSAASDEI -5 N ROUTIEREBL. L2F—5F—5
v hOBA X EEESE S,

blurTempBufferID & blurBufferID (CIGd 3 —BL >4F -5 —4v ~ (F2R3U
RT) &R I D. CNSETS—AAIB(CFERIND—B/\Yv I7— &3,
IN5O—B/N\Y I7—(& TS5—NROFMERERE U TERSIN. RENRTS—E
BEEMRT DIEHICHEBEICT —FZEEEITD.

+ Rf7IJ1—X (Execute XVvY RR) :

IS5 —I8(CHEIR/NS A —4— (BlurSize, Samples, BlurStartRange) =<5 'J 77
JUIZERTES B

v — @G (source) NSRVID—E/\w IJ7— (blurBuffer) NE&ZEXL. TS5
—IBDOEEET D,

FRTE SN/EBlurlterationsEI#ZIT T S —/)\AZEDIRY, BEDIRL T, TS5—NIE
ZhieUcERZE—/\wv J 7 —MTEiX L. ROAFTL—23a>DANET D,
BRIEN(C. TS—WBHNTT UcESZETdDY —X/\w J7— (source) ([CRT.

« PU—>7wT (OnCameraCleanup AYVvY KA) :

FRALLE—BNRL Y -5 -5y hzBtl CAEsL. VY—-XZ2oU->2T7vT33
ZET ABVY—DZBBIET D, CORTYI(E RAMTOCRBAECAE(TR
Dfe—B5)\y I 7 — DFERICHRISIIE L7132 D.
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[ALOO9] N—T b—>

CORIANTOCRE, IN\—T b—2REERICERT D, /\—T b—2RE(E BRI

[CRw N —2&EAL. IBEPREDEVE RY MOAZTSPOEECRIAIIRENROZET

BB, TUD MAT 4 T7ROL MORES 2 TILRIA IV GRS BBICEREIND. BEOHRS

L3 T—4— (Halftone>x—4—) ZAVWTEELTWBESH. IRILS T —F—DAEER

BERS N

Halftone> T —45—@DI\SA—5F—:

+ HalfToneSize : /\—J ,—> Ry hOEATGA X, TOMEHASLLRBIEE, ERSNBR
v hOBERENMKELRRB,

+ HalfToneRange : Rv M+ XDEEEH RS S, COBEEZZEZXDZET. Ry DX
FEINETHIBREORETHNEIEE, EHFOEBEICEDVTRY ROAZTEIHNEDREZ(LTIH
ZHIHT 3., BEASUEETE. BICECTARERRY MYER SN, BEAEVEE T
INETR Ry MOYERR NS,

+ UseColor : S —BROEREERI DTS, 0DBEFTL—AT—)LTUREL. 10015
SEDh>—=FER.

Halftone> T —4—DNIEAZE :

1. EJTIDUVEIEDEIS :

ZEOILICHUT, TOUVEEZEERETD. CNE. TUORATF v EOMEIBEREBD D
DEKRNRIATYV T E1R2B,
2. UVEBEDRT—U P :
UVEEZ#% HalftoneSize/\S X —4 —Z# B\ TR —U>D U, I\—TJ b= Rv hDEE &
YA XERETD. CORAT—U>TICED. Ry hoRRHREE=NDS.

3. BOWMBEEEDHS
HalftoneBufferi:sx2H> T U 0L, BOBERETET D, BEE. Ry hOXS(THE
BE5Z223BREUTHERT S,

4. Ry NA—DER; :

UVERZEZEFEWT, Ry MY —2 &M T D, CCTlE. Ry hodubhSDIEEEHCE DY
TRy hEEEY B, HalfToneRange/\S XA —45—DEICEDE. EENSVED TEKRE
RRw MY ARVEBD TN Ry MO NS,

5. HhS>—DiEH :

UseColor/\SA—4—(CEDE, Ry MNIxoEEETDIN. JL—XT—)LOEEER
ERI BN ERES Do

RY FOFARERRICDWNT :

Rw hOZR (G, EOILOUVEEEN SETESNZIESIICE D <. EAMNIICE. Ry hodulh
SOExTEERE (d = length(uvFrac - 0.5) * 2.0) Z3tE L. COIEEN Ry FOEBE(ICKD> TR
ESNERERICHDIBEIC. ZTOEIUIILICERERS, EHNABUMELD/IEL (DFED, Ry
DOFRMTEV) ETTILIERY hD—E80E U THEBESN., AZTWSGSEESRERD. CNICKD.
RO Ry MAERMREND. UseColor1migas. M Ry MMIlEeDEHOEMEREN. 0D
BEIEBECEDVWTIL—RT—ILTHEBEEIND. COFECLD. BEERARCHIZE>T/I\—2
N—RMMEREND.

Ny I 7—m=EKR (HDRP) :
HDRPICBIFB/\—T b—=>D/RA ST O AELET(E. CustomPassT SR =AU THRAS I
RANTOCRZEET D,
SR E (SetupAVY RR) :
o IJTVUNMNERICHERIYTUTZILE—BNRRL >SF—4—4wv ~ (halftoneBuffer) %zt
fID. CDI\WI7—(E J\—T b= AUBDHERE—IFN(CAEINT Bz (TEREINS.
+ halftoneBuffer(&. RTHandleszFBW\THEREIND, CHICKD. BEHRD/\—T b—240
IBHVE]EE(CTRD.

127



o N\=Jb—BDEA (ExecuteXYwv RR) :

o BASOHS—/)\y T 7 —HShalftoneBufferNEffzE IE—9 3,

o RIS N\=T b=2ORIANTOCZNRZEAY B/, halftoneBuffer(Cxid 3/\
—J b= AB%EITT D, COUIR(CKD, BFRLEC/I\—T b=/ I - ERE
ns.

«  QuBENzhalftoneBufferOBEBEAIASDOHS—/\w I7—(CIE—-L. /\—2D
~—ERENEATNIERIIERDERN R OY — > [CRREND.

« PDU—>F7wvwT (Cleanup AVY KRA) :

. FRULRELA 455y NEBEYICHERL. UY—-IX=EEYCOU->2TFv IR

ETAEVI—D%MIET B,

Ny I7—m=E (URP) :
URPTD/\—TJ b—>TIT T 1 h5EE(L. ScriptableRendererFeatureziisk L. XS AL 25
—J{R (HalftonePass) #{Ekd D, COEXEBELU T, URPOL AT TFSA2(CH
A LRA N TOCRZREZITD.
+ CustomPassZERUE/N\Y J7—DRE :
+ #HASSE (CreateXYwv RR) :
o N\=TJb—"ITxUMRBEBRAITIEODARL LL ST —)\RZEPDIAILT D, DA
AL =) =T U CEILIRZ1T D,
« N\=Jb—208BDiEA (ExecuteXYwv RRMDHalftonePassY5X) :
o JI\=DJ bh—2A4L18%75—K/)\v J7— (halftoneBuffer) ZABL. IAXASDHS—
Ny I7—%=1E—-9 3,
+ halftoneBuffer(Cx U T/\—J b—2%RZERAL. TDIER%ETOE(ER/ v J 7 —
(ROU—=>) ([COBE—T93., COMBCED, AT U—(0/)\—T h—25RNEA
SNERIEERDBEHFNTRREIND.
« PU—>7wT (OnCameraCleanup AYVY KA) :
« RANTOCREARAEICEARALE—R/\Y I 7 —&2HFKRL. UY—&@ECoU—>
TPV ITTBTETAEIUY—D&BIET B,
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(ALO10] F RE>3>

CORIA IO BHRICFH RESZ T3> (BBR) HRZEHEIDIEDTHD. 71 hEST
SRR (E. BAEDRET CERBAREREGREER T DIEHICFEREIND, COMRIE. FED
& (@RERe) 2FERALTC. KBET coRREzAaLEED. BADODARILS T —F—
(NightVision> T —4—) ZRWTEELTWBEH. HRILS T —F —DABTEMRRT Do
NightVision> T —45—D)\SA—5—:
+ Sensitivity: BBHEHRDORE., COEIBVEE., BHROEBEEN®ASINSD.
+ Color: 71 REZIHNRICFERATINZE, BEIRMEBININ. FEOEBTHREDILE
NightVision> T —4—D{LBAZA :
1. EJIDUVEEDHRS :
ZETTIILDOUVEEZREBL, TUXFv LOMIET DMBERET D,
2. HEEDHE:
FORXFvHh8ZHTUITU. TOEEZTET D, EEE. ETJTILOEIEIERE
IREHICFEREND,
3. B0&EMH :
RESNzColor(CEDE., StESNIBECETEAYT 3. BENABLEITILIFEEN E
<ERREND.
4. BEODRE .
Sensitivity/ \S XA —4F—(CEDE, BEDBALZRAETS. BENMBVEE., LDZDED
TILHREARREINS.

Ny I7—m=E (HDRP) :
HDRPTI(&. CustomPassZSAZEMELTHA MESI>I T U MNEEETSD, TITT D
WACE., —BFNRL >4F -4 -4y hnightVisionBufferz#EHE 79 3.
«  YIHASRIE :
« IJIUMDOERICKHERYSTUIILEnightVisionBufferz @9 25, <D/\w IJ7—(&
TOx10 MUBDERZRING DIlzbITEREINS,
« IJIVMDERA:
o BAASDHS—)\w T 7 —h"SnightVisionBuffer\Eltfx IE— L. 7 hEZ3>IT D
IV MEERTD. TDE. UBSNZEFREDASDHS—/\v I7—(CRT,
s DU—=2FYT:
« RANTOCERAZCERUE—E/ v D7 —%2f#RL. VY—-X&@co)—>7y
T9BTETAEIU—D%MIET B,

Ny IJ7—mxR%E (URP) :
URPTI(&. ScriptableRendererFeatureZzisk L. ScriptableRenderPassz®R&EI D ETHA
NES3a>TI T MEERTD.
HASRGE :
s FAMESIZTITIUOBERICBRERARILL S —)I\RAZHPEEL. /v I 7
—nightVisionBufferz #{F9 3,
IJxIYbOER :
o BASDHS—)\w T 7 —%&nightVisionBufferiCIE—L. > fESI>IT I MR
BAY 3, €& IBSNTZEHRZ V-2 ICRT,
DU—=2FvT
 RRANTOCRERRICERULE—E/N\Y D7 —Z2#8L. UY—Xz@co)—27y
T3 ETAEIIU—DZBIET B,
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(ALO11] [ERAHS—ERTE

JERADS—ORARMEET(E. 1—H NI HDCUIEE L THID AW S 1 DIER IS — D3R

BEITOMREZIRMTD. COMEE. FCEBMOERERNS—YRYT (GFr>xIL) Dz

BTV, ESHNICS 2 FLIRTERTIL I 7EZEIDH TS, 1—F—0 [[ERHS—DFHEE] R

SEBTIDE. BIRENEMMOXAY S 1 ([CH U TIBESNIZ/\SA—F—(CEDKTERNT—

DIFESITHND,

UIAADBEHOSEIGTIINSGA—F—:

. W LEEBHSXWVYARAY (JE=HS—G) MaskPercentage : COfl(ld. ¥ BN &
DEFHFE CTIERNS—GF v oRILDIYRAI%ZERT DM E0NS100%DEHEFE TIEE T D. &
DIYRAD (. BYDLE. KRHZF(CENFRESNRVKDICT D EHITFERETND.

« SYHAS—RiE (JAFHS—A) RandomAlphaSeed : COfE. [BEHEHS—AF VR
IVDEDS A IMETOTCRICHBIIBERERDS I LS — RERKET D, ST LS —
RIEICKD. T EIC—BEDHINERDS A LTIV I 7IENEESND.

I AU X LADOUNIBRE :

« ERAS—GFv>RIDIYRAVBERNE :
GF v RILDYRATEARMIR L, BYIDXA Y 2 (T3 U TREDIBR NS — Y AT %=
[SERAL. BEDESULICENRREINRVKLDICTZCEEZBNELTND, COUNIE(E
MTFORFTY I TERITESND,

1. HRORSHE: AV 1DFERICHULT, ZOYEE (B8S) &#H&EL. Av2ase
HROR/NEEE EBRYEBIZERRET Do CDOYEEL, B X Y 2NTEDMEICHD
dhERY,

2. YAVEREEODHE : AH/{SA—4— MaskPercentageZE6 & (L. AV a1DEDE
ZEIFICGF v o RILDN AV ZERAT DN ZERET D, EARNICIE. XS 1DRAYE
BENSHEINZEERNICHDIERICOHF Y AN ERETND.

3. GFVY>ORIiRE : YR UBEREERNDOERICHUT, GFvoRILOEZRHET D, 0
FRCELD. BESNEEBEU OB (CHIERICEITRINMERENT. FTIhTHD
ERICEYRAIMNEREIND.

« ERDS—AFVRIDS>H LMENE
AF v RILDS A NMEAIRE, WPEMDAY S 21 TS OFLRMED/\U T -3 > %1
EE3CEEBNELTVND, COUBEUTDORTY I TEITEND.

1. SYHAS—RDFE : ASH/(SA—4—RandomAlphaSeedxE & (2. S5 LABER
2RO — REZHPIEMET D, CD>—REICEKD. BEOS S LABERTOCIAD—E
MR SN D,

2. SOALTPINIFEDER : >— RMEEBE(C. ONBS1OEH TS A LARTILI 7iE%
9D, CDOSALTILI7HEE. Ay 10LERIC—EUGERASN. Xv>a
PRICH—RIERHS—DEZFS5T D,

3. IEMEHOMIID AW S 1 (W U TITON DR, WEldDcurrentSeedDfE%ZE 1 > 27U X
SRIBZET, ROATZ IO MNMIHUTIIRRD S A LTIV 7ENEREN. H
M & (CERRBMENERENS.

S 1—4H—-LDiE:

Rendering Toolkith'12t 3 S FADBuUIlding hR T LS T —F —(F. AV I1DIERIS—D
Fv2R)VERZZR U TV DN DOERZHE T DHAEZIF D, CNSOEBE, E(CUnitydD
SIT—4A-0STRFERL. J—RR-ADOEZ17)ILTOT0S I IRIBETERSINTLS,
MFICRIY>TILO—RIE, 22 —4F IS TTOEEETFTFIAIM-IATRRUEEMO—-R
THO., TORUO—-REEBEUT., >x—4 -0 EERDS—BROFAAEZER LT <
IHDCEZBNET B,

130



« BRHS—GF v RIVOEERH:
WWADRI LS T—F—TE GFvoRILDMEZRES LT, WYOEZHEE I D/zHICHIA
ENDd. GFvRILDENBHEZBX DEDEFEELTL AU TSN, D TRVED (EE
Bistosgteh & UTRiDNS.

BOHRBEZARNS—GTIRAIITIY>TII—R:

WindowMask = step(MaskThreshold, VertexColorG);

WindowColor *= WindowMask;

+ MaskThreshold : GF v >RILDY A% ERAT DREIE. CDEXDEGF v > RILDMEHNK
FVEE, BHAFEITIHEEEHREND,

« VertexColorG : JEma 15 —DGF v >RIUE.

+  WindowMask : stepBa#ic K> TEHEEND YA TfE, MaskThresholdk D VertexColorG
DENKEZENSZEEL, TS TRWNBEIZ0ERD.

+  WindowColor : RIEN(CYRXIICEDVWTHEEINDEDE. WindowMaskr0DBE., &=
PMEEBEEN/RAL, WindowMaskh' 1DHE, BEHEBE NS,

« BERAS—AFVRIVOERH :
JERAS—DAF v RILE, T E(CRRBIEZ A TVIVNREZER T DIeHICFHIAEND, &’
BIDZ —2 (CHBITDEW(CH U, ERDODAF v ORI UEZAVWTEREDORRZDBZMYITERY
DTET. BME—D—DELAO>LEBREDNAERLCVDLDICRRD.

ERAS—AZAVWENZ EDOBDBEAY>TIILI—R :

NightBuildingColor += lerp(CoolColor, WarmColor, VertexColorA) * IntensityFactor;

+ CoolColor&WarmColor : /G2 VvE (il : F&) SEMNVVE (Bl AL > 26) ARESN.
CNSIEREDEERIRITILHICFERETNDS.

+ VertexColor : [EEHS—DAF ¥ >RIJUECLD. CoolColorhSWarmColorNdD 55—
SI>RHNTSIUAMACEBERIRITDIEE LD, BRHS—A>ONSITIST—>3>ICT
vE>JEN., COFEERNTEDERMTHONS.

+ IntensityFactor: : EBEZHAE T FZEHTHD. EZ17)LIROBEZHIHT D,




(ALO12] EnZRsAZEHERE

EZRFRRMAE T, [FNO14) EZERFBMEE(CRHBLIEEBD. I\ANR T 1LY —. BEI«<IL
H—, D RSAKRIAILI—. S —TRI T« )L —DATERED T « )L %2 RIR U=t (0@
BA93. &T+ILY—DEFRNLLBREZUTICLHITD.

NIRRT A —:
INA IR T« LD —(EEEEMD Z8A LU THNNT « T—ILPTy S B3 MREN G B,
BHFNCE ERoTBEREDMNLDD. Mgy oMAEITd, COUUBEED T, Th
FORF v ([CEENBDRERE DD EZMBNICRET DI ENTES,
+« NS A—4—: Radius
HORENUDERE (HR) ZI_ET D. ASUMEEFEFN URIRNEN DERERKM A D ERE
ETNB. RadiusHAEZUV\EE, BHRIEELDBSHNCTIRD, WS T—ILABRETND. C
OFOLXRICELD, Ty EMEphgasNd.
« UIEH: 055100
o EROIIR(EEEFH: BEiREA
o Joa 5 —NBDEE
HOREFNUZERAE. TOEENSEFNUVEEGZSI K & TaEKRR D i,

Output = Original — GaussianBlur(Original, Radius) + 0.5;

BEIILF—:
PEE D« )L —(TEREARDIAZ 7 —R(CAETD. CDOTILF—ICKD. BIEFNABZ K EE
[FEL<RD, TA4T—ILRNE2EDERZIBLDICRBHEEND D,
+ J\SX—#— : BrightnessFactor
ERDE EOTILORGBEIC—EDERIMZ D (FXE(EHST) CETHIETZAET S,
« UI&H: -100H5100
o EEROUIBEEHE: -0.999Hh50.9(CUTw S
. TN EBDRE
ERDE EOTILORGBEIC—EDERIMZ D (XE(EHST) CETHDIETZRAET S,
Bz D< 93HE: (BrightnessFactorh IEDIE)

Output = Original + BrightnessFactor;

E=E< 3354 (BrightnessFactorh'IEODE)

Output = Original * (1.0 + BrightnessFactor) ;




dA>RSARIAIVET—:
O FSRA TV —(FEHROBIEEZ R L., EHOUERBERAT D, LI SN
BAZWED VB DER [F>EDTE. EEREHACREINENH D, #(CI> S M
T3 &, BROBABENEIISN. ZSMNVEIRICRS,
+  J\SA—#—: ContrastFactor
O> PSR MERFEHRD OIS FS XA MANILEFRE, 1LDAKESMETI> RS MMEL,
1LDNESUMETIHD. ContrastFactorlEWEED FSX MMMEL., BEHROBAIBEN T
DI 3,
« UI&EHE: -100H5100
o EROIIBESERH: 0.1H152.5(CUTvT
o Joa 5 —NBODOEE
FEENSOEZCI> NSAMESZRED. BUOFEECNE TS ZETIS bS5 R 2R

o4
iEo

Output = 0.5 + (Original — 0.5) x ContrastFactor;

S —=TRRATANT—:
Sy —TRIAT IS —FEED I Y SxEAL. 2ARDEHATERLETED. Ty SOREEL(IC
KD, BRDT « T—ILHEAEIN D,
+  J\SX—4%: SharpnessFactor
S —TRAGENI T W TREADEBERRE. EHNASVNEETYIHEHESN. 7 —I)L
MEEER(C/R B,
« UIEGHE: 05100
o EEROMEESR: 0.0051.0CURYS
o JaIGI—NBORERE
STSIT2TAII—%FE>TIYSHREZITL. TOEE(CSharpnessFactorzE U Tt
DERICINE T BT ETI v —TRRZMELEEES. SharpnessFactorh'EWL\EE. Tw D
AN <IRD ., BURDT « T—ILAVEERRICIR B,

Output = Original + SharpnessFactor x Laplacian;

4D T 1 LI —DIHE ;

Rendering ToolkitDBEZEFAET7)LT U XATE. EEDITAILIZD/\A )R T4 I)ILF——@]
ShSRRIAII——OBE T I ——@S v — TR I« )LF—DIETHERAT D, T+1ILY
—fBENOCERESNTUVDBEIETED T 1 ILI—Z)\1 )T B,




[ALO13] fRKEZEE

« Rendering ToolkitCF I XF v DIFMFEZZEE I DER(C(E. TextureScalery > AMResizeXV
v RTUIEZITS. ERNRERFIUTOED,
EEEDT I ATF v DIRGE ZtargetX. targetY TIEE T D. WEDTIAF v ZFHUWTIRXF
v ([CJE—9 D438 (& Graphics.Blit(texture2D, current); T{TD>TL\B,

public static Texture2D Resize(Texture2D texture2D, int targetX, int targetY)

{

RenderTexture previous = RenderTexture.active;

RenderTexture current = new RenderTexture(targetX, targety, 24);
RenderTexture.active = current;

Graphics.Blit(texture2D, current);

Texture2D result = new Texture2D(targetX, targetY, TextureFormat.ARGB32, true);
result.ReadPixels(new Rect(0, 0, targetX, targetY), 0, 0);

result.Compress(true);

result.Apply(false);

RenderTexture.active = previous;

current.Release();

return result;

b

+ Graphics.Blit(&Unity Scripting API TRt SN TL\BGraphicsZ SAKRDAYV Y RTHD. il
(FUTOARK RF2 A bESEBEEINZL.
https://docs.unity3D.com/2021.3/Documentation/ScriptReference/Graphics.Blit.html

o FORFvEUYA X BUEEGraphics.BlitAVw RTIT>TWD. AEBMIICIZ/Nr U7 T 1)L
G DTITIXLZFERALUTWND, REICNNA VT IT1ILI IO EZRT,



https://docs.unity3d.com/2021.3/Documentation/ScriptReference/Graphics.Blit.html

s INMUZFINEVUY
IAVZTTAINNF I TORFvZIEAFRFINTDESCTIRFrZRBENCITD
EODFETH D, INAIZTFITILFVUI T KFEEBEDZHHE THREAERZITD.

s INMUZFT1IINEFVUSTDNEAZ :
B EDEIILNTIRF v ND4DDTI)LOBDAIE (CHIGT DIBE. /N1 UZF7T1)L
B EINB4DDFTIILONMEFGERD,. RENRBZERET D.
1. JKFERHE
. AEBOR: 1 =A* (1-x) + B * x
. CEDORI: 2 = C* (1-x) + D * x
2. EEHHH
o B1EE200M: P=168B1*(1-y) + B2 *y
R(X,y)DEZEFHE T DIHD—MIRESTERN(CEEIT DI EUTDOLS(CIRD,

Tl —Y2 —T2 1
1 - —zayn W T2 1| =
flz,y) = ———————[f(Qu) f(Qu) [(Qu) [f(Qx)]
(z2 —x1)(y2 — 1) —Eyr Yy o' 1 u
Ty —w o —w 1 Ty

(Xl,yz) (Xz,yz)
O O
®x.y)

O O
(xl,yl) (Xz,yl)
o =0 +O|] +

o +o

(2-2-32 I\AUZ7ITAILFUTDFEARA—Z
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2.4.2 Sandbox ToolkitdfER7ZJILIUX A

{AL014] cSY O{ERk
Sandbox Toolkitdd bS5 w2(d Unity A/ \w o —DRX TS0 (com.unity.splines) ZH&
[CREENTHED. RITISAAERY—ILERUAEEFBLUT A Y INERESND. HEER
DOFITYUXIELT. Sandbox ToolkitEIFICHIEDH B RX TS+ > L TCOMNBEIEOSY J%
ERUE.
PREDH DA S > DEIEIC KD UBEEE
ATS5A4 > TIH@EMBIME (interpolation value) ZAHWTR IS4 > toMEEHIHT D, XTS5
1>DORE(CEANST. IBROBREEZO. BaDEEZLEUTAHBZIEEI DS ENTES,
DIEHNSDIHEE. UTORDEDICAT A UFEERORA TS 2 IC K> TR SN TS 28,
ATSA>2DA 2TV IR EHBMBREIEET D ETHIRDSH IR TS > DEBDMNERIBET
BdTENTES,
BIZ(E. RDEPH A>T VIRODATSA > DEHEDREETD80%DALE (CHDIBE. 12TV
DAD0 LFHEEDO.8EVWDIEHRNSMUBEREIT DI ENTED,

v

-‘(/7172 4 ;

vh———.
AVTWIA=2

AoTYIR =1

M2-2-33 DIk bSwvODAEER
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[ALO15] RSy OBEBIDR—FR> B
o RNSYOLETEOYOTING—ZFH I DI R—FD FEULT RSYIBH I R—FR &
(PlateauSandboxTrackMovement) ZE&E Uz, FIADRCEBEISEZVWAT I NI~
SYOBMIASR—R2 NETFHIVFIT B,

- BEhoLIE:

NS OBBI>R—%> MIFEHVFENIEAT S T b IPlateauSandboxMovingObject
A>T I —REFAUTRBUUEERIRT D, BOWMETNNEI—NZDA>2HFITT—REERL
TED. UTOAVY RZEFD,

« GetVelocityRatio(float lookAheadAngle)

+ lookAheadAngle : BEIStHRAHAE. WEDUEN SEHERIRNDAEZEKT D,

o TOAVY RIBELZHAEZERE ULREOREDZRBRZEES D, HDdRTCOATS
I hOBESEEBBILTEHFBENKZTNGS. REZEEITCETERRBH 7 - A—
23>%=XIRIT D,

+  OnMoveBegin()

. BEZHIBTDRFUHEINDIAVY R, BERRFCOHERYIEIMEZITD.
«  OnMove(in MovementInfo movementInfo, PlateauSandboxTrack track)

+ movementinfo : IRFET L —ATOBHICEITDIUTDRBZHRFIT B,

RERE

JL—LNBEED

S v ORDIGFhZE RS HHfME

BESTHEE

EEDT—)L REEER:

FEHEROMIRE, BROME NSy OICENEIREDH DIBEMRTHAT B,
PIZ(FEDHE. AlREBIWOPLZE NSy IICEDED XS (CEFEEDZETER
REMFERIRIT DN TE DD, BBORLZEBESEBDIATZ T MOME. Al
WOPLELE _HEUTEHREL TS,

EWMONSYIEAE

+ track : BEBILTWLWD MDYV IODESEE,

o BEHODANRYMEERIDIAVY R, cSYOBBIR—R2 MNIZDA2FTT—XR
ZIFEHI RO T. EBOATZ 10 MOMNEFENENA>H I T —A%EERET DY
SAZEICERLTVD, 5SR5NIE Sy ODEROBEIERZEE(CTOIL—ALTD
fIEZEHIT Do

+  OnMoveEnd()
s BI}ERTIDRCHFEUHEINDIAVY R, BEHETRICHERBTAUIEZEREL TS,
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(ALO16] S>H LDA—D

BE}AT > 0 MHEZEZEITIANSESNCBHREZZ(L T ENEND, DKHHD NSV o

LTS24 LRDIRFEODBRIRIUBZ RIS B/2bDT7ILT ) X fno SMBOBISEIUTDEH D,

o BRI BNSYVIDSIHILAITA =TI RAAFTL—F—%FIAL. BEXMROATZ O D
IPlateauSandboxMovingObject D& R hEFEUH T,

+ OnMove DB IJL —AMUHUTEBENER (MovementInfo) EZTHIE (i) DFtE
REZITD,

« IEnumerator RandomWalkEnumerator 2 )L—F> &L TRBIT DI ETAT ST O MDD
BIZEHL. DL—FUE NSV OB I R—3 NTEEINDS., BEZTEEIRT S
BBEREFCDIII—Fo&EILET D ETERT B,

SOALIA—IONRLFTL—F—:
TrackPathlterator 75X TEIH, XTS5 OHDIREFIZRVES., BEMEZONS IAERRHRE
TR ETHBEICBE V- A—23>2FKRNTEDIN. DN S DIBEDOUIE(FEM(CIRD. TD
e, SUHLCHETEEIRT DS A LIA—DEFEIRT DICODMEEEES > HF LTA—D)X
AAFL—F—EUTRHL TS,
« public bool MovePoint(float delta, out float t)
BEEBZIEEIDCET. SOFLTA =T/ AHNDROFEEHEZESE T D. EmDHd b~
SYOTERAICEEUBERREDMEE UT false BNREN. ZNUNDIZEE true HhiREN
D, EREATZT U hOERTE, BEUHBEZEE(C DY ODMEET D —)L REEE
[CEMIBCETHT —LATZI U MNDMNBEREIT D ENTES,
« public TrackPathIterator Clone()
S2HLIA =TI RAFTL—F—DAE—%ERT D, S2HFLIA—TTEDIETEES>
FATRET DI, — RIEW/ CADEBIRRIREEZRB T DDHICHELRDHEETH D,
FIC. BEREE OB ERE T DCHIERAETND,

BEHEEOEH

BEREF NSy OB I R—R NTEERINTD, BEIREFIRETORE (#HBE(X0)
MSTONF o ([CRESNEBARE (D THRZA CREEEHL SEFEEE NS, 7D
H. BEATZ U MMIEIFICRARE(C(FRST . RL (CRENEILT D, BERE(FI>/R—
22 NADT 1 =)L RICEFEND.

S NIA—DINZAAFT L —4—D MovePoint() (CIFIRIERE & Time.deltaTime £E&(CH
BDJL—LARNTOBIHERICEIRUEEDEAST B,

EZRHE :

hSwOBEBIZIIR—R> MIRESNEEHRHUEDTO/ T« 2E L ICBBAT T U MDD

ASAF—FOATZT U MERI Do EEIT D,

BRHE (FHE T DUBICEKEL A Fr A MEITDITETERASIND, EEL AFr A hTELA

F v X SDIMRD SRENEKFEZRIEL. DI S A5 —(CEZET DR > bR T D, Bkl

AF v ANMHIESNLIBE. BBATZ IO M BIOAT S 0 MMIEZET DEIEEMEN DD I8,
BRFEN G < BIFRAEREZO(CRE L. MRAAHBDOREZ2ME(CF D,

138



[ALO17] AT'>1 U NEE
AT MEEYW—)LIF EditorTool API ZRWVWTEREZINTWL S,

BRE(CET DRERH
Sandbox Toolkit DX 7 — k& Sandbox J>7F X b (PlateauSandboxContext) Z7TL T
HBEEND, FAHETNTLS Sandbox J>5F X b (& PlateauSandboxContext.GetCurrent 1
SSBEREIBRENTES,
e I—IIHFEIBDECDOISYIDUR
o BBIDAT>IUMDSRE (FL/I\TDSE)
- BCERRTE
+ BeiEY DGR
o OS5 —0DFRAICEE
- FSYOLCHEE
s BEITDEEDLEEEIDART ML
o OASAF—-BULKF SV IDERICHD
o BICD-I)LREBEOLCEMNMED
 BEE—R
- DUUwvD
. J352
o JSIEERTE
o —EITEREITDATZIT U bR
 BEEITDHEE
o EBEBIIDATZIOSOFEmAEDLEL

S—YEi—[CRRENBIA—/IN\—L—TUL:

EditorTool TIFFEDREE—RICHUL TS -2 B2 —(CA—/\—LAUIEEETDIZENTE
Bicsh. BEFEDRREIRE DA/~ L1 DHEEZFIALUTREDT 1 > ROZEFRRLTLD,
Z—)\—=L-1UllE UI Toolkit ZARAWTERE U=, UI Toolkit TIFUIDL - 7 h%Z UXML EFF(S
NB3Y—UOXYVIEEBTEEL. CH#RIUT MBI UIREDERZTD,

AT MEEBY —ILDA—)\— LT UIDUXMLT 7 1)L (&
“com.unity.plateautoolkit/PlateauToolkit.Sandbox/Editor/UI/PlacementToolOverlay.uxm
[CEBCESNCTULD,

|I/

A== 1 =EIET B/zhDUIE(L UnityEditor.Overlays.Overlay ZftE Uz, UTFTDISX
[CERINTND, COUTATATZ IV MRBY—ILIEE L TLWBBROA—/\—L1UIZE
BLTWD,

[Icon("UnityEditor.InspectorWindow")]

[Overlay(typeof(SceneView), "plateau-sandbox-placement-tool", "PLATEAU Bci&Y—JL",
"PlateauPlacementInspector")]

sealed class PlateauSandboxPlacementToolOverlay : Overlay, ITransientOverlay

{
b




AT MRBY—ILHEEEI 9 B & CreatePanelContent WU ENDBed. CDAYVY R
DT UXML J7 (I ZRHAH. E1—DA 2RI ANERMREND, ERUIEA AT
MERG AT I T REA—IN— LA [CRELURUIOR—F ML, RT>. TILS
DIFTVIRY IADANR NEBEITD,

AT 0 MRBY—ILDOA—/\—L 1 Tld. UINSEESNIZ(E%Z Sandbox Toolkit NTHE
&N PlateauSandboxContext =T U TAHA—/\—L 1S DED TRAL TS, Tl
fRE(CRA9 2IBHRZED F 8D PlateauSandboxContext.PlacementSettings (CERERNSEIG
MLUTWB, (T, A—/) =L UIDHIHMERE (&
PlateauSandboxContext.PlacementSettings MEZE#HIMES U TEREL TULIVD,

[Mi{pE+H
AT 10 MNEEBET BHDIUIE (S PlateauSandboxPlacementTool HYiEsa &> TERITESN
. AT REEBEY—ILAEE L TLVBM. public override void OnToolGUI
(EditorWindow window) AEFIUUES U T Unity T« F—MSHUHENDEH. ZZITA
IO MES—2 FICRREBEYTDUBEELEL TS, £, BEICE YUV IBRE] & [T
SIELE] DN DD, ENS(E IPlacement 12571 —AE U THRIEESN TS,
KOEARNREE(FIENEEETDIISAICER N TS, PlateauSandboxPlacementTool
¥ IPlacement Z m_Placement J+ —JLRIIRFLTHED. UTDXISREERTREDEHRKN
REEZFVH LTS (CORY T MNISHBRICEIMEULIEY > FILR O VT N THB)

public override void OnToolGUI(EditorWindow window)

{

switch (Event.current.GetTypeForControl(controlld))

{

case EventType.MouselLeaveWindow:

m_Placement.Dispose();
break;

case EventType.MouseMove:
m_Placement.MouseMove(window);
break;

case EventType.Repaint:
m_Placement.Repaint(window);
break;

case EventType.MouseDown:
m_Placement.MouseDown(window);
break;

case EventType.MouseDrag:
m_Placement.MouseDrag(window);
break;

case EventType.MouseUp:
m_Placement.MouseUp(window);

break;




Uy OREET STREOERNIRREISASUTDLSICARII SR EUTERSNTLS,

partial class PlateauSandboxPlacementTool

{

class ClickPlacement : IPlacement

partial class PlateauSandboxPlacementTool

{

class BrushPlacement : IPlacement

BREDA>FI1x—R (IPlacement) :
B EHR D, BARNRELEIIR (L IPlacement 1 >4 J T — X (CEKDTEEND.

interface IPlacement : IDisposable
{
public bool IsPlaceable { get; }
void Repaint(EditorWindow window);

void MouseMove(EditorWindow window);

void MouseDown(EditorWindow window);

void MouseUp(EditorWindow window);

void MouseDrag(EditorWindow window);

DA > T —XIFE(C PlateauSandboxPlacementTool @ OnToolGUI S ENS,
Unity T5 « J—RDIEE-1 >~ Event.current SEYET= 378, Event.current.type
MSBEOBEZIFE L. MEULIEARY hMEFUEHT,

Repaint B E IR

MouseMove RO ZANENNZ & O

MouseDown RORZDTUY I U EEDE

MouseUp RIORDIYU Y IR BE SNz SO

MouseDrag RORZDT YD UIREETY O A Z N UTc & S DUIE




IsPlaceable (ZEFERA U CWBEEE— RARECENE DN ZHET D EHICFERT D, F(C. O
S5 —LEICRBI BHBESCASAYT—HRNEEY., NSy I LECRBIIRICYIXL—VIL
DELIC RSV IRRNWT—R%Z)\> RUSTFTDIEHICERT B,

OVUyOREDREE ( ClickPlacement )
e Ja—JLR
+  BeiE9 BfiuiE(EPlacePoint 75X ZALVT m_PlacePoint 7« —JL RICHFEFEND

o BEY DB

o BEBEY DABEBDEHRERT ML

o hSvoDBE (FSYIULICERETDEEZDH)

« BldSandboxATZ T U ML AF A MEE>TLWBIMNEDSH (AS515F—LICE
BIDEEDH)

« ATTxUhEEEYTBMEE(E m_HandleDirectionVector 7+ —JL RICREFEND

s MEFIRSYITRET D, MouseDrag AVw RTHIfFIaNS

*  MouseMove
o OS54 —LICEEYTDHE

o NIOARA—VILDAIEIC LA Fv X METV. OS5 —(CHeoTZiHfh%E
m_PlacePoint (CfRFTD. CDEE. L1F v X MABID Sandbox AT
[CHZoTENEDIHDHERRERIFID

« hSYULICEREY DHEE
s NIDRA—VIDEL(CHD hSYVIDRRUCHBNT. RmEIEWIGFFIZ m_PlacePoint
EUTHEIFTD
* Repaint
+ m_PlacePoint (CEZE&E. BLEI AT 10 MBIRESN TV BE(CHEELEZITD
o BEIBZIATZTUMDTILEI-—FERSNTURWBEEITILEZ-—BATZT U e
9B

« L Ea—BEATZTU MME m_Previewlnstantiation 7« —JL RICRF =N,

s JLE1-RATZzUMEBRSNTVDESE, TOAT SO MEEBERGRIRS
NTWBAT ST U MEERBBEEBIREINTWBI AT U MIEEEIND (BE
U TEB4ER)

o JLEa—BATIUNIBBEORIZBODONDOIT DI TR, BloA
TSI ONEDERDEHER T DEDICEBFEREIND. COHEIC(E
PlateauSandboxPlacementCollision > /R—%> hEFERET D, CODAR—FR> N
(& Unity £Z2EdD OnCollision A2 MERZIMNBNSEUS T DbDEDTH D, <
[CHIX T. BEZEHEA I DI=HD Rigidbody I EDRTEE TS L E 1 —ERKEFICITD

o EZRHITEOYIREE FHOEHULIE

« Unity IS4 F—HTLAE—RTERVEE, YIREEDETEGBEITEITHNRL,
AT 0 MEEY —ILTIIERDDOHTEREZ Rigidbody XU IS A4 —=HWNTIT
DTCUV\BIzs. YEEEDETEZEITI D/28(C Physics.Simulate ZIFUH L TULD

o BEIBZIATZIUOBERELERI H—VILERR
H—Y)UIE Handles ZRAWTHEL TL\D
m_PlacePoint & m_HandleDirectionVector OIE#R=EFIET S
*  MouseDown
RIOZAMNT Uy JRIRSNIZ5HP%E m_MouseDownPosition (C{R#F
*  MouseDrag
m_MouseDownPosition m'5 RS UTEBADEEZFIA L.
m_HandleDirectionVector Z:t&
STEOUERM & 5. B—YVILDFRRZEHFHAIC window.Repaint ZIFUH
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*  MouseUp

o ATZIUNDREZRITID

+ m_PlacePoint (CEEESNTWDIBFRICAT ST U &R T D

c NSYULICEREYTD. hDATZTU MBETERATS U MDBEF NSV
B} R—% hEEMTTIVFID

o BEZYPDEL (Ctrl+Z2/ 8+ 2) TEBLDIC. Undo ICAT ST hOERZEE
%93

« m_PlacePoint & m_MouseDownPosition (CIRFLTULWWEEZDU Y K9S (null &
KATD)

J'S3mEDRE ( BrushPlacement )

Ja—=ILR
. BB BRMETVU W IEIEERERIC PlacePoint 75X %ZALVT m_PlacePoint 7 —JL
RICHRFFEND
JSIBEICHITDERETDATZ T NDALBDRESE
+ BrushSettings.GetRandomOffsets ZRH\D &, MESNTVWBIEEA TS 10 MY
DIEGEREBIDATZS IV MDATEY MDUIANZEEIT I ENTES
o ATtY MMIOHDSEESN TV DIREFERDIEMEI T TS ALISREEND
¢ DAY R(E RandomizeShapeSeed TS F A — RMEZEFHITDETALA T
v hDUZX MNRIIEND. —AT. SOHLS—REZFHIDEERDATLY &
DY MNREIENS
PlaceXVw
+ BrushSettings.GetRandomOffsets TAItZw hDJUX hZEYSL. m_PlacePoint =4
DCRDIBUVABTENENOA T Y MZ2BEWTAT ST U hEERT D, FEKICEL
TFOVYYIEREEREUNIEZITD
Repaint
+ BrushSettings.GetRandomOffsets TATItzZw bDJUX hZEYSL. m_PlacePoint =4
DCRDIBUVIIBTENENOA DY hZ2BWTH—VILZRRT D
X T STBLETEH—VILDEZE(L BrushSettings.ForwardYAxis (CHES
MouseMove
. DOUwIEE EER
MouseDown
o JSIEETIIRA EEE CEBOAT 1O MEERETE /28, Sandbox Toolkit T
& ToUwo, RSwd, JUwO%EEY | £TH—EDEEE LT Undo DREFESEN
LT3, ZDIzs. MouseDown Tl Undo DIIL—T&=EH L. ZDTIL—T D3|
A2FTVIORZE T4 —ILRICRERFTS
o JSIEETIEOUYIRESED TOUY I URERICIEEDOERENFHIASN. ©2hHh
S5RSVIGTRIETRRCATZ IO MHIBRESNTL<LBDESHABERRIZH. D
AR RNTIEIET—EBEDEE ( Place AVY ROFUHL ) &7
MouseUp
o EEEMURED Uy OBIIRIENS RSwIH(CET L TULBEs. MouseUpTIIELEI(CRI S
DR (I BITHOIRN
s COHAMZITISIERECHITD—EDEENTTID/cH. FEFLTLSD Undo D
HBIl1 > 7w ORE—EDRIEE LT Undo (CEERT D
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[ALO18] BWASYR—S v —
« Sandbox Toolkit DAAS YR —+ — ( PlateauSandboxCameraManager ) Tl&, &L
TRIRLTWBAT ST MIEHET m_SubCamera ([Ct2Y hENfeHASDAE
(m_CameraPivot ) ZZE I3 ETHRADEBXEER L TWVD, > T, EROBRSREL
THIRARIRERAT ST U hZABLIEE L TERICHASEF—DDH ERDTND. CNUTKD.
RN (CRRZEEIDIENTED,

o BEEMDDSBAT T MME IPlateauSandboxCameraTarget 1 > 5 J T —XERELEIS
ABETHAYVFSIRENGD, FOYPET/INF—DAR—F MDA 2P TT—AEREL
TW3, PlateauSandboxCameraSettings (FUL TDREEEHEZFEEZL TLVD,

m_HorizontalSpeed — AFMRAEDIES DT I ARE

m_VerticalSpeed — AFMRE DA BN I ARE
m_HorizontalDragSpeed SEAFMEROEABEO RS WvIT D ARBE
m_VerticalDragSpeed S AFMRER DB RS WO ARE
m_ZoomSpeed ZABRORBRDY I ZRA —IUIC KD X — LRBE
m_MinOffset EAFRRORED NI ZRA —)UC L BRI — LIEE
m_MaxOffset EAFRHRORED NI ZRA —)UIC L BRAX — LIEE

+ RO ( IPlateauSandboxCameraTarget ):
DASDHROELE(CIFU T DIEHREA>F T T —RENUTHRHEITIHNENH D,
o BIASHFIATEIENE DM,
o BEDMRERDIATZ IO COREICK D THRADHAAEEERIDENTEDS
s BEODERHTTHERELVTHALZLRWESFZORHTOLE(CCOTO/INT 1 DRED
BN false (CIRBLDICEETD
« AT bOEER
s —EORBRE— RTHASORKAEWTWVDABMREICIRDIBEEN DDz, BERDF
Rz T DIRENDD
o BEARNICEZDT —ALATZ T O transform.rotation ZiRAN I NIERRER<
Sandbox Toolkit TERU TWRIEDYMEF/INF—DO MR- RTIEEDL D (CER
TNTWd
. FARERTE
s BAICETIFMANEZEERT DRENDD
+ PlateauSandboxCameraTargetSettings VS X ICKDTEET D
+ PlateauSandboxCameraTargetSettings (& Serializable BZ {45 L TUL\BEs.,
[SerializeField] & UTEREROIIR—FR> bAICERT DI ETA > ARTF— QSRR
BEIRERE L L CEERTED

m_FirstPersonViewPosition (—A¥MER) RACTDATS U MNEEANSOEMAIE

m_ThirdPersonViewDefaultCameraPosition (ZEAIMER) BEROPE(CT 3AT ST MNERHNSOEMAIE

(EAFRDRE) DASOYERREE, AT 10 hOZEAE EFENRT NL

m_ThirdPersonQrbitInitialRotation FCHh3BaE0E L. YiERLE LR EiRnfmEE0N 5360 TRELET.

m_ThirdPersonOrbitOffset (EAFFHROERR) ERRCTDIAT SO MRS S OEIE

(EANFFHRLRR) ERRDSDT T A)L SOiERE (BEREEY DR —ILT

m_ThirdPersonOrbitDefaultDistance )
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HASDIER:

AASIFZ—Zv =T, AASOMNBZEEBRLEITDIDTIRL, AASDORATZ o MNE
Ry NEOATZ O hZEHABRL. TOERY hOMEBZRAE T D ETHASOMBZEFHIHIL T
WD I—HF—(CRDIRNIEREDZRR MR BB, DASOUBZEZEZEL TLR,

REDWDEX:

DIV DCRBBRAVDBIEAAS IR —S v —(CRELTWD., F—LABENIU VTSN
BEIC. L1+ A RZEITV. IPlateauSandboxCameraTarget{ > J I —REREIT DI AT
I MERRT D, SBARDMND. IsCameraViewAvailableh' true ZRIIBEIEZDST—4
v hOBRB[CTIDBEZ B,

BADFIEIZE PlateauSandboxCameraController TREZTN TS,
IPlateauSandboxCameraTarget MR, AASOERY b, BRE— R, AAXASEKEZESIERIC
AR R=EERK L. Handlelnput ZEFHUEE L TEI L — ARV Y C & THREADEERD
MIBEEDBRFEZITOTND, CORXAVY RRTYIAANZZFEHED., HEE— RIGUEAX
SHIEZETS.

FAHIMBDNYIRAANFHREE— RICENSTRUT. UMTFTOAHLZEEL TS,

o JL—LRDIIRDFEEINRT ML

« JL—AROXRoO-)LE

o EOUwOMETFENEANEDH

o IRA=ILOUYORMRTFENZNEDH

AEE—ROWDOEX:
DASIYAZ—Zr TEO— AR, Q= AFMRE. Q= AR OREDIDDORAE— REER
LT3, TNZENORAE— ROEFNREIRSESUTDOESD,
o — A¥MMEs (FirstPersonView)
o ADUE & EERDETE
1. YIXASDEIE: Y OADEIE (delta.x&delta.y) ZEUS9 D
2. [MCEZAEDOEFH: YOXADYEEE (AADHEE) Tm_RotationYZBEL (OAS%
AEAICEER) | XEhfeE) (L TFofE) Tm_RotationXZhE TS (OAS%E L TFI(CE
#r)
3. [OERDHIPE: m_RotationX (ETDEERAE) Z-80EMNS25EDEH (CHIFRL T, 7
ASHEL(CKEE T DDER
4, HAASERY hOEEOEA: StESNEEE EAREEZ D ASERY ~oO—H)LEELR(C
WAHULED. CNUCEKD. AASHTILAT7T—DEREAEEREITD
« = AFMEs (ThirdPersonView)
o A—LEBLBEIDSE
1. YIOROPIRIVICKBBEORS YT YORDEES(CEDE. BROKENRVE
BEATLY hNEEHITD
2. YIRDROO-ICEDBX—L: ROO—ILARICEDE, AASES—FY hED
BBt (m_ViewOffset.z) =A% 9 3
3. EAASHABOEFH: F—5v NDAIBESESNEAT Y hMEBE(CHASERY
hDBZEEHTD
o RAEEROTE
1. YIOROERIUICELBMOER: YTIADEBE(CEDIE, A—ELEYFEEHID
2. EvFOFIR: EvFE-70ENS70EDCEHEICHIRET S
3. BASERY hrOBEZEDOEFH: BEFficnizca—EEvF2FERALT. BASERY bD
EEEEHITD
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o =AML (ThirdPersonOrbit)
« X—L0DEtE
1. YIOROXOO-ILCLBDX—I: Zo7O0—)LAAICEDIE. m_ViewOffset.z (HX
SEAF-Sy NEDIERE) RIS
2. X—LDHIR: X—ALLNIVEFHESNIZEB/IMEEBEREOEHERACHIRT S
« A—Ew NOERDETE
1. YOROEMRDUICKBEER: YOXADEE(CIHCT, I—%2MEL KFEER) . E
VFERET D (BEOEE)
2. [EERDEA: stEsnca—¢EEvFE45 -4y hOLERISEAL T, AXSERY
DB RET D
3. DASHBDEF: HASERY hDfiIER. F4—5Y MCHITIATZY MIB(CE
19D

AADHAASICRRERET:

AASYRZ—2v —ZRAVWCHKUCTIDBRI DB, BEEEFERASNTVEXAAASOSRZE
RIEFL. TICRIMWEZEEL TS, RITUT MBS AXASERERDIA I TRUREWVEES
PlateauSandboxCameraManager.SwitchCamera (C PlateauSandboxCameraMode.None %z
BEIDCETAA D AASICRIZENTES,
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—PLATEAU SDK Toolkits for Unity %5 2& ToolkitsdD#aesEH—

2.4.3 Maps ToolkitdERF7ZILTUX

[ALO19] 3D#HETIILDMBESHE
« 3DEHMETILDABEEHE(E. LTFORNTITHNS.
1. HWEEFIL - TOXF v DEUE: Cesium SDK for UnityZ= UV TPLATEAU Terrain, HIfi2E
FILDSAI—FT—F =BT S
2. 3DEHESTILOEE PLATEAU SDKZERWT3DEHETILZA > R— T3

3. UEBEADHEDOET:

DN, PLATEAUETILEHIEZETILOMENEHE SN S

[PLATEAUEFIILDfIEZEDE S| ZH T 93 LMUEBSHELIENT

2.(ZPLATEAU SDKDHEEEDTZOERBRIZEIZ L. 1, 3(C DLV TMaps Toolkit T ED K DRNIBZIT
DTWLWBNZELHT D

- 1. HWREETI - TORF v OUS:

« MWIZEFJ)L (PLATEAU Terrain) . 72 XF+ (PLATEAU Raster) MEEDHENITUTDE
$0, Cesium SDK for UnityZFIFALTUL\DTzsb. BEFMIRER(FCesiumD RF 1 A>F—

S azaERSRINLL.

(https://cesium.com/learn/apis/)

7
|
|
| PLATEAU terrain
I DF"FHAH

1
1
|
\

-—eem e - -

Ve
I

lpicsza—%
| #—n—L19%
| (FORFr %R
Yiti+3)

o = =

UnityZ7a>z o +

PLATEAU
SDK

PLATEAUET )L

DR dHAF>

—

A
3D MIETIL

(GameObiject)

Editor Ul

(DCesium Georeference

DIER

Cesium SDK
for Unity

v

Cesium ion

jion asset id%Ed

I
ld PLATEAU
terrain

BPLATEAU
terrain B 4§

REA L

@Cesium Web Map
Service
Raster Overlay

ZAERL

\ 4

®Bion
asset id%
Y

PLATEAU

raster

©OFR8— (TUVRFv)
0. RICEERT

(2-2-34 HEZETIL - TOXFvEEORN
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https://cesium.com/learn/apis/

« 3. IESDOEDXRT:
« UBEEDELEORNEUTOESD

UnityZ7B< x4 b

PLATEAU SDK

: 1 Cesium SDK
1 r===-=-=-""" for Unity
1
T ) !
1
1
DEISLF—E2—T |
DEHETILE lm e o L
CesiumGeoreference®
FAITPzH FELTERE
Editor Ul Maps Toolkit
@@uUl&k Y
Cesium Globe 1y
AnchorZ27 432 v F
QuUIkY
HBEADERRE >
75 53D ET IV
LT
@AFHRETILD
BEZEFERT NG
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1. PLATEAUEFTILDIL— AT O MANEIREN TV HETER I D
PlateauMapsUtilities.GetOriginLongLatOfCityModel XV v R TSDKIBH T > /R— kU
3DEHETILOBERE B R EEUSI D

3. PlateauMapsUtilities.RequestGeoidHeight XY w KT, BFUTZREREBRZIE LTI
BEOTAA REZEISITD

4. MoveModel WS O—)LI\y OZEITUTETILOAIEZHET D

if (GUILayout.Button("PLATEAUEFTILDAIEZEED"))
{

if (m_CityModel != null
&& m_CityModel.transform.parent != null
&& m_CityModel.transform.GetComponent<CesiumGlobeAnchor>() != null
&& m_CityModel.transform.parent.GetComponent<CesiumGeoreference>() != null)

m_CityModelPosition =
PlateauMapsUtilities.GetOriginLongLatOfCityModel(m_CityModel);

string geoidRequestUri = PlateauToolkitMapsConstants.k_GeoidApiUrl + "&latitude=
+ m_CityModelPosition.x + "&longitude=" + m_CityModelPosition.y;

PlateauMapsUtilities.RequestGeoidHeight(geoidRequestUri, MoveModel);

b
else
{
EditorUtility.DisplayDialog(
"ROEDEMKREUELR",
"> —> (CPlateauEFTILAMEIEL. CesiumGlobeAnchord>R%> MO BRIEND &
M DCesiumGeoreference(CParentEN TR EEER L TS IZELY, ",

IIOK"

MoveModeldD XAV v ROEREATITIUATDED.,

#if CESIUM_FOR_UNITY
void MoveModel(float resultOfGeoidHeightQuery)

{
if (m_PositionMode == PlateauMapsPositioningMode.IfcModel && m_IfcGlobeAnchor ==

null)

{

return;
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if (m_PositionMode == PlateauMapsPositioningMode.PlateauModel && (m_CityModel == null ||
m_CityModel.GetComponent<CesiumGlobeAnchor>() == null))

{

return;

// Plateau model
if (m_PositionMode == PlateauMapsPositioningMode.PlateauModel)

{

double3 longLatHeight = new double3 { x = m_CityModelPosition.y, y = m_CityModelPosition.x,
z = resultOfGeoidHeightQuery };

m_CityModel.transform.parent.GetComponent<CesiumGeoreference>().SetOriginLongitudeLatitudeHei
ght(longLatHeight[0], longLatHeight[1], longLatHeight[2]);

m_CityModel.transform.GetComponent<CesiumGlobeAnchor>().longitudelLatitudeHeight =
longlLatHeight;

m_CityModel.transform.rotation = Quaternion.identity;
¥
else if (m_PositionMode == PlateauMapsPositioningMode.IfcModel)// IFC model
{

m_IfcGlobeAnchor.transform.parent.GetComponent<CesiumGeoreference>().SetOriginLongitudeLatitu
deHeight(m_IfcWgsPosition[0], m_IfcWgsPosition[1], resultOfGeoidHeightQuery);

m_IfcWgsPosition[2] /= 1000f;
m_IfcWgsPosition[2] += resultOfGeoidHeightQuery ;
m_IfcGlobeAnchor.longitudelLatitudeHeight = m_IfcWgsPosition;

Quaternion rotation = Quaternion.Euler(0, 180f -
Mathf.Atan2((float)m_IfcCoordinateInfo.XOrdinate, (float)m_IfcCoordinatelnfo.XAbscissa), 0);

m_IfcGlobeAnchor.transform.rotation = rotation;

Vector3 scale = new Vector3((float)m_IfcCoordinatelnfo.Scale, (float)m_IfcCoordinateInfo.Scale,
(float)m_IfcCoordinateInfo.Scale);

m_IfcGlobeAnchor.transform.localScale = scale;

if (resultOfGeoidHeightQuery == 0f)
{
EditorUtility.DisplayDialog(
"BTEahEMNKBRLELE",
A=y MMTEHRENTULWR LR UIZ L TEESHULIZZN, s BOCEES
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PlateauToolkitMapsWindowZ7 S ARDLTFDRA I U T S TSHPD 7 1 )LHGeolSONT 7 1 )L %
HAHADHEIREY Do

m_GisModelndex = EditorGUILayout.Popup("GIS type", m_GisModelndex, k_GisMode);

SHP D 7 A JLiRd»AFr DRE:

ShapefileReader 7 S X TEEZITD TL\D,

LT dDReadShapesXAYw RT, Shapefiledt#k TESH SN TWND/ A hI7 RL R ZFHRHED
SHPD 7 )L DfEsEZ IR 3 B,

public List<IShape> ReadShapes()

{

using (FileStream fileStream = new FileStream(m_ShpPath, FileMode.Open))

{

m_ShpReader = new BinaryReader(fileStream);
ReadHeader();

List<IShape> shapes = new List<IShape>();

while (m_ShpReader.BaseStream.Position < m_ShpReader.BaseStream.Length)

{

b

m_ShpReader.ReadInt32BE(); // Record number
m_ShpReader.ReadInt32BE(); // Content length

m_ShapeType = m_ShpReader.ReadInt32();
if (m_ShapeType == (int)ShapeType.Polygon) // Cast to int since m_ShapeType is likely an int
{
shapes.Add(ReadPolygonShape());
}
else if (m_ShapeType == (int)ShapeType.Polyline)
{
shapes.Add(ReadPolylineShape());
}
else if (m_ShapeType == (int)ShapeType.Point)
{
shapes.Add(ReadPointShape());
}
else
{
Debug.LogError($"Unsupported shape type: {m_ShapeType}");

break;

return shapes;




+ SHPI7AILDIETEER (DBF) DiAHAHERR
SHPJ 71 JUICIEDBF I 7 1)L E WS EBIBIRMEN ESNIZ D 7 1)L R EN TV IBEN S S,
CDDBF I 7 1 )L %& 5+ AD IR (IDBFReader 7 S X =L TIT D,
£, ReadHeaderXVw RERWTI7ILORE, IS LDEH?L 1— ROESZEET 3.

public void ReadHeader()

{
if (File.Exists(m_DbfFilePath))

{
m_FileStream = new FileStream(m_DbfFilePath, FileMode.Open);
m_Reader = new BinaryReader(m_FileStream);
m_Reader.BaseStream.Seek(4, SeekOrigin.Begin);
m_RecordCount = m_Reader.ReadInt32();
m_Reader.BaseStream.Seek(8, SeekOrigin.Begin); // skip initial bytes
m_HeaderLength = m_Reader.ReadInt16();
m_RecordLength = m_Reader.ReadInt16();
m_FieldCount = (m_HeaderLength - 32) / 32;
// Read the field nhames and lengths
m_FieldNames = new string[m_FieldCount];

m_FieldLengths = new int[m_FieldCount];

for (inti = 0; i < m_FieldCount; i++)

{

m_Reader.BaseStream.Seek(32 + i * 32, SeekOrigin.Begin);
byte[] nameBytes = m_Reader.ReadBytes(11);

m_FieldNames[i] = Encoding.ASCII.GetString(nameBytes).TrimEnd('¥0"); //
remove trailing null characters

m_Reader.BaseStream.Seek(32 + i * 32 + 16, SeekOrigin.Begin);
m_FieldLengths[i] = m_Reader.ReadByte();

m_Reader.BaseStream.Seek(m_HeaderLength, SeekOrigin.Begin);




ReadHeaderXAYVw RTI 71 ILDERKREHEEZUIZS. BT DParseDbf XYy RT—D—DdDL
d—R (([FEERDOIER) ZHRAHAD.

public void ParseDbf()

{
if (m_HeaderLength <= 0)
{

return;

// Print the field names
for (inti = 0; i < m_FieldNames.Length; i++)
{
UnityEngine.Debug.Log(m_FieldNames[i] + "¥t");

int records = 0;
while ((m_Record = ReadNextRecord()) !'= null)
{
if (!m_Record.IsDeleted)
{
records++;
foreach (string field in m_Record.Fields)

{
UnityEngine.Debug.Log(field);

UnityEngine.Debug.Log(records);




SHPZJ 77 1 JLOD R E SR &=

BIRDED, AV aNSA2ZIBELTCSHPI 7ML ZIBET D ENTE D,
ShapefileRenderManager? > X CHENUEZITD,

FI. R b (B T—F&EUTFDDrawPointAYVw RERWTHEEY 5.

void DrawPoint(IShape shape, GameObject parentObject, bool dbfRead, DbfReader
dbfReader, DbfRecord record)

{
#if UNITY_URP

GameObject markerObjectDefault =
AssetDatabase.LoadAssetAtPath <GameObject>(PlateauToolkitMapsConstants.k_PointMark
erPrefab);

#endif
#if UNITY_HDRP

GameObject markerObjectDefault =
AssetDatabase.LoadAssetAtPath<GameObject>(PlateauToolkitMapsConstants.k_PointMark
erHdrpPrefab);

#endif

foreach (Vector3 point in shape.Points)

{

double3 coordinates = new(point.x, point.z, m_RenderHeight);

m_PositionMarkerSphere.GetComponent<CesiumGlobeAnchor>().longitudeLatitudeHeight
= coordinates;

Vector3 pointPos = m_PositionMarkerSphere.transform.position;

GameObject marker = m_PointDataPrefab == null ?
(GameObject)PrefabUtility.InstantiatePrefab(markerObjectDefault) :
GameObject.Instantiate(m_PointDataPrefab);

marker.name = "point_data";
marker.transform.parent = parentObject.transform;

marker.AddComponent<CesiumGlobeAnchor>().longitudelLatitudeHeight =
coordinates;

if (!string.IsNullOrEmpty(m_DbfFilePath) && dbfRead &&
dbfReader.GetRecordLength() == m_ListOfShapes.Count)

{

AttachMetadata(marker, record);




SRR THEZITDBE., LLTFdDrawPolygonOrPolylineXyVw RTHEZEITS. PEMIC(E.
UnitydLineRendertégEZ WL TIREBEIL TH D, WEIDBGES —4 (Dbf) ibNnidfd59 3.

void DrawPolygonOrPolyline(IShape shape, int index, float lineWidth, GameObject shapeParent,
GameObject parentObject, bool dbfRead, DbfReader dbfReader, DbfRecord record, GameObject mesh)

{
for (inti = 0; i < shape.Parts.Count - 1; i++)
{
int start = shape.Parts[i];
int end = shape.Parts[i + 1];

// get the points
List<Vector3> partPoints = shape.Points.GetRange(start, end - start);
List<Vector3> partPointsWorld = new List<Vector3>();

foreach (Vector3 point in partPoints)
{
double3 coordinates = new(point.x, point.z, m_RenderHeight);

m_PositionMarkerSphere.GetComponent<CesiumGlobeAnchor>().longitudeLatitudeHeight =
coordinates;

Vector3 pointPos = m_PositionMarkerSphere.transform.position;
partPointsWorld.Add(pointPos);

if (m_RenderMode == 1)
{

GameObject shpParentlnstance = (GameObject)PrefabUtility.InstantiatePrefab(shapeParent);

shpParentInstance.transform.position = Vector3.zero;

shpParentInstance.name = "shpParent_" + index;

shpParentInstance.transform.parent = parentObject.transform;

LineRenderer lineRenderer = shpParentInstance.GetComponent<LineRenderer>();
lineRenderer.positionCount = partPointsWorld.Count;

lineRenderer.useWorldSpace = false;

lineRenderer.startWidth = lineWidth; // Set the start width
lineRenderer.endWidth = lineWidth;
lineRenderer.SetPositions(partPointsWorld.ToArray());

if (m_LoopLineRenderer)

{

lineRenderer.loop = true;
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else
lineRenderer.loop = false;

b

if (!string.IsNullOrEmpty(m_DbfFilePath) && dbfRead && dbfReader.GetRecordLength() ==
m_ListOfShapes.Count)

{

AttachMetadata(shpParentInstance, record);

b
else if (m_RenderMode == 0)

{
GameObject meshObject = (GameObject)PrefabUtility.InstantiatePrefab(mesh);

meshObject.transform.position = Vector3.zero;
meshObject.transform.parent = parentObject.transform;
if (!string.IsNullOrEmpty(m_DbfFilePath) && dbfRead && dbfReader.GetRecordLength() ==
m_ListOfShapes.Count)
{
AttachMetadata(meshObject, record);
b

CreateMesh(false, partPointsWorld, meshObject.GetComponent<MeshFilter>(),
meshObject.GetComponent<MeshRenderer>());

}

else

{
Debug.LogError("Failed to instantiate shpLineRendererObject");




AT 1R THEZITDHS. YL TDCreateMeshXV v RTHEZITD.

public void CreateMesh(bool isHole, List<Vector3> points, MeshFilter meshFilter, MeshRenderer
meshRenderer)

{

var vertices = new List<Vertex>();

// add your Vector3 points as Vertex to the points list here.

for (int k = 0; k < points.Count; k++)
{
vertices.Add(new TriangleNet.Geometry.Vertex(points[k].x, points[k].z));

Polygon polygon = new Polygon();

polygon.Add(new Contour(vertices), isHole);

TriangleNet.Meshing.IMesh mesh = polygon.Triangulate();

List<int> triangles = new List<int>();

List<Vector3> unityVertices = new List<Vector3>();

foreach (TriangleNet.Topology.Triangle triangle in mesh.Triangles)
{

unityVertices.Add(new Vector3((float)triangle.GetVertex(0).X, 0, (float)triangle.GetVertex(0).Y));
// Assume Y is up

unityVertices.Add(new Vector3((float)triangle.GetVertex(1).X, 0, (float)triangle.GetVertex(1).Y));
unityVertices.Add(new Vector3((float)triangle.GetVertex(2).X, 0, (float)triangle.GetVertex(2).Y));

// Add the indices of the triangle vertices to the triangles list
triangles.Add(unityVertices.Count - 1);
triangles.Add(unityVertices.Count - 2);
triangles.Add(unityVertices.Count - 3);

// Create a new Unity Mesh
Mesh unityMesh = new Mesh();
unityMesh.vertices = unityVertices.ToArray();

unityMesh.triangles = triangles.ToArray();

unityMesh.RecalculateNormals();

meshFilter.sharedMesh = unityMesh;

meshRenderer.sharedMaterial = isHole ? m_Counter : m_Clockwise;
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void ReadGeoJlsonData(string filePath, float height, float lineWidth, string
currentRenderingObjectName)

{
string jsonString = File.ReadAllText(filePath);

GeoJson geolson = JsonConvert.DeserializeObject<GeoJson>(jsonString);

GameObject parentObject = new GameObject(currentRenderingObjectName +
"_GeoJSON");

parentObject.transform.parent = m_GeoRef.transform;

parentObject.AddComponent<CesiumGlobeAnchor>();

#if UNITY_URP

GameObject shapeParent =
AssetDatabase.LoadAssetAtPath<GameObject>(PlateauToolkitMapsConstants.k_ShapePar
entPrefab);

m_PointMarkerDefaultPrefab =
AssetDatabase.LoadAssetAtPath <GameObject> (PlateauToolkitMapsConstants.k_PointMark
erPrefab);

#endif
#if UNITY_HDRP

GameObject shapeParent =
AssetDatabase.LoadAssetAtPath<GameObject>(PlateauToolkitMapsConstants.k_ShapePar
entHdrpPrefab);

m_PointMarkerDefaultPrefab =
AssetDatabase.LoadAssetAtPath <GameObject>(PlateauToolkitMapsConstants.k_PointMark
erHdrpPrefab);

#endif

GameObject mesh =
AssetDatabase.LoadAssetAtPath <GameObject> (PlateauToolkitMapsConstants.k_MeshObje
ctPrefab);

ProcessFeatures(geolson.features, parentObject, shapeParent, height, lineWidth);




GeolJSONJ 7 1 )LDHEEIRE:

LI FdDProcessFeature XV w RZFHVTGeoJSONT 7 1)L ZHE T D,

Shapefile@E#k. RA> b FBREDFT -5 TZHRI LI, WEEITD (switch(type)) .
FREBEHRASGNEMS LD X THEZTD.

void ProcessFeatures(IEnumerable<Feature> features, GameObject parentObject,
GameObject shapeParent, float height, float lineWidth)

{

foreach (Feature feature in features)
{
string type = feature.geometry.type;
Dictionary<string, object> properties = feature.properties;

var coordinates = (JArray)feature.geometry.coordinates;

switch (type)
{
case "Point":

ProcessPoint(coordinates, parentObject, height, properties);

break;

case "MultiPolygon":
ProcessMultiPolygon(coordinates, parentObject, shapeParent, height, lineWidth,

properties);
break;
case "Polygon":
ProcessPolygon(coordinates, parentObject, shapeParent, height, lineWidth,
properties);
break;
case "LineString":
ProcessLineString(coordinates, parentObject, shapeParent, height, lineWidth,
properties);
break;
default:
Debug.LogError($"Unsupported geometry type: {type}");
break;
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+ m_RenderObjectsPassTransparent

o 1®E|BRAATZION (AUIL—Fa) DLAUI=EERT D, L>F—F1—0fE
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+ m_RenderObjectMaterialOverride
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+ Geospatial APIJ> bO—5—:
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PlateauARGeospatialController &WWS I R—R> R THRIELLTWD., I556. BERNRE
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T BB T DHEE) DIERIEE. AR Extensions THIF T BHEEEER L TLB,

public virtual bool TryGetPose(out GeospatialPose pose) {}

public virtual void CreateAnchoredObject(

double latitude, double longitude, double altitude, Transform obj) {}

- fE&bEHEoIO0—:
1. PlateauARPositioning (& PLATEAU SDK T-f >7iRk— k Uz
PLATEAUInstancedCityModel h* CesiumGeoreference ' 779w FENTWD AT
NCTPHAYVFITS
2. Gespatial API 0> bO—5—Z#HEMEL T, Geospatial API ZFIFTEDLDCLET
3. 3DEMEFTIILOFLHADEBEREZRELET
* PLATEAU SDKM53DEHEST /L2 > 7R— L TULDIHES
i 3DEPHETILA AL ADAPIZANT., 12 R— MUEFILRTHIBERESR
893

GeoCoordinate coords = m_PlateauCityModel.GeoReference.Unproject(new

PlateauVector3D(0, 0, 0));

= Cesiumm53D TilesERX M J—=>20 UL TWBIHE
i. TryGetPose ZFIBLT. LAV —DUE (DASDMBE) DEEREZESITD
i. Cesium ZFBEITIBESET LAV —DuEETLICIDEHZEIA N —Z>JTEE
IIEH. TLAvV—DiBEEMUBEEHNDEDEES(CERTS
4. (Cesium®dDd+) Geospatial API TEUS UZHBERE Z CesiumGeoreference (CERET Do
CesiumGeoreference (d3%E UICBERE & REEDOHLMNSERCEEU CRRETD




5.
6.

SHAA RBEEBIR—3 NEFBUTEREREN S A1 REZEET D

Geospatial API 1> bO—>—® CreateAnchoredObject ZFIFALT. BERE DA

REZIBELTT>H—&IEKRT D
7> 73—VEREEE(C PlateauARPositioning @ transform (BRBEN3EVIDIDAT T
NOATZTON) ZIBEITDZET. 3DEMETILDOFLN Geospatial APITETEE
NIEARZEBHNDIE UL MIEBICEEENS
A1 RBEIBEES DDIE. PLATEAU TIHMEZ DEMNRA TS0 boO—HILEBET
BEOBRTICRESNTSED., AT IOV NDESTZS A RBICEREINET—IL RE
ZCTRIZEE (L2 DEYOEESHERARSICIRD Iz THSD. Geosptial APIDARZE[T
(FERFENETOEME U TERENTWS S, LROREICIDEMIERILEE S
[CREE =D
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[AL023] ARY—H—ZAW=EEA&btE (PlateauARmarkerGroundController)

« ARY—H—HEERFA U SEDEEEETIE. ARYN—H—EHEICEL T & TRRSNDEY
DEETDXLZIEIET D, ARY—H—DFETE(FAR FoundationDIZ#EDIEEE X FIHT .

+ PlateauARMarkerGroundController AN SDHFEERELTH D, COAR—F> hETH
VFFBIET, ARN—H—DAASTEREEINZRICIDEHETILABREETNTLDIEETEAR
N—H—DEEDEZTET D, EYWDARZERADAIE (L PlateauARPositioning TEIEENT
WBTze., STESNIEETOEDZER I B/z8(C (% PlateauARPositioning.SetOffset (CECE S
DUBDATY hEIBET DREND D,

- BEDXLDFEAE:

+ ARN—H—PFEHAFENZEEOO-ILI\Y I%Z
ARTrackedImageManager.trackedimagesChanged (C&EEkL. ARN—H—H\RHAENTZ
EE(CEETOXL DL =AY D

s LAFr X bZHAWT. ARN—H—DiEL OEVMDEKILDOREZIEE T D
+ 3DMHEFTILICEENDE 42 OEMDES (EMAY S 1DKDORE) (HMERCRIFE

nixWzsh, L1Fv X RZEDRVES(HME <2 DEMDOA Y 2 1 DIERERN S B ZIT

SWENGD, IFEICEBMOAERZITOVENDD, —ATLIFrAbzEXE 58D

A SBEREEBRICMND—AT. ERZHBETDIENTE DD, KToolkitTlEL-

Fr A PZEARUEERZHRERALTVS,

o L1Fr XA hZRAVWERZIOBRHEORNIEUTO®ED,

1. ARN—H—MM&EESNZEBENS. #IHAEO0.5mX0.5mDAEET EAMITRY IR
Fr A ZEITD

2. LAFrXPDOEEMEEESNRAEE(E. S5(TRYIRXFr X MDAREEE0.5m
FTOARELUTBELAFrRAMEITD. 20D BUNMRHENDETRA
100MmX100MMDAREETETRY IRXF v X MM KBDEDDIRE EHRFT T D

3. L1FvXOFEEMEHEENIZEE. TOEBENARY —H—(C—TEVEYIDEKID
ELUTREZERTID

+ ARN—H— BB SNERIIOS EOREDEN ZTETD
s BEOEF=RIODEE—ARN—H—DEE
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[AL024] ARN—H—ZAW=MIES&DHE (PlateauARmarkerCityModel)

+ PlateauARMarkerCityModel ©. ARNY—H—%=RU\/z3DEMETILDARERNADEEZEERE L
TW3. F&H. ARY—H—(CHIEUE3DEHETILOBEMUIBZREL TH ZEICKD., BE
HHROFEDAIE - ME(CARN—H—ZEEL Tk CiRaEd & ZORE(C3DEHES /L E
HWESEBRCENTES,

o MIBOFEEIUTDED, BEEEETHD.
3DEHETILOEMMIE = R SNEY—H—DME - 3DEHETILASDT — 11— DAL
B

. UBZERYBERE. BIRICETETNIZEARY —H—HSD3DEFHET)LOAEMIE % 3DEHEST
AT T O MIE/ERS . AU DS ESNEMEBSADIFTLD. CNiE. ARY—H—0DfL
BNARDHE L. BRICEEUEICRSR\NEDH TH S,

cityModelTransform.position =
Vector3.Lerp(cityModelTransform.position, m_ToPosition, Time.deltaTime * 10);

cityModelTransform.rotation =
Quaternion.Lerp(cityModelTransform.rotation, m_ToRotation, Time.deltaTime * 10);

+ cityModelTransform : 3D&EMHES)LDEEE
+ m_ToPosition , m_ToRotation : stEN/ZAEMAIE & [BlEx

[ALO25] FEIIESHE
+ PlateauARPositioning Z77 AV F I3 B23ATZT U ME. fIiBEEDOEIICARN—H—DFATST
I hEUTERYT S8, PlateauARPositioning @ transform.localPosition (#JEA{E(Z 0, O,
0) (CIBRIBEIDCETATRY MNEREIDZENTES.




2.4.5 PLATEAU Utilities®ERA7ZILIUX A

[AL026] TLI\DOADSA1 bV ITDiEA
BEUNtyDS - by (3 — B COEBRZIT AR ER D TVD. [Ty ITDTL
JI\T~\DE] 8L, ERDT L/ \T(CPrefabLightmapData &L\ S A R—R> MEEMNT
CET. 2—2COBMWESA MNRYTICEEBETZIT -2 L/\TJRIICREFEIT B ENTE,
TUI\TEATDSA by TOERNAIREICIRS.
BHFAIIICE. FREDT LI\ TATHERETN TSRS v E. AV aARUAYS IWSIEY
354 MY IDID. S+ ~YITUVDA T Y FRT—)VERERFLENSDERET L)\
THERICBIYYE> DTS,

PrefabLightmapData? S AD:¥
. BT DT IR
+ Rendererlnfo: XY 1DTA1 MRV ITA2FTVIREATEY NI —)LZEIEH
Renderer: S by THEAFHDAYVS
LightmapIndex: Xw<aMEAT 351 bYW ITFTOXF v DID
LightmapOffsetScale: Xwv<1D5 by TUVOAT Y R —)L

[Serializable]

struct RendererInfo

{

public Renderer m_Renderer;
public int m_LightmapIndex;
public Vector4 m_LightmapOffsetScale;

+ Lightmaps: S YT DHS—FT O F v &8

[SerializeField]

private Texture2D[] m_Lightmaps;

+ LightmapsDir: 51 bXw T DAET I RTF 7 Z 1N

[SerializeField]

private Texture2D[] m_LightmapsDir;

+ ShadowMasks: S bW TDI v ROV RITI AT &g

[SerializeField]

private Texture2D[] m_ShadowMasks;

c FEAVWYR:
+ GenerateLightmaplInfo: ZFLJ/\J (LS4 b FIERZRET D,
o Init: =T L/I\THO—-RESNcEE. FREIT A ITT LI\ THEESNZEE
([CEATESNDYHALANIE
+ ApplyRendererinfo: FL/\TJDA Y1 (CH LT, BFESNESA MY IBERICED
= SA MY ITIBEREBERT S




s SAMNRYITEEBT—HAZTLVI\JCRETS
o S MY IDERET—HDUEMT (GenerateLightmapInfoXYw R) :

o S—HDTA MY ITRERHERZL. XM IMBEBEIRMEEEST My EJTOtR %
e

+ MeshRenderer J>R—3%> hDS1 bW FERZSE RendererInfo EeFlZ/ERK

+ & MeshRenderer d lightmaplndex & lightmapOffsetScale ZE{§ L. RendererInfo
AT U NTEIDSET

« FTU<E RSNz Rendererinfo A7 x40 & LJ\J D PrefablLightmapData 1> 7R
—3> MMIRE

s T—CHNTHEHAINTVBSA MY IFIXF % m_Lightmaps., ARITIAF %
m_LightmapsDir. =+ RN X2% m_ShadowMasks EeHl (CYNEE

o AV aD5a MY ITERRSY. S0 Ny ITDEETIXFvT—IN I MR-~
[CRFEND

// GenerateLightmapInfoXVw R
/] 5~y T DOEIEST — % PrefablightmapData 1> 7/R—3% > NIRFF

static void GenerateLightmapInfo(GameObject root, List<RendererInfo> rendererlnfos,
List<Texture2D> lightmaps, List<Texture2D> lightmapsDir, List<Texture2D> shadowMasks,
List<LightInfo> lightsInfo)

{
// )L— kGameObject& ZDF{M SMeshRenderer 1> R—3> a2 THEYE
MeshRenderer[] renderers = root.GetComponentsInChildren<MeshRenderer>();

// B8 LT=z&MeshRenderer(C DU\ TALIE
foreach (MeshRenderer renderer in renderers)
{
/] 5S4 MY ITHEEENTULS (lightmapIndexht-1TIFRW) LA S—DFHLIE
if (renderer.lightmaplIndex != -1)
{
RendererInfo info = new RendererInfo
{
m_Renderer = renderer, // RendererInfoi@& R a iz (CHERR L. ENIBIREZHN
m_LightmapOffsetScale = renderer.lightmapScaleOffset, // 51 bV IR —ILEATZY
Nz ERE

+

/] BEDL A S—(CERESNTVWSR S MRV IFTIOXF v EEUS
Texture2D lightmap = LightmapSettings.lightmaps[renderer.lightmapIndex].lightmapColor;

Texture2D lightmapDir = LightmapSettings.lightmaps[renderer.lightmapIndex].lightmapDir;

Texture2D shadowMask = LightmapSettings.lightmaps[renderer.lightmapIndex].shadowMask;

[/ BRCRAUSA MRYITIFOXFvHRUINIFEITINFIVIL. FiLWLWEDDHENN
info.m_LightmapIndex = lightmaps.IndexOf(lightmap);

(RR—=(TH<)




if (info.m_LightmapIndex == -1) // KEIDFT I XF v DiHFE

{
info.m_LightmapIndex = lightmaps.Count; // FTLWL\1 > 5w IR %EEIDHT
lightmaps.Add(lightmap); // S v ITFOXF vz X hEhl
lightmapsDir.Add(lightmapDir); // AEES A hRw I F IR F v % U X MBI
shadowMasks.Add(shadowMask); // v RO RXOFORXF vz X IEM

// A8 L JzRendererIinfoz U X MMIEBHN

rendererInfos.Add(info);




S4 MY EET —YBFADREN
o FEAME (InitAVw R) .
o ST U/I\THEMENEESE, YEMELENEITESND
« S —>LightmapSettings(CIRFFESN TV S MV T EFLWS A MW T EEEE U,
BEIRVNELDCHETD
. HAESNESA by FIERE S — > DlightmapSettings (SERA T
o TULI\TCREENESA MY ITIHREDS — 2 ICBEHRIND

void Init()

{
/] BEDS—>D5A1 bw SIERZEUS
LightmapDatal] lightmaps = LightmapSettings.lightmaps;

/1 FLWSA MRV T EBHFDS A bW T DA 5y O RIS DEF
int[] offsetsIndexes = new int[m_Lightmaps.Length];

/| BIEDS—>DS5+1 ~w T DR
int totalCount = lightmaps.Length;

/] EEBRDSA MY TYUX NEVER
List<LightmapData> combinedLightmaps = new List<LightmapData>();

/] FUINTRESNESA MRY TZREDS —> D51 hRv T LR U, a3
for (inti = 0; i < m_Lightmaps.Length; i++)
{

bool exists = false;

for (int j = 0; j < lightmaps.Length; j++)

{

/] BBFOSA MY T E—BIINF TV Y

if (m_Lightmaps[i] == lightmapsl[j].lightmapColor)

{
exists = true;
offsetsIndexes[i] = j; // =T 31 >FT VIR ZRF
break;

(RR—=(TH<)




[/ BT D51 MY ITHRVBE, Fz(CHE VU RTEM
if (lexists)
{
offsetsIndexes[i] = totalCount; // #FTLW\A>F v O ZEEIDHT
LightmapData newLightmapData = new LightmapData
{
lightmapColor = m_Lightmapsli],
lightmapDir = m_LightmapsDir.Length == m_Lightmaps.Length ? m_LightmapsDirf[i] :

shadowMask = m_ShadowMasks.Length == m_Lightmaps.Length ? m_ShadowMasks[i] :

3
combinedLightmaps.Add(newLightmapData);
totalCount++;

/] EENESA b I ERZERTEDS — > ([CiEA
LightmapSettings.lightmaps = combinedLightmaps.ToArray();

/] LA S—IBRICEDNTSA by 5wz EH
ApplyRendererInfo(m_RendererInfo, offsetsIndexes, m_LightInfo);

- SAMIYYIOEEA (ApplyRendererinfoXVw R) :
+ RendererinfoficlZ/L—7 L. &L >4 S —I(Clightmaplndex&lightmapOffsetScalez
RETD
o BAYVIIDSA MY IUVAMET SN, 51 MY IHREREIND

static void ApplyRendererInfo(RendererInfo[] infos, int[] lightmapOffsetIndex, LightInfo[] lightsInfo)
{
/] LS —EHRZIL—-TUT. &L2AFS—ICS51 by TRz EA
foreach (RendererInfo info in infos)
{
/] S4By TDA 25y O =EH

info.m_Renderer.lightmapIndex = lightmapOffsetindex[info.m_LightmapIndex];
/] 51 RYTDODUVRT—)LEATY NZEEH

info.m_Renderer.lightmapScaleOffset = info.m_LightmapOffsetScale;




—PLATEAU SDK Toolkits for Unity %5 2& ToolkitsdD#aesEH—

PrefabLightmapData

J

GeneratelLightmapinfo X'/ w I

T4 bYW I FOAF v B RenderInfoBi7

Renderer +«— Lightmapindex LightmapOffsetScale ‘
Zr—_+MDLightmapSettings(c
S v T EEN

S b¥w FuvmiEn

— ApplyRendererinfoXY/w I

S+ MR ITHBEAS Iz AV

(2-2-39 S+ bV ITOERAAA—2
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