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1. Android #& ¥ SDK i A

1.1 demo }¢BA

>  SmartU3dAndroidPlayer: K4-EH#% SDK Unity3D Android “F-& RTMP/RTSP BEL#&4% il T.

o

1.2 SRR AA

> Unity3D #OF1EH demo, Z.: SmartPlayerAndroidMono.cs
> SmartU3dAndroidPlayer\Assets\Plugins\Android\1libs AHH5%% % Tf:

armo4-vBa 2021/4/7 11:28

armeabi-v7a 2021/4/7 11:28

x86 2021/4/7 11:28

x86_b64 2021/4/7 11:28
|| smartavengine.jar 2020/11/5 10:16 (e
J smartplayerunity3d.jar 2020/3/25 10:22 {5

B smartavengine.jar JIAZTFE;
B smartplayerunity3d.jar I LFE;
B 32/64 fi arm f1 x86 ~ libSmartPlayer.so.
» 1f SmartU3dAndroidPlayer\Assets\Plugins\Android\AndroidManifest.xml i & >
BURR -
<uses-permission android:name="android.permission.WRITE_EXTERNAL_STORAGE" >
</uses-permission>
<uses-permission android:name="android.permission.INTERNET" ></uses-permission>
<uses-permission android:name="android.permission.MOUNT_UNMOUNT_FILESYSTEMS" />
<uses-permission android:name="android.permission.MODIFY_AUDIO_SETTINGS" />
> WHEERIA TR, 3 H K4 B SDK 1 app name (ANRERFE R license failed),
IEAXIZAUR L IR AZ AL app name 1E& i H EI AT ;
> IERXFAUR, FEFH license WEFE, Hiff license key IEHA & J5 ol 1EH {#
> fA ek app-name:
Unity3D # F: File-->Build Settings-->Android-->Player Settings:
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Player

1.3 ARAEF
1. NT U3D Init: player #J%41t, BEBITRES;
2. NT_U3D_SetSDKClientKey, REBIEXIZIUR license, i

EF NT_U3D_Open #M1EHA;

3. NT_U3D_Open, ZE ETXER, RE player GiR;

4. [i%E& GameObject] NT U3D Set Game Object, ;¥fiff Game Object, BT HEE®;
5. [iRBEMRFS] NT U3D SetVideoDecoderMode, & B4SENBEUERRATIER, IFEHRED
WOEASTRE, UHRRIERARD;

6. [audio #HZEAY] NT U3D_SetAudioOutputType(), #0ER use audiotrack i2&9 0,
BeBEshkRmHiRE, MRIREN 1, #A audiotrack 2, —RREIER audiotrack #&
EW

7. [BHigE] NT _U3D SetBuffer, iREERIREFEUR buffer, LIZF(ms)HERfI, WNiEE

REEIRE T, A~F buffer #iE, 284 0;

# 5  dk32m Proprietary & Confidential



MAIREHE CR44- B #% SDK) Unity3d 2 F# F B B R B

8. [RTSP TCP/UDP i&&] NT U3D_SetRTSPTcpMode, i&E TCP/UDP iEHiE, i*a&:
IECXAF RTSP;

9. [RTSP #BATASENZE] NT U3D SetRTSPTimeout, i&E RTSP #BAtATIE], timeout Bifi]
J9R, WIRKTF O;

10. [RTSP TCP/UDP Eafitl#a] NT U3D SetRTSPAutoSwitchTcpUdp, & RTSP
TCP/UDP Bz, is_auto_switch_tcp udp: WIRIRE 1 BIE, sdk E1E tcp #l udp Z[B=
IR, NRIRE S 0, NAREIHAE;

11. [SCRIERES-mISCRSER] NT U3D SetMute, REEHUISTES, SLHRRE/EGHRS,;
12. [HUEEaN] NT_U3D_SetFastStartup, IREPIRERNG, 1R CDN &7 GOP, #&HimA]
BRI

13. [{EZER#EE] NT U3D SetPlayerLowlatencyMode, i@ B{RIEIRIET;

14. [{SREEREE-TISCRHEE] NT U3D SetFlipVertical, #4HEEE i,

15. [#R3fkEREE-aTLAHER) NT U3D SetfFlipHorizontal, iz F ZEE;

16. [MSARTABEIRE-TTXEANEAM] NT_U3D_SetRotation, FHIIZEUFLIHIEHLFIE hiE
FHRMEIGEIBEMSR, STISWTE view IREIEHIESE, LFIZIS 0 E, 90 &, 180 £, 270
E I, 2T 0 B2, HitAEHmINEELLE;

17. [TEEEREIZE] NT U3D SetReportDownloadSpeed, 8B TFEEE FIR, ERIAFR L
IRTERE,;

18. [#RERIZRE] NT U3D SetSavelmageFlag, 2B R BEEEBNEFRGIIEFIRE;
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19. [HRER-FRIGSHENIS, TIBRERSAM] NT_U3D_SaveCurimage, #EHIIFES, HRIBIRERE
A3, SERITRER;

20. [BRiEDIE url-TTZEESERA] NT_U3D_SwitchPlaybackUrl, HRIEIIHEIERL url, HRIEIHERT,
SUEERY source BB%y, ERTAREIRRE, HIETHE;

21. [ZRf&I&E] NT U3D CreateFileDirectory, BUFEII{HERZR;

22. [R{&8E] NT U3D SetRecorderDirectory, iRBIHIEEZ;

23. [FRZIZE] NT U3D SetRecorderFileMaxSize, EBENRESEEK size, LIk (M)
A8, SEE[SM~500M];

24. [REiIEE] NT U3D SetRecorderAudioTranscodeAAC, SriHrENAY RTMP/RTSP (Y
PCMA/PCMU/SPEEX ST AAC BRI

25. [iRBREMEIRIR URL] NT_U3D_SetUrl, iRBIEH/RIZ url;

26. [#8H%] NT U3D StartPlay, FHAIEH;

27. [38H%] NT U3D_GetVideoFrame, 3XEVEZEEIEN YUV £4E;

28. [#BHT] NT_U3D StopPlay, {=IHEH;

29. [HM&] NT_U3D StartRecorder, FFARIE;

30. [F{%] NT U3D StopRecorder, {Z1EFR{&;

31. NT_U3D_Close, XiZJEESSLIAI;

32. NT_U3D_Unlnit, Uninit Player, &EER.
1.4 tHXSEM

OpenPlayer:

OpenPlayer()
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if ( java_obj_cur_activity ==

{

Debug.LogError("getApplicationContext is null");

return;

player_handle_ = NT_U3D_Open();

if (player_handle_ != 0)
Debug.Log("open success");
else

Debug.LogError("open fail");

VAR R T
SRR R AT EEA L AN T S 805 € 5, 1A NT_U3D_StartPlay() SEEi 35 ML AR 35 356 1

Play()

if (is_running)
{
Debug. Log (" L& &K

return;

url = input_url_.text.Trim();

if (lurl.StartsWith("rtmp://") && lurl.StartsWith("rtsp://"))

{
videoUrl "rtsp://admin:12345@192.168.0.120:554/h265/ch1/main/av_stream";

videoUrl

if ( player_handle_ == 0 )

return;
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NT_U3D_Set_Game_Object(player_handle_, game_object_);
is_using_tcp = ©0;

NT_U3D_SetRTSPTcpMode(player_handle_, is_using tcp);
is_report = 0;

report_interval = 1;

NT_U3D_SetReportDownloadSpeed(player_handle_, is_report, report_interval);

NT_U3D_SetBuffer(player_handle_, play_ buffer_time_);

NT_U3D_SetPlayerLowLatencyMode(player_handle_, is_low_latency_ ? 1 : 0);
NT_U3D_SetMute(player_handle_, is_mute_ ? 1 : 0);

NT_U3D_SetVideoDecoderMode(player_handle_, is_hw_decode_ ? 1 : 9);

NT_U3D_SetVideoHevcDecoderMode(player_handle_, is_hw_decode_ ? 1 : 9);
is_fast_startup = 1;

NT_U3D_SetFastStartup(player_handle_, is_fast_startup);

rtsp_timeout = 10;

NT_U3D_SetRTSPTimeout(player_handle_, rtsp_timeout);

is_auto_switch_tcp_udp = 1;

NT_U3D_SetRTSPAutoSwitchTcpUdp(player_handle_, is_auto_switch_tcp_udp);

NT_U3D_SetUrl(player_handle_, videoUrl);

flag = NT_U3D_StartPlay(player_handl

== DANIULIVE_RETURN_OK)
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is_need_get_frame_ =

Debug. Log (" HEHU&IN");

is_need_get_frame_

Debug.LogError ("%

15 IR FR T
A H NT_U3D_StopPlay() )&, R EA*%, HH NT_U3D_Close(), #%7i% handler &%, A5
A NT_U3D_Uninit()BIA] .

ClosePlayer()

is_need_get_frame_ =

is_need_init_texture_ =

flag = NT_U3D_StopPlay(player_handle_);
if (flag == DANIULIVE_RETURN_OK)

{
Debug.Log ("5 LA ;

flag = NT_U3D_Close(player_handle_);
if (flag == DANIULIVE_RETURN_OK)

{
Debug.Log ("M KIN");

Debug.LogError ("<l ") ;

player_handle_ = 0;

%10 T 3t 32 ;W
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NT_U3D_UnInit();

is_running =

FH% Event AbFH .

name="code"

onNTSmartEvent (

if (!param.Contains(","))
{
Debug.Log("[onNTSmartEvent] android f%

return;

= param.Split(',");

player_handle =strs[0];
code = strs[1];

paraml = strs[2];
param2 strs[3];
param3 strs[4];

param4 = strs[5];

Debug.Log("[onNTSmartEvent] code: 0x" + Convert.ToString(Convert.ToInt32(code), 16));

switch (Convert.ToInt32(code))
{
case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STARTED:
Debug. Log ("4 "3
break;
case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTING:
Debug.Log ("
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTION_FAILED:

Debug.Log ("

break;
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case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTED:
Debug. Log ("% i1 Vi
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_DISCONNECTED:
Debug. Log ("% T Bk
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STOP:
Debug. Log ("{5 114 DE
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_RESOLUTION_INFO:
Debug. Log (" /> #i %15

E: width: " + Convert.ToInt32(paraml) + ", height: + Convert.ToInt32(param2));
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_NO_MEDIADATA_ RECEIVED:
Debug. Log ("WSA ZIBARE S, FIRER url ik ™3
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_SWITCH_URL:
Debug. Log (" 14 4% 5 URL DF

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CAPTURE_IMAGE:

"ok "

A

Debug.Log("tHi: " + paraml + + param3);
if (Convert.ToInt32(paraml)

{
Debug. Log (" #kHUHLIE F 1)

Debug. Log (" HU P J: e
)

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_RECORDER_START_NEW_FILE:
Debug. Log("[record ][ FFU—ASFIIRIGSCHE © " + param3);
break;
case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_ONE_RECORDER_FILE_FINISHED:
A

Debug.Log("[record] EAER— ARG « " + param3);

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_START_BUFFERING:
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Debug.Log("Start_Buffering");

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_BUFFERING:
Debug.Log("Buffering: " + Convert.ToInt32(paraml));

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STOP_BUFFERING:
Debug.Log("Stop_Buffering");

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_DOWNLOAD_SPEED:

Debug.Log("download speed:" + paraml + "Byte/s" + ",

B R B

+ (Convert.ToInt32(paraml) * 8 / 1000) + "kbps" + ", " + (Convert.ToInt32(

paraml) / 1024)

+ "KB/s");

break;
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2. i0S #&B SDK i B

2.1 demo iBA

> SmartU3diOSPlayer: K4-FE#% SDK Unity3D i0S “F-& RTMP/RTSP ELiFH&itin THE.

2.2 SRR

PEOLLL R 30, 3] Assets-->Plugins-->i0S H¢:

i) [ . 0 SmartU3diOSPlayer > Assets > Plugins > iOS

~

BIR {ZeEaHa il i

[ ] nt_event_define.h 2018/1/2511:03 C/C++ Rk 5KB
i SmartPlayerSDK.h 2018/1/2511:16 C/C++#msk 9 KB
[ ] SmartPlayerSDKU3d.h 2018/5/16 18:51 C/C++ #msk 1KB
| ] SmartPlayerSDKU3d.mm 2018/5/2819:38 MM 3244 31KB

AL SO AR B, 2 M: SmartPlayeriOSMono.cs

Unity3D .2 I, File-->Build Settings, Platform i£#% i0S, #AJ5 i build, W& H%, 4K xcode
TR

Build Settings

HE G ) xcode TAE, NN DL A HH 2 <
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> HMIXJFE: libSmartPlayersDK.a
> BIALUFHEE framework
libbz.tbd

Libbz2.tbd
libiconv.tbd
libstdc++.tbd
Libc++.tbd
Accelerate.framework
AssetsLibrary.framework
AudioToolBox.framework
AVFoundation.framework
CoreMedia.framework
Foundation.framework
GLKit.framework
OpenGLES. framework
UIKit.framework

VideoToolBox.framework

> IHEREE RGN, HHKFERP app name:
Info.plist-->4## Open As-->Source Code
VNI B G R
<key>CFBundleName</key>
<string>SmartiOSPlayer</string>

> PRI INE] R AR
Info.plist-->4## Open As-->Source Code
7w~
<key>NSPhotoLibraryUsageDescription</key>
<string>1</string>

> UGN xcode THE, WigmirAit, ZHELUITFRE:

¥ Search Paths Text Settings
a Indent Using | ¢
Always Search User Paths (Deprecated) No § Wit
Framework Search Paths
Header Search Paths "fUsers/ni/Desktop/unity3d/test/0... 7
¥ Library Search Paths "[Users/ni/Desktop/unity3d/test/0...
Rez Search Paths
Sub-Directories to Exclude in Recursit  $(inherited) nen-recu
Sub-Directories to Include in Recursiv = "${(SRCROOT)" k non-recu
System Framework Search Paths ]$(SRCROOT)J‘Librar\es non-recu

System Header Search Paths
Use Header Maps
User Header Search Paths

2.3 FHAF
1. NT U3D Init: player #J%41t, BERITRES;
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2. NT_U3D_SetSDKClientKey, ZEBIEIZIUR license, i
EF NT_U3D _Open £i8F;

3. NT_U3D_Open, ZE ETXER, 1RE player i#;

4. [i%&E& GameObject] NT U3D Set Game Object, ;¥fiff Game Object, BT HEE®;
5. [iRBERIS] NT U3D SetVideoDecoderMode, i&E R FMEMRIIEN, WFEMRADAR
¥, THREIARARRS;

6. [&HigE] NT_U3D_SetBuffer, IREEMIREFEUE buffer, LIZM(ms)ASRNZ, IR
RERENT, A5 buffer #iE, REN0;

7. [RTSP TCP/UDPigE] NT U3D SetRTSPTcpMode, i TCP/UDP i&itsst, Ha:
IO AF RTSP;

8. [RTSP #BATATENZE] NT U3D SetRTSPTimeout, i&E RTSP #BAtATIE], timeout Bifi]
7R, WIKTF O;

9. [RTSP TCP/UDP BafifJ#]JNT U3D SetRTSPAutoSwitchTcpUdp, i&& RTSP TCP/UDP
Bnhiie, is_auto switch tcp udp: MERIRE 1 AUIE, sdk IE7E tep F1 udp ZIBIEIHIHRIE
M, MRIKEH 0, WAZHIIE;

10. [SCRIERES-TTCASIARA] NT_U3D SetMute, iREIBHUISTES, LHIERE/BUHERS;
11. [PEZEN] NT_U3D SetFastStartup, Set fast startup(tRiEfSED), REBREZDNE, W0
2R CDN 4% GOP, daniulive player Bz ii;

12. [{EZER#EZ] NT U3D SetPlayerLowlatencyMode, iRE{RIEIRIE;

13. [WSaEERE-TISCATEA] NT U3D SetFlipVertical,
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14. [R5k EREE-TLAHER) NT U3D SetfFlipHorizontal, iz EZEE;

15. [MSARTABERE-TTXEANEM] NT_U3D_SetRotation, FHIIZEUFLIHEGHLHE iE
FHRMEIGEIBEMSR, STISWITE view IREIEHIESE, LFISZIS 0 E, 90 €, 180 [, 270
E I, TRIRT 0 B2, HitAEHMmINEELELE;

16. [TEIEEEIEIZE] NT U3D SetReportDownloadSpeed, 8B TFEEE FIR, ERIAFR L
IRTEERE,;

17. [tRERIRE] NT_U3D_SetSavelmageFlag, IREREHEREBMEREGIIIZTIRE;
18. [HRER-FIGTHENIS, TIBERSAM] NT_U3D_SaveCurimage, EHIIFES, HRIBIRERE
IS4, SCRTIRER,

19. [RiEDE url-TJEESFA] NT_U3D_SwitchPlaybackUrl, HRIZEEIHRIERY url, HRUEEIIRAT,
SUEERY source B85y, ERTAREIRRE, HIETHE;

20. [FR{&iRE] NT_U3D_CreateFileDirectory, BUEEIIHERR, iER: 10S RI\AEN, KR
HEARSTIN;

21. [Rf&I8E] NT U3D SetRecorderDirectory, iRBIHIEEZ;

22. [SZIZE] NT U3D SetRecorderFileMaxSize, iEBENRESEK size, LIk (M)
78, SEE[SM~500M];

23. [REIgE] NT U3D SetRecorderAudioTranscodeAAC, Sr#HrENAY RTMP/RTSP £
PCMA/PCMU/SPEEX Z5fitgzi4s AAC ERH;

24. [IZEBEHMEFEBS URL] NT U3D SetUrl, i@EBIBH/RE url;

25. [#8H%] NT U3D StartPlay, FHAIEH;
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26. [#8H%] NT U3D_GetVideoFrame, 3XEVEZEEIEN YUV £4E;
27. [4BHY] NT_U3D StopPlay, {&=IHBHL;

28. [&{%] NT U3D StartRecorder, FFAT(E;

29. [{&] NT_U3D StopRecorder, {EIER#E;

30. NT_U3D_Close, XAHERIESSLAI;

31. NT_U3D_Unlnit, Uninit Player, &8,

2.4 fHRSCH

AR R T)
SERHH R AT U AL AN T S 808 e 5, AT NT_U3D_StartPlay() SEE 3 404Kk 38 48 il

Play( sel)

if (videoctrl[sel].is_running)

{

Debug.Log (" EL& (L

return;

videoctrl[sel].player_handle_ = NT_U3D_Open();

if (videoctrl[sel].player_handle_ == IntPtr.Zero)
{

Debug.LogError("open fail");

return;

NT_U3D_Set_Game_Object(videoctrl[sel].player_handle_, game_object_);

is_using_tcp = 1;

NT_U3D_SetRTSPTcpMode(videoctrl[sel].player_handle_, is_using_tcp);
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report_interval = 1;

NT_U3D_SetReportDownloadSpeed(videoctrl[sel].player_handle_, is_report, report_interval);

play_buffer_time_ = 100;

NT_U3D_SetBuffer(videoctrl[sel].player_handle_, play_buffer_time_);

is_low_latency_ = 0;

NT_U3D_SetPlayerLowLatencyMode(videoctrl[sel].player_handle_, is_low_latency_);

is_mute_ = 0;

NT_U3D_SetMute(videoctrl[sel].player_handle_, is_mute_);

is_hw_decode_ = 1;

NT_U3D_SetVideoDecoderMode(videoctrl[sel].player_handle_, is_hw_decode_);

is_fast_startup = 1;

NT_U3D_SetFastStartup(videoctrl[sel].player_handle_, is_fast_startup);

rtsp_timeout = 10;

NT_U3D_SetRTSPTimeout(videoctrl[sel].player_handle_, rtsp_timeout);

is_auto_switch_tcp_udp = 1;

NT_U3D_SetRTSPAutoSwitchTcpUdp(videoctrl[sel].player_handle_, is_auto_switch_tcp_udp);

NT_U3D_SetUrl(videoctrl[sel].player_handle_, videoctrl[sel].videoUrl);

isEnableYuvBlock = 1;

flag = NT_U3D_StartPlay(videoctrl[sel].player_handle_, isEnableYuvBlock);

if (flag == DANIULIVE_RETURN_OK)

{

videoctrl[sel].is_need_init_texture_ =
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videoctrl[sel].is_need_get_frame_

Debug. Log (" HEHU&IN");

videoctrl[sel].is_need_get_frame_

Debug. Log ("L

15 IR FR T
A H NT_U3D_StopPlay() )&, R EA*%, HH NT_U3D_Close(), #%7i% handler &%, A5
A NT_U3D_Uninit()BIA] .

ClosePlayer( sel)

videoctrl[sel].is_need_get frame_ =

videoctrl[sel].is_need_init_texture_ =
flag = NT_U3D_StopPlay(videoctrl[sel].player_handle_);
if (flag == DANIULIVE_RETURN_OK)

{
Debug.Log (" {5 ILA") ;

Debug.Log ("5 1K) ;

flag = NT_U3D_Close(videoctrl[sel].player_handle );
if (flag == DANIULIVE_RETURN_OK)

{
Debug.Log ("M KIN");

Debug.Log (" K[ ;
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FH% Event AbFH .

name="code"

onNTSmartEvent (

if (!param.Contains(","))
{
Debug.Log("[onNTSmartEvent] i0S f

return;

[] strs = param.Split(',");

player_handle = strs[0];
code = strs[1];

paraml = strs[2];

param2 = strs[3];

param3 = strs[4];

param4 = strs[5];
Debug.Log("[ TSmartEvent] code: 0x" + Co
switch (Convert.ToInt32(code))

{

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STARTED:

Debug.Log("Jf

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTING:
Debug.Log ("%
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTION_FAILED:
Debug.Log("i

break;
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case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CONNECTED:
Debug. Log (" &1L s
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_DISCONNECTED:
Debug. Log (" IE#: Wi JT )8
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STOP:
Debug. Log ("{% Il 4% i ")
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_RESOLUTION_INFO:
Debug.Log (" %5

E: width: " + Convert.ToInt32(paraml) + ", height: + Convert.ToInt32(param2));
break;
case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_NO_MEDIADATA_RECEIVED:
Debug. Log (" BIBAKHE, FIHER url HHiR DE
break;
case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_SWITCH_URL:
Debug. Log (" DI 4% i URL ™53

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_CAPTURE_IMAGE:

Debug.Log("Pi: " + paraml + ' + param3);
if (Convert.ToInt32(paraml) == @)

{
Debug. Log ("EIURIE AL, ")

Debug. LogError (" EHURIE . ") ;
b

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_RECORDER_START_NEW_FILE:
Debug.Log("[record ] 4 — A HIISKAGZSCHE © " + param3);
break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_ONE_RECORDER_FILE_FINISHED:
Debug.Log("[record] M — ARG SCME © " + param3);

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_START_BUFFERING:
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Debug.Log("Start_Buffering");

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_BUFFERING:
Debug.Log("Buffering: " + Convert.ToInt32(paraml));

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_STOP_BUFFERING:
Debug.Log("Stop Buffering");

break;

case EVENTID.EVENT_DANIULIVE_ERC_PLAYER_DOWNLOAD_SPEED:

Debug.Log("download _speed:" + paraml + "Byte/s" + ",

mF

4

g E R

+ (Convert.ToInt32(paraml) * 8 / 1000) + "kbps" + ", " + (Convert.ToInt32(paraml)

+ "KB/s");

break;

3
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3. Windows #&0sG SDK 15 BH

3.1 demo i%BA

7

¢

B HRE

iz

>  SmartU3dWinPlayer: KZ4-H#% SDK Unity3D Windows “F-& RTMP/RTSP EL#&+H& i TAE .

Demo FLHIUI T :

€ SmantPlayer

rtsp://admin:daniulive12345@192.168.0.120:554/h265/ch1/main/av_stream
rtsp://admin:daniulive12345@192.168.0.120:554/h265/ch1/main/av_stream

rtsp://admin:daniulive12345@192.168.0.120:554/h265/ch1/main/av_stream

rtsp://admin:daniulive12345@192.168.0.120:554/h265/ch1/main/av_stream

Z0Z1F0

202140

3.2 ERR AR

> Unity3D £ demo, ZI.: SmartPlayerWindowsMono.cs
>  SmartU3dWinPlayer\Assets\Plugins\x86 #lI
SmartU3dWinPlayer\Assets\Plugins\x86 64 i/ T 5.

SmartU3dWinPlayer > Assets > Plugins

~

HEiR v fEEER et
x86 2018/5/21 21:47 it
x86_64 2018/5/21 21:47 iR

B nt_base_code_define.cs A% Tf;
B smart_player _define.cs JIALFE;

Fh
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B smart_player_sdk.cs A LFE;
B smart_log.cs MIATLFE:
B smart_log define.cs IIALFE.
> WHEERIA TR, 3 H K4 B SDK 1 app name (ANRERFE R license failed),
IERAZBUR % B2 AL app name 1EF R AT, windows ik app name: SmartPlayer.

3.3 ARRF

Windows “F& Unity3D SEFx b FH & K4 EL# SDK [ CHAHCH: SR Bl, o5 ik %E, #
KA, A2 Windows C#iH SDK AU (S 0L “MIKFEHY -Windows - SDK i ik
BH.pdf” ).

A RE:

1. FFEGIF A%, 8 openPlayer(), 58k PlayerInit Al PlayerOpen #:/f, HHiXE&E
eventcallback fl videoframecallback, H el XSHALE, W& YUV [ H, A
PlayerStart, 5S¢k JE 3.

EE: EXRBUR, TAEPEMHNT_SP_Init()EHOZAT, M NT_SP_SetSDKClientKey(),
REMX license key, WRIKIEET .

Play/( sel)
if (videoctrl[sel].is_running)
{
Debug.Log (" CLATERETL. .");
return;

(videoctrl[sel].frame_lock_)

videoctrl[sel].cur_video_frame_ =

OpenPlayer(sel);

if (videoctrl[sel].player_handle_ == IntPtr.Zero)

return;
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NTSmartPlayerSDK.NT_SP_SetURL(videoctrl[sel].player_handle_, videoctrl[sel].videoUrl);

play_buffer_time_ = 100;

NTSmartPlayerSDK.NT_SP_SetBuffer(videoctrl[sel].player_handle_, play_buffer_time_);

is_using_tcp = ©0;

NTSmartPlayerSDK.NT_SP_SetRTSPTcpMode(videoctrl[sel].player_handle_, is_using tcp);

timeout = 10;

NTSmartPlayerSDK.NT_SP_SetRtspTimeout(videoctrl[sel].player_handle_, timeout);

is_auto_switch_tcp_udp = 1;

NTSmartPlayerSDK.NT_SP_SetRtspAutoSwitchTcpUdp(videoctrl[sel].player_handle_, is_auto_switch_tcp

Boolean is_mute_ = 8

NTSmartPlayerSDK.NT_SP_SetMute(videoctrl[sel].player_handle , is mute_ ? 1 : 9);

is_fast_startup = 1;

NTSmartPlayerSDK.NT_SP_SetFastStartup(videoctrl[sel].player_handle_, is_fast_startup);

Boolean is_low_latency_ = g

NTSmartPlayerSDK.NT_SP_SetLowlLatencyMode(videoctrl[sel].player_handle_, is_low_latency_ ? 1 : 0);

rotate_degrees = 0;

NTSmartPlayerSDK.NT_SP_SetRotation(videoctrl[sel].player_handle , rotate_degrees);

volume = 100;

NTSmartPlayerSDK.NT_SP_SetAudioVolume(videoctrl[sel].player_handle_, volume);

is_report = 0;
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report_interval = 1;
NTSmartPlayerSDK.NT_SP_SetReportDownloadSpeed(videoctrl[sel].player_handle , is_report, report_i

nterval);

videoctrl[sel].video_frame_call back_ = SP_SDKVideoFrameCallBack(NT_SP_SetVideoFrameCallBack)

NTSmartPlayerSDK.NT_SP_SetVideoFrameCallBack(videoctrl[sel].player_handle_, (Int32)NT.NTSmartPla
yerDefine .NT_SP_E_VIDEO_FRAME_FORMAT.NT_SP_E_VIDEO_FRAME_FROMAT_I420, window_handle_, videoctrl[sel].vid

eo_frame_call back_);

32 flag = NTSmartPlayerSDK.NT_SP_S

if (flag == DANIULIVE_RETURN_OK)

{

videoctrl[sel].is_need_get_ frame_ =

Debug. Log (" #EILA") ;

videoctrl[sel].is_running =

2. OpenPlayer Z¥i:

OpenPlayer( sel)
window_handle_ = IntPtr.Zero;
if (videoctrl[sel].player_handle_ == IntPtr.Zero)

{

videoctrl[sel].player_handle_ = IntPtr();

UInt32 ret_open = NTSmartPlayerSDK.NT_SP_Open( videoctrl[sel].player_handle_, window_hand

le_, 0, IntPtr.Zero);
if (ret_open != 0)
{

videoctrl[sel].player_handle_ = IntPtr.Zero;
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Debug. LogError ("] NT_SP_Open ‘KJ

return;

videoctrl[sel].event_call back_ = SP_SDKEventCallBack(NT_SP_SDKEventCallBack);
NTSmartPlayerSDK.NT_SP_SetEventCallBack(videoctrl[sel].player_handle_, window_handle_, videoctrl

[sel].event_call back_);

videoctrl[sel].sdk_video_frame_call back_ = VideoControl.SetVideoFrameCallBack(SDKVideoFrame
CallBack);

videoctrl[sel].sdk_event_call back_ = VideoControl.SetEventCallBack(SDKEventCallBack);

3. Video frame SEZHJAbHE 220 .
T HEIE UGS, daniulive BE3&#E R SDK [ yuv ¥k A A5 B, unity3d $REEIEE
FEJG, A InitYUVTexture(), SERPILEAL TAE, A UpdateYUVTexture () SEHL & #E 5L

W RIHT, MEEE BRI, & IR InitYUVvTexture(), SEMAPILEIL.

SDKVideoFrameCallBack(UInt32 status, IntPtr frame, sel)
NT_SP_VideoFrame video_frame = (NT_SP_VideoFrame)Marshal.PtrToStructure(frame, (NT_SP_Vide
oFrame));
VideoFrame u3d_frame = VideoFrame();

u3d_frame.width_ video_frame.width_;

u3d_frame.height_ = video_frame.height_;

d_y_ stride video_frame.width_;
d_u_stride (video_frame.width_ + 1) / 2;

d_v_stride d_u_stride;

d_y stride * video_frame.height_;

d_u_stride * ((video_frame.height_ + 1) / 2);

d_u_size;

#
&
=il
bz
0
=
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((u3d_frame _+ 1)/ 2);
u3d_frame.y_stride_ = d_y stride;

u3d_frame.u_stride_ = d_u_stride;

u3d_frame.v_stride_ = d_v_stride;
u3d_frame [d_y_size];

u3d_frame [d_u_size];

u3d_frame [d_v_size];

CopyFramePlane(u3d_frame.y data_, d_y stride,

video_frame.plane@_, video_frame.stride@_, u3d_frame.height_);

CopyFramePlane(u3d_frame.u_data_, d_u_stride,

video_frame.planel_, video_frame.stridel_, u_v_height);

CopyFramePlane(u3d_frame.v_data_, d_v_stride,

video_frame.plane2_, video_frame.stride2_, u_v_height);

(videoctrl[sel].frame_lock_ )

videoctrl[sel].cur_video_frame_ = u3d_frame;

4., 1FIEFEIR
Wi H NT_U3D_StopPlay())&, M NT_U3D_Uninit()ElH] .
ClosePlayer( sel)

videoctrl[sel].is_need_get_frame_ =

videoctrl[sel].is_need_init_texture_ =

if (videoctrl[sel].player_handle_ == IntPtr.Zero)
{

UInt32 flag = NTSmartPlayerSDK.NT_SP_StopPlay(videoctrl[sel].player_handle_);

if (flag == DANIULIVE_RETURN_OK)

{
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SDKEventCallBack(UInt32 event_id,
Int64 paraml,
Int64 param2,
UInt64 param3,
[MarshalAs(UnmanagedType.LPStr)] String param4,
[MarshalAs(UnmanagedType.LPStr)] String param5,
IntPtr paramé,

sel)

if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT ID.NT_SP_E_EVENT_ID_CONNECTING == event_id

|| (UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_CONNECTION FAILED ==

|| (UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT ID_CONNECTED == event_id

|| (UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_DISCONNECTED == event_id)

connection_status_ = event_id;

}
if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT ID.NT_SP_E_EVENT_ID_START BUFFERING == event_id
|| (UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT ID_BUFFERING == event_id

|| (UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_STOP_BUFFERING == event_id)

buffer_status_ = event_id;
if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT ID.NT_SP_E_EVENT_ID BUFFERING == event_id)

{

buffer_percent_ = (Int32)paraml;

}

if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_DOWNLOAD SPEED == event_id)
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download_speed_ = (Int32)paraml;

String t_show_str = "";
if (connection_status_ != 0)
{

t_show_str += "HEEDIRAS:

if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID CONNECTING == connection_s

t_show_str += "fEfEd;
b
else if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT ID CONNECTION_ FAILED ==
connection_status_)

{
t_show_str += "§EEERN";
b
else if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID CONNECTED == connecti

on_status_)

t_show_str += "HEERIN";
b
else if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID DISCONNECTED == conne
ction_status_)

{

t_show_str += "HEEEWTIT";

{
String ss = "

J&: " + (download_speed_ * 8 / 1000).ToString() + "kbps " + (download_speed_ / 1024).ToString() + "KB/s"

t_show_str += ss;

if (buffer_status_ != 0)

{

t_show_str += " ZEpURA:

Proprietary & Confidential




MREHE (R4 E 4% SDK) Unity3d 4 i F 18 W] B HRE

fer_status_)

mF

4

]

if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_START_BUFFERING == buffer_

t_show_str += "Jf

¥

else if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID BUFFERING == buffer_s

String ss = it "+ buffer_percent_.ToString()

t_show_str += ss;

¥

else if ((UInt32)NTSmartPlayerDefine.NT_SP_E_EVENT_ID.NT_SP_E_EVENT_ID_STOP_BUFFERING == buf

t_show_str += "

3
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