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Draw Mode Simple
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Unity® 7’07 5 L:DataVisualizer.cs

MonoBehaviourZ itz

8 public class DataVisualizer :§MonoBehaviour 3}

10 public GameObject m_ElemPrefab; // A Y ARV IH5 elem FL/I\TZHRE

11 public GameObject m_NamePrefab; // AV AXRI M5 the name 7L /\T%ZETE

12 public Canvas m_Canvas; /] AVARITIMS Canvas ATV U N ZHRE

13 public TextMeshProUGUI m_TextTime; // A VARIZ TINS5 current_time ATV M ZKRTE

“= Hierarchy
Create *| [arAll
A 4 Q SampleScene -
~ Main Camera

W data_visualizer

/ data_visualizer Static =

Tag | Untagged i | Layer | Default : |
Y . Transform ] =

. water Position X 0 Y O Z 0
o wall Rotation X Z
~wall (1) Scale X 1 Y 1 Z[1
~owall (2) e s ' . Ay ) TP _; < |
e R _ , wall 3 v c+ |+ Data Visualizer (Scrip *3
7T MIC 157]”3_5 IClFMonoBehaviour > : Canv(a: ¥ Script -~ DataVisualizer ok |
ThANE B, ~ EventSystem F Elem Prefab Wwelem @ :-
¢ Name Prefab \w/the_name oF |
. Canvas [[[Canvas (Canvas) = @
% Text Time T current_time (Text) @ |

Add Component




Unity® ~>

475 I:DataVisualizer.cs

AT %

8 public class DataVisualizer :

9 {
10
11
12
13

=

=

/

H

7]
-

11\

public Canvas m_Canvas;
public TextMeshProUGUI m_TextTime; // A VARIZ TINS5 current_time ATV M ZKRTE

MonoBehaviour

public GameObject m_ElemPrefab; // A AR M5 elem FL/I\TZRE
public GameObject m_NamePrefab; // A2V AXRI M5 the name 7L /\T%ZRTE

/] AYVARTIHMS Canvas ATI T M ZRE

“= Hierarchy
Create = | (crAll

€ Inspector

\ 4 Q SampleScene u

/ data_visualizer

public TEE9A_Y T T VARITEANS
TREHTE B,

oA ToTI %

=g

= /V\\

- Main Camera
W data_visualizer
~ water

~wall

- wall (1)

~wall (2)

o wall (3)

~ Canvas

~ EventSystem

Untag_ged

Static «

i | Layer | Default

|

Position

Rotation
Scale

Y . Transform

X 0

X

X 1

Y|1

Vv ¢ [# Data Visualizer (S

i Name Prefab w7 the_name

Canvas ["|Canvas (Canvas)

‘ " Text Time T current_time (Text!
Add Component




Unity® 7’074 < L:DataVisualizer.cs
YR BEEL ¢ Awake

8 public class DataVisualizer : MonoB

9 {
10
11
12

13
14
15
16
17
18
19
20

2

public GameObject m_ElemPrefab;
public GameObject m_NamePrefab;
public Canvas m_Canvas;

public TextMeshProUGUI m_TextT1i
Data m Data;
List<Element> m ElementlList;
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Unity® 7’074 < L:DataVisualizer.cs

LIV RE RN - Start

/

8 public class DataVisuali

9 {
10 public GameObject m_
11 public GameObject m_|
12 public Canvas m_Canv
13 public TextMeshProUG
14 Data m Data;
15 List<Element> m Elem
16
17 void Awake()
18 {
19 Random.InitState
20 by
22 & void Start() 5 . o
23 & { i StartidUnitylc & D Update/L—7 (&) @
24 % m_Data = new Dat§ BT - —EE S TR
25 m_Data.load(); ¢ S5l BTN
26 // data.dump(); _ . PN
27 p CC ClET—2%Z57mHMAT,



Unity® 7’07 < Ls:Data.cs

Data.cs UnityBlE O8I3 5 < . —BIMARCHTOS S L
CSVE /N— 2 LA S EASAL,

using System.Collections.Generic;

using UnityEngine.Assertions;
using UnityEngine;

namespace VIS {

// CSVZ 74 LDITICK I

public class InfoUnit

{

10 public string m_Name; // 4Rl

11 public int m_Value; // BdE

12 public int m_Type; // @:Male, 1l:Female
13 }

OLCoOoONOULBEBWNRE

15 // CSN7 74 )LD ED TG
16 public class DataUnit

17 {

18 public int m_Time; // FK

19 public List<InfoUnit> m_InfoUnitList;

20 public Dictionary<string, InfoUnit> m_InfoUnitDictionary; // R
21 }

22

23 /] ETDOT—5 2R
24 public class Data

25 {

26 public List<DataUnit> m_DataUnitList;

27 public HashSet<string> m_NameSet; // BEEDOLZWVWRARIDESR
28 public float m_MaxValue; // ERIEDIHLEORKEBZHE LU THL
29

30 /] FRZEHE

31 public int[] GetKeyTimeList()

32 {

33 var res = new int[m_DataUnitList.Count];

34 for (var 1 = 0; i < m_DataUnitList.Count; ++i) {
35 res[i] = m_DataUnitList[i].m_Time;

36

)
& unity



Unity® 7’07 5 Ls:Element.cs

Flement.cs #-icrosEsst.

7/ public class Element : MonoBehaviour

8 {

9 string m_Name; // &Fl

10 float m_CurrentScale = 0f; // BREDAT—I)L

11 float m_TargetScale = @f; // 79— v AT —)

12 GameObject m_NameObject; // BRRTADA T I K~

13

14 // RAFIXE

15 public void SetName(string name) { m_Name = name; }

16 // BEIATI 7 FRE

17 public vaoid SetNameObject(GameObject name_object) { m_Nam
18

19 // ERIEBADILAKRESEZTY—T Yy NRAT—ILxEB#Hh

20 public void SetTargetData(DataUnit data unit, float ratio
21 {

22 if (data_unit.m_InfoUnitDictionary.ContainsKey(m Name
23 var info unit = data_unit.m_InfoUnitDictionary[m_
24 m_TargetScale = ((float)info_unit.m_Value)xratio;
25 } else {

26 m_TargetScale = of; // Ao —)Lt0O

27 ¥

28 }

29

30 // Unitylc £ DO BEIRVICH L B Update

31 void Update()

32 {

33 if (m_Name == null) // Z2DHANuLLF 7 X [0)E

34 return;

35 /] A==y NART—=ILITiED BV A=Y

36 m_CurrentScale = Mathf.Lerp(m_CurrentScale, m_TargetS
27 I e & = g | B 400

& unity



Unity® 7’07 5 Ls:Element.cs

Y57 EIEK - Update

7/ public class Element : MonoBehaviour

B {
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34

35
36

277

string m_Name; // &Fl

float m_CurrentScale = 0f; // IREDAT—I

float m_TargetScale = @f; // 79— v AT —)
GameObject m_NameObject; // BRRTADA T I K~

// RAFIXE

public void SetName(string name) { m_Name = name; }

// BEIAT I 7 NERE

public void SetNameQObject(GameObject name_object) { m_Nam

// ERIEADILKRZSEZTY—T Yy NAT—I)L & B
public void SetTargetData(DataUnit data unit, float ratio
{

if (data_unit.m_InfoUnitDictionary.ContainsKey(m Name
var info unit = data_unit.m_InfoUnitDictionary[m_

m_TargetScale = ((float)info_unit.m_Value)xratio;
} else {

m_TargetScale
¥

of: // Ao —I)L0O

>y . - P )

CH

Q
-
»

fvoid Update()

if (m_Name == null) // Z2D&HnulLF 2 Al
return;

/] AT—=)bZ =Ty NART—=IVITEDIFB VP AX—23Y

- d m_CurrentScale = Mathf.Lerp(m_CurrentScale, m_TargetS

L

25 > s

PV S T AR IR B,

/ Unitylc & b BEIH9ICIEISh BUpdate

A

Unitylc & D1

7L —L (1/60# ARG ET) HEN S
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« FREICEZANTWVWASDOTEHRELAICE L THL D—Element.csz{EL
. @J*’ZWL_LT@&D
« FHEXRDBEDRB?
CRM R EEAFRICT BICIE?
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F 1172 EMIC T BICIE

water 7 7 U FEHIBR T UL L LY,

“= Hierarchy

‘ Create 1'| (oAl

v Q SampleScene

- Main Camera
~ data_visualizer

T water

- wa
- wa
- wa
- wa

& unity

(1)
(2)
(3)

»  Canvas
~ EventSystem

b Namninn

i -= | © Inspector .
) ' " water Static =
— g[ Untagged #] Layer [ Default ¥ ]
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