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We are developing an open-source visualization framework named VisAssets that runs on the game engine
Unity. One of the features of this framework is that visualization applications can be developed simply by
connecting small modularized visualization elements. VisAssets was targeted at structured grid data.
However, it is now being extended to unstructured grid data, particle data, and data for information
visualization. This paper presents an overview of VisAssets and its development status.
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