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The urban 3-dimensional model and GIS data are implemented into Google Earth
successfully. And the dispersed data confirmed to be linked to the spatial—-temporal
package through the internet. The procedure of the data conversion and the
implementation process is illustrated in this research. The visualization of urban
physical environment and the construction of virtual urban using gaming technology
are also examined for use in the practical urban landscape design.
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1. Extended 3D city model
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2. Quasi-Orthographic Projection
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7. Diagram of spatial data exchange
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12. 3D city model in Unity game engine
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12. Prototype of the design simulation
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