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if (Input.GetMouseButton(0) Update()

rule.ApplyRuleAttractor(new Vector3(of,3f,0f));
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public float cl
public float c2 .
public float c3 . -
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if (rulel) {

ApplyRulel ();
} PPy ApplyRule()
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public void ApplyRuleAttractor(Vector3 target){

for(int 1=0; i<pop; i++
Vector3 ipos = boid[i].pos; | KA FiofiE
Vector3 ivel = boid[i].vel; EEE
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float ¢ = 0.1°f; DFtE

Vector3 cv =

boid[i].SetVelocity (G ;
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Update()
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//RE &L TNSEDNE
if (Input.GetMouseButton(0))

{

// 2VVy o LlcEEMENS. 3DEMICRayZ &I(ET,
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);

RaycastHit hit;

// RayZRIEL T, HERZhitITUNK
if (Physics.Raycast(ray, out hit))

{

[/ RICHEoIEBR, TOMBDALULU LIS, RA RZBHFSHS,
rule.ApplyRuleAttractor(hit.point + new Vector3(9, 0.8f, 0));
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FRFRAUCH BN K DEEE int count = 0;
n < # \ «»
b[l]@ﬁ{ﬁl-r\’f I\ 0) . *ﬁj\%mt:%é Vector3 posTotal=
Ei’t‘ﬁ‘l‘%ly 11— INA R D EEEED#F] Vector3.zero;

b[i] & b[j]DEEBEDY, vision_space LN TH - = & = DALIE

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

O posTotal += boid[4].pos;
v O posTotal += boid[6].pos;
O posTotal += boid[7].pos;
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Vector3 ivel = boid[i].vel;
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float ivspace = boid[i].vision_space; i EEDEA FOERES
ivspace

float count = 0f; EZivsp €95

Vector3 posTotal = new Vector3();

for(int j=0;j<pop;j++){ - - S— .

Vector3 jpos = boid[j].pos; JBEDRA FOfiiE%jpos& T 5.

float dis = [
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posTotal += - .

count++;
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if(count > 0){
Vector3 target =
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boid[i].SetVelocity
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