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BoidRuleManager rule;
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if (rule2) { e T
ApplyRule2 (): rule.SetBoid(this);

y rule.ApplyRule();
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if (rule3) { Update()

ApplyRule3 ();

}
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a’=(x - ax,y - ay)
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na’=((x-ax)/D,(y-ay)/D)
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a’=(x-ax,y - ay)
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v2’ = (vX, vy, vz) + ¢2 * (x-ax, y-ay, z-az) / D
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for(int j=0;j<pop;j++)
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SingleBoid

<Vector3> pos
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<Vector3> vel
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<float> neighbor_space
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void setVelocity(Vector3 v)
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(boid[i].pos - boid[j].pos)

float D =
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Vector3.Distance(x,x);

boid[i].pos ‘ (boid[i].pos - boid[j].pos) / D
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for (int 1 = 0; i < pop ; i++) {

Vector3 ipos = boid [i].pos; RELEI2RENOIVIE[Jd

f int j =0; j P+ —
or {int ] J < pop i 1+ { e
Vector3 jpos = boid [j].pos; MEXIISSI=ERSE AR ERTF O
float dis = Vector3.Distance (ipos, jpos); IEZK-EEs)

Sl | 1. $EpPRSREEEOYIE neighbor_space (&
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Vector3 cv = new Vector3 ();
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boid [i].setVelocity (boid [i].vel + cv);
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w’ = (WX, WY)
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(c*Wx + (1 - ¢)*vx, c*wy + (1 - ¢)*vy) HiG—_—
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}loid ApplyRule3() i ZEHDORA ROMIE -

RE - (R & ipos,
ivel, ivs& 9 5.

for (int 1 = 0; 1 < POP; i++) {
Vector3 ipos = boid [i].pos;
Vector3 ivel = boid [i].vel;
float ivision_space = boid[i].vision_space;

float count = 0; count: ERRICWBRA FDE
Vector3 velSum = new Vector3 (of, of, 0f); " NP T\
velSum: fRERARA R DERERSH

for (int j = 0; j < pop; j++) {
Vector3 jpos = boid [jl.pos; EEISIhEENAT
Vector3 jvel = boid [j].vel; =X iposé 3B

if (j!=i && Vector3.Distance (ipos, jpos) <ivision_space) {

_ count, velSum|cxtd

} HIEEEEET.

}

if (count > 0) {

REL 3 ZENET.

} } BoidRuleManager.cs
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