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7J>‘7ﬂ§'J1ﬁI1FI317 )7 I~0) &N

© Inspector
" ¥ Main Camera (] Static =
Tag [ MainCamera #] Layer | Default
Vv .~ Transform
Position X0 Y 500 z -200 \ 7‘] )( 1
Rotation X |70 Y O 7 O) M
Scale X1 Y |1 c\_’_ 7Ij_|-lj
> & [ Camera [P -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 [T 8
- [¥/ Audio Listener Q= %

Add Component

1, CameraController

'Add Component] H5 1 X

Search

Sl SEIEIR AT T &N

A A S DOfiE E ARIE, Main Camera A 7> 7 @ Position & Rotation [
SOTCEELXT.

AASDES%E T [CEEJT B, Main Cameraa 77 kC
AXSHIEREDRA ) T hHZmAVT)V— I\ LEd.

AASBAFNHEADRAI )T DATHTIVELT. £ 1&
[CameraControl.cs| EWDSEFIDRAYZ ) T hZMAET. .
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[/ NATZDRRERIETDIAZIT
=] public class CameraControl :

MonoBehaviour {

J/ M1 R =0 (L AT h)

publiclGameQbject boidmanager_objj

void Start () {

—(-[1]

BoidManager b;|//M+4 R¥x—Iv (ATIzI )

//ZBDT—LA TV SBoidMangerh'5
[/ iR—2R v bBoidManagerZER D 4,

b = boidmanager_obj.GetComponent<BoidManager>();

- }
= void Update () {

//RA RDEHIZERD HT

= if (b.bsum > 2) {

//1EBBDIRA RZE

SingleBoid[] boid = b.boid;
//IRA RAODLL EDZE, LITZXT.

//0EBEDIRA ROMUBICHAATZEL
transform.position = boid [2].pos;
cR5.
transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pos);

CameraControl.cs é

v |z| ¥ Camera Control (Script)
Script CameraContr¢

| Boidmanager_obj m
T—LATITT k
(Hierarchyh's K 2w J& <
Oy 7LTLEEEWY)

G M BoidManager LI§t
Tag | Untagged 4+ | Layer| Default

¥ .~  Transform
Position X [4.504826 |Y[-9.390772 z[-24

Rotation X0 'Y 0 'Z 0
Scale X1 [Y |1 [Z (1
Boid Manager (Script)

BoidManager

Script
Vision_space 40
Neighbor_space 10

AP V)T AV KR—22b

B4 DHRA FOAEBEIERIL, BoidManager (F—LFA 7z b)) oFRIcEEND

BoidManger.csiCk o TR EINAZTAVE—F L POHICASTWETOT, #HD

MBE LT, £, 2OXRZYFhayR—F 2 M7 LTWET.
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[/RARIR=TI v (F—LATIIH)
public GameObject boidmanager_obj;

CameraControl.cs

BoidManager b; //MRA KR¥%x—Iv (AT7V U K) ,-J-;‘,f F‘@EE§|JE
void Start () { MY HITETO
[/ZBDT—LATY Y bBoidMangerh 5 Eﬂﬂiﬂwﬁﬁﬁ
// AV iIR—=K> hBoidManagerzHBD 17 . =
b = boidmanager_obj.GetComponent<BoidManager>();
}
void Update () { £
° &[o], Eﬁ%ﬁ@ﬁﬁeﬁh#ﬁ CEE 73}‘50)*5. E*u
//RA K OEFIERD Y. FENTRA FDEFICT [ n3Ee
SingleBoid[] boid = b.boid; | A APEICE {9 5B EE
R4 RAOD2ZU E DS
AN 1. bsun T R RORKIC T/ ERATEET.
//0EBDRA ROMBICAXTZEL H X S DIy
_ . ZDEZ //J\\Z__:I—<0>0)
;;?%;é%ﬁﬂvgﬂf2}ion§;§b01d [2].pos; KA ROBEDORBICE Y N
transform.rotation = Quaternion.LookRotation (boid [1].pos - boid [2].pos);
RS ;S )5 E, BICRAT<I>OMRT REAC Sty NLET.

ICE T iBEHDAA FOfIE & RE = BIS

SingleBoid

Vector3  vel
CEFT. CNEFE ST, HXATD tarnsform I
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AFATIEEE  ®E2



HWEDRA FDITIVT7IVEEZDEE (1/3)

gLl LT, L FEERLET

//RA RDEF (1 Y ARY HICIFFERT) EE80
[HideInInspector]

ublic SingleBoid boid;

[HideInInspector]

public GameObject[] boidobj;

void Start () {
/% BWTATI I CDER *x/

ana = this.GetComponent<BoidClusterAnalysis> ();

/¥ RARATI Vb (SingleBoidV S A | RV UTR) x/

boid = new SingleBoid[bsum];
Iboidobj = new GameObject[bsum]1

for (int 1 = 0; i < bsum; i++) {

BoidManager.cs

GameObject bobj = Instantiate ((GameObject)Resources.Load ("Boid"));

boid [i] = bobj.GetComponent<SingleBoid> ();

| boidobj[i] = bobj;l ZLIN\T®D boid TG BT —LA Ty
) ~DEFNEINT )y o T4 —ILRICLET.
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AXZ O bao—)VBEY > TFIVICATAEEE LT,
K FOEEZZ VKT,

CameraControll.cs

void Start () {
//ZBDT—LATI ¥ MBoidMangerHh 5
// AV IR—=2K> NBoidManagerZzHEl D 17 .
b = boidmanager_obj.GetComponent<BoidManager>();

new Color (1f, , )
new Color (1f, , )

b.boidobj [2].GetComponent<Renderer> ().material.color
b.boidobj [1].GetComponent<Renderer> ().material.color

; FFO>DRA RERIC, FE<1>DRA REERICLET.

m Assets GameObject Component Window Help —
Undo Selection Change ~ $8Z pitialScene. unity - BoidPracticeC || € Inspector I
|

lllllllllll

F
Lock Vlew lo Selected OF

Scripts in the custom order can execute before or after the default time and are

executed from top to bottom. All other scripts execute at the default time in the order
they are loaded. bd)j/]/ __}l/ I\%IEEELL /“‘\T%TL
{Changing the order of a script may modify the meta data for more than one script.)
&Ik, CameraControlBE8ED X &
Selection > I O %/— }—l— .
— =1 " 7 N DE1T/EF%ZBoidManager
|ZE5E R | [ DB )b TRITIND &S ICHEE

Select All #8A

Play ®P
Pause 8P
Step %P

Sign in...

Default Time

= CameraControll 300 -

: Emll SA5NENDHSHKLDTY.
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- -1l U@ BoidManager.cs JEYENOIENXAPE

public class BoidManager : MonoBehaviour {

71\

T BoidClusterAnalysis 22D~ « —JU |k ana
putﬂ./i‘c BoidElusterAnalysis ana; @7’7‘&X'ﬂ%ﬁﬂi_jr% public & L—(, 'ﬂ’i_j,@
TZ2ADS T 7 AAge/siiigE LET.

[/ RAANR—A

static public int flyspace =
static public int flyheight =
//BEEDIRXIE

static public float speedmax =

sdJabeueppTog

<int[]> cpop

75 A ZDIE BT T A2 DEEE
<Vector3[]> cog

BoidClusterAnalysi?V 2 A M
ana” 1« —JURIE, aDkeyz{#d
ETYUYZRIABZTWV, VZRY

CEIY 2R BEREEELET. RSl
<Vector3[]> rad

%%, BoidManger?” 2 X T, _ BISRIO¥E

ana -7, VS X&EAKIL EIVOANE) o ol GO )

<int[]> cluster_id

BRA RDFRIB TS 7 ZRXZDid (0,1,
2,:) . EDYVZAZICHBEBEIEWGS -1,

LTWXT.

BoidClusterAnalysis
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void Update () { Update() il O
int csum = b.ana.csum; //7 5 AT DI (SD
for (var 1 = 0; 1 <b.bsum ; i++) { él

Color.col; //TGfFW:iiZTﬁféﬁa. S _ | Ei
int cid = b.ana.cluster_id [i]; //iMRA FHAELTWS IS5 AFYDid -
switch (cid) { - EE
o v cot < new Gotor (11, 1 00 orea; [RUIICKENCIAERIONET Y |2
??Zué: ol = new Cotor (11, 0401 0 preak; TN R

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

[/ 2AF0DELOHNS 7 SAYIDELDARZRS (csum=20151)
if (csum >= 2) {
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 [2]);

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

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

To2AZDEMIBZEFEDTC, DATDERR « AAZERDODTVNET.

FODOMDOEN L, > T (CameraControl.cs) EERRTT.
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