SingleBoid.cs

using UnityEngine;
using System.Collections;

public class SingleBoid : MonoBehaviour
{
/% INTVy 013 714—=)LK (BIZ 2 ANSSERARE)  */
public Vector3 pos, vel; //fIE - &E
public float vision_space; //fR5REEHE
public float neighbor_space; //#fREEEE

/% TT2AR=KBT =LK %/

private Rigidbody rb; //BEA TSz
private float xmax,xmin,ymax,ymin,zmax,zmin; //ZEfEDIER
private float speedmax; //REDRKIE

void Start ()
{
speedmax = BoidManager.speedmax;
rb = this.GetComponent<Rigidbody> ();

this.SetBorder (); [/ FREPEBDRTE

this.SetRandomPosition (); //#H{IEDRE

this.SetRandomVelocity (); //#HEREDRE
¥

void Update ()

{
/LB & REDEF
pos = this.transform.position;
vel = this.rb.velocity;

Rebound (); / 1EFRHIE
LimitVelocity (); //F=EFIRE
ConstrainHeight (); //mcO#IE 2DE—F)

by

/A ROERZEH TS, REZREGIES.
private void Rebound(){
if ((pos.x > xmax && vel.x > 0) || (pos.x < xmin && vel.x < 0)) {
rb.velocity = new Vector3 (-vel.x, vel.y, vel.z);
this.vel = this.rb.velocity;
}
if ((pos.y > ymax && vel.y>0) || (pos.y < ymin && vel.y<0)){
rb.velocity = new Vector3 (vel.x, -vel.y, vel.z);
this.vel = this.rb.velocity;

}
if ((pos.z > zmax && vel.z>0) || (pos.z < zmin && vel.z<0)) {
rb.velocity = new Vector3 (vel.x, vel.y, -vel.z);
this.vel = this.rb.velocity;
}
+
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//ERINEEEEBITWDIEGEE, IHT 5.
private void LimitVelocity(){

float speed = Vector3.Magnitude (vel);

if (speed > speedmax) {
rb.velocity *= speedmax / speed;
}

this.vel = this.rb.velocity;

by

//EE%Z0ET D (ZRITE—RDEE) .
private void ConstrainHeight(){
if (BoidManager.mode_2d){
pos = new Vector3 (pos.x, 0, pos.z);
this.transform.position = pos;
¥
b

/ /IZ SR DIRTE
public void SetBorder(){

xmax = 0.5f x BoidManager.flyspace;
xmin = -0.5f x BoidManager.flyspace;
ymin = 0f;

ymax = BoidManager.flyheight;

zmax = 0.5f x BoidManager.flyspace;
zmin = -0.5f * BoidManager.flyspace;

by

/B Z T VT LRE
public void SetRandomPosition(){

float rx = xmin + (xmax - xmin) * Random.value;
float ry = ymin + (ymax - ymin) * Random.value;
float rz = zmin + (zmax - zmin) * Random.value;

this.transform.position = new Vector3 (rx, ry, rz);
this.pos = this.transform.position;

+
[/ REZ T VT LTRE
public void SetRandomVelocity(){

float vx = —-speedmax + 2f x speedmax *x Random.value;
float vy = —speedmax + 2f % speedmax * Random.value;
float vz = —-speedmax + 2f * speedmax * Random.value;

rb.velocity = new Vector3 (vx, vy, vz);
this.vel = this.rb.velocity;

¥
/' REDRE
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this.rb.velocity = v;
this.vel = this.rb.velocity;

Iy

/ /REREER DERE

public void SetVisionSpace(float vs){
this.vision_space = vs;

Iy

/[ ERREE B DERTE
public void SetNeighborSpace(float ns){
this.neighbor_space = ns;

¥
( Ny N
/* SIRSEARODZE# (6H23H) */
public bool infection = false; //EIEOEHE
public bool susceptible = true; //EZFEHDEE
public float timel = 0f; //EEZOFBERRE ()
public float timeR = 0f; //[EHEEROEERE (7))
. J
( N
// BREREZUEY TS
public void ResetInfection(){
infection = false; //BFEZEIL,
susceptible = true; //%ELHELT 2
timel = 0Of;
timeR = 0Of;
}
. J
( s s B} N
// REDRFIRREZ R I EEE
public string SIRS(){
/% (REZKWN) RFEBENDESIRE (Susceptible) x/
if(!infection && susceptible){
return "S";
b
/x BRELUTWBIRE (Infection) x/
if(infection){
return "I";
b
/x BENSEIELUREDH DIRRE (Recovery) x/
if(!infection && !susceptible){
return "R";
b
return "'";
\} .
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