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All information provided in this document is subject to change without notice and does not represent
a commitment on the part of &U ASSETS. The software described by this document is subject to a
License Agreement and it is not meant to be copied to other media. No part of this document may be
copied, reproduced or otherwise transmitted or recorded, for purposes other than the explicit by the
customer, without prior written permission by &U ASSETS.
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1 Overview

The Device Map plugin for Unity provides a full map integration for iOS Devices. The plugin uses the
built-in Apple Map, which allows access to all functionality that apple provides. Device Map allows
you to create fully responsive (drag, zoom, pan, pinch, scroll...) Standard-, Satellite- and Hybrid-Maps,
with the ability to change the map's appearance at runtime.

&u - Assets



Device Map — Version 1.4.0

2 Project Structure
Every project that includes the Device Map plugin must contain a game object named Map with an
attached DeviceMapDelegate component.

The component is a singleton instance and persists over the complete lifetime of the application.

& Inspector

Untagged ayer |Default

Transform
| 318.7307
(W]

1
B ¥ Device Map Delegate (Script)

(!

Mative Map Settings

Standard

Luildings
Animated
Auto Location Update

Map Update
Update User Positi

User Tracking Mode

e Map Orientation
= Hierarchy

Create Scroll Enabled

Main Camera Zoom Enablec
onal Light Pinch Enabl

Rotate Enabled

Map Positioning

‘ositioning Type Fullscreen

It’s important to name the game object “Map” because all native messages get sent to
this component. No other game objects can exist named “Map”.
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3 Building the Demo Project

Follow the steps below to build the included demo project.

r—

Q PLACEHOLDER

MAF FUNCTIONS
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1 In Unity, open the demo scene located in the
Assets\nu Assets\Device Map\Demo\Scenes Folder.

2 Open the build dialog File->Build Settings and select the iOS platform as build target.

Platform

ﬁ Web Player

..f‘# FC, Mac & Linuy Standalonea4
w05
# Android

l:l Window:
B WebGL

Switch Platform Player Settings...

Build
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4 The folder you built the project in should pop-up and contain the xcode project file. Open
the *.xcodeproj file in XCode.

(] build »

(] Classes »

(] Data p
Info.plist

(] Libraries »

(] Unity-iPhone »

(] Unity-iPhone Tests "

@ Unity-iPhone.xcodeproj

All needed frameworks are included automatically. If the MapKit framework should be

missing for some reason read the chapter.
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4 Adding MapKit.framework in XCode

Note that this step is normally not required as the MapKit framework should be

automatically added to your XCode project.

1 Open the xcode project. Your xcode view should look more or less like this:

& E o B = B Unity-iphone ) (3] Classes ) m main.mm ) No Selection

55 Images.

int main(int arge, chars argv())
= ; gc, chars argv(]
» [ Classes NSAutoreleasePools pool = [NSAutareleasePool newl;
» [] Unity-iPhone Tests
5 unicy-iPhone UnityInitTrampoline();
» [ Framewarks if(!UnityParseCommandLine(arge, argv))
» [ Libraries return -1;
» [ Products RegisterMonoModules ();
Info.plist NSLog(g"-> registered mono modules %p\n", &constsection);
libiconv.2.dylib . . . .
UTApplicationMain(arge, argv, nil, [NSString stringWithUTFBString:AppCantrollerClassNase]);
[pool releasel;
eturn @;
}
#if TARGET_IPHONE_SIMULATOR
extern “C* clock T clocksUNIX2003(void) { return clockl); }
#endif // TARGET TPHONF STMIILATOR
= = No Selection
+ 1 OHE@® Auto + @ All Qutput 5

Identity and Type
Name [main.mm

Type | Default - Objective-C+... |

Location | Relative to Project 3|
Classes/main.mm -
Full Path fUsers/MixRimensberger/

Dropbox/Projects/Assets/
Device Map/builds/
build_15/Classes/main.mm ©

Target Membership
(@ unity-iPhone
I (7 Unity-iPhone Tests

Text Settings
Text Encoding | Unicode (UTF-8)
Line Endings | Default - OS X / Unix (L) 2

|
|
Indent Using | Spaces 3]
-

Widths | 4 N
b Indent
o wrap lines
Source Cantral
Repository —
Type ==
Current Branch -
0O @ @

{} lcl::k:ypedd-mmamu

CInline Block as Variable - Save
{ } aviock ta a variable to allow reuse or
passing i as an argument

{} civpeder - Deine a typecer.

8@

2 Open the Project-Editor by double-clicking on Unity-iPhone in the left panel

[%5 Images.xcassets

» || Classes

» || Unity-iPhone Tests

» || Frameworks

» | |Libraries

» || Products
Info.plist
libiconv.2.dylib
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3 In the horizontal Menu, navigate to Build Phases

RS & Unity-iPhone
] General Capabilities Info Build Settings Build Phases
PROJECT + e
I unity-iPhone
Target Dependencies (0 items)
TARGETS

a

771 Unity-iPhone Tests
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Copy Bundle Resources (1 item)

Run Script

Copy Files (D items)

Compile Sources (37 items)

Link Binary With Libraries (21 items)

-

Build Rules
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4 Open up Link Binary With Libraries — a list of the attached frameworks opens up

5 Click to the + icon in the bottom-left corner oft he dialog

¥ Link Binary With Libraries (21 items) x
lame Cratus
=] MapiCit. framework Required &
ﬁ Foundation.framework Required 5
5 UIKit framework Required &
= OpenCLES. framework Required 5
= QuartzCore.framework Required
5 OpenAL.framework Required &
libicony.2.dylib Required &
7 libMapLib.a Required 5
libiPhone-lib.a Required 5
= AudioToolbox. framework Required 5
5] CFNetwork. framework Required *
3 MediaPlayer. framawork Required 5
E CoreLocation. framework Required 5
ﬁ SystemConfiguration.framework Required 5
5 iad. framework Optional 5
= CoreMedia.framework Required 5
5 CoreVideo. framework Required *
E AVFoundation.framework Optional 5
ﬁ CoreGraphics. framework Required 5
ﬁ CoreMotion. frameéwork Optional 5
Optional 5

Jrag to reorder frameworks

6 Search for MapKit.framework, select it and click the Add Button.

Choose frameworks and libraries to add:

2 map

v [ Ji0S 8.1

[ MapKit.framework

Add Other... | | Cancel | Add

11
&u - Assets



Device Map — Version 1.4.0

5 Script Examples

5.1 Place an Annotation

public void PlaceAnnotation(string title, string desc)

{
MapAnnotation annotation = new MapAnnotation();
annotation.AnnotationTexture = AnnoationTexture;
annotation.Title = title;
annotation.Description = desc;
annotation.Offset = Offset;
annotation.Coordinate = DeviceMap.LastScreenCenterLocation;

DeviceMap.AddAnnotation(annotation);

5.2 Show and Hide the Map

public void SetMapVisibility(bool visible)

{
if(visible)
{
DeviceMap.ShowMap();
}
else
{
DeviceMap.HideMap();
b
}

5.3 Go to Address

public void GoToAddress(string address)

{
if (DeviceMap.Initialized)
{
DeviceMap.GoToLocationByAdress(address);
}
}

12
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6 Unity Interface

The appearance of the map gets controlled by the DeviceMapDelegate component.

B ¥ Device Map Delegate (Script)

Mative Map Settings

Map Type Standard

cation Update &

Map Update
Update User Paosition

Lser Tracking Maode

Map Orientation

Scroll Enabled
Zoom Enabled
Pinch Ena

Rotate Enabled

Map Positioning

FPositioning Type

(!

Map Placeholder + wMapF

Note: The DeviceMapDelegate is a singleton component and therefore it only has to
be placed in the start scene.

13
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6.1 Native Map Settings

Mative Map Settings

Standard

v

Hotkey Description

Map Type The visual type of the Map.

Show POI Determines whether Points of Interest should be displayed on the
map.

Show Buildings Determines whether buildings should be displayed on the map.

Animated Determines whether map actions should be animated (e.g. Go-To-

Address-Fly-Ins)

Auto Location Update Rotate the decal along the projection direction by 90 degrees
(Clockwise).

6.2 Native Map Settings

Map Update

Update User Position

User Tracking Maode

Description
Upadte User Position Determines whether the user position should be frequently updated.
User Tracking Mode Determines whether Points of Interest should be displayed on the
map.
14
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6.3 Map Orientation

Map Orientation

Scroll Enabled

Finch Enabled
Rotate Enabled

Hotkey Description

Scroll Enabled Enables or disables map scrolling.
Zoom Enabled Enables or disables map zooming.
Pinch Enabled Enables or disables map pinching.
Rotate Enabled Enables or disables map rotation.

6.4 Map Positioning

Map Positioning

Positioning Type

(!

Map Flaceholder

Hotkey Description

Map Rect Use an Ul placeholder to position the map.
Absolute Use absolute screen coordinates to position the map.
Margin Use a border margin to position the map.
Fullscreen Display the map in fullscreen mode.
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