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AXZHEHER 2 V7~ DEM

© Inspector
’ (¥ |Main Camera (] Static =
Ao
Tag [ MainCamera #] Layer | Default %
v . Transform a
Position X [0 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; H5 4 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.




AR S DERFHDOE (V> FIVDREE) 2/3

[/ NAXZDEREREIT DA77V TH

] public class CameraControl : MonoBehaviour {

— -1

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

void Start () {
//ZBDT—LA T Y MBoidMangerh 5
[/ iR—2% v bBoidManagerZER D 4,

b = boidmanager_obj.GetComponent<BoidManager>();

}
void Update () {

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

//IRA RAOMLL EDZE, LITZRTT.

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

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

CameraControl.cs é

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

| Boidmanager_obj ¥ BoidManager
F—LATITI K

(Hierarchyh5 K< v 7&K
Oy LT EETW)

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

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

Rotation X0 Yo zlo

Scale X1 [Y|1 (Z |1
Boid Manager (Script)

Script BoidManager

Vision_space 40

Neighbor_space 110

25 FRaviR—%> N

B4 DHRA FDEIEHIE, BoidManager (XF—LA 72 ) ohiIcEEns

BoidManger.csiC ko TSNV R—FX > FDFRICA-STWVWEITOT, JHD

MBEY LT, £, COXRZYFhavR—3%x 2 M7 22 ALTWET.
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J/MARIR—=TI v (T—LATIIHN)
public GameObject boidmanager_obj;

CameraControl.cs

BoidManager b; //A RX¥Zx—Iy (ATIzHR) R4 R OE% %
5 | void start () { MOHITEXTD
= //ZBDT—LATI ¥ MBoidMangerh5 == 50 bIL T (D 2
u // AV IR—2X > hBoidManagerZElD 19 . Eiki"w.ﬂﬁﬁ

b = boidmanager_obj.GetComponent<BoidManager>();

- |y

= void Update () { Fo|, RFTDZEEERICE s
R EPES R ED T s nfch+ RO 7 RRAPSFANL =t
M Ac7U2BX ") 19 . .
SingleBoid[] boid = b.boid; | IR #d 2 0EEE P
R4 RAOD2LLE D52
= ARSIl 1. pop T R RORMIC T/ A TEET .
| //0EBDRA ROMBICHX S EEL =T
transform.position = boid [2].pos; ‘jlz\f((gg))i%%g;d)f“%%<®\>o|)\
//1IEBDRT FZBICRS. /1N T U\ v
transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pgs);
3 }
- ¥
~}

LT IFEBDOFRA FOAIE & RE = HIS

TZ2FJ. INEF-ST, B X TFD tarnsform
ZzHE L £, A RORIE &SRE

AT P IHEE a2

SingleBoid

<Vector3> pos, vel
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#f e LT, U TFEERELET

o 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;| ZLJI\T D boid IZXFT BT — A7r7 'Y

}

NDESNZE/INTY Y I T —ILRICULET.

2021 FE 1, giE|DiRZE (SIR) THEIREH T,
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Tl FFE[1]I0FEALA FOBYA2EET 3 HE26Ix

Li—d-o

void Update()

{

//TRTDconnetion - challZIkRRICT 3.
ResetActive();

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

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

ShowConnectivity();

by

//SIRSIL—)VDER #SIRS
rule.ApplySIRS();
ShowInfection();

BoidManager.cs
Update()

//BF1DRA ROBZREBELT, Y4 Xb2EET S,

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

Y2



KEDRT KDY TY 7)lﬂ'a“_— z_%ﬁ,f (3/3)

\

N

-
~
—
~
-~
~ ~
™, —
<3
~ -~
~
\ —— -
—
S -~
— —~ —_— ol
.
—~ - p
~ —
— —
/\ -~ —
- 1 -
-~ ,




o 7€ X)
7 A RIEEHRADT
(27




IS AFICEATBERICTZIERATSICIE (1/3)

il LT, C U FOEL

public class BoidManager : MonoBehaviour {

BT 5 I BoidClusterAnalysis &M 7 ¢
public BoidClusterAnalysis ana; U)Zﬁtgﬂgﬁﬂi 7&_: lj{b“C é:
I ZAMS 7Yt AARERIRRE

[/ RAANR—A

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

static public float speedmax =

sJ"Jabeuepptog

<int[]> cpop

7 T RY DR BT 2R Y DEERE
<Vector3[]> cog
B AT DEIL
<Vector3[]> rad
BT TR DFFE
(B0 SREHFNA KT TOEEEE)
<int[]> cluster_id

ZM1 RKOEFIET S0 Z5AFDid (0,1,
2,...) .EDVTATICHEEIHRWEE -1.

BoidClusterAnalysi?Z 5 A M
ana” 1« —JURIE, aDkeyz{#d
ETYZRIEABZITW, VF7RH
ICEET SRR BIEHR =R EFLET .
=%, BoidManger” Z X Tl&,

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

n
-
n
>
—
©
c
<
o
)
+J
n
>
—
O
©
-
o
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void Update () {

int csum = b.

for (var i

ana.csum; // 7 AT D

2; 1 <b.bsum ; i++) {

Color col; //MAFICRETSE

int cid =

b.ana.cluster_ld [i]; //iRA REHELTWS IS XY Did

switch (cid) {

case -1:
case
case 1:
default:

}
b.boidobj

/17 RS
if (csum

transform.position
transform. rotation

col = new Color (1f, 1f, 1f); break; | _ L
col = new Color (1f, 1f, Of); break; Fﬁ}% b—(b\57719@ id [C
col = new Color (of, of, 1f); break; ﬁE?T@%yﬁbﬁj\(leb\ij
col = new Color (1f, 0.5f, @f); break;

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

'ODBEELOIS IV SAYIDELDARZRDS (csum>=20D 1551

>= >) {

b.ana.cog [2];

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

} else if (csum == 1) {

transform.position
transform. rotation

} else{

transform.position
transform. rotation

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, IXATDES - ARIZROTVWET.

FOMDESD L, > )L (CameraControl.cs) ERABRTY .

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