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if (Input.GetMouseButton(0)) el
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rule. ApplyRuleAttractor(new Vector3(of, 100f, 0f));
¥ N RANY V=T &, ApplyRuleAttractor HMES)

public float cl
public float c2 .
public float c3 ). 01T
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if (rulel) {
ApplyRulel ();

}
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= void ApplyRuleAttractor(Vector3 target)
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ca’ = (c1*(ax - x), c1*(ay - y))

BIEZRDREENT N
v2’ = (vx + c1*(ax - x), vy + c1*(ay-y))
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v2’ = (vX, vy, vz) + cl1*(ax-x, ay-y, az-z)
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void ApplyRuleAttractor(Vector3 target){
for (int 1 = 2; 1 < pop ; i++) {

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

Vector3 1pos
Vector3 1ivel

float ¢ = 0.1f; S| EAADIEE

Vector3 cv = new Vector3 ();

CV. X EENT N
CV.Y DETE
CV.Z

boid [i].setVelocity (NN
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FRFRRICH BN N DI int count = 0;
= LN # \] «»
b[I]a)ﬁ{H’-R'r I\ 0)  BRAAICH D Vector3 posTotal=
EE’E‘E‘I‘%7 1]— A K DEEZEDHEF] Vector3.zero;

for(int j=0;j<pop;j++)

b[i] & b[j]DEEBENS, vision_space IR TH - = & = DILIE

X
O posTotal += boid[1].pos;
v IX

O posTotal += boid[4].pos;
v O posTotal += boid[6].pos;
O posTotal += boid[7].pos;




iE=E )L — L BB I ER D SR

2TORAL K (i=0..pop-1) I€KDWT,

void ApplyRulel()

{
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for (int 1 = 2; 1 < pop ; i++) {
Vector3 ipos = boid [i].pos; BES
Vector3 ivel = boid [i].vel; [REIERCRILMIIRaACRzN
float count = @f;
Vector3 posTotal = new Vector3 ();
for (int §j = 9; 1 < pop; j++) {
Vector3 jpos = boid [j].pos;
float dis = P N
MANIERAKN|D
- ———y RIS
posTotal += [N
count++;
}
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EDYiIEZtargetE 9 5.
if (count > 0) {
Vector3 target =
Vector3 cv =
boid [i]. SetVelocity (
}
}




