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AXZHEHER 2 V7~ DEM

© Inspector
’ (¥ |Main Camera (] Static =
Ao
Tag [ MainCamera #] Layer | Default %
v . Transform a
Position X0 Y 500 Z -200 j] )( 3 @{ﬁ%
Rotation X 70 Y O Z 0
Scale X[1 Y1 z1 t 75||
b - [ Camera [T
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; H'5 51 X

ZHIEIRRA 7 U7 K ZEN.

DA ZDAE & A ML, Main Camera 73 17 k@ Position & Rotation (C

SO TEEULET.

IWAXZDOEEE T8, [CZEI BHICIE, Main Camera A7V 7 M

AXZHHBDOA I ) TR ZAV7)L— K UET.

AXZBRBHBDOR T )V TFRDATH VT ELT, FI1F

'CameraControl.csy EWSZBIDOR T U T R=ZIMAEXT.
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//j])(ﬁg)ﬁ}ﬁ%ggﬂza—éz7ujr\ ........................................

[l public class CameraControl : MonoBehaviour { CameraControl.cs

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

| Boidmanager_obj ¥ BoidManager
T—LATITU K

J/MARXR=I v (F—=LATIT7H)
publiclGameObject boidmanager_obji
BoidManager b; |// N RN A—T ¥ (A JIxTK)

void Start () {

= \
= //ZBDT—LA T Y bBoidMangerh 5 (Hierarchy?b\B NZw 7\& I~
L [/ iR—2% v bBoidManagerZER D 4, O “/ij< 7‘—5-{‘5 \/\)

b = boidmanager_obj.GetComponent<BoidManager>();

- }
= void Update () {

\j (¥ BoidManager m ]
7" Tag [ Untagged + | Layer| Default

¥ .~  Transform
Position X 4504826 |Y[-9390772 |z [-24

Rotation X0 Yo zlo

//A RDEFZED HT .
SingleBoid[] boid = b.boid;

Scale X1 [Y|1 (Z |1
Boid Manager (Script)
/ /M1 }\/‘\E]f]‘?l}{_b@l%é, DI F&#FE1T. Script BoidManager
Vision_space 40

= if (b. pop > 2) {
//0BEDRA RORBICHXSEBL 10

transform.position = boid [2].pos;
//1BBDORA REBICES. A7 UT7KAVIR=—%> b

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

Neighbor_space

B4 DHRA FDEIEHIE, BoidManager (XF—LA 72 ) ohiIcEEns
BoidManger.csiC ko TSNV R—FX > FDFRICA-STWVWEITOT, JHD
MBE LT, 4, 202 FbaAVER—FX M7 XLTWET.




AXZ DR RGEDE (> TILOEEER) 3/3

[/TRARRR—=T ¥ (F—LATII ) CameraControl.cs

public GameObject boidmanager_obj;

BoidManager b; //MRA RYZx—Iv (ATII k) ','l“\‘q' Fd)ﬁﬂﬁ“%

void Start () { MOEHITETD ’
[/BDT—LATI Y MBoidMangerh 5 FRIGLIBE D SELE
// AV IR—=K> MBoidManagerzED 17 . ;E'iL __o)pﬁﬁ
b = boidmanager_obj.GetComponent<BoidManager>();

}

void Update () { #2E], REDZEMBIRICE

S0 - > XY :=¥=
P ——— A SN | 7] X T DR R & il

//MA RDECHZED HT. ’ }HHA 2
SingleBoid[] boid = b.boid; HEALET ﬁﬂ?%k ::'I’Eﬁ
///_‘_\/( l\/'\;fj\Z'/Xi@*%: | \\ » w N Kb [ — =7 -

EHDRA ROMBICHASEE e =
Cransor.position - boid (9].pos; AR
//IBBORA RESICES. di LUINE T Y
transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pgs);

}
¥

ICE > T iBEHDHA FDONUE &RE = i

TZ2FJ. INEF-ST, B X TFD tarnsform

ZHIEIL T .

SingleBoid

<Vector3> pos, vel
A RDALE &ERE

XAF4 7 IEES Y2
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#f e LT, U TFEERELET

ar BoidManager.cs

//RA RO (f ¥ ARY F ICFIFERT) 55
[HideInInspector]
ublic SingleBoid boid;

[HideInInspector]
public GameObject[] boidobj;

void Start () { Start()

/% BITATI TV NDERR *x/
ana = this.GetComponent<BoidClusterAnalysis> ();
/¥ RARATI I b (SingleBoidV7 A | AV UTK) %/

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> ();

boidobj[i] = bobj;l ZLI\NT D boid [CHGT BT —LFATITY
} FDEFIEINTY v T4 —ILRICLET.

2021 FE 1, giE|DiRZE (SIR) THEIREH T,
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CZTR, FFE[L|DFA FOERZEET 5 A EZ2HT

Li—d-o

{

void Update() .
BoidManager.cs

// T RTDconnetion - cballZ I RRICTS. Und ()
ResetActive(); - ate

//RA BI=IRRx—Tv KB —IVDiEH
rule.SetBoid(this);
rule.ApplyRules();

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

{
ShowConnectivity();
}
UpdateBdDFEICEITI N
//SIRSIV—)VDiER #SIRS
rule.ApplySIRS(); Lil EE~£‘G§EO{L’-J—\'{ I‘@EI‘E
ShowInfection(); %QZ%: tb‘?%ij-o

/IR FI1DRA RDOBZEBELELT. Y/ XH2BLT 5.
boidobj [1].GetComponent<Renderer>().material.color = new Color(1f,1f,0f);
boidobj[1].transform.localScale = new Vector3(20f,20f,20f);
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/711

i LT, U FOEES L 2

public class BoidManager : MonoBehaviour {

BoidClusterAnalysis B2 D7 1 —JV F
ana 07’ 7 1 A {gffiF% public £ LT,
DY S ADS 77t AR IKREE L

[/BBWATIU b
public BoidClusterAnalysis ana;

[/ RAANR—A

static public int flyspace =
static public int flyheight =
// B DImKIE

static public float speedmax =

sJ"Jabeuepptog

<int[]> cpop

BoidClusterAnalysi?Z 5 A M

ana Z={E->7T, 7oA %=1t
LTWXT.

<int[]> cluster id

_ ol 52 sonm || &525 DEEK
ana74_—}lxl_\6i, ia_@key’é?_ﬂﬂﬁ“c_ >N-Vector3ll~ cog
ETYSAGEHBETN, V5R5 W ELUTET
CET 2BARBHRERELET. B =
o M <Vector3[]> rad
= R . — N - >, Mz A%
-3 r , £ 5 RT DA
%F%, BoidManger? T XT(J E (b5 BEHTA R & COERE)
3
-
o
(am)]

ZM1 RKOEFIET S0 Z5AFDid (0,1,
2,...) .EDVTATICHEEIHRWEE -1.
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void Update () {
int csum =

for (var i

Color col; //MA K
int cid = b.ana.cluster_id [i]; //i+A FAELTWSZ

switch (cid) {

| |-

b.ana.csum; //7 5 AT D
2; 1 <b.bsum ; i++) {

ET S8

./

= T A (M1
~ /\// [-'./_I_d

SO B LIl /2 LT 595 A 4D id IC
Cotor (07, 07, 11)i | breaks M N G DL Iy g B 3

case -1: col = new
case 0: col = new
case 1: col = new
default: col = new
}

b.boidobj

/17 Z2ATO0DELNST T A

if (csum >= 2) {
transform.position
transform.rotation

} else if (csum == 1)
transform.position
transform.rotation

} else{
transform.position
transform. rotation

[i].GetComponent<Renderer>().material.color =

{

col; //BORE

SIDELDARZRS (csum=2058)

b.ana.cog [2];
Quaternion.LookRotation (b.ana.cog [1] — b.ana.cog [@]);

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

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

ZODERS L, 5> 71V (CameraControl.cs) ERIETT.

SJ*710J43U0)eJaue)
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A #ITE—KND ON / OFF OYIDEZ

FREICO—RZERTIDICE, BITE—FZONE T IHREN
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