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foreach ch do
separation(ch);
cohesion(ch);
avoidance(ch);;
alignment(ch);
end
foreach ch do
ch x+=cos(ch.course)*ch velocity*dTime;
ch y+=sin(ch, course)*ch velocity*dTime;
end

o1, E22 dmr|Be| ®H 7=
Fig 1. An overview of the flocking algorithm
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dCourse = 0;

dVel = O;

foreach nCh in selectedFlock do
dCourse+=getCourse(target)-getCourse(ch);
dVel += getVelocity(nCh)-getVelocity(ch);

end

dCourse = dCourse / selectedFlock_size;

dVel = dVel / selectedFlock_size;

ch.addCourse(dCourse);

ch.addVelocity(dVel);
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Fig 2_ modified alignment algorithm
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