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Research and Implementation on Sunshine Analysis in
City Simulation Platform
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Abstract: With the rapid development of city construction, urban planning and design must be considered to ensure the quality of sunlight.
In order to find a better way to analyze the sunlight of buildings, this paper introduced the basic principles of sunlight and proposed a more
intuitive display method towards sunshine analysis, which based on overlapping drawing results using stencil buffer in OpenGL. Finally, it’
s implemented in VRGIS platform which is developed by Visual C+ + . The experiment result shows that it is valuable in the work of city

planning.
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float SolarDirectionCale: : GetLatOfSun( )
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float t = jiri(year, month,day)
—79.6764 — 0.2422 * (year~1985) + floor((year—1985)/4.
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float sita = 2 % PI % t/365.2422;
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return delta;
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glEnable( GL_DEPTH_TEST);
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glEnable(GL.. CULL_FACE);
/7 B Stencil buffer B7F
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glFrontFace(GL_CW);
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giFrontFace(GL. CCW)

glColorMask(1,1,1,1);

glStencilFunc(GL - NOTEQUAL, 0, 0xffffffff) ;
glStencilOp(GL._ KEEP,GL . KEEP,GL_KEEP) ;
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drawBufferPlane() ;
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glDepthFunc(GL_ LEQUAL);

glDepthMask(GL.. TRUE);
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short stack_ n[ COUNT_N];/ * store the
int stack_ rf COUNT_R];
short stack_ Inf COUNT_LN];

short top_n = COUNT.N-1;/* the top
int top_.r = COUNT_R-1;
short top_In = COUNT.LN~-1;

struct Node * allocateNode()

{

Short pos = pop-n();

return&memory . n[ pos]; //start from the first el-

eme

t

Void freeNode(struct Node * node)

{

Short pos = ( node
Node) ;

memset(node, 0, sizeof (struct Node) ) ;

memory- n ) /sizeof ( struct

Push_n(pos) ;
f
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