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AXZHHEHRERA 2 V7 ~DEM

| @ Inspector
’ ¥ |Main Camera (] Static =
Ao
Tag [ MainCamera ¢ | Layer | Default $ |
v . Transform b
Position X0 Y [500 z =200 j] )( 5 @ﬁz%
Rotation X 70 Y O Z 0
Scale X [1 Y1 A t 75||
b & [/ Camera [T 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 TR
- [¥/ Audio Listener Q= %

Add Component

1, CameraController

Search

"Add Component; H5 51 X

ZHIEIAA 7 U7 K %60

DA ZDAE & A ML, Main Camera 72 17 k® Position & Rotation [

KO TEEULET.

IWAXZDOEEE T80, ICEEITBHICIE, MainCamera A7V 7 M

AXZHEHEDA I )V TR ZAV7)L— K UET.

AXZBRBHBDORZ )V TFRDATH >V FILELT, FIIE

'CameraControl.csy EWDSHZBIDAT YT NZMAEXT.
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[/ AXZDBEREREFT A7 )T K

] public class CameraControl : MonoBehaviour { CameraControl.cs

v @J (¥ Camera Control (Script)
Script CameraContr¢

| Boidmanager_obj #BoidManager
void Start () { 7—A7|'7\‘/I_7 I\\\ \
//Z2DT—LATI Y bBoidMangerh 5 (Hierarchy?f)\b NZw &K
[/ iR—2R v bBoidManagerZER D 4, ] ‘V7’bT< 7":32;‘5 L\)

b = boidmanager_obj.GetComponent<BoidManager>(); :
\A‘ ™ BoidManager LI§

o~
Tag | Untagged 4+ | Layer| Default

J/MARYXR=I v (F—=LATII7H)
publiclGameObject boidmanager_obji
BoidManager b; |// /N1 FXA—Y V¥ (A 7JxTH)

—(-[1]

- }
= void Update () {

¥ .~ Transform
Position X 4504826 |Y[-9.390772 z[-24

Rotation X0 Yo 'zlo

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

Scale X1 Y|1 [Z |1
Boid Manager (Script)
//A }\A[:]fj“ZlX_t@I%é, DI TF&#FE1T. Script BoidManager
= if (b . pop > 2) { Vision_space 40
) D L s [ - oo Neighbor_space 10
//0EBDRA FOMUBICAXATZEL =

transform.position = boid [2].pos;

I S ° S
//1BEDORA RESICES, AU VR—X2 b

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

B4 DHRA FOMEBEIERIL, BoidManager (F—LAFA 77 b)) oFRIcEEND
BoidManger.csiCk o TR EINAZTAVE—F LV POHICASTWETOT, #HD
MBY LT, £, 2R YFShaviR—F VM7 2EALTWET.
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[/RARIR=TI v (F—LATIIH)
public GameObject boidmanager_obj;

BoidManager b; //M4 KYx—Yv (AT7IzIH) "1 R Ofd% %
= | void Start () { MOHEHITETD
= [/ZBDT—LATI Y MBoidMangerh 5 = FULNLIE DS
- // AV IR—X > hBoidManagerZElD 17 . Eiki"wpﬁﬁ

b = boidmanager_obj.GetComponent<BoidManager>();

- }
|
= void Update () {

//MMA ROEHZID HT . * = ~ D j(C )7 ‘
SingleBoidf] boid = b.boid; fi?{/g\g_l\ ol ﬁﬂ?%miﬂbﬁﬁ

ARl b.pop T i RORBIC T I LA TEET.

= if (b. pop > 2) { —
//0BBDRA ROMBICHASEEL NAS DB //J\\7L"T‘<@>@
A1 ROBEDRMBEICEY b

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

//IBEDORA REEICES.
SingleBoid
R A A Sl < (0 3> pos, vel
Vect ,
TE2FE9d. INAZ2FE-T, B X T D tarnsform ~rec or3 \; ve
AL F 5 A NDALE & RE

XAF4 7 IEES BE 2

20, FMOZHEBRICE MYt .
2
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n:3 -0l Pyl BoidManager.cs N™YSX=:EWPEX]
//RA ROEF (A Y ARY 5 (IFIRT) SE R SOTclanagen-cs
[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> ();

IR 7L /\ 7 ® boid I35 %4 — LATz s

}

DB Z/INT Yy I3 T7 4 —ILRICUET.

2021 FE IS, giElDiRzE (SIR) THEIREHTY,
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CZTld, FFIL]|OFA FOEEZ2EET SHiEZHIT

Lij-o

void Update()

{

// T RTDconnetion - cballZI RRICTS.
ResetActive();

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

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

ShowConnectivity();

}

//SIRSIV—)VDiER #SIRS
rule.ApplySIRS();
ShowInfection();

BoidManager.cs

//ZF1DRA ROBZREBELT, Y4 Xb2EET S,

boidobj [1].GetComponent<Renderer>().material.color = new Color(1f,1f,0f);
boidobj[1].transform.localScale = new Vector3(20f,20f,20f);

BE 2
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i LT, T OIEES L 3

public class BoidManager : MonoBehaviour {

/711

B AT L . BoidClusterAnalysis 2D~ « —)L K ana
public BoidClusterAnalysis ana; O)Zﬁtg'ﬂgﬁﬂi % Lib“C é\:AE/T, 'ﬂi?@
JI2ADNS T LAAgERIRREE UET.

[/ RAANR—A
static public int flyspace =
static public int flyheight =
//BEEDIRXIE

static public float speedmax =

sJJabeueppTog

<int[]> cpop

BoidClusterAnalysi?V 2 A M

ana Z{E->7T, 77A5%=0]HA{L
LTWXT.

<int[]> cluster_id

ZMR1ROEIET 57 SRXYDid (0,1,
2,...) . EDUVTRIICHBEIRWVNGEE -1.

(0]
- _ Esl | U oRT DI BT TR OEERE
ana74_—)lxl_\6i, ?_@key%iiﬂﬂ@“c_ >N-Vector3ll~ cog
CET 2R BERERELET. KB =
o M <Vector3[]> rad
=p, BoidManger? 5 X i, s RIS DER
%F%, BoidManger? T A T(J § (BB EEHA R E TOBEE)
5
-
(@)
(am)
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void Update () { -
Q
int csum = b.ana.csum; //7 T AT DI (-SD
.
for (var i = 0; i <b.bsum ; i++) { ?%
o
Color col; //MA RICHETZE EI_
int cid = b.ana.cluster_id [i]; //iMA FAELTWES IS AFYDid -
o
switch (cid) { Kj
case -1: col = new Color (1f, 1f, 1f); break; _ i _ -
case 0: col = new Color (1f, 1f, @f); break; F)ﬂ% b—(b\%7719@ id Lc._ 8
case 1: col = new Color (of, of, 1f); break; {;Ej—(@%i}fzbﬁj\ﬁ’(b\iﬁ‘
default: col = new Color (1f, ©.5f, @f); break;
}

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

/17 SAYO0DEONS VS AVIOELDARZRS (csum>=2015;
if (csum >= ,) {
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 [0]);

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

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

JIRAIDEIMIBZEEST, IATOERES - AEZROHTWVET.

FOMDEED L, > )L (CameraControl.cs) EREBRTY .
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