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nginx conf/nginx.conf http server

 

listen: 8009  

location :URL ,  

root ./www/ 

add_header: HTTP add_header Access- Control- Allow- Origin * always; 

 

nginx Chrome URL http://127.0.0.1:8009/
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 WebGL  

webgl www  SceneManager.html head

html WebGL css widgets.css  

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl -SceneManger </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineCo ntainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

<boday> head engineContainer webgl BcEngi

neX.js <script> createEarthScene createCommonScene

 

 

< div  id  =  "engineContainer"></ div >  
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< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

< script >  

    var scene;// ᶋ῟ 

    window.scene = scene;  

    // ֳấᶊרᶋ῟,0 ᶊרᶋ῟ι1 ῞ ᶋ῟ε ׁјᾟὙζ 

    function  createEarthScene() {  

        if (scene != null ) 

  { 

   scene.destroy();  

  } 

  scene = BcEngineX.creat eBcScene("engineContainer" , {type:0});  

    } 

 // ֳấ῞ ᶋ῟ 

 function  createCommonScene(){  

  if (scene != null ) 

  { 

   scene.destroy();  

  } 

  scene = BcEngineX.createBcScene( "engineContainer" ,{type:1});   

 } 

</ script >  

 

<body> table <button>

 

 

< table >  

    < tbody >  

    < tr >  

        < td >  

< button  id="createEarthScene"  onclick =" createEarthScene() "> ֳấᶊרᶋ῟</ bu

tton >  

   < button  id  =  "createCommonScene"  onclick  =  "createCommonScene() "> ֳấ

῞ ᶋ῟</ button >  

        </ td >  

    </ tr >  

    </ tbody >  

</ table >  

 

 

Chrome URL http://127.0.0.1:8009/SceneManager.html

webgl button: 

http://127.0.0.1:8009/
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ᶊіᶊїᴿ ῗ ѦᶝṴ ￼ᶢ ᾼιḜјҝԏῶ ₩ᶽ ᶀẍ

ᶺ ֫ṵᶶ  ᴪקᶽ ᶭ ẙồ ẻἄῊ ⸗♇ι῭ ￼Ḝ ἨἻ

ӡỤҽ ◊ ∕↨ὴᾣ љҚ↓ּו╗ỤỤ ԋ￼ ו ιѼῗᶝṴ Ҩּוḕᵙ

ᴧṝ￼ⱶ ᶢ  

ἅᶂᶝ ק ￼јᾸ▄Ԅιҽ ￼҇ ◑│ẪṰ⁞ ῂ₩ת Ḿ ᶽ

ᾭὯӡỤ֫‘ Ẕּז￼ḫ ιѕ ת ░ῲҦ҇ Ẫ₩ת ҇ ᴱ

ῶ♇ ι ấ ἄ Ẋј ιӇῗᶈѕ ᶋ῟ѧι Ӕּזѕ ♇₩ᶚ

₩ᶚ‎ṝ ι₩ᶚấ ἄ  ι ♇₩ᶚ￼ ᴭљ ש￼ ᾦ‛ṮιẊ

ћўחṞớӡỤ ҡ♇ ᾭὯѧԜ₭ẹԄֹѕ ₩ᶚѧιa Ὴ ἴѣ᷿ᾭὯ ῂ│◑

ḫῊ῭Ὰ￼ ∂  

BcEngineX Webgl ώӗᶢ҈҇ѕ ӌקἩ ￼ Ẕ ♇ ᴺιᴵּ҇י ￼♇

ᾭὯּוἄѕ ᾭὯι⁞Ὧ ᵇ Ἀ ḫῊט ♇ấ₩ιồ ‗ấѕ ᶋ῟￼

ᵃῊᶽẄ Ӊѕ ᶋ῟￼ấ ἄ ιẊћώ ҃ѕ ѕ ♇￼Ῐ ớ ι

◊ᴉּ֟זṈӔệᾭὯἨ ι״ᶽẄώד ◑ ז῭ ᶽᶶ ￼ѕ ṝ ת

ᴣẔּז  

ѕ ᶋ῟ Ẃּיѕ ᵙѕ ♇ѣ ἄιԏӌץὐҨїӺ χ 

 ̧ χץὐᶄ Ά ᶒ ψ 

 ̧ ♇χץὐ⸗ề♇ Ҍᵙ Ṟ ᾼѕᶽ ψ 

ü ⸗ề♇χץὐẳ᷃ ѕ ᵺ ҋ ᶺ ᴪỂ ᶧ ẃ ψ 
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ü ҌχץὐΆҌ ᶄҌ Ҍḯ ӭỌҌ ; 

ü Ṟ ᾼχץὐ ↨ ╦ ‹ ίֺ‫ ᴪᴙᵸ ֫ ψ 

јᵃӺ ồאјᵃΆẪḫזּ ‗ấѕ ᶋ῟ι Ẃ זּ ᶚ ᴺ‗ấѕ

Ẕ ♇ ᴺ‗ấѕ ♇ι ֫⸗℮⸗ề♇ Ҍᵙ Ṟ ᾼ ᶚ₩זּ ᴺṝ ιḅї

ᶃἍ χ 
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1. webgl www  SceneControlsManger.html

webgl  

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl -SceneManger </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            wid th : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  
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< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> createEarthScene() Cre

ateCommonScene () setNavigationVisibility ()ɹ setInfoBarVisibilit

y ()ɹ setCameraPosition()ɹ setInspector()  

Function Content  

CreateCommonScene ()  

createEarthScene ()  

setNavigationVisibility ()  

setInfoBarVisibility ()  

setCameraPosition()  

setInspector() ɹ  

 

< script >  

    var scene;// ᶋ῟ 

    window.scene = scene;  

    // ֳấᶊרᶋ῟,type: 0 ᶊרᶋ῟ιtype: 1 ῞ ᶋ῟ 

    function  createEarthScene() {  

        if (scene != null ) 

  { 

   scene.destroy();  

  } 

  scene = BcEngineX.createBcScene( "engineContainer" , {type: 0}); 

} 

 // ֳấ῞ ᶋ῟ 

 function  CreateCommonScene() {  

  if (scene != null ) 

  { 

   scene.destroy();  

  } 

        scene = BcEngineX.createBcScene(" engineContainer ", {type: 1}); 

        scene.setPickEnable(true);  

          // ₩ᶚ ѧ҆ҭ 

        if  (scene.pickObjectEvent ){ 

            scene.pickObjectEvent.addEventListener(function (scene) {  

                console.log(scene);  

            }) 

        } 

    } 

     // Ṁ ″ῗᵋᴵ  

    var NavigationVisibility = false;  

    function  setNavigationVisibility()  { 
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  if  (scene != null ) 

  { 

   scene.setNavigationVisibility(NavigationVisibility);  

   NavigationVisibility = !NavigationVisibility;  

  }         

    } 

    // ꜛỗ″ῗᵋᴵ  

    var InfoBarVisibility = false;  

    function  setInfoBarVisibility() {  

  if  (scene != null ) 

  { 

   scene.setInfoBarVisibility(InfoBarVisibility);  

   InfoBarVisibility = !InfoBarVisibility;  

  }         

    } 

    //  ӈ ( ẙ ẙ ιᴅӈχ ) 

 function  setCameraPosition(){  

  if  (scene.sceneType == 0) 

  { 

   scene.setCameraPosition( 119.0, 30.0, 50.0 ); 

  }  

 } 

 // Inspector Ῐ  

 function  setInspector(){  

  scene.showViewerInspector = !scene.showViewerInspector;  

 } 

</ script >  

 

4. < boday > <table> <button> function

 

 

Button s Text 

CreateCommonScene   

createEarthScene   

setNavigationVisibility   

setInfoBarVisibility   

setCameraPosition  

setInspector setInspector  

 

<table>  

<tbody>  

<tr>  

<td>  

<button id = "createEarthScene" onclick ="createEarthScene()"> ֳấᶊרᶋ῟
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</button>  

<button id ="CreateCommonScene" onclick  ="CreateCommonScene()"> ֳấ῞ ᶋ

῟</button>  

</td>  

</tr>  

<tr>  

<td>  

<button id ="setNavigationVisibility" onclick  ="setNavigationVisibility()"> ẦԋṀ

″</button>  

<button id ="setInfoBarVisibility" onclick  ="setInfoBarVisibility()"> Ầԋꜛỗ″

</button>  

<button id ="setCamer aPosition" onclick  ="setCameraPosition()">  ӈ

</button>  

<button id ="setInspector" onclick  ="setInspector()">Inspector Ầԋ</button>  

</td>  

</tr>  

</tbody>  

</table>  

 

  

Chrome URL

http://127.0.0.1:8009/SceneManager.html demo

wgs84 ɹ

 

 

ᶃ ᶊרᶋ῟ 
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ᶃ ῞ ᶋ῟ 
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UGX UGT  

 

  

 

1. webgl www  ModelManger.html webgl

 

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl - ModelManger </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  
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< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> createEarthScene()

UGX/UGT loadData() removeModel() setModelVi

sibility()  

Function Content  

createEarthScene ()  

loadData ()  

removeModel ()  

setModelVisibility ()  

 

< script >  

    var scene;// ᶋ῟ 

    window.scene = scene;  

    // ֳấᶊרᶋ῟,type: 0 ᶊרᶋ῟ιtype: 1 ῞ ᶋ῟ 

    function  createEarthScene() {  

        if (scene != null ) 

  { 

   scene.destroy();  

  } 

  scene = BcEngineX.createBcScene( "engineContainer" , {type: 0}); 

    } 

 // ז▌ ҰugxᾭὯ 

 function  loadData (){ 

modelLayer = scene.modelLayerManager.addLayer( {  

          "name ": " ῐugx",  

    "description": " ῐugx",  

          "version": "2.0",  

          "url": "  http://127.0.0.1:8009 /longxing/longxing.bcx",  

          "position": {  

            "x": 119.93759 , 

            "y": 30.139317 , 

            "z": 10.0 

          } 

        },); 

// ₩ᶚ Ậᾰҭז Ḣἄ 

  if (modelLayer.modelReadyEvent ) 

  { 

   modelLayer.loadedEvent.addEventListener( function  (layer) {  

                console.log(layer);  

            }); 

  } 

// ₩ᶚז ᵅ҆ҭ 

         if  (modelLayer.modelReadyEvent) {  
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             modelLayer.modelR eadyEvent.addEventListener( function  (layer) {  

         // ḧӈ₩ᶚ 

    scene.fly2front(modelLayer);  

            }); 

        } 

 } 

// ₩ᶚ 

 function  removeModel(){  

  scene.modelLayerManager.remove(modelLayer);  

 } 

// ᶃṖῘ  

    function  setModelVisibility() {  

        modelLayer.isShow = !modelLayer.isShow;  

    } 

</ script >  

 

4. < boday > <table> <button> function

 

Button  Text 

createScene  

loadData  

removeModel  

setModelVisibility  

 

<table>  

    <tbody>  

    <tr>  

        <td>  

            <button id = "createScene" onclick ="createScene()"> ֳấᶊרᶋ῟</button>  

        </td>  

    </tr>  

    <tr>  

        <td>  

            <button id="loadData" onclick ="loadData()"> <ᶚ</button₩ז▌  

            <button id="setModelVisibility" onclick ="setModelVisibi lity()"> ᶃṖῘ </button>  

    <button id="removeModel" onclick ="removeModel()"> ₩ᶚ</button>  

        </td>  

    </tr>  

    </tbody>  

</table>  

 

  

Chrome URL

http://127.0.0.1:8009/ModelManager.html webgl- ModelManager demo
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wgs84

x:119.93759, y: 30.139317,z: 10.0 ,

 

 

  

 

  

 

1. webgl www flyManger.html webgl  

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl - flyManger </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 
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            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> setFlyLocationPath ()

 

Function Content  

setFlyLocationPath ()  

 

< script >  

// ẽӵᶃ 

var imageLayer;  

 window.scene = scene;   

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

// ז▌ Ұẽӵ 

    imageLayer = scene.imageLayerManager.addImageLayer("http://192.168.2.85:8099/Data/I

mageL ayer/ZheJiang_FuYang_TMS/ZheJiang_FuYang_TMS.bci");  

// ӥὝḧӈ  
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    scene.fly2degrees([ 119.95,30.12,800 ]) 

// ♇ 

function  setFlyLocationPath() {  

    const  routes = [  

        { 

   // ♇ ẙᶑ‰ 

          position:[119.92,30.15,280],  

   // ҨẸׁ ẙΆᵇᵙ↨Ẉᵇᴸ￼ᴸἐᶑ‰ ￼ӣҫ ӭ ♇ӭ  

hprang:[240,30,100],  

         }, 

         { 

   // ♇ ẙᶑ‰ 

          position:[120.0,30.08,280],   

// ҨẸׁ ẙΆᵇᵙ↨Ẉᵇᴸ￼ᴸἐᶑ‰ ￼ӣҫ ӭ ♇ӭ   

hprang:[240,30,100],  

         } 

       ]; 

     // ᴣ  

scene.flyManager.setFlyLocationPath(routes,15,tru e);  

  // Ῐ  

scene.flyManager.showPath = true;   

// Ῐ ♇ 

scene.flyManager.showPoint  = true;  

     // ῗᵋῘ ₩ᶚ 

scene.flyManager.setFlyModelShow  = true;   

// Ῐ ₩ᶚ Ể 

  scene.flyManager.setModel = "http://127.0.0.1:8009/Assets/models/CesiumAir/Cesiu

m_Air.gltf";  

// ḧ  

     scene.flyManager.setFlyViewMode(0);  

  // ​ᵅטӐ 

     scene.flyManager.setFlyStopAction(1);  

     scene.flyManager.play();  

    } 

</ script >  

 

4. < boday > <table> <button> function

 

Button  Text 

setFlyLocationPath  

 

<table >  

    <tbody>  

    <tr>  
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        <td>  

            <button id = "  setFlyLocationPath " onclick ="  setFlyLocationPath ()"> </button>  

        </td>  

    </tr>  

    </tbody>  

</table>  

 

  

Chrome URL

http://127.0.0.1:8009/flyManager.html webgl- flyManager demo

 

 

 

 

 

  

 

1. webgl www  labelManager.html webgl
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head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl - labelManager </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style>  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> appendDynamicLabelPlot ()ɹ

appendDynamicBillboardPlot ()ɹ appendScreenImage ()ɹ

appendScreenText ()ɹ appendDynamicSphere () removeDy

namicPlot  

Function Content  
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appendDynamicLabelPlot ()  

appendDynamicBillboardPlot ()  

appendScreenImage ()  

appendScreenText ()  

appendDynamicSphere ()  

removeDynamicPlot ()  

 

< script >  

// ẽӵᶃ 

var imageLayer;  

// ‰  

var label ; 

 window.scene = scene;  

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

// ז▌ Ұẽӵ 

    imageLaye r = scene.imageLayerManager.addImageLayer("http://192.168.2.85:8099/Data/I

mageLayer/ZheJiang_FuYang_TMS/ZheJiang_FuYang_TMS.bci");  

// ז▌ Ұᶊẻ 

scene.terrainProviderManager.setTerrainProvider("http://192.168.2.85:8099/Data/TerrainLay

er/zjfy");  

// ӥὝḧӈ  

    scene.fly2degrees([ 119.95,30.12,800 ]) 

// ╜  

    function  DistanceMeasure() {  

        result =scene.measure Manager.BeginDistanceMeasure();  

    } 

// ‰ᾰḔז▌  

    function  appendDynamicLabelPlot() {  

        label = scene.plotManager.getLayer().appendDynamicLabelP lot({text:" ᴈ webgl ᾰḔ‰

"}); 

    } 

// ‰ᶃⱭז▌  

    function  appendDynamicBillboardPlot() {  

        label = scene.plotManager.getLayer().appendDynamicBillboardPlot({image:"http://127.

0.0.1:8009/placemark32.png"});  

    } 

//  ṜẆᶃⱭז▌

    function  appendScreenImage() { 

        label = scene.plotManager.getLayer().appendScreenImage("http://127.0.0.1:8009/comp

ass.png", 100, 100 ); 

    } 

//  ṜẆᾰḔז▌

    function  appendScreenText() {  
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        label = scene.plotManager.getLayer().appendScreenText(" ᴈ webgl ṜẆᾰḔ‰ ", und

efined, unde fined, {font:"18px sans -serif", fillStyle:"red"});  

    } 

//  ӌרז▌

    function  appendDynamicSphere() {  

        label = scene.plotManager.getLayer().appendDynamicSphere({pixelSize:"30",position:u

ndefined ,color:"red"});  

    } 

// ֵ ‰  

    function  removeDynamic Plot () {  

        scene.plotManager.getLayer().removeDynamicPlot();  

    } 

</ script >  

 

4. < boday > <table> <button> function

 

 

Buttons  Text 

appendDynamicLabelPlot  

appendDynamicBillboardPlot  

appendScreenImage  

appendScreenText  

appendDynamicSphere  

removeDynamicPlot  

 

<table>  

    <tbody>  

    <tr>  

        <td>  

            <button onclick  ="appendDynamicLabelPlot()"> ‰ᾰḔז▌ </button>  

            <button onclick  ="appendDynamicBillboardPlot()"> ‰ᶃⱭז▌ </bu tton>  

            <button onclick  ="appendScreenImage()"> ‰ṜẆᶃⱭז▌ </button>  

            <button onclick  ="appendScreenText()"> <ṜẆᾰḔ</buttonז▌  

            <button onclick  ="appendDynamicSphere()"> <ӌ</buttonרז▌  

            <button onclick  ="setShowPlot()"> ‰ Ῐ </button>  

            <button onclick  ="removeDynamicPlot()"> ֵ ‰ </button>  

        </td>  

    </tr>  

    </tbody>  

</table>  

 

  

Chrome URL

http://127.0.0.1:8009/labelManager.html demo
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guid ɺ 

 

 

 

  

 

1. webgl www  plotManager.html webgl

 

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl - plotManager </ title >  

    < style >  

        html , 

        body  { 
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            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : abso lute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> beginDynamicPlot  ()ɹ

appendDynamicLinePl ot  ()ɹ appendDynamicCloudPlot  ()ɹ  

Function Content  

beginDynamicPlot  ()  

appendDynamicLinePlot  ()  

appendDynamicCloudPlot  ()  

eraseCurrentDynamicPlot  ()  

finishDynamicPlot()   

destroy ()  

 

< script >  

// ẽӵᶃ 

var imag eLayer; 

// ἥ├ 



V1.0   

53 

 

var plot ; 

 window.scene = scene;  

window.plot = scene.plotManager.getLayer(); ; 

// ḕӴἥ├ guid  

var plotArr=[];  

    var deletePlot=[];      

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

// ז▌ Ұẽӵ 

    imageLayer = scene.im ageLayerManager.addImageLayer("http://192.168.2.85:8099/Data/I

mageLayer/ZheJiang_FuYang_TMS/ZheJiang_FuYang_TMS.bci");  

// ӥὝḧӈ  

    scene.fly2degrees([ 119.95,30.12,800 ]) 

// ẦḊἥ├ 

function  beginDynamicPlot() {  

    plot .beginDynamicPlot()  

} 

// ἥ├ 

function  appendDynamicLinePlot() {  

    plot .appendDynamicLinePlot()  

} 

 // ҉ ἥ├ 

 function  appendDynamicCloudPlot() {  

    plot .appendDynamicCloudPlot()  

  } 

   // ᾝ Ẹׁἥ├ 

 function  eraseCurrentDynamicPlot() {  

        plot.eraseCurrentDynamicPlot();  

    } 

   // ​ἥ├ 

 functio n finishDynamicPlot() {  

      plot .finishDynamicPlot()  

   } 

      // ⅓Ἅῶἥ├ 

  function  destroy() {  

        plot.destroy();  

    } 

</ script >  

 

4. < boday > <table> <button> function

 

 

Buttons  Text 

beginDynamicPlot  ()  
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appendDynamicLin ePlot  ()  

appendDynamicCloudPlot  ()  

eraseCurrentDynamicPlot  ()  

finishDynamicPlot()   

destroy ()  

 

<table>  

    <tbody>  

    <tr>  

        <td>  

            <button onclick  ="beginDynamicPlot()"> ẦḊἥ├</button>  

            <button onc lick  ="appendDynamicLinePlot()"> ἥ├</button>  

            <button onclick  ="appendDynamicCloudPlot()"> ҉ ἥ├</button>  

<button onclick  ="eraseCurrentDynamicPlot()"> ᾝ Ẹׁἥ├</button>  

            <button onclick  ="  destroy()"> ֵ Ἅῶἥ├</button>  

            <button onclick  ="finishDynamicPlot()"> ​ἥ├</button>  

        </td>  

    </tr>  

    </tbody>  

</table>  

  

Chrome URL

http://127.0.0.1:8009/plotManager.html demo
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ɺ 

 

 

  

 

1. webgl www  measureManager.html webgl

 

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl -Measure Manger </ title >  

    < style >  

        html , 

        body  { 



V1.0   

56 

 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> DistanceMeasure ()ɹ A

reaMeasure ()ɹ AngleMeasure ()ɹ EntityMeasure ()ɹ cle

arResult () end  

Function Content  

DistanceMeasure ()  

AreaMeasure ()  

AngleMeasure ()  

EntityMeasure ()  

clearResult ()  

end ()  

 

< script >  

// ẽӵᶃ 

var imageLay er; 



V1.0   

57 

 

// ╜ ‛ 

var result;  

 window.scene = scene;  

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

// ז▌ Ұẽӵ 

    imageLayer = scene.imageLayerManager.addImageLayer("http://192.168.2.85:8099/Data/I

mageLayer/ZheJiang_FuYang_TMS/ZheJian g_FuYang_TMS.bci"); 

// ז▌ Ұᶊẻ 

scene.terrainProviderManager.setTerrainProvider("http://192.168.2.85:8099/Data/TerrainLay

er/zjfy");  

// Ầᵏὖᴨ₩Ẫ 

 scene.setPickEnable(true);  

// ז▌ Ұ₩ᶚ        

    modelLayer = scene.modelLayerManager.addLayer( {  

         "name ": " ῐ ugx",  

  "description ": " ῐ ugx",  

         "version ": "2.0",  

         "url ": "/longxing/longxing.bcx",  

         "position ": { 

           "x": 119.95, 

           "y": 30.12, 

           "z": 50.0 

          } 

    },); 

// ӥὝḧӈ  

    scene.fly2degrees([ 119.95,30.12,800]) 

// ╜  

    function  DistanceMeasure() {  

        result =scene.measure Manager.BeginDistanceMeasure();  

    } 

// ╜  

    function  AreaMeasure() {  

        result = scene.measureManager.BeginAreaMeasure();  

    } 

// ẙ╜  

    function  AngleMeasure()  {  

        scene.measureManager.BeginAngleMeasure();  

    } 

// ḫӌ╜  

 function  EntityMeasure() {  

  scene.measureManager.BeginEntityMeasure();  

 } 

// ▐ ╜ ‛ 
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 function  clearResult() {  

  scene.measureManager.clear();  

 } 

// ​╜  

 function  end() {  

  scene.measureManager.en d(); 

 } 

</ script >  

 

4. < boday > <table> <button> function

 

 

Buttons  Text 

DistanceMeasure  

AreaMeasure  

AngleMeasure  

EntityMeasure  

clearResult  

end  

 

<table>  

    <tbody>  

    <tr>  

        <td>  

            <button id="DistanceMeasure" onclick ="DistanceMeasure()"> ╜ </button>  

            <button id  ="AreaMeasure" onclick  ="AreaMeasure()"> ╜ </button>  

            <button id  ="AngleMeasure" onclick  ="AngleMeasure()"> ẙ╜ </button>  

            <button id  ="En tityMeasure" onclick  ="EntityMeasure()"> ḫӌ╜ </button>  

   <button id  ="clearResult" onclick  ="clearResult()"> ▐ ‛</button>  

   <button id  ="end" onclick  ="end()"> ​╜ </button>  

        </td>  

    </tr>  

    </tbody>  

</table>  

  

Chrome URL

http://127.0.0.1:8009/MeasureManager.html demo
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1. webgl www 3DAnalysisManager.html

webgl  

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl -3DAnalysisManager </ title >  

    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 
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            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> VisibleAnalysis ()ɹ V

iewshedAnalysis ()ɹ SubmergenceAnalysis ()  

Function Content  

VisibleAnalysis ()  

ViewshedAnalysis ()  

SubmergenceAnalysis ()  

 

< script >  

// ẽӵᶃ 

var imageLayer;  

 window.scene = scene ; 

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

// ז▌ Ұẽӵ 

    imageLayer = scene.imageLayerManager.addImageLayer("http://192.168.2.85:8099/Data/I

mageLayer/Z heJiang_FuYang_TMS/ZheJiang_FuYang_TMS.bci");  
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// ז▌ Ұᶊẻ 

scene.terrainProviderManager.setTerrainProvider("http://192.168.2.85:8099/Data/TerrainLay

er/zjfy");  

// ḧӈӥὝḧӈ  

    scene.fly2degrees([ 119.95,30.12,800 ]) 

     

// ֫‘ 

 function  VisibleAnalysis() {  

  var m_visibleAnalysis = new BcEngineX.BcVisibleAnalysis(scene);  

  m_visibleAnalysis.start(); // ẦḊ ֫‘ 

 } 

 // ᴵ ᶟ֫‘εẸׁᴱᾟὙᶊẻζ  

 function  ViewshedAnalysis() {  

  var m_viewshedAnalysis = new BcEngineX.BcViewshedAnalysis(scene);  

  m_viewshedAnalysis.start(); // ẦḊᴵ ᶟ֫‘ 

 } 

 // ≡֫‘ 

 function  SubmergenceAnalysis() {  

  var m_submergenceAnalysis = new BcEngineX.BcSubmergenceAnalysis(scene);  

  //start(height χ ≡ ẙ, minHeight χ ≡ῳӉ ẙ)  

  m_submergenceAnalysis.start(200,20);  

 } 

</ script >  

 

4. < boday > <table> <button > function

 

 

Buttons  Text 

VisibleAnalysis   

ViewshedAnalysis   

SubmergenceAnalysis   

 

<table>  

    <tbody>  

    <tr>  

        <td>  

          <button id="VisibleAnalysis" onclick  ="VisibleAnalysis()"> ֫‘</button>  

          <button id=" ViewshedAnalysis" onclick ="ViewshedAnalysis()"> ᴵ ᶟ֫‘</button>  

     <button id="SubmergenceAnalysis" onclick ="SubmergenceAnalysis()"> ≡֫‘</bu

tton>  

        </td>  

    </tr>  

    </tbody>  

</table>  



V1.0   

63 

 

 

  

Chrome URL http://127.0.0.1:8009/ 

3DAnalysisManager.html demo  

 

 

 

 

 

  

 

1. webgl www  VecterLayerManager.html

webgl  

head html Webgl css widgets.css

 

< head >  

    < meta  charset ="UTF -8">  

    < title > BcWebgl - VecterLayerManager </ title >  
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    < style >  

        html , 

        body  { 

            height : 100%; 

            width : 100%; 

            margin : 0px ; 

        } 

    </ style >  

    < style >  

        @import  url(./Widgets/widgets.css) ; 

        html , 

        body , 

        #engineContainer  { 

            position : absolute ; 

            left : 0px ; 

            top : 0px ; 

            z- index : -1; 

            background : black ; 

            width : 100%; 

            height : 100%; 

            margin : 0; 

            padding : 0; 

            overflow : hidden ; 

        } 

    </ style >  

</ head >  

 

2. <boday> head engineContainer webgl BcEn

gineX.js  

 

< div  id  =  "engineContainer"></ div >  

< script  type ="text/javascript"  src="./BcEngineX.js"></ script >  

 

3. <boday> <script> shp loadShpFile ()

shp cb () removeDataSource ()  

Function Content  

loadShpFile () shp  

cb () shp  

removeDataSource ()  

 

< script >  

// ᶋ῟ 

var scene; 

window.scene = scene;  
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// ᶃṖḾ  

var dataSourc e; 

// ֳấ Ѧᶊרᶋ῟ 

var scene = BcEngineX.createBcScene("engineContainer", {type: 0}); 

     // ז shp ᾰҭ 

function  loadShpFile(){    

  scene._vecterLayerManager.loadShapefile({  

   shp:"http://192.168.2.85:8099/data/vecterLayer/prov_region.shp",  

   extrudedHeight:  10000,// Ἶ  

   extrudedHeightField:  "Population", // Ἶ҈זּ ￼Ḕⅎ 

   extrudedHeightScale : 0.002,// Ἶ ᾭ 

   outline : true, // ῗᵋῘ Ả 

   outlineColor : [1.0, 0.0, 0.0, 1],// Ả  

   color : [1.0, 0.0, 0.0, 1],// ֡Ӎӌ  

   styleField : "name", // ֫ Ḕⅎ 

   colorTable : { 

    "Massa chusetts":[ 1.0,0.0,0.0,1.0], 

    "Minnesota":[ 1.0,1.0,0.0,1.0], 

    "Montana":[ 1.0,0.0,1.0,1.0], 

   }//  

  },  

  cb); 

 } 

 // ז shpᵻ  

 function  cb(isSucceed,data){  

      if(isSucceed){  

           dataSource = data;  

       }else{ 

           console.error(da ta); 

}  

scene._vecterLayerManager.loadShapefile("http://192.168.2.85:8099/data/vecterLayer/

prov_region.shp",cb)  

} 

// ᶃṖ 

function  removeDataSource(){  

  scene._vecterLayerManager.removeDataSource(dataSource);  

} 

</ script >  

 

4. < boday > <table> <button> function

 

 

Buttons  Text 

loadShpFile ()  
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removeDataSource ()  

 

<table>  

<tbody>  

<tr>  

<td>  

<button id = "  loadShpFile " onclick ="  loadShpFile ()"> ז </button>  

<button id ="  removeDataSource " onclick  ="  removeDataSource ()">

</bu tton>  

</td>  

</tr>  

</tbody>  

</table>  

 

  

Chrome URL http://127.0.0.1:8009/ 

VecterLayerManager.html demo

shp  
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WebGL  

BcEngineX_WebGL BcEngineX

BcEngineX_Pro PC BcEngineX_WebGL

GIS ɺBcEngineX_WebGL Cesium

.terrain TIN ɺ 

 

webgl  

  

TMS (*.bci) 
tms OSGeo tms

 

Terrain  Cesium STK World Terrain  

XYZ (*.bci) xyz Web xyz  

  

UGX (*.bcx) 
UGX GLTF

ɺ 

UGTile (*.bcm) 

UGTile UGX

UGX

UGT ɺ 

(*.bcm) 
las

UGTile ɺ 

(*.bcm) 
osgb

UGTile ɺ 

(*.bcm) 
ɹ ɹ

ɺ 

(*.bcm) 
json

UGTile ɺ 

3DMax(*.bcm) 
3Dmax

UGTile ɺ 

(*.bcm) 
ɺ 

  

shp *.shp  

ArcView GIS 

ɺ 

MVT(*.json) .MVT/.PDF

, ɺ 
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BcEngineX_Webgl Cesium GeoJsonɹ

MVTɹGltfɹ3D Tiles ɺ 

 

 

 

 BcEngineX_Webgl Terrain Cesium

BcEngineX BcEngineX_Pro

BcEngineX_Webgl ɺ 

 

ӓⱴ ᾭ 

Ṅ*.ascἆ *.dem⁪Ẫ￼ᶊẻᾭὯ Ὥѭ*.tif⁪ẪᶊẻᾭὯ  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒgis ὭɓѧιἔẦɒᶊẻ⁪Ẫ ὭɓṪԏψᶈɒᾰҭ ᶚɓ

ѧώӗ҃ ascᵙ demѣ ᶚ Ὅι Ὅ Ὥ￼ ‰ᾰҭ ᶚψⱡᵅᴅ֨ ‰

ὍɒἔẦɓιẵ֧ἔẦᾭὯḾ ⁭ Ὅ ‰ᾰҭ  

2. ♇֨ɒᶑ‰ ɓὟ Ὥᵅ ‰ᶑ‰ ι♇֨ɒ ḧɓẦḊ ὭιṄᶈ ֧

ẹїּוἄ ὭḢἄ￼ tif ᾰҭḅїᶃχ 
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ӓⱴ ᾭ 

Ṅ*.jpgἆ *.png⁪Ẫ￼ẽӵᾭὯ Ὥѭ tif ⁪ẪẽӵᾭὯ  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒgis ὭɓѧιἔẦɒẽӵ⁪Ẫ ὭɓṪԏψᶈɓ Ԅᾰҭɒ

♇֨ɓἔẦɒὟ Ὅ Ὥ￼ jpgἆ png ‰ᾰҭψᶈɓ ֧ᾰҭɒѧ♇֨ɓӠ

ḕɒὟ ὍӠḕ ỂᵙӠḕᾰҭᵄ  

2. ḅ‛ע ɓ ᶑ‰ ɒι ♇֨ɒᶑ‰ ɓὟ Ὥᵅ ‰ᶑ‰  
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3. ḅ‛ע ɓῑṃ♇ɒι ῳṈז▌ Ѧῑṃ♇ι ♇￼ x yӵ Ӫᵙᶊ

ת x yᶑ‰Ӫι Ḣἄ♇֨ɒ ḧɓẦḊ ὭιṄᶈ ֧ᾰҭ ẹїּוἄ ὭḢἄ￼ tif

ᾰҭḅїᶃχ 

 

 

 

 

ӓⱴ ᾭ 

Ṅ*.tif/⁪ẪᶊẻᾭὯ Ὥѭ BcEngineX_WebglᾟὙ￼ terrainᶊẻּבⱭᾭὯ

BcEngineX_Webgl ῗᶢ҈҈יּ Cesium ԓ⁄ ׁҝᾟὙ.terrainε TIN ᶊẻζ⁪Ẫᶊẻᾰҭι Ἅ

Ҩᶊẻ֬ⱭљBcEngineXԎҤẈᴶјԊּזι ᴅ꜠ּוἄterrain ᶊẻ￼֬ⱭṪԏ ℅Ṫԏᴅ꜠ώӗ  

ὺӏ₉  
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1. ἔẦɒᶊẻ GISᶊẻᶴתɓṪԏ ẹ Configᾰҭ᷆ї config.xmlᾰҭ ḄṀԄ

ᾭὯẓmongodb ᾭὯẓ￼ ԋӡỤιḅїᶃ  

 

2. ἔẦɒᶊẻ GISᶊẻᶴתɓṪԏ-ɒ▌זᶊẻɓι Ὅ ᶴת￼ tif ᶊẻᾭὯεҝ

ᾟὙWGS84ᶑ‰ ζ  

ḕԄᾭὯẓχ ḧѲ Ὅῗᵋ֬ⱭḢἄῗᵋḕԄ mongodb ᾭὯẓψ 

ῳᶽῳṇ ָ: ᴏ֬Ɑ￼ᶊẻῘ ῳᶽῳṇ ָι├Ỵῳṇ ָј ᶽ҈ῳᶽ ָι

Ṱ ᴨ҃ᴝḊ tif ᾭὯ￼ῳᶽῳṇṖ ᾭ  

ᶃṖᵄχᾭὯԄẓῊᶈᾭὯẓїֳấ￼ ᵄιѼῗԄẓᵅ BcEngineXז ᾭὯ￼ᶃṖ

ᵄιἍҨᶃṖᵄấ ј Ӕּזѧᾰ ⁪ │Ḕ  

3. ♇֨ɒẦḊɓᴏᴵẦḊּוἄ terraindᶊẻᾭὯẊᶈּוἄḢἄᵅṀԄ mongodb ᾭὯ

ẓιḅᶃχ 
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ӓⱴ ᾭ 

Ṅ*.tif⁪ẪẽӵᾭὯ Ὥѭ BcEngineXᾟὙ￼ tms ḕ  

ὺӏ₉  

1.  ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒẽӵ֬ⱭɓṪԏψ♇֨ɓἔẦɒὟ ἔẦ

֬Ɑᶴת￼ tif ẽӵᾭὯιἔẦᵅᶈɓᾰҭṞớɒѧṄҺῘ ᾭὯ￼ᾰҭ ᶚ ᶑ‰

ӡỤιḅїᶃ  

2. ɓ֬Ɑᴠᾭɒ ѧιᴿ χ 

֬Ɑ⁪Ẫχẽӵ֬ⱭᾟὙּוἄɓPNGɓ ɓTIFɒ ɓJPGɓ⁪Ẫψ 

‾χῗῗҡ ֫ ꞌ ỵẽӵѧώᴨ֧Ӊ֫ ꞌẽӵ￼ ι ׁᾟὙ 5ѧ ‾

ΆẪψ 
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֬Ɑᶽṇχ 256εᴏ֬Ɑᵅ￼ tifṑḽѭ 256*256ζι ᾟὙ 128*128ᵙ 512*512

ᶽṇψ 

ῳᶽῳṇ ָχ ᴏ֬Ɑ￼ᶊẻῘ ῳᶽῳṇ ָι├Ỵῳṇ ָј ᶽ҈ῳᶽ

ָ  

3. 

 

 
 

4. mongodb

 

 

 

 

 

BcEngineX
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ɹ ɹ  

message  

 

 

 
 

 

ӓⱴ ᾭ 

ѭ tms ￼ẽӵᶊẻ ḕᾭὯ ἄוּ bciεẽӵ ḕּוἄ￼ὼ ᾰҭζᵙ bctεᶊẻ ḕּוἄ

￼ὼ ᾰҭζ￼ json ὼ ᾰҭ ἄוּ bciεẽӵ ḕּוἄ￼ὼ ᾰҭζ￼ ￼ῗѭ҃Ԓḳ webgl

ⱱ ז  

ὺӏ₉  
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1.  ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒ֬Ɑᾰҭ ὭɓṪԏψ Ὅ ᶴת￼

֬ⱭᾭὯ ᶚ TMS(ẽӵ ḕ ᶊẻ ḕ)ιXYZ(XYZ ֬Ɑ ֱẽӵ ḕ)  

2.  ᶈɒ Ậᾰҭɓѧ Ὅɓxml ᾰҭɒֱ♇֨ᴸӚɒἔẦɓὟ ὶ ᴨ tms ḕ￼ᾰ

ҭ᷆ї￼ xml ᾰҭι♇֨ɒ ḧɒֱᶴתḢἄιḅїᶃχ 

 

 

3. Ẹ Ὅ xyz ֬Ɑ ֱᾭὯ ᶚῊιᶈɒ ẬᾰҭɓѧᴵҨ ὍɓXMLᾰҭɒѼᴵҨ

Ὅɒᾰҭ᷆ɓ♇֨ᴸᴏץ xml ᾰҭ￼ ḕᾰҭ ẹιḅ‛ Ὅῗɒᾰҭ᷆ɓ℅Ὴᵼѭ≡ῶ

ὶ ᴨ xml ᾰҭἍҨ ♇֨ɓᶑ‰ ɒἐטὝḧ ḕᾰҭ￼ᶑ‰ ι♇֨ɒ ḧɒֱᶴתḢ

ἄιḅїᶃχ 
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ӓⱴ ᾭ 

Ṅ*.shp ⁪Ẫ ᾭὯ Ὥѭ BcEngineX ᾟὙ￼ MVT ḕε ׁҝᾟὙᶊתWGS84 ᶑ

‰ ζ  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒ ֬ⱭɓṪԏ  

2. ɒᴙ ɓᵙɒ ḧѲ ָɓῗᴵ ι ᴙ ᴵҨ ᾭὯᴉּז ι ḧѲ

ָᴏᾭὯῘ ￼ῳᶽῳṇ ָ  

3. ɒ֬ⱭΆẪɓ֫ѭWGS84 ᵙWebMercator ѣ ιWGS84 ῗ BcEngineX Pro 

Windows ⁯ ⱱ ז ӔּזιWebMercator ῗᶢ҈ Cesium ￼ webgl ⱱ ז Ӕּזε

ׁWGS84 ֬ⱭΆẪᶈPC ᵙ wegbl ᶎᴵז ιᴵҨᴱ֬WGS84 ҰᾭὯᴏᴵζ  
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4. ἛṝᵄᾟὙmvt ᵙ pbf ѣ ἄ￼ᾭὯ⁪Ẫוּ  

5. ᶃṖᵄјᴵѭ ι Ḣἄιḅїᶃχ 

 

 

 

ӓⱴ ᾭ 

Ṱ ѣѦјᵃ ᶑ‰ ѧ￼ԈḾ XYZᶑ‰Ӫι ◊ᶑ‰ ᶑ‰♇ Ὥѭ ‰

ᶑ‰ ￼ᶑ‰♇Ἅ ￼ѓѦ῾ ᴠᾭεᴏѓᴠᾭζ  

ѓᴠᾭҟ χ 

ѣѦјᵃ￼ѕ ᶑ‰ ѳ ὭῊι ẂӔּזѓᴠᾭ₩ᶚεᾭḙΆ ζ ᶈ

₩ᶚѧῶѓѦ῾ ᴠᾭιᴏχ 

  ε1ζѕѦᶑ‰Ẉ εΘXιΘYιΘZζιᴏѣѦ ᶑ‰ ￼ᶑ‰ᴝ♇ѳ ᶑ‰ṮӪψ 

  ε2ζѕѦᶑ‰ ￼᾿ ẙεΘƙιΘƚιΘƛζι Ὗ ẑ᾿ ѕѦᶑ‰ Ὕḧ ẙι

ᴵҨӔѣѦ ᶑ‰ ￼ XYZ ᵀᶈ  

https://baike.baidu.com/item/%E7%A9%BA%E9%97%B4%E7%9B%B4%E8%A7%92%E5%9D%90%E6%A0%87%E7%B3%BB
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  ε3ζṑẙᵼḒ KιᴏѣѦ ᶑ‰ ԓ￼ᵃ ⅎ ￼ ẙ⅝Ӫιḫאṑẙ￼⅝ӕ

Ὥ Ẃ KӪ֡Ѷ ҈ 1  ҨіѓѦᴠᾭ Ẃ ѭѓᴠᾭ ѓᴠᾭזּ ￼ᶑ‰ Ὥ

ѭѓᴠᾭᶑ‰ Ὥ  

ԋ҈ѓᴠᾭ ҟ ᴵҨᴠ χᴠⱢ Ὥ 

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒѓᴠᾭ ɓṪԏψᶈɒ◊ᶑ‰

ɒᵙɓ ‰ᶑ‰ ɒѧ ◊ᶑ‰ ᵙ ‰ᶑ‰  

2. ᶈɓίֺ♇ɒ ѧ ◊ᶑ‰ᵙ Ὥᵅ￼ ‰ᶑ‰ι Ṉ▌ז 3Ѧίֺ♇ψ♇֨ɓ

ḧɒᴏᴵ ֧◊ᶑ‰ ᶑ‰♇ Ὥѭ ‰ᶑ‰ Ἅ ￼ѓᴠᾭӪιḅᶃχ 

 

 

 

ӓⱴ ᾭ 

https://baike.baidu.com/item/%E5%9D%90%E6%A0%87%E8%BD%AC%E6%8D%A2/9890284
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Ṅ*.tif⁪ẪᾭὯᵙ*.Shp⁪ẪᾭὯ ᶑ‰ Ὥ  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒᾰҭἮẽ ὭɓṪԏψ♇֨ɓἔ

ẦɒὟ ἔẦ Ἦẽ Ὥᶴת￼ tifᾭὯἆ shpᾭὯιἔẦᵅᶈɓᾰҭṞớɒѧṄ

ҺῘ ᾭὯ￼ᾰҭ ᶚ ᶑ‰ ӡỤψᶈ ֧ᾰҭѧ♇֨ɓӠḕɒ ὍᶴתᵅӠḕ Ể  

2. ᶈɓṞớɒ ѧ Ὅ ‰ᶑ‰ ι♇֨ɓ ḧɒẦḊ Ὥιḅїᶃχ 

 

ᶈɓṞớɒ ѧ Ὅ ‰ᶑ‰ ιע ɓѓᴠᾭɒ ԄᴠᾭӪιᴵᶈӮᶑ‰ Ὥᵃ

ῊḾѕ ᶑ‰ ӭ εԋ҈ѓᴠᾭ ҟ ᴵҨᴠ χᴠⱢ Ὥζιḅїᶃχ 

https://baike.baidu.com/item/%E7%A9%BA%E9%97%B4%E7%9B%B4%E8%A7%92%E5%9D%90%E6%A0%87%E7%B3%BB
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ӓⱴ ᾭ 

Ṅ ‰ᶑ‰ ᶑ‰♇ ὭѭὝḧᶑ‰ ᶑ‰♇  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒᶑ‰Ἦẽ ὭɓṪԏψָ֫ᶈ◊

ᶑ‰ ᵙ ‰ᶑ‰ ѧ ὍḾẔ￼ᶑ‰  

ע .2 ɓѓᴠᾭɒι Ԅ⃰ ￼ѓᴠᾭӪιѼᴵҨ ὶҡӠḕḄѓᴠᾭ￼ txtᾰ⁶ѧ

ὶ ᴨ  

3. ᶈɓᶑ‰♇ɒѧ Ԅ◊ᶑ‰♇ᵅι♇֨ɓ ḧɒᴏᴵ ֧ ‰ᶑ‰♇￼Ӫιḅᶃχ 
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ӓⱴ ᾭ 

Ṅ Ẅ tif ᾭὯὝḧᶑ‰ ιẊ tif ᾭὯі￼ӵ ♇љԎḾẔ￼ ḫ￼ᶊתᶑ‰‎╦

tif ᾭὯ￼Ῐ ￼֡Ӎ Ṯ  

ὺӏ₉  

1. ᶈɒgisɓ ᴊ￼ɒ҇ ᾭὯᶴתɓѧιἔẦɒ֡Ӎ›⃰ɓṪԏψᶈɓ Ԅᾰҭ

ɒѧ♇֨ɓἔẦɒ Ԅ ›⃰￼ tifᾭὯᾰҭιᶈɓ ֧ᾰҭɒѧ♇֨ɓӠḕɒ Ӡḕ

Ể  
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2. ᶈɓᶑ‰ ɒѧע ɓ ᶑ‰ ɒι♇֨ɓᶑ‰ ɒ ὍḾẔᶑ‰ ψᶈɓῑṃ

♇ɒ▌זᶺѦ♇ι Ԅӵ X ӵ Y ᶊẻ X ᶊת Y￼Ӫ♇֨ɓ ḧɒẦḊ›⃰ιḅї

ᶃχ 

 

    

 

BcEngineX_Webgl Terrain Cesium

BcEngineX BcEngineX_Pro

BcEngineX_Webgl ɺ 

UGX  

ӓⱴ ᾭ 

ἄὝḧוּ ugx ᾰҭ￼ Ậᾰҭἆ Ὕḧ ẹїἍῶ ugx ᾰҭ￼ Ậᾰҭ  

ὺӏ₉  
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1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒUGX ẬɓṪԏψᶈɒugx֯ ɓ

ѧ ὍɒἔẦᾰҭ᷆ѧ￼ ugxɓεἔẦᾯѦ ẹї￼ ugxᾰҭζἆ ɒἔẦ ugxɓεἔẦὝ

ḧ￼ᴅѦ ugxᾰҭζ  

2. ᶈɒᶃṖᵄ ɓѧ Ԅ ѦᶃṖᵄεּוἄ￼ Ậᾰҭ*.bcxᵄ ζι♇֨ɒ ḧɓ

ẦḊּוἄιḅїᶃχ 

 
 

BIM  

ӓⱴ ᾭ 

Ṅ bim ₩ᶚּוἄҨ Ậ ￼ UGTile ⁪Ẫ ḕιּ҈ז╤ ᾭὯ Ậᴣồ ṝ  

ὺӏ₉  
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1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒBIM ḕɓṪԏψᶈɒugxᾰҭɓ

ѧ ὍɒἔẦᾰҭ᷆ѧ￼ ugxɓεἔẦᾯѦ ẹї￼ ugxᾰҭζἆ ɒἔẦ ugxɓεἔẦὝ

ḧ￼ᴅѦ ugxᾰҭζ  

2. ɒ ḕΆ⁮ɓѧώӗּ҃וἄ bim ḕ ᴠᾭ ιӇѭּ҃וἄ￼ ḕṝ ᾦꞌ

ῳᶽק ḾᾭὯḾ ḕΆ⁮￼ᴠᾭ ᾯι 

ᴟᾎ ᾭχ 

ԅᴡ‍῏ᶼ┼ẘχ Ԇᴢ‴￼▄ẙιᴏᾭὯỞԊ֫ᶺṈ ε ▄ẙ 5ιּוἄ ugtῊ

0.ugt▄ẙṏῗ 0ι0- 0.ugt￼▄ẙṏῗ 1ι0- 0- 1.ugt￼▄ẙṏῗ 2Ҩ℅ ὸζ  

LOD ֮ χ Ԇᴢ‴ᶒᾭὯ￼ ᶀ ӕḅԆᴢ‴▄ẙѭ 0εᴏ ζ￼

ᶀѭ rangeVec[maxTreeDepth -  1]~rangeVec[maxTreeDepth]ιԆᴢ‴▄ẙѭ 1ε

҇ ζ￼ ᶀѭ rangeVec[maxTreeDepth -  2]~rangeVec[maxTreeDepth- 1]  

῏ᶼ LOD ַχ LODᾭὯ￼Ṗ ᾭι ׁ UGXᾭὯ LOD￼Ṗ ῗ 3  

LODѡầ֮ χ ⅛ Ԇᴢ‴ᶒε‴▄ẙ 2ֹ‴▄ẙ 4￼ᶒζᶈ֫ᶒῊѢẨḫӌᾭ

Ὧ￼ᴠ ӌ Ӫ ӕḅῳᶽ LOD ָѭ 3Ὴ ѢẨ֯ ѭ 1500ι ᶈ֫ᶒ

ῊṄֹ֫Ԇᴢ‴▄ẙѭ 2￼ᶒѧ￼ḫӌḾ ѧῶӌ ṇ҈ 1500￼ḫӌ ѢẨὲ  

ᶑᴟᾎχṄԆᴢᾭᶒ ᶽ￼ᾭὯιҨ BoundingBox￼ ᶀᶽṇṄᾭὯ֫ѭᶺᶒεḅ

ᴵҨ֫ 2*2 4*4ᶒζ  

ᾎὊᴘ χῗᵋᴙ ￼ἄוּ ugtᾭὯ;̔ ᴙ ἄוּ ugt ᾭὯ⁪Ẫѭ*.ugtιᴙ ἄ⁪Ẫוּ

ѭ*.ugtz 
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Ӌ ᵻḑχ Ԇᴢ‴⁞ּבᶒε‴▄ẙѭ 0ζѧӠּפ￼ḫӌӌ ᵼḒ ӕḅӌ ᵼḒѭ

0.1ι ῘפᶒѧṄӠּבּ⁞ ӌ ᶽ҈ 0.1*ỞᾭὯץᶀ∂ӌ ￼ḫӌ  

3. Ḣ ḕΆ⁮ᵅᶈɒᶃṖᵄ ɓѧ ԄӠḕ￼ᶃṖᵄ ιɒ ֧ ẹɓɑ ♇ ɒ֨Ӡ

ḕɓὟ ὍḕӴ Ểι♇֨ɒ ḧɓẦḊּוἄ BIM ḕιḅїᶃχ 

 

 

ӓⱴ ᾭ 

Ṅ las ♇҉ᾭὯּוἄҨ Ậ ￼ UGTile ⁪Ẫ ḕιּ҈ז╤ ᾭὯ Ậᴣồ ṝ  

ὺӏ₉  
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1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒ♇҉ ḕɓṪԏψᶈɒugxᾰҭɓ

ѧ ὍɒἔẦᾰҭ᷆ѧ￼♇҉ɓεἔẦᾯѦ ẹї￼*.lasᾰҭζἆ ɒἔẦ lasɓεἔẦὝ

ḧ￼ᴅѦ*.lasᾰҭζ  

2. ♇֨ɓӠḕɒὟ Ὅɓ ֧ ẹɒ  

3. ᶈɓᴠᾭ ɒѧɓ◊ᴠ ᶑ‰ ɒ ɒ ֧ᶋ῟ ᶚɓ ɓᴠ ♇ɒ ɓᴙ ɒᶎ

ѭ Ὅớ ιᴵҨјӮ ψɓᶃṖᵄ ɒѭọ ᴠᾭι 

ᴠᾭ ῎χ 

╟ᴟ ᶐ  χּוἄᾭὯ￼ ‰ᶑ‰  

֦ᶊᾼ ᶙχּוἄᾭὯז ￼ᶋ῟ ᶚε῞ ᶋ῟ wgs84ᶊרᶋ῟ cgcsᶊרᶋ

῟ζ 

ᶂṕᵃ χּוἄ bcmᾰҭᵄ  

ᴘ χῗᵋᴙ ￼ἄוּ ugtᾭὯ;̔ ᴙ ἄוּ ugtᾭὯ⁪Ẫѭ*.ugtιᴙ  ἄ⁪Ẫѭ*.ugtzוּ

ᴟ χּוἄ￼♇҉ ḕᾭὯ￼ִḊז ᶑ‰  

4. Ḣɓᴠᾭ ɒ♇֨ɓ ḧɒὟ ẦḊּוἄ♇҉ ḕιḅїᶃχ 
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ӓⱴ ᾭ 

ṄḕӴῶּכ ᾭὯӡỤ￼ jsonᾰҭּוἄҨ Ậ ￼ UGTile⁪Ẫ ḕιּ҈ז╤

ᾭὯ Ậᴣồ ṝ  

ὺӏ₉  

1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒּכ ḕɓṪԏψᶈɒּכ ᾰҭɓ

ᵅ♇֨ɒἔẦּכ ᾰҭɓᶃ‰ἔẦ ᶴת￼ jsonᾰҭιᶈɒ ֧ ẹɓ♇֨ Ὅ ֧ ẹ

ᶃ‰ ֧ Ể  
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כἄּוּ .2 ḕ ῶɒᴙ ᾭὯɓ ɒ ᶒ ɓ ɒLOD ɓ Ὅớᴠᾭ

ι 

ᴠᾭ ῎χ 

ᴘ ᾎὊχῗᵋᴙ ￼ἄוּ ugtᾭὯ;̔ ᴙ ἄוּ ugt ᾭὯ⁪Ẫѭ*.ugtιᴙ ἄ⁪Ẫוּ

ѭ*.ugtz 

ᶑ χṄԆᴢᾭᶒ ᶽ￼ᾭὯιҨ BoundingBox￼ ᶀᶽṇṄᾭὯ֫ѭᶺᶒεḅ

ᴵҨ֫ 2*2 4*4ᶒζ  

LOD χ Ԇᴢ‴ᶒᾭὯ￼ ᶀ ӕḅԆᴢ‴▄ẙѭ 0εᴏ ζ￼

ᶀѭ rangeVec[maxTreeDepth -  1]~rangeVec[maxTreeDepth]ιԆᴢ‴▄ẙѭ 1ε ҇

ζ￼ ᶀѭ rangeVec[maxTreeDepth -  2]~rangeVec[maxTreeDepth- 1]  

3. Ḣḅі Ὅớ ᴠᾭ♇֨ɓ ḧɒὟ ẦḊᴏᴵּוἄ♇҉ ḕιḅїᶃχ 
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ӓⱴ ᾭ 

Ṅ osgbӫᾴᾋẽᾭὯּוἄҨ Ậ ￼ UGTile⁪Ẫ ḕιּ҈ז╤ ᾭὯ Ậᴣồ

ṝ  

ὺӏ₉  

1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒӫᾴ ḕɓṪԏψᶈɒ Ԅ ֧ɓ

ѧ♇֨ɒἔẦɓἔẦ ᶴת￼ӫᾴᾋẽᾭὯ Ὅֹ Data ẹι♇֨ɒӠḕɓ Ὅ ֧Ӡḕ

ẹ  

2. ɒṞớ ɓѧᶈɒᶃṖᵄ ɓѧ ԄᶃṖᵄ ѭọ ԄᴠᾭιԎҤᴠᾭѭ Ὅ

ớ ᴠᾭ 

ᴠᾭ ῎χ 

֦ᶊᾼ ᶙχּוἄᾭὯז ￼ᶋ῟ ᶚε῞ ᶋ῟ wgs84ᶊרᶋ῟ cgcsᶊרᶋ

῟ζ 

ᶂṕᵃ χּוἄ bcmᾰҭᵄ  

ᴘ ᾎὊχῗᵋᴙ ￼ἄוּ ugtᾭὯ;̔ ᴙ ἄוּ ugt ᾭὯ⁪Ẫѭ*.ugtιᴙ ἄ⁪Ẫוּ

ѭ*.ugtz 

ᴟ χּוἄ￼♇҉ ḕᾭὯ￼ִḊז ᶑ‰  

3. ḢɓṞớ ɒ♇֨ɓ ḧɒὟ ẦḊּוἄӫᾴ ḕιḅїᶃχ 
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ӓⱴ ᾭ 

ѭӫᾴ ḕᾭὯּוἄᾰҭ Ậᾰҭιᴵ ᾰҭ Ậז ӫᾴ ḕ  

ὺӏ₉  

1. ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒӫᾴᾰҭ ẬɓṪԏψ 

2. ἔẦӫᾴᾰҭ ẹι Data ẹїψ 

3. ᶈɒṞớ ɓѧ ԄᶃṖᵄιᴠ ♇ῗ ӫᾴᾭὯ Ѧז ￼ᴠ ♇ӈ ӡỤѭ

ᴵ  
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ӓⱴ ᾭ 

ѭӫᾴ ḕᾭὯּוἄ Ậᾰҭι ֹồ ᾦ‬ ₅ ᵙῘ  

ὺӏ₉  

1.  ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒӫᾴ ẬɓṪԏψ 

2.  ἔẦӫᾴᾰҭ ẹι Data ẹїψ 

3.  ♇ ɒ֨ ḧɓẦḊּוἄιּוἄḢἄᵅҺᶈ Data ẹїּוἄ Ѧ Tile_Xml ᾰҭ᷆ι

ᾰҭ᷆їḕӴ￼ӫᾴᾭὯ￼ xml ⁪Ẫ Ậᾰҭ  

 

 

ӓⱴ ᾭ 
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ᾭὯ⁞ὯἾӄḔⅎἾӄּוἄ₩ᶚ  

ὺӏ₉  

1.  

 

shp shp  

 

 

shp Floor  

3m Floor 5 3m,

5*3m ɺ 

 

2. ɹ

m  

 

3.

ɺ  

 

LOD ɺ 0

rangeVec[maxTreeDepth -  1]~rangeVec[maxTreeDepth] 1

rangeVec[maxTreeDepth -  2]~rangeVec[maxTreeDepth- 1]ɺ 
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ӓⱴ ᾭ 

⁞Ὧ҇ ♇ ᾭὯι זּ Ẕѕ ♇ ᴠᾭקấ₩Ά│ι‗ấѕ  

ὺӏ₉  

1.  ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒѕ ɓṪԏψ 

2. ᶈɒCSV ẹɒѧ Ὅּוἄ ￼҇ ♇ᵙ ᾭὯ￼ csv ẹψ 
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3. ɒ ῑṃᾰҭɒѧ Ὅ ῑṃᾰҭ￼ jsonᾰҭψ 

4. ᶈɒ₩―ẓᾰҭɒѧἔẦ₩―ẓᾰҭ￼ jsonᾰҭψ 

5. ɒ ḕΆ⁮ ɒι ḕΆ⁮ ￼ᴠᾭ ῎ḅїχ 

 ԅᴡ‍῏ᶼ┼ẘχ Ԇᴢ‴￼▄ẙιᴏᾭὯỞԊ֫ᶺṈ ε ▄ẙ 5ιּוἄ

ugt Ὴ 0.ugt▄ẙṏῗ 0ι0- 0.ugt￼▄ẙṏῗ 1ι0- 0- 1.ugt￼▄ẙṏῗ 2Ҩ℅ ὸζ  

 LOD ֮ χ Ԇᴢ‴ᶒᾭὯ￼ ᶀ ӕḅԆᴢ‴▄ẙѭ 0εᴏ ζ

￼ ᶀѭ rangeVec[maxTreeDepth -  1]~rangeVec[maxTreeDepth]ιԆᴢ‴▄ẙѭ

1ε ҇ ζ￼ ᶀѭ rangeVec[maxTreeDepth -  2]~rangeVec[maxTreeDepth- 1]  

 ῏ᶼ LOD ַχ LODᾭὯ￼Ṗ ᾭι ׁ UGXᾭὯ LOD￼Ṗ ῗ 3  

 ᶑᴟᾎχẸᾭὯ ᾭὯ ᶽῂ│ᶈⱶתԓḕѧ ᶴתιֱ ᴵҨṄԎ ֫

ἄᶺѦ ᶽ￼֫ᶒᶴתιⱡᵅԜḾḒ֫ᶒᶴת ⅛ ᶒ￼ ẙᵙḴẙ  

 ᾎὊᴘ χῗᵋᴙ ￼ἄוּ ugtᾭὯ;̔ ᴙ ἄוּ ugt ᾭὯ⁪Ẫѭ*.ugtιᴙ ἄוּ

⁪Ẫѭ*.ugtz  

6. ᶃṖᵄᵙ ֧ ẹ♇֨ ḧẦḊּוἄ  
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*.scv CSV  Comma Separate Values

ɺ 

 

UGX  

ӓⱴ ᾭ 

₅╜ṀԄ￼ ugx ᾭὯ￼Ḣᾯớᵙ ớ  

ὺӏ₉  

1.  ᶈɒᶴתɓ ᴊ￼ɒѕ ᾭὯᶴתɓѧιἔẦɒUGX₅‬ɓṪԏψ 

2.  ἔẦ ugx ᾰҭ᷆ἆ ᴅѦ ugx ᾰҭιẦḊ₅‬ψ 

3.  ugx ᾭὯּוғ￼ῶầẂιᴵҨᶈ₅‬ ‛ѧ‬ ₅‬ ‛  
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BcEngineX_Webgl 32  

32 32 ɺ 

 

BcEngineX_Webgl BcEngineX PC  

  BcEngineX_Webgl TIN ɺ 

  ɺ 

 

BcEngineX_Webgl  

 webgl Assets\ ImageLayer  

  ɺ 

 

BcEngineX_Webgl  

 http

ɺ 

 

BcEngineX_Webgl An error occurred while rendering. 

Rendering has stopped? 

 db chorm

F12 - Application- IndexDB db

Console ɺ 

 

BcEngineX_Webgl  

 webgl B/S http

http BcEngineX_Webgl

ɺ 

 


