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© Inspector
" ¥ Main Camera (] Static =
Tag [ MainCamera #] Layer | Default
Vv .~ Transform
Position X0 Y 500 z -200 \ 7‘] )( 1
Rotation X |70 Y O 7 O) M
Scale X1 Y |1 c\_’_ 7Ij_|-lj
> & [ Camera [P -8
L. (¥ GUI Layer (Deprecated) [T

A This component is part of the legacy Ul system and will be removed in a future release.

W ¥ Flare Layer [T 8
- [¥/ Audio Listener Q= %

Add Component

1, CameraController

'Add Component] H5 1 X

Search

Sl SHIEIR R T BN

A A S DOfiE E ARIE, Main Camera A 7> 7 @ Position & Rotation [
SOTCEELXT.

AASDES%E T [CEEJT B, Main Cameraa 77 kC
AXSHIEREDRA ) T hHZmAVT)V— I\ LEd.

AASBAFNHEADRAI )T DATHTIVELT. £ 1&
[CameraControl.cs| EWDSEFIDRAYZ ) T hZMAET. .
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[/ NATZDRRERIETDIAZIT
] public class CameraControl : MonoBehaviour {

—(-[1]

J/ M1 R =0 (L AT h)
publiclGameQbject boidmanager_objj
BoidManager b;|//M+4 R¥x—Iv (ATIzI )

void Start () {
//ZBDT—LA TV SBoidMangerh'5
[/ iR—2R v bBoidManagerZER D 4,

CameraControl.cs é

b = boidmanager_obj.GetComponent<BoidManager>();

}
void Update () {

//IRA ROESZED HT.
SingleBoid[] boid = b.boid;

//IRA RAOMNLL EDZE, LITZE1T.

if (b. pop > 2) {
//0EBEDIRA ROMBICHAATZEL
transform.position = boid [2].pos;
//1IEZEBDRA REEICRS.

transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pos);

G g}BoidManager LI§t

v |z| ¥ Camera Control (Script)
Script CameraContr¢

| Boidmanager_obj m
T—LATITT k
(Hierarchyh's K 2w J& <
Oy 7LTLEEEWY)

Tag | Untagged 4+ | Layer| Default

¥ .~  Transform
Position X [4.504826 |Y[-9.390772 z[-24

Rotation X0 'Y 0 'Z 0
Scale X1 [Y |1 [Z (1
Boid Manager (Script)

BoidManager

Script
Vision_space 40
Neighbor_space 10

APV T sAVKR—22b

B4 DHRA FOMEBEIERIL, BoidManager (F—LAFA 77 b)) oFRIcEEND

BoidManger.csiCk o TR EINAZTAVE—F LV POHICASTWETOT, #HD

MBE LT, 9, 2OXRZYFhayR—F 2 M7 2L TWET.
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void Start () {
[/ZBDT—LATI Y MBoidl

b = boidmanager_obj.GetCo

}
void Update () {

[/IRA RIYR—=T v (T—LATII )
public GameObject boidmanager_obj;
BoidManager b; //MRA KR¥%x—Iv (AT7V U K)

CameraControl.cs

R4 FDERS %
MY HITETD
langeri s ERIB DA

// AV IR—2K> NBoidManagerzElD 17 .

mponent<BoidManager>();

//MMA ROEHZID HT .
SingleBoid[] boid = b.boi

#0), =FOZERBHRICE HAAS a)*q %ﬁu
FEnfzRA FOESICT [RGAaRd R
o oz uEEs

/ /R4 RAOD 2L EDIHFS

if (b. pop > 2) {
//0EB DA FOMIEICH
transform.position =
//IBHDOMA FZRBICRS.

b.pop T MA RORKIC T I LA T=£T.

IXTDMNEZR //J\\Z.._:I—<@>0)
AV

transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pgs);

XoZEL
boid [0].pos; Ry ROIBEDARIEI(C

ICE > TCIEBDFRA FOALE &

B & IS

TEFET. INZ2ELT, AN

—Z @D tarnsform

SingleBoid

<Vector3> pos, vel

ZHIEIL 7.

RA FDAIE

ERE

AT4T7IERE EH2
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£y LT, L F2ERELET

an BoidManager.cs

//RA ROEEF (1 Y ARY FICIFIFERT) ==
[HideInInspector]
ublic SingleBoid boid;

[HideInInspector]
public GameObject[] boidobj;

void Start () { Start()

/x BWATI U NDER x/
ana = this.GetComponent<BoidClusterAnalysis> ();
/¥ RARATI Vb (SingleBoidV7 A | A7 UTR) %/

boid = new SingleBoid[ POP];
Iboidobj = new GameObject| pop];l

for (int i = 0; 1 < pop; i++) {
GameObject bobj = Instantiate ((GameObject)Resources.Load ("Boid"));
boid [i] = bobj.GetComponent<SingleBoid> ();

mmwﬂﬂ=mm4 ZLINT®Dboid [CHST AT —LATITY
} NDESNEINT )y Ui T4 — IV RICLET.

2021 FE IS, giElDiRzE (SIR) THEIREHTY,
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CCTld, FFIL]|OFA FOEEZ2EET S HiEZHIT
Lij-o

void Update() :
{ BoidManager.cs

// T RTDconnetion - challZIERRICTS. Und ()
ResetActive(); - ate

//RA RI=IVRx—T v KB —IVDiEH
rule.SetBoid(this);
rule.ApplyRules();

//FEEIRRED A fR{E (CTON/OFF)
if (mode_connectivity)

{
ShowConnectivity();
}
UpdateBEE D RZRICEITIN
//SIRS)V— )V DR #SIRS s _ s e i
(/SRS O &, RICHS TR A RORHE
ShowInfection(); %QZ% . C‘f_b\—(:c‘_gi_d_o

/IR FI1DRA FDBEEZEEBELT, Y4 XH2(5LT 5,
boidobj [1].GetComponent<Renderer>().material.color = new Color(1f,1f,0f);
boidobj[1].transform.localScale = new Vector3(20f,20f,20f);

AFATIEEE  ®E2
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-7l ONQM BoidManager.cs JEYENOIENXAPE

public class BoidManager : MonoBehaviour {

71\

T BoidClusterAnalysis 22D~ « —JU |k ana
putﬂ./i‘c BoidElusterAnalysis ana; @7’7‘&X'ﬂ%ﬁﬂi_jr% public & L—(, 'ﬂ’i_j,@
TZ2ADS T 7 AAge/siiigE LET.

[/ RAANR—A

static public int flyspace =
static public int flyheight =
//BEEDIRXIE

static public float speedmax =

sJJabeueppTog

<int[]> cpop

75 A ZDIE BT T A2 DEEE
<Vector3[]> cog

BoidClusterAnalysi?V 2 A M
ana” 1« —JURIE, aDkeyz{#d
ETYUYZRIABZTWV, VZRY

CEIY 2R BEREEELET. RSl
<Vector3[]> rad

%%, BoidManger?” 2 X T, _ BISRIO¥E

ana -7, VS X&EAKIL EIVOANE) o ol GO )

<int[]> cluster_id

BRA RDFRIB TS 7 ZRXZDid (0,1,
2,:) . EDYVZAZICHBEBEIEWGS -1,

LTWXT.

BoidClusterAnalysis
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void Update () { Update() fl O
int csum = b.ana.csum; //7 5 AT DI (BD
for (var 1 = 0; 1 <b.bsum ; i++) { él

Color.col; //TGfFW:iiZTﬁféﬁa. S _ | Ei
int cid = b.ana.cluster_id [i]; //iMRA FHAELTWS IS5 AFYDid -
switch (cid) { - EE
ose 0 cot = new Gotor (1) 1 00 orea; [RIACKENCIAEREIONET Y |2
??Zué: ol = new Cotor (11, 0401 0 preak; TN R

b.boidobj [i].GetComponent<Renderer>().material.color = col; //BEDEE

[/ 2AF0DELOHNS 7 SAYIDELDARZRS (csum=20151)
if (csum >= 2) {
transform.position
transform. rotation
} else if (csum == 1) {
transform.position
transform. rotation
} else{
transform.position
transform. rotation

b.ana.cog [0];
Quaternion.LookRotation (b.ana.cog [1] - b.ana.cog [2]);

new Vector3 (200f, 200f, 200f);
Quaternion.LookRotation (b.ana.cog [@#] - transform.position);

new Vector3 (200f, 200f, 200f);
Quaternion.LookRotation (b.boid [@].pos — transform.position);

To2AZDEMIBZEFEDTC, DATDERR « AAZERDODTVNET.

FODOMDOEN L, > T (CameraControl.cs) EERRTT.
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