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The visualization mapping method we proposed was implemented on a
visualization framework running on Unity: VisAssets, and released as free software. We added an
unstructured visualization functions to increase versatility, VR/AR visualization functions, and
information visualization functions. The implementation of the unstructured data was verified using
disaster data of tetrahedral elements, and the VR/AR visualization was verified using time series
data of Osaka Bay to observe how tidal currents change according to the tidal cycle, while immersing

oneself in the data and manipulating parameters. The Heian-kyo view was implemented as an example
of information visualization. Benchmarking confirmed that the proposed method is slower than the

conventional method for small-scale data due to overhead, but faster for data exceeding 100 million
points, along to the theory.
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Benchmark rsults for point cloud isosurfraces implemented on VisAssets
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Sintaro Kawahara

VisAssets: A Visualizaiton framework for Unity

JSST2022 (The 41st JSST Annual International Conference on Simulation Technology)
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