=HE|EZRAREFCityEnginelfkh
HEORTIE (IXPRSSEER R A L ARZS)

1. 3EIEBAY

RIEMIZERS (RENSEHE) MERERER (REWE), THRINM(ERCcgailE
EEX N AY3DIEEL,

2, FREEK

o HEEXR: Windows 10X LA ERRZ; CityEngine 2022.1,
o BHER: Eigg/aREmO 181,

3.52583hht

BIFEER:
[Z%& B X]\RflySimAPIs\3.RflySim3DUE\3.CustExps\e3_CusGIS\e3_CityEngineExp\2.Ci
tySceneBuild

e /data/TIF: EGNSIEHIE.

e /data/Shp: R2E,

e Assets: IFNzcgaRiMBIZE~,

e Rules: AFEMIEEFIcgaFINl,
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.
data/TIF
data/Shp
assets
Rules

4. LEATXTR
4.1 SB1: FHIMI I

AT RIERIlySIMFELEBHNA/N, ALEHFAIN=4175. BEREFRAXHFIIE L
EEEENESR, BFEXRINHIT FE, TEEEZEN:
https://pan.baidu.com/s/1dR7lY71VegzQqNYHJGMaBw

TREES: rpt8, TETTAUE, FEHITRREMNARFIRE R, F: BMEAXXHFRBAIR,

4.2 £B2: FECityEngine

CityEngine# AR — 1R BRI, FLLEIFEHT, TIAUTEEN THEZENRAR
Fahio

CEEM (FZ1L 3D A mkas | PhIFRRY 3D iRt - Esri)o

4.3 BE3: QIEIENHR

B, B CityEngine Ti%,

B F X > #riE > CityEngine > CityEngine Ti2>8F T—%,

M CityEngine 2022.1
Edit Select Layer Terrains Graph Shapes Analysis

Ctrl+1

Open.. = Cirl+(
ew

Share As...

Sign in

Get Map Data...
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https://pan.baidu.com/s/1dR7lY71VegzQqNYHJGMaBw
https://www.esri.com/zh-cn/arcgis/products/arcgis-cityengine/overview

Select a wizard

Create a CityEngine project folder.

Wizards:

|t_',,rpe filter text

» = General
v = CityEngine
CGA Rule File
H% CityEngine Project
= CityEngine Scene
= City Wizard
» [= Python

= Back MNext = Finish

FEIRBMESD, HA MyFirstCity>E i 52lo

Cancel

@

Froject folder:
Mame your new CityEngine project

Project name: | MyFirstCity]

Use default location

Location: | C\CityEngine workspace\MyFirstCity Browse...
Next > Finish | Cancel
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£ Navigator (SM128) HILEIBIZERIMYFirstCity TH2,
B3 Mavigator ¥ - 0O

@ @ O @

|Search for files in workspace O\| All types e

» 1=F Default Project
> 1=2 ESRLIib
w 1= MyFirstCity
= assets
= data
[= images
= maps
= models
= rules
[ scenes
[= scripts
5 =+ Tutorial_01_Essential_Skills__2020_0

EIXR, fIEER.

GBS \MyFirstCity\scenes\ X3, AGEEFEHE > CityEngine
=BRHET—F,
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M New | 4

Select a wizard —<
['= il
Wizards:
v [= General
% Folder

= Untitled Text File

= CityEngine
7
&g CityEngine Project

E Cl't)rEngl'ne Scene |
= City Wizard

> [= Python

= Back MNext = Finish Cancel

EXHZFRESR, A tianxin.cej, ARIFLITANT, BT
0 o X

CityEngine Scene

This wizard creates a new CityEngine scene file,

Project folder: /MyFirstCity/scenes Browse...
File name: tianxin.cej
Coordinate System: Choaose...
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£ \MyFirstCity\scenes\ XL EIBIZER tianxin.ce] 5, FHFWHITH-
~ = MyFirstCity
¥ [ assets
» = data
= images
» [ maps
= models
s = rules

v [= scenes

- iestCihe 01 cej
= tianxin.cej |

= sCripts

éﬂ;‘ SERA: FANKIN B3 R = FI 2 22 2 T

El\rules\Buildings X3, & \MyFirstCity\rules
X4k, REARPELEHIEFMWELIEREMIEE \rules\ XHX,

~ = MyFirstCity
¥ [ assets
» = data
[= images
» = maps
= models
~ [~ rules
» = Buildings
» = Facades
» = Fences
» = General
= Groundcover
» = Plants
% = Roofs
¥ = Streets
5 = Urban

SANZEIENSZHE, B NATIFMprixX4Copy R m B MNimagesXX & T (7]
MEEMNARERSEER, AREEATCityEnginedRImapsS I ALNL)
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* = MyFirstCity
¥ [ assets
% = data
[= images
¥ [= maps
FolEkml
D FOEEAR pr
[m] FOEEE LT
"] FOEEARbf
= models
s = rules

= scenes

SATHRREHENH (dbf,prj,shp,shx), EfshpfFERIzLEX MK EHIENIE
B, prif @I AR R AT,

v =% MyFirstCity
¥ [ assets
v = data
FEE(3) 3R M. dbf
[ FE(3)_3=REM.prj
[ F0X(3) ZEEEM shp
[ FoE(3)_3=iREER.shx
[ FOEE)_ BFLE.dbf
[ FE(3)_EFLEL.prj
[] FOX(E3) EFEeEEshp
[ FoE(3)_EFELE shx
[ FOEE) AT ERFEE.0.dbf
[ BOEG) KSTeEERNS.0.p
[ FOEE) kST EERLE 0.shp
[ FOE3) kST EERLE.0.5he
[= images
» [= maps
= models
s = rules

w [=L scenes

BEHISASHNTGEER

~ =% MyFirstCity
w [ gssets

> [= Buildings
» = Facades
» = Fences
s = General
s = Groundcover
3 = Roofs
¥ = Streets
» = Webstyles
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14.5 BIR5: FARNFHAIEIERHRF

BRIt ENGEPENME, FEREHNE O EETerrain Import,
mNext

g Import
| Select

M
Import a terrain and texture from the workspace into a scene layer. H

Select an import wizard:

type filter text

@ glTF Import
8 IFC Import

@ KML Import
@ KMZ Import
6] OBJ Import
B OSM Import

Ef USD Import
» [= Examples and Tutorials
> [= Files into Existing Project
~ [= Project
% Existing Projects into Workspace

= Back Finish Cancel

7raE B " Select Scene Coordinate
System"BOFZHANER T WM KIEHMUTMALR (Bah@dpriXEHFE) . =mE0K,

NS
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9 Select Scene Coordinate System X

B & "WGS 1984 UTM Zone 49N" X q

3 £ WGS 1984 UTM Zone 49 EPSG:32649
€» WGS 1984 UTM Zone 5C EPSG:32650
€2 WGS 1984 UTM Zone 51 EPSG:32651
) WGS 1984 UTM Zone 52 EPSG:32652
& WGS 1984 UTM Zone 53 EPSG:32653
€ WGS 1984 UTM Zone 54 EPSG:32654
€ WGS 1984 UTM Zone 55 EPSG:32655
£» WGS 1984 UTM Zone 5€ EPSG:32656
&7 WGS 1984 UTM Zone 57 EPSG:32657
&» WGS 1984 UTM Zone 58 EPSG:32658
& WGS 1984 UTM Zone 59 EPSG:32659
€» WGS 1984 UTM Zone 6C EPSG:32660

> EJ Southern Hemisphere

> E1 County Systems

> B3 ARC (equal arc-second)

> B3 Gauss Kruger

| | > B Tribal

> B Oceans
» B world

OK Cancel
== —_—— e T

EFEHAY Terrain"& O FIEFEN VRIS IEX HHF _RE5e
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o o x

Terrain

Heightmap file:

FEEE O Browse.
e
FOES B
i
: Channel brightness w

Minimum Height 0.0

Maximum Height  100.0

Bounds
Dimensions 11518.959 25733127 B
Location £88699.891 -3120932.105

= Back MNext = I Finish I Cancel

LERRXOXBIZENSEMZREESRNGR
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RREHIEFH.shpXHSATR (BEERMANEHNLE)

S ENLER. shpE N\ =M E
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v = MyFirstCity
¥ [ assets
v = data
[T o (3)_SeiERE.dbf
[ FomEE(3)_ SRR, prj
[ FOE3) S8R .shp
[ T (3)_S5iEEEM.shy
[ = (3)_BFEL.dbf
[ FE(3)_EALE.pr
[ FOER3)_ BEFRE.shp
[ T (3)_EFEE shx
[ FOEE) _KETeEEASE.0.dbf

[ EOE

(3) ST EEFLE.0.shp
TRt = e T Lenh 1. U

= images
¥ [= maps

LR A MZRBEBAUTSANEENESIETE, XEREEENRE,

LEBY, 1EI7R4RIESS (Scene) HIEHFRIBERINICER
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= *Scene — 0O

Search for layers, objects or attributes Q,
42 Terrain FoUEEE ZIl
> fo Shapes ] Select Objects

Align Graph to Terrain...

Cleanup Shapes...
Align Shapes to Terrain...
Assign Rule File...

Generate Ctrl+
s TEENMTTRAR S A
L
<

i, ARERNNSETIF, RETTAFE LORETTHIE,

o O
Align Shapes...
| Aligns shapes to height maps.

Preset:
v| v H| | %
Align function Project All
Heightmap Terrain ZOESE
Offset 0.0

w

tERS RSN ERTE MBI LA Lo
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[, FBEM.shpE N\IRME, REIEERNTFTEESHA

B, ARTEHEETERNNSIZETIFUTAERITT. XTFEMRNE

14/26



; 4.? SIR6. EREREFHDHEREZI RN
2E

EHRONES, EF—TERLE, ARAERF—EBENAENR.

IR

Select Objects in Same Layer
Select Objects with Same Rule File

Select Objects with Same Start Rule
Cut Crrl+X

Copy Ctrl+C
Paste Ctrl+V
Delete Delete

Toggle Fullscreen

LERS PR B N BRI 4R
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R Z SN S HHENEIRRACE L
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~ = MyFirstCity
» [ assets
% (= data
= images
¥ = maps
= models
= rules
~ (= Buildings
& Buiding £ E .
;ﬂj Building From_OpenStreetMap.cga
W-Building_Mass_Texturizer.cga
» = Facades
¥ = Fences
s = General
= Groundcover
3 = Plants
5 = Roofs
¥ [ Streets
% = Urban
&%) building_02.cga
&% building.cga

¥ [ scenes

T E2s (inspector) HEFEFEXSEH, FEHdefault
styleB THIRBEHFEERINew York,
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= Inspector

<>
Mame
# Rules g
Rule File Buildings/Building_From_OpenStrestMap.c  Assign..
Start Rule Generate Select...
& Building_From OpenStreetMap I Default Style N
o | Default Style
L Detai . .
v GenericMediumTaown
Visualization Options GenericSmallTown
Representation ST e
Transparency
CleanupTolerance el
Rule Options Zurich
Report O5M Tags Wellington
Maonaco
W  LOD1 Parameters Riomaggiore
W Facade Textures
AAdA o chida

FRINEERIRE
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BERRENEZSEZRNFE, SANTH
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= maodels
v = rules
» [= Buildings
» [= Facades
» = Fences
» [= General
= Groundcover
s [= Plants
s = Roofs
w [ Streets
o Street-MDdern-Simple.caa
% Street Modern_Standard.cga
» Urban
%) building_02.cga
&%/ building.cga
¥ [~ scenes

£ RGBS N E]
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4.7 TRT. FHIH=EE

mEFile->Export Models,

@

CityEngine 2022.1 - tianxin.cej

IEdit Select Layer Terrains Graph
Mew...

Open...

Save
Save As..

Save All

Share As...

Sign in

Get Map Data...

Import..
Export...

Export Models...

Refresh Workspace

Import Zipped Project into Workspace...
Import/Link Project Folder into Workspace...

EHIE kR Autodesk FBX, B F—%
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Shapes Analysis Searc
Ctrl+M
Ctrl+O

Ctrl+5

Ctrl+Shift+S

Ctrl+E




o

Choose format for model export

Current selection: 1 object

. O ﬂ Script Based Export (Python)

PO @ Keyhole Markup Language (KML)

' P @ Autodesk FBX

() ecus COLLADA

O @IFC

| O @ E-On Software Vue

) @ Universal Scene Description (USD)

O (O7F Khronos Group gITF

) E Autodesk DWG Encoder

O @ Unreal Engine

O Esri Scene Layer Package
i

O @ ALEMEIC

] %" Wavefront OB

] @ E=ri FileGDE

] . CityEngine CGA Material Encoder

O @ CityEngine WebScene (deprecated)

= Back | MNext =

Finish

Cancel

SHRYEHERFEEXNTTHO
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Autodesk FBX

Current selection: 1 abject

Preset:
vl B x
Memory Budget (MBytes) 500 : .:'
Create Shape Groups ]
Mesh Granularity Reuse asset instances, merge generated meshes
F Geometry Settings |
Vertex Mormals Write face normal if vertex normal is missing W
Mormals Indexing Allow shared normals w
Texture Coordinates Write all UV layers e
Local Cffset Mone
3% Center o Reset | X-Offset -69 Y-Offzet Z-Offset 310
Vertex Precision 0.001
Mormal Precision 0.001
Texture Coordinate Precision 1.0E-4
Merge Vertices Within Precision ]
Merge Marmals Within Precision ]
Merge Texture Coordinates Within Precision [
Triangulate Meshes (il
Faces With Holes Triangulate faces with holes e
/v Material Settings
Include Materials -]
Script Browse...

= Back MNext = Cancel

SHFBXXHZE, AIUEESAUE, RIS A3ds maxaiBlenderfi{4i#175 AFMMAT
B (R TEFRIRLL R ERTE]) , EHIESAFBXSANUERXNREW D RS NEESMRIE,
AILUEId datasmithBI A EANUE, XERUERBZRTIE
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5. xRS

XA A1

TIEEZESEAN:

WEFRRAVHIEE S EE, BERA. SEHENERERNRENRE, XEMERHHE
REVEH, FENSEHERTHAMSCE, REMERTERNENNGR (BFEE8iEE
. BRYECE. HIRURFER) . BESFHNEESA

Esri CityEngine

B, ERMHHR, JLLBISATERSMHEERESE — 1M SR—N=4E5R%,

KEEIA =2

CityEngine CGA Rules: CGA (Computer Graphics Architecture) #M2Z CityEngine
PH—MRNERIES, BTEXBAMEMZZTENINAMITAH, EXKBF, ERNE
£

CGA RN, LAERIER E IR Hth S8 E A E SRV E R,
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KEEFIAA3

BREMMIZHE: ERKREHEH CGANIN, RIBREHIENEM (MEREFNE) W
N, ERETHERARR, MUATLUEHZRNINL. SE. BSFHHE, EEERNER
HERERHERITE. REXEHEFERMMRGER, BEMRIRIRIZIRE SR ALL
mREAEDRTP, XeFERNUE. BRSHF.

6.8E 58

1. cityengineB /5
Hiz:
https://doc.arcgis.com/zh-cn/cityengine/2022.1/tutorials/introduction-to-the-cit
yengine-tutorials.htm

7.5 Win)eR

Ql: SA.shpX¥ig, RIEHICENERT
W TG, TEIERITTHIE?

Al: XRHBATFAREITHATTIRESEN, BRGER: BAYRFESTEFFEXNTH
MR, RETACNNTTRRSHAARE, AREEXNNNSIETIFXH, [RETTEIRR
R EIAZRE,

Q2: SHFBXXHRIVERG, MRS 5t
SPNRE, ZintEse?

A2: XZEESAFBXRVE LRE, BiXfEMDatasmithAINEAUE, XiHGNEEE R
BRIGEMMEER. FI, AILIECityEngineFe iR #H TS BN AEEFH,
BB TFRUSANUERRIXNREN,

Q3: EMACGARING, BHMSHIERERM

— = &k
TN S?

A3: RERTEMLE TS, FrIRFNSH, BERENEREIRFAIREEZRET
BENHER (WRFIFRINew YorkiER) . EIRNIGESNWIIEESE RS ERINLITRS
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https://doc.arcgis.com/zh-cn/cityengine/2022.1/tutorials/introduction-to-the-cityengine-tutorials.htm

SRR, WREE—EIE.

1. WHFEEIFR: https://rflysim.com/ «
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https://rflysim.com/
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