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AT 7IFEER EH2

InitialScene.unity - BoidPractice - PC, Mac & Linux Standalone (Personal) <OpenGL 4.1>

(O EA S =[] [onrvor [ €Giobal [ 11| D] (& ] [Account_ |

# Scene = Hierarchy B3 Project © Inspector
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AEfEEbhFEITH, 3, RYVERTE =X 400x400D A &> TWET.

JTTE— R &2 D, 400 x 400 x 200 (xzy) DZEME |y ™ Backsioor [static
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BoidManager - BoidRuleManager? = X M publicZ%{

o BoidManager - BoidRuleManager® W< DHh\D 7« —JL R ICDWTIE,
VARG IE 1D OREABRBIREBELR > TWET. FIHPRETIE, 7
NTDI—=IVIFREFT D=8, BN RFHEEERAZET I, VIHREZ
HRULCERFREEARNZ (EUVP—RDELSID) tttﬁ.@]%lﬁl@i?

BoidManager

<int> vision_space v Boid Manager (Script)
BR DINA R DR EEBE #
. . Vision_space 35
<int> neighbor_space Neighbor_space =

BR DINA K D1z RS EE B Pop 50

<int> pop
A N O#E (FBREIFEEART)

. 4 v Boid Rule Manager (Script
BoidRuleManager i ° Y

<bool> rulel, rule2, rule3 C1 0.1
C2 5
IL—IL1 -2 - BOBERADOEE o3 YT

<float> cl,c2,c3
ZIL—ILDEEE ((RED

BE 2




BoidManager|c &7 % SingleBoidA 7> 7 K OIEOH U

//TRA RDEF] (1 ARYT FICIEFERR) 75}@7;&
[HideInInspector]

public SingleBoid[] boid;

/* KRARATT Vb (SingleBoidV R | RV UTFK) %/

boid = new SingleBoid[bsum];

BoidManager.cs

Start()

GameObject bpar = GameObject.Find("ParentBoid"); //BDT —LATI U b EHER

for (int i = 0; i < bsum; i++) {

//GameObject bobj = Instantiate ((GameObject)Resources.Load ("Boid"));
GameObject bobj = Instantiate((GameObject)Resources.Load("Boid"),bpar.transform);

boid[i] = bobj.GetComponent<SingleBoid> ();
}

O R FEEROEXRN LIRS E WL, Boid7
LANT7oavR—%x>v b TH3B
SingleBoid.cs @ TR N T W E T .

(] BoidManagerlZ, startB¥8 o n 7T, £9
BoidZ7L /N7 Do 00— %ERK
(InstantiatefE%0) L7-®H(Z, Boidoa >
R—%> h& LT, SingleBoid 7 x4
ZERY L, Bed Bk L £ 9.

N b)’l’ A\?$£zl:

Resources

AT P IHEE

BE 2




BoidManager - BoidRuleManger - SingleBoid7 = X D E{&

:BO|dManager7 5 RI%, KM FOERA%E |
R4 FofE | 74—ILFE LTEELET,

RA P20 EE ;BdeuIeI\(lIana e)rtat %Ed)?ké IEFEﬁa)
Lo MEAEER =) 0OBERAOEE (bool
R }l’fi‘jﬁﬁ - rulel, rule2, rule3) . ZLTIL—ILDE

R D ET A7 AZA (void ApplyRuleX) =&
- Lx.

BoidManager

v Boid Manager (Scri

T fH4 DFRA FDOAE - EEDEFHIL,
- . SingleBoid7 7 A CEIBINTWLET.

void ApplyRulel()

BoidRule

void ApplyRuleZ WE’J&»—
Do CE

void ApplyRu le3() 035@%%)

V=L DB DHEE ﬁ
<bool> rulel
A FEEOIRS E W <bool> rule2

SingleBoid.cs <bool> rule3

Manager




SingleBoid#A 7> 7 M DIRBE L

/x NTUwIRBT7«—ILR (BIZ ZADSSROTEE) *x/
public Vector3 pos, vel; //{I& - &E

/x T2AR—=KNZET14—=ILR x/
private Rigidbody rb; //BHEA T U K SingleBoid
private float xmax,xmin,ymax,ymin,zmax,zmin; //Z[EDEHE5R

private float speedmax; [/ RS DERKIE

SingleBoid.cs

\{/oid start () Start() (o1 Update 0 Update()

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

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

this.setBorder (); //TRAZE DRE Rebound (); / /ERYE

this.setRandomPosition (); //#RUEDIRIE LimitVelocity (); / /EFE SRR

this.setRandomVelocity (); //#ELEREDRE ConstrainHeight (); //SXDEIBR CDE—R)
} }

B7L—LDUNIE GREAEIIEBITDIVNEDLHRWNLIETY. )

Rebound() [ LimitVelocity() [ ConstrainHeight()

BREBZC5RE ES HNERNEZ#A 2DE— N DIFE,
% [REL e, M9 5 YEEIR 2 #@ilRIIc0E 95

SpoedmaxOFIRIEIR 100




SingleBoidA 7>V MDERI/INT Y w U - B

SingleBoid

<Vector3> pos, vel

A NDAIE & RE SingleBoid.cs

void Update () Update()
{

public void setVelocity(Vector3 v){
this.rb.velocity = v;
this.vel = this.rb.velocity;

/ /OB &EE DEH
pos this.transform.position;
vel = this.rb.velocity;

}

public void setRandomPosition(){
float rx = xmin + (xmax - xmin) * Random.value;
float ry = ymin + (ymax - ymin) % Random.value;
float rz = zmin + (zmax - zmin) x Random.value;

Rebound (); //RBFRHE
LimitVelocity (); / /ZEE R
ConstrainHeight (); //EmE D

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

void SetVeloc1ty(Vector3 vel)

A RDOEEZ BEFICERET

public void setRandomVelocity(){

void SetRandomPosition() float vx

= —speedmax + 2f * speedmax * Random.value;
p— float vy = -speedmax + 2f % speedmax * Random.value;
'f_L 7&7/913\ unXE float vz = -speedmax + 2f % speedmax x Random.value;

' - rb.velocity = new Vector3 (vx, vy, vz);
vo1d SEtRB“dOIﬂVElOCltY( ) this.vel = this.rb.velocity;
'T_L % 4 /913\ L_HQEE

SlngIeBO|d7 FRADFATV 7 bDOHEEEEIL, boid.pos, boid.vellC&>T
S TZXY. it,%ﬁtk:t_f"%""""b'ﬁ'd'izz‘“ti boid.SetVelocity (vel)
OB EFEVWET (boid I, SingleBoid7 7 ADA Y RZVRELET) .




BoidRuleManageriC& 175 /XT Uy I XY vy R

BoidRuleManager.cs

void SetBoid(BoidManager m) void ApplyRules()

IEDNRA NDIREE (% - (& - Am - 1R | |IL—ILZE&TEITTS. /8T Uy J73boolZ#
PERE - 1ZARERRE) Z. BY JADEBDEHIC (rulel - rule2 - ruled) DRFFICL > T, IFE
dE—9%. L—ILEtEDRIICEITT 5. DIL—=ILDHZETT B ENAEE IL—IL
DAL, ApplyRuleX()DHICEER T 3.

SetBoid(BoidManager m)

boid = m.boid; ApplyRules()

void ApplyRulel()
pPop = m.pop;

void ApplyRule2()
if (rulel)
{ void ApplyRule3()

ApplyRulel();

if (is_vision_space_global)

{

for (int 1 = @; i < pop; i++)

} 1 reference
{ ivate id ApplyRulel()

boid[i].SetVisionSpace(m.vision_space); {
} if (rule2)

} \ !
ApplyRule2();

1 reference
if (is_neighbor_space_global) } ivate void ApplyRule2()
{

{

for (int i = 0; i < pop; i++) if (rule3) .

{ {

boid[i].SetNeighborSpace(m.neighbor_space); ApplyRule3();
} } 1 rerferelrwrce

{

ApplyRule3()

}

XAF4 7 IEES BE 2



BoidManager & BoidRuleManager® B {&

= this.GetComponent<BoidRuleManager> ();

BoidRuleManager.cs

BoidRuleManager

void SetBoid(BoidManager m)

Update(

rule.SetBoid(this); void ApplyRules()

rule.ApplyRules();

NBBEDKRA FE# %, BoidRuleManger#+ 7

SR o fnitBoiavetocity

1 reference 1 reference
. private void itBoidPositi private void itBoidVeloci )
lf (Input . GetKeyDown (KeyCOde- I) ) { { InitBoidPosition() : InitBoidVelocity(
InitBOidPOSition ( ) : Ior (int i = @; i < pop; i++) Ior (int i = 0; i < pop; i++)
InitBo ldVe'l_oc]_ty( ) - X boid[i].SetRandomPosition(); , boid[i].SetRandomVelocity();
} }

<|>F—pHIN7& =, [nitBoidPosition] A FDAIE - EEDHERE. SingleBoidZ 7 XM XY v K
& [lnitBoidVelocity| #3179 5. EREOHELTVWET.)

XAF4 7 IEES BE 2



1=

SingleBoid

<Vector3> pos, vel

if (Input.GetKeyDown(KeyCode.R)) {
ReverseVelocity();

}
"1 RDALE & &RE

void setVelocity(Vector3 vel) R¥— I /=5, ReverseVelocity =

Void DB % B 4 5. =179 5.

sJJabeuepptog

'"R; MY VT, £TORA ROREHIKRE (Reverse) 95KDIC,
BoidManger?7 2 AM YT Z A XY v K ReverseVelocity([CEE UEX U & .

void ReverseVelocity()
{ £TORA R (boid[0], boid[1], ..boid[bsum-1]) ICX LT
for(int 1 = 0; 1 < pop ; i++)
{ RA R i OEEEIEL, ivel &L, FUWEERS Ml v %, ivel
DETCDRERDZRELS B DE UTEERT 5.
Vector3 ivel = boid[i].vel;
Vector3 v = new Vector3(-ivel.x, -ivel.y, -ivel.z);

AR i DREZFFHI 5.

boid[i]. SetVelocity(v);

¥ BoidManager.cs
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p1&p2DEEEE % R I VectorBD 7 S A XY w R

<Vector3> xzero

L0~ kL (0f, Of, 0f)




HIE1 (B~ k)

void ApplyRule9(){
for (int 1 = 0; i < pop; i++) {

Vector3 ipos = boid [i].pos; BEEIONCE Y LWiE

for (int j = 1 + 1; j < pop ; j++) {

Vector3 jpos = boid [j].pos; BEI EuEENAIv=

if (I

o s,
boid [jl. SetVelocity :

; ipos & jpos MEEBEN1OLL T THNIL, TNEFND
\ BEEZEOET 5.
}
;

XAF4 7 IEES BE 2



BIZE 2

WINHDIRA RS DEERENB0U T &% &, ES DK
SWAHDREICEDLESIL—IL8ZEML TS LN,

float xDistance(Vector3 pl, Vector3 p2)
plép2DiEEE#IRd Vector3D 7 5 A XY v K
<float> xmagnitude

R7ZRMILOKRKES - RS (I(x,y,z)l)
ATF4 7 IEES e 2




HiE2 (> K)

void ApplyRule8(){

for (int 1 = 0; i < pop ; i++) {

Vector3 1pos
Vector3 ivel

for (int j =

Vector3 jpos
Vector3 jvel

boid [i].pos;
boid [i].vel;

i+ 1; ] < pop; j++) {
boid [j].pos;
boid [j].vel;

BoidRuleManager.cs



