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Evyaprotieg

Me v ohokANpmoT TG SUTAMUATIKNAG oL epyaciog Ba Ntav mapdienyn Hov vo unv
ELVYOPIOTHOM KATO1o ATopa To omoia pe TV fondeta Toug GUVERAANY GTNV OAOKANP®OOT
aLTOV TOL dVOKOAOV £pyov ov avéraPa. IIpwdto amd dAovg Ba Bela vo evyapIGTHO®
tov emPAET®V KaOnyn pov Ap. Xpbdon 'ewpyiov yia v evkarpio mov pov €dwce va
EPYOOTM OTN CLYKEKPIUEVN £pyacia, yio TNV kaBodnynon kot v peydan pondeia mov

pov mpdseePE Omd TNV apyn LEXPL TNV OAOKANPWOCT] TIC EPYOGTOC.

Eniong 6o Mbeha va evyopiommom tov Xpnoto Baocuieiov yioo tv Pondeio oty

Kotovonon tov gpyoieiov Unity .

Téhog Ba NOeXa VO EVYOPLOTACM TNV OIKOYEVELD KOl TOLG (IAOVG OV Yol TNV GLVEXN

oPEN TOV LoV TPAGPEPAV KOl TV TIGTY TPOG EUEVO.



Iepiinyn

To yevikd Bépa pe 10 omoio acyoAeital 1 TapoHGH STAMUATIKY £IvVOL O TOPOAANAMGHOG
Kol 01 TapAAANAOL adyopifpol. Aniadn avti va Egovpe Ho6vo éva emeEepyaotr) 0 0moiog
O extedel Kamoleg epyaciec oeplokd Yoo TNV €miAvoT €VOG TPOPANUATOC, EXOVUE
TEPLGGOTEPOLG 01 OTTO101 GLVEPYALOVTOL TAVTOYPOVA LLE TKOTO TNV YPNYOPOTEPT ETiIALON
avToL ToL TPoPAHaTOC. O TapaAANAcords £xel akpdoel TOAD T TEAELTALN XPOVIO, KoL
avtd opeidete 610 OTL €£x€l ODGEL AMIGELS 68 TOALL TOAVTAOKA TPOPANATO KOl EYEL
EMOYIOTOMOINOEL TEPACTIONE YPOVOLS EMEEEPYACING. XKOTOG TNG OUMMAMUOTIKNG OVTNG
Ntav va ontikoromBovv Kdmolot onuovtikoi adyoplfpol mote va givol mo 0KOAN M

expadnomn tovg.

H epyooia avty dnuovpyndnke eEolokAnpov unyov -Unity oe dvo daotdoeig (2D).
ITo maAd og kamola aAAn AAE &iye yivel o axdun mpoonddeio o Java Swing mov

Qavnke Tog dev giye T duvatdtTeg Tov Unity.

20V TPAOTO GTAOLO0 £YIVE M LEAETN TOV TAPUAANA®V ahyopiBuwv ®ote va eEakpiBwbovv
OAeC O AemTopépEleg Yia vo. Lmopovv vo. vAomomBovv. Xtn cuvéyewn 1 ekpddnon Ko

e€owkeimon tov Unity kot tédog 1 ontikomoinon Tov alyopdumy g oTo.
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Kegpaiaro 1

Ewcaymym
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1.2 MeBodoroyio YAomoinong 2
1.3 Aopn Aumhopatikig Epyoaociag 2

1.1 Xkomog kot Kivntpo Avthopotikég Epyaciog

H Aumlopatiky avt epyacio avapépeTol 6ToV TOPIAANAGHO, 0 0TOi0g SiVEL YP1YOPES
MoElg 68 TOADTAOKA TPOPANLOTA TTOV GE GEPLUKOVG VTOAOYICHOVG £ival avEPIKTN 1

enilvon tovg [6].

O KkdBe emeEepyaoTng KAVEL HloL CLYKEKPLUEVT €PYOGIO KOL OTO TEAOG EVAOVOVTOS TOL
AMOTELECLLATO, TOVG Ol EMEEEPYAGTEG PTAVOLV GTO APYIKO TPOPAN LA OOV YA VOLE AVOT).
[Mo anAd TpoPfAnuata n ddacKaiio Tov ahyopOpmy dev givol ToAD SVGKOAN GAAL Yo
7o 6VGKOAN TPOPAN AT 1) DAOTOINGT KOl 0 TPOTOG GKEYNG YIVETOL TTIO0 SVGKOAOG KOl TO
1010 Kot 1 ddackorio Tovc. 'ETol 6Komdg avtig TG SUTA®UATIKNG Tav va fondnoet otnv
expadnon xamowwv mopdAANAov aAdyopiBumv kupimg o @oumtég, Aol Ommg £xm
TPOAVOPEPEL N OKUN TTOV VILAPYEL GTOV TTAPOAANAond elval tepdotio Ko dgv EEpovpe
péxpt mov pmopel va @tacel. ‘Etol koatd v amoyrn pov yoo évav @ounti g

[Tinpoeopikng Ba NTav onUavtikd vo £(El YVOGELS GE OVTO TOV TOUEO.

H 6An avamapdotaon tov adyopibumv éxetl yiver otn punyovn moyvidiov Unity [1] oe
owootbotato mEPPAAAOY. ZVYKEKPIUEVO, TPOCPEPEL GTOV YPNOTN TIS SVVATOTNTEG VO
emAgyel dSrdpopa oevipia Yo kabe TpoPAnua dnwg To péyedog Tov TPoPANUATOS Kol TOV

apOud enefepyacTdV Kol TOwol omd avtovg Ba eivan evepyol ko motot Oyt Emiong o



xpPNOTNG €xel v duvatdtnto vo mopakoilovbel Prjua mpog PApo TL yivetar otov

aAyop1Opo ko vo, umopel va emépPet.

EmumAéov 610)0¢ NTOV TO TEAMKO TPOidV va eivarl 660 To AEITOVPYIKO Kol EVKOTAVONTO

GTOV OTOLOONTTOTE YPNOTN TOL Bal TO YPNOIUOTOLOVGE Yo va. d1ddEet 1 va ddayTel amd

oToO.

1.2 Mg6odoroyia Yromoinong

H pebBodoroyio m omoia axorovBnco ywoo v vAomoinon avTAg TS OMAMUOTIKNG

gpyaciog frov n e&ng:

Eykotdotaon kot pedétm tov  gpyaieiov Unity viomoidvtag Sidgopa
nopadeiypata omd v 1etoceAida tov Unity dote va eokeliondd kalvtepo pe
TOV EAEYYO TNG KAUEPOG KOL TOV AVIIKEUEVOV TOV 0Toimv Ba ypnoipomolovca
oT0 ETOUEVA GTAO0 TNG OITAMUATIKNG HOV.

X ovvéyewn €ytve peAéTn kot Katovonon Eexympiotd tov kdbe alyopidpov
Eexvovtag omd Tov aAyoplBpo mapdAAnAng dBpowong kot axolovOwg M
vAomoinon tov ®g ontikomoinom oto Unity.

['wvétav cvveyne a&loAdynon T®vV VAOTOMGE®MY a0 TOV JSOGCKOVTO KOl TOLG
eoutntég tov ETTA431 tov tpéyovrog e&apnvov yio mepoutépm Pedtioon g

AELTOVPYIKOTNTOG KO EVYPNOTIOG.

1.3 Ao} Authopatikig Epyaciog

H napodoa dumthopatiky epyacio amotedeitol amd oktd ke@diaia. To mapmdv Ke@AAoo

TEPLYPAPEL TO GKOMO TO KivnTpo Ko TV pebodoroyia n omoio akolovOnOnke yia v

oAoKANpwon ¢ epyacioc. To voéAowro g avagopdg o akolovOncel v e€ng doun.

Y10 Kepdhato 2 Ba yivel pio avackomNon TV Lo TPONYOVUEVOV EPYOCLDV 1) OTOlEG

elvat oyeTkég e v TapoHoo SUTAMUATIKY EPYACIN KOl TEPLYPOPN TOV VIOPABPOV TG

gpyaociog. Zvykekpipéva Oa avapepbei n epyacio g Natoing Tepevé [4] n omoia ftav

ontikonoinon aAyopibumv oto Unity ot omoiot giyov oyéon pe kivnon poundt Kot M



epyocia ¢ EAévng Zxirtidov émov to B€pa ftav to 1010 pe TV Topovce SUTAMUOTIKY
HE TNV TapAAEYT KOO0V omd Tovg aAyopifuovg Ko 1 vAomoinon eixe yivel oe Java
Swing [3]. ®a yivouv cvykpicelg 6TIG GVOKOAIEG Ol omoieg avtiuetOmictnKay, ot
AmOTEAECUATO KOl OTO TAEOVEKTNHOTO HeTaED TV ovo epyoleiowv. Emiong Oa yivel

avVoPOpd GTOV TAPUAANAIGUO KoL TOL LLOVTEAQ TOV.

¥t ovvéyela. oto Kepdaio 3 Oa yiver pia ohvtoun meprypaen yio to Unity ko avagopd

o€ PaciKé YVOGELS Yo TNV dNpovpyia evOg vEOL £pyoV GE aTO.

AxorovBwg, ota Kepdioia 4-8 mapovsialovtar ot alyopiBuol (o kdbe Ke@dAoio) mov
viomomOnKav. Apywd mEPLYpAQeTOL 0 aAYOPIOLOG Kot 0KOAOLOOVY AETTOUEPELES TG
vAomoinomng tov oto Unity. Téhog culntovvral dtdpopa TPoPANUATO TOL TPOEKVYAY KO

TOG AVTILETOTICTIKOV.

[To ovykekpéva, oto Kepdhao 4 Ba mapovciactel o AlyopiOuog TMapdAining
ABpotong [2,5] , oto Kepdiaio 5 o AhydpiBuoc Tapdrining Avalntnong [2,5], oto
Kepdiao 6 o AlyopiOuog IMapdAining Zvyymvevong [2,5] kot o AAlydpiOuog
Hoapddining Ta&vounong [2,5], oto Kepdhawo 7 o AlyopiOpog W [2,5,6] kot oto
Kepdaraio 8 o adyopiBuoc X [2,5,6].

Téhog oto Kepdiaio 9 o mopovslostodv T0. GUUTEPAGLOTO GTO OTTOl0L EX® KATAANEEL
LLE TO TTEPAG OLTNG TNG SUTAMUATIKNG EpYOGTOG ONAAOT Lo GOVOYT, TPOPANLLOTA TO OTTOln
TAPOVGIACON KAV KATE TNV VAOTOINGT|, TO. OQEAT TOV OTOKOMGO OTd TNV EPYOGio 0VTH

K0l 01 TPOTOL e TOVG 0moiovg Ba umopovoe va Pedtindel wg peAhovtikn epyacio.
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2.1 Ilponyovpeveg Epyoocieg

[a v mapodoa epyacio vanpyav dvo GAlec epyocieg ot omoieg Pondnoav otnv
vAomoinomn VTG Tov NHTa ot ENG:

(1) Ontikomoinon [Mopdriniov Evpoctov Alyopiuwv Me To Epyoadeio Java Swing tng
EXévng Zxrtidov [3].

2V SIMA®UOTIKY VTN LANPYOV TOAAEG SVOKOAEG amd TAELPAS VAOTOINOTG KOl TO
TEMKO QOTEAEGLLOL OV KO TOV 6MGTO eV MoV TOGO €0YPNOTO GTNV OOUCKOALN KO
oV katovonon 6co Ba Béhape. Apyikd n tpoondBeia g EAEvng elyxe yivel yopig v
xpron ypaeikav Graphics APl g Java mov ftov akdpa wo dvokoro kot moAdvmioko. H
EULPAVIOT Kot o1eONTIKN OV £01vE eV NTAV TOGO KOAT KoL 1] AVOTAPAGTAGT TG Kiviong
dev Nrav epikth. Me v mpocHnkn twv Graphics vanpée o aiebnt Peitioon adlid ot
SVVOTOTNTEG TOV EPYAAEIOL QL TOV EIVOIL CAPOG TOAD TLO TEPLOPIGUEVES ATO L0 KOVGOLQL
o6mw¢ o Unity mov ypnouonoleitol oty Tapovca epyacia.

AxoAoVBwg vMpée duoKoAln GTNV OMovPYio AGVLYYXPOVAOV HOVIEA®V KATL TOV GTNV
TOPOVCH SUTAMUATIKY AVIILETOTIOTNKE VKOAN Balovtag pa kabvotépnon Letaéd TV
fnudtov. Eniong vanpye to mpoOPANUO 6TOV TEPIOPIGUO TOV EMECEPYOCTAOV KOl TOV

ap1Bpov N ov ypnoyonoovTay g KABe Tapdoetypo TO 0TOio LINPYE Kol GTNV TAPOVCa,



Sumlopotikn. Xy gpyacio g EAEvng eiyav viomomBel o AlydpiBuog IapdAining
ABpotonc (Bértiotoc ko un-PéAtiotog), o AAyopBpog W kot o AAyopiBuog X.

(2) Implementation And Visual Representation Of A Fault-Tolerant Algorithm For
Gathering Fat Crash-Prone Robots On A Plane tg Natoing Tepevé [4].

H epyacia avt ypnowonoince to id1o0 epyoieio to omoio ypnoyoromdnke Kot otV
napovoa gpyacia, dniadn to Unity [1]. H epyacia avt avamapiotodos ypaeikd mme
Kémolo AL TOVOLO POUTOT LALEDOVTOV GE KOO0 GUYKEKPIUEVA onueio 1 paledovtay yio
VO QTIAEOVV £V GLYKEKPLUEVO GYNUATIGUO TOV THG® Ao avTd PpioKovTay VAOTOMUEVOL
aryopiBuol. H gpyacia avt) Bornce divovtog pio mpd 6yn oto mog mepimov Ha
QOivVOVTaL VAOTOMUEVOL Ol AAYOPIOLOL TNG TAPOVCAS EPYACTIAG KOt TIG SLVOTOTNTEC TTOV

TPOcPEPEL | Kovaoia Unity.

2.2 YnoBaOpo Merétng

210 vokePdAoo avtd Bo dwBoVV AemTOUEPLES Yo TOV TOPAAANAO VTOAOYIGUO KO TO

LOVTEAQ TOV.

2.2.1 Tlapdrinrog Yoroyiopog

2V enidvon TpofAnpHdTov vITapy oLy 4V KOplot Tpdmot exilvong tovus. O celplokds Kot
0 TAPAAANA0G VITOAOYIGHOG. H kOpla dtapopd petah Tov 000 avtdv TpdmeV glval 0Tl 0

GEIPLOKOG YPNOUOTOLEL LOVO Eval EMEEEPYOOTI EVD O TOPAAANAOG TOVAAYLGTOV dVO.

ZUYKEKPIUEVO, TAPOAANAOG VTOAOYICUOG €lval 1) CUVETOUPIOTIKY Kol TOPGAANAN
eneepyacio dedopévav and TeplocdTEPOLS and Eva eMeEEPYAOTEG TOL OMOCKOTEL OTN|
ypryopn emidvon odvBetwv vmoloyiotik®v mpoPfinudtev [2,5]. T peyokdtepn
aOd0TIKOTNTO KO Y10 VO, EIVOIL EQIKTN 1 EMIALGT KATO1WV TPOPANUAT®V 01 ETEEEPYUOTES
TPEMEL vaL €ivot Tov 1010V TOTOL (OpO10YEVEIC), Va. BpioKovVTal 6€ KOVTIVI amOCTACT Kol
va €gouv €vo Koo TpdPAnLa 10 omoio Tpootabovy va enthdcovy. Me avtd Tov TPOTO

TOIPVOLUE O TEPAOTIO VTTOAOYIOTIKY dOvoun [5].



Me v ¥p1 o1 TOV GEPLUKOD VTOAOYIGUOD 1] EXCTHUN £QTACE GE Vo TOAD YNAO eninedo
AoV KATAPEPE VO EMAVGEL TAPA TOAAN TPOPANLOTO GE TKOVOTOMNTIKOVS YPOVOVS Y OPIg
whpo TOAD YyNnAd Kdotog. Ta tedevtaio ypoévia OUOS 0 TOPAAANAOS VTOAOYICUOG EXEL
e€elMybel paydaia Kot 6€ TOALY TPOPANLOTA EYEL AVTIKATOCTGEL TOV GEPLOKO [LE TOAD
KOADTEPOVG XPOVOVS, KOAVTEPO KOOTN KoL 6€ TOAD w0 omAn popen. Emiong o
TapAAANA0G VITOAOYIoUOG ExEL EMAVGEL TpoPAnaTa Tov TP Afya ypdvia Bewpodoope
axatoépbmTa Yot vINPYAV PLOIKOL TEPLOPICUOL OV €vag oelPlaKdg alyoplBuog oev
UTOpOoVGE Vo, EEMEPACEL EVA 0 TAPAAANAOG EXEL TOPOAKALYEL CVTOVG TOVS TEPLOPICUOVG,.
Kdamnoeg epappoyéc tov mapdAiniov vmoloyiopov elvar 1 mpOPAEYN KopPKOV

oLVONK®OV, GEIGUOAOYIO, YEVETIKY] KO AALO TOAAG.

Ola avtd €rovv okomd tmv AOoM €vOC aAyOplOuov, ONANOY MG TETEPUCUEVNG
aKoAoVOiloG amd eVIOAEC eKkTEAECUEVES GE TEMEPOUCUEVO YPOVO Yo TV emilvon evOg
npofAnuatog. ‘Evag mapdAiniog adyopiBupog sivor 6tov o adyopiBpog avtdg eivor
OYEQOOUEVOG Y1 TapAAANAOVG enesepyaocTéc. [ va eivan Evag mapdAANA0g alyop1Oog

am0d0TIKOG OUMG TPETEL VOL VITOAOYIGOVLE TNV TOAVTAOKOTNTO KOl TO KOGTOG TOV.

Kdamoeg évvoteg o1 omoieg ¥pMGUYLOTOUGOVLLE Y10, VO TOV VITOAOYICHO av €vag adydplOpog
giva amodoTikog eivan ot €€ng [2]:

o [lopdiinioc Xpovoc Extéleonc-T(n)

O ypovog mov yperdlovtar ot emeepyactég va AbGovy Eva TpoPAnua pey€Bovg
n.

e [T\n0oc Emeepyactdv-P(n)

O opBudg TV enelepyaoT®V TOL YPEWECTNKAV VO ADGOLV TO TPOPAN L
pey€boug n.

e Kdbotoc-C(n)
To ywoéuevo tov mapdAiniov ypdvov ektéheong T(n) emi to mANOOC
enekepyootmv P(N) mov ypnowomombnkav va emddoovv éva mpoOfAnua
peyéboug n. C(n)=T(n)*P(n).

e Emuzdyvvon S(n)

O xpdvog eKTELESNG TOV KOAVTEPOL GEIPLOKOD aAYOPiBOL OV eMAVEL £val
TPOPANpa peyEBOLG N Ol TO XPOVO EKTEAEGNC TOL TTAPEAANAOL alyopiBpov

oV €MAVEL TO 1d10 TPOPANUa 1310V peyEBoLG.



e  Xpdvoc sktéheonc kaAdtepov celptakol aryopiuov T*(n)

O ypo6vog mov ypetaletar vo emADGEL TO TPOPANUA peyéBovg N o KaAdTEPOG

aAyop1Opog.

"Evag mapdAiniog alyopiBpog Bewpeiton BEATIOTOS av Yo Eva TpOPANHa peyébovg N 1o
KOGTOG TOL VoL gtvat TG TAENS TOL YPOVOL emilvong Tov BEATIGTOL GeplakoD akydpiipov.
C(n) = O(T*(n))

EmnAéov givar ypovov-Bértiotog av to T(n) dev pmopei va. feATiwmbet.

2.2.2 Movtéha Mapariiniov Yoroyiopoo

210V TOPAAANAO LTOAOYICUO VILAPYOLVY TOAAG OLOPOPETIKA HOVTELD OTOV TO KOOEVH
TPOoypoppaTileETOl HE SUPOPETIKO TPOTO, (MOTE VO UITOPOVUE VO EMAEEOLUE TO
KATAAANAO HoVTELD KOt 1o amodoTikd o€ KAbe epintwon. O oyedlaotng TpEmel va Exel
€va GLYKEKPLUEVO LOVTEAD VTTOWYT ToV Otav oyedtalet éva akyopiBpo. Avto yiveton pe
Baon tov opbpd tov pevudtwv eviolmv-Stream of Instructions(tt 6o kdver o
VTOAOYIOTNG o€ KAOe Prijna — AlyopiBuog) kot Tov apBpd tev pevpdtmv dedoUEvVmV-
Stream of Data( Agdopéva. £16050v ToV ALyOp1BLOV) OV £xEL 0 KAOE eneEepyaoTnC o€

KOs Prpa.

Ta povtéha Tov vdpyovv givar técoepa. pe faon tov Flynn [5]:

Movdda Peupa ; Pzopa .
" EmetepyaaT Mw
EAéyxou Eviohav S v il

Xympa 2.1

e SISD: Single Instruction stream, Single Data stream (ceipiakd) (ZxAua 2.1)

‘Evag e1TeCepYAOTAG EKTEAET O€Iplakd GAOUG TOUG UTTOAOYIOHOUG



E o1 Peupa Movada
TrEgepyaoTmc EvioAwv 1 | EAéyxou 1
., Peopa Movada
Pedya EMECEpVaoTC 2 <=5 1 Ehéyou 2
Mwvr
AL AeDopEVIIY ° o]
o
° °
Peupa Movada

Emefepyactic N

" Evrohiov N | EAéyxou N

Xympa 2.2

MISD: Multiple Instruction stream, Single Data stream (Zxnpa 2.2)
‘Exoupe N eTe€epyaoTEéG Ol OTTOIOI £XOUV KOIVA) HVAUN OAAG 0 KABE évag €xel
OIKAl Tou povada eAéyxou. Ze KABe PBrpa, o1 e€meEepyaoTéG PTTOPOUV VA

dwaoouv dIaPOPETIKA EVTOAR TTAvw SPwG OTO 610 dedoPEVO

Kowoyxpnortn Mvnpn

n
AikTuo AMnAooUVDET G

Pelpa Petpa Pelpa
Aedopéviov 1 AeBopévwv 2 Agbopévwv N
ETreEepyaotnc 1 EmetepyaoTic 2 [oX<¥o] EmeEepyaotric N
Pelpa Pelpa 1 Peldpa
Evrohwv 1 Evtohwv 2 Evrohwv N
Movada Movada cco Movada
EAéyyou 1 EAléyxou 2 EAéyxou N
Xympa 2.3

MIMD: Multiple Instruction stream, Multiple Data stream (ZxAua 2.3)
‘Exoupe N eTme€epyaoTéG Kal avTioToIXa peUpaTa eVvToAwv Kal dedopévwy . Ol
ETTECEPYAOTEG TTOPOUV VA EKTEAECTOUV BIAPOPETIKA TTPOYPAUHMATA ETTIAUOVTAG
UTTO-TTPORARA AT TOU TTPORAARMATOC 1] GAAG TTPOBAAUATA



Kowéypnotn Mvrun

n
AikTuo ANNAooUvdEonC

Peopa Petpa Pedpa
Aedopévwv 1 Aedopévwv 2 Aedopévwv N
Emegepyaotic 1 Emefepyaotic 2 eoo Emetepyaotic N
[y
Pedpa
Evtohwv
Movada
EAMéyxou
Xynpo 2.4

e SIMD: Single Instruction stream, Multiple Data stream (ZxAiua 2.4)
N TTavopoIOTUTTOlI ETTECEPYQOTEG OTTOU O KABE évag €xel TOTTIKN WVAMN Kal

OI0QPOPETIKO peUPA BEDOUEVWV

Yty epyacio avt Oa emkevipmbovpe oto vropoviélo PRAM: Parallel Random Access
Machine (ITapaiinin Mnyavn Tvyaiog [Ipoonérlaonc), F-PRAM (PRAM with Failures)
kot A-PRAM (Asynchronous PRAM).

2.2.3 Movtého PRAM

To povtého PRAM [5] eivar éva poviédlo kowvoypnotg pviung (Zxmua 2.5) émov Exovpe
P TAVOUOIOTLTIOVS GLYYXPOVIGUEVOLS EMEEEPYUOTEG KOl 0 KAOe €vag O10€Tel TOTIKY
pviun. Xpnoyomolovy TNV Kowoypnotn Lviun ®g HEGO ETKOVMVING OTTOV UTopovV Vo
TAPOoLV T dEGOUEVA E1IGOO0V OO OLTHV KoL VL KOTAYPAYOVV EVOLALEGO OTOTEAEGLLOTOL
N oedopéva €£6d0v og avt. Z10 Pactkd HOVTEAO dev PmOpovV 000 eMeEEPYOOTES VL
ypayouv 1 va dafdacovy amd kown kuyeAida pviung. O ypdvog mpdsfacne mov
ypedleton o kKaOe emeEepynotng Tpog v Kowdypnot wvhiun givon O(1). To povtéro
avtd katotdcoeTon otny katnyopio. SIMD. To povtého anoteleite amd cuyypovicuéva
Pruota. Aniadn oe éva Pua dev pmopovv dVo emeepyaoTég vo. eKTEAOLV OVO
OLlpopeTIKEG epyaciec, ite Ba ektehovv TNV 1010 gite 0 évag amd Tovg dVvo Ba pével
adpaveg Kot Oo ekTeEAEL TV EVTOAT NO-0P HEXPL TO EMOUEVO P Y10 TV COGTY| EXiAvon

ToV adyopifuov.



Kovoxpnatn Mvrjun

Bl B B - B

Xympa 2.5

Onwg mpoavagépape 6to HOvTéAo avtd 1 uviun elvar Kowoypnotm. Etol omyv
nepintwon mov dVo enelepyaotés mpoomadnoovy va ypdyovy 1 va dtafdcovy omd o
Kown KoyeAida pvnung Tt Ba yiver, H ardvinon og avtd 1o epdmpo kabopiletor amod
tov 1010 Tov PRAM mov ypnoiponoteitat. ‘Exovpe 4 drapopetikovg tomovg PRAM, pe

Bdon TV TEPLOPIGUDY GTNY TAVTOYPOVN TPOGROCT OTN LVIAUN:

e EREW: Exclusive Read, Exclusive Write
Agv egmapémeton mepiocdtepol and €va emefepyaotés va dwofdoovv 1 va ypayouv

TOVTOYPOVO GTNV 1010 KLYEMOA TNG KOWVOYPNOTNG TOVG UVIUNG.
e CREW: Concurrent Read, Exclusive Write

Mmnopovv 6Aot ot ene&epyacTés va dtaffdcovy amd Vv idto KuyeAida Tavtdypova, oAAL

puovo évog pmopel va ypayel oty 1010 KOYEAIdA TG KOVOYPNOTNG TOVG LVAUTG.

e ERCW: Exclusive Read, Concurrent Write
Mmopovv 6Aot o1 eneEepyacTé va ypayouy otnVv id1a KoyeAida Tavtdypova, dAAL Lodvo

évag pmopel va dtafdoet amd v idto KuyeAido TG KOdYpNOTNHG TOVG VI UNG.
e CRCW: Concurrent Read, Concurrent Write
Agv VLapYOLV TEPLOPIGHOL GTNV TAVTOYPOVN TPAOGPLACT GTN KOWVOYPNOTY LUV

To towtdypovo dSafocuo amd TEPIGSOTEPOVG OO £vol EMEEEPYAOTEC OE O KON
KOyEAIdO LV UNG OV Tapovotdlet kovEva TpdPAnLa ool anid dstodlovy T TIUn o
Kol TNV KpatoOVv avémagn, £Tol 0ev €xel onuacio pe mow oepd Bo v dafdoovv.
AvTiBétmg oV TOLTOHYPOVN YPAPT GE L0 KOWEAIDO LVAUNG UTOopel va Topovctlactel

TPOPANU ooV dev Ba EEpovpe ol elval 1 TEMKN T TOL LIAPYEL GTNV KLYEAIDQ
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topa. I'U avtd tov Aoyo 10 CRCW ywpileton oe tpion vropoviélo OCTE OVTA Vo

YEPLOTOVV TNV TaVTOYPOVT Ypoer. Ta poviéha awtd givor Ta €ENG:
e Common(kowvd) CRCW PRAM

210 povtélo autd Olot ot emefepyaotég mpémel va yphyovv v ido T ot
GLYKEKPIUEVT] KLYEAIDO KOVOYPNOTNG VNG
e Arbitrary(av0aipeto) CRCW PRAM

‘Evag amd toug ene&epyaotéc and avtods mov Tpoontafovy va yphyovy oty il
KOWEAMOO PvUNG emhéyeTar avBaipeTa Kot KATapEPVEL VoL YPAWEL 0VTOS TNV O1KT) TOV
.

e Priority CRCW PRAM

Ye autd 10 povtélo Bétovpe o TpotepadTnTa pe TV omoia Kabopilovpe TOV
eneEepyaoctn tov omoio Bo EMKPOTNGEL M TYWN TOL HETA TNV E€YYPOON OTN
OLYKEKPIUEV KLWeEAMOa pvAuns. To mopdoetypo m emdoynq umopel va yivel
YPAPOVTOG TAVTOL, TNV TIUTY TOV ENEEEPYOGTT LE TOV LKPATEPO TPOSMOTIKO OPlOUd amd

aVTOVG TOL TPOSTAHOVV VO YPAWYOLV TNV CLYKEKPUUEVT] XPOVIKT] GTIYUY).

To kB povtéro €xetl ToVg 01K0VG TOVG TTEPLOPIooVG pe o EREW PRAM va givar To mo
neploplotikd povtédo kot 1o Priority CRCW PRAM 1o mo ghootikd poviéro. ‘Etot
KOTOTACCOVLE TO LOVTEAN GE oL lepapyio duvoptkdTnTog pe v e€Ng oelpa:

EREW — CREW — Common CRCW — Arbitrary CRCW — Priority CRCW
‘Evag alydpiBpog o omoiog oxedidotnke ywo €vo mo adOvoto HOviELO pmopel vo
EMOVOOYEONOTEL Y10 VO TTO SLVATO HOVTEAD UE TNV 1010 TOAVTAOKOTNTO YPOVOL KOl
KOGTOVG G€ £val Lo duvaTo PLovtéLo. Aev cuppaivel To 1010 kol oty avtifen mepintwon
AoV Y10 va, TPocopolwbel Evag akyoptBpog amd Eva duvatd LOVTELOD o€ £val TTO AdVLVOTO
Ba ypelaotel peyardtepo apBud emeCepyactdv Gpo Kot KOGTOG 1 LEYUAVTEPO YPOHVO

EKTENEOTG.

Otav vAomolovpe €vo odlyoplBpo o€ KATO0 HOVIELO TPEMEL VO £XOVUE LITOYN TOVG
nepoptopovs. o mwapdaderypa av To LOVTELO LG OEV EMTPEMEL TAVTOYPOVT YPOUON TOTE

0€ KOVEVO ONUELD OV EMTPEMETOL VO, YPNCUYLOTOMGOVLE TAVTOYPOVT YPOOT.
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‘Eva mapdderypo adyopiBpov mov ypnoiponotei PRAM kot viomoteitanr oty mapodvoo

gpyacia ivor 1 TapdAANAn dBpoion

2.24 Movtého F-PRAM

To F-PRAM [6] eivor mavopoidotomo pe 1o PRAM 6mov kAnpovopetl oyeddv oo ta
YOPOAKTNPLOTIKA TOV. ANAaOY| €ivar éva GLYYPOVIGUEVO LOVTELO OOV Ol EMEEEPYUOTEG
petafoivovv amd to Eva o 6To EMOUEVO [E TOV 1010 pLOUO Kot £X0VV [ KOV viun
omv omoia &yovv mpocPacn ce O(1) ypovo. Xto PRAM dumg ot enelepyactéc dev
UTTOKEIVTQI GE GOAALOTA KOTAppELONG VD 610 F-PRAM vrdxevton . Avtn givon ) kOpia
dapopd TV Vo povTEAwV dmov oto poviého F-PRAM ot emeéepyaotéc mapovoialovv
COAALATO KOTAPPELONG KOL TO LOVTEAOD E1vaL GYEOACUEVO LLE OVTO TOV TPOTO £TC1 MOTE
va avtipetonilovtatl kot va cuveyilovv tov alyoplBpo ot v Asttovpyeio emelepyaotég

Kot vo dtvovv Avon).

Yo kotappevong opilovpe otav €vag emeepyaotng 6€ OTOONTOTE oNpeio Tov
VTOAOYIGHOV GTAUATIGEL TV AEITOVPYELD TOL KOt OV EMGTPEYEL THG® GTOV VITOAOYICUO.
INoa éva vrohoyiopd Aépe 6TLvmokeltar o€ f opaipoTo KaTdppevoNS oV Amd TNV OPYN TOV
VIOAOYIGHOD UEXPL TO TEAOG UTOPOLV Vo Katappevoovy to Told uéypt f ene€epyootéc.
Amapoitntn mpobmdBeon yuu v oAoKANpwon tov TPoPAfpatog givor vo vrdpyet

TOVAGYLOTOV VoG EMEEEPYOOTNG GE AetTtovpyia oe OA Ta oMEia TOV aAYOPIOLOv.

"Evoc adyopiBpog viomompévoc oe F-PRAM o0 omoiog Aovet £va cuyKekpipévo mpdfinua
amOd0TIKA Kot avEYETOL GOAALOTO KOTAPpELONG eMeepyaocTdV ovopaleton ebpwartoc. O
oXeOOGUOC TOVG €lvar apkeTd OVOKOAOG KOl TOAVTAOKOG €mEWN Yo vo avéndei m
amdo0oN mPEMEL va. LELwBEel 0 xpdvog ekTéELEOTG 1| 0 apBUOS TV EMEEEPYACTMV KA Y0

VoL OVEXTOVUE GPAALOTO TPETEL VAL YiveL akpBdg To avTifeTo, ONAadn va petmboidv.

‘Eva mapddetypa edpwotov aiydpifpov to omoio vAomoteitar oty mapodoo epyacia

givar 0 AlyopiBpog W mov emlvet to Tpopanua Write-All [6].

2.25 Movtédho A-PRAM

To poviého A-PRAM [6] eivar vopovtéro tov MIMD. H kopia dtopopd pe to amid
PRAM e&ivan 611 01 ene&epyaotéc evepyolv EVIEAMS 0GLYYPOVIOTO. XTO LOVTIELO OVTO Ol

enefepyaotéG Umopovy va dPdcovy 1 va. YPAWOLV GE OTOLUONTOTE KLWEAISO NG
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LVAUNG OpUws M TpoOcPacn otnv uvAun pmopel va mapel dtapopetikd ypoévo. O évog
ENeEEPYAOTNG UTOPEL VAL ELVOL TTLO YPTYOPOS OO TOV GAAO KO TO LOVTEAO OVTILETMTILEL
cpdApata katappevons. O ypovog dev Tailel KavEVO OVGLAGTIKO POLO GTO GYESIOGHO
aAyopiBumv pe To povtédo avtd kot gival adVVaATO va SLOKPIVELS av Evog emeEepyaoTng

€xel Katappevoet 1| etvat ToAd apyoc.

Xe aUTO TO0 HOVTEAO OEV LTTAPYEL N £VVOLd TNG TALTOYXPOVNG TPOGPOCTC GTNV VI OAAG
VILAPYEL 1 £VVOla TNG aTokOTNTOG. ANAadn kdOe akolovdia acvyypodvicTev TpocPioemv
amd Tov 1010 M Kot SPOPETIKOVG EMEEEPYOOTES GE U0 GUYKEKPIUEVT KLWEAIDOL LviUNG
umopei va tomofetn0el og peptkn dtATaEn. ZVYKEKPILEVO 1) T OV OaL ETGTPEPETAL LIE TV
avayvoon amd o KOYEMOOG LVANG Va. ivorl 1 TEAELTOI0 OAOKANPOUEVT YPOONG 1) 1) TIUN
ov cvpPaivel To 1010 YPovikd Sdotnuo  Yopic va €xel ohokANpmOel. AkOun oyvel M
OTOULKOTNTO oV 1] TYUN oV Bl emMGTPEWYEL 1| EMOUEVT avAyvmoT TG KuyeAdaG eite Ba elvan
10100 PE TNV TTPOTYOVUEVT avAyvVOGoT €ite Bal Eyel TNV TN HOG YPOPNG TOV £YIVE LETA TNV

TPONYOVUEVT AVAYVOGT

2 ovvéyewn Olvoviol KAmowo Topadelypota Yoo TG TEPUMTAOCELS mapopiaong tng

ATOLKOTNTOG Kol o Oa Empene va €ivol T0 GOOTO AMOTEALECLLA.

Xy mepintoon avt (Zynua 2.6) BAémovpe mapapiocn g Tp®OTNS TEPIMTOONS TNG
OTOLKOTNTOG apOV 1 YPaPT £xel OAoKANPwOEel pe v Tyun 8. 'Etot 6N cuvéyeia mov
SwPdlel v tun o emeepyaoctng Ba Enpene va dafalet v Tiun 8 mov ivan 1 TIU ™G

TeAeLTAiOG OAOKANPOUEVIC YPAPNS Kot Oyt TNV T 0 Tov dtdPace(Zynua 2.7).

raad ack (0)

| |

write (8) ack

Yympoa 2.6

read ack{ﬁf

X=0 | |
write(B) ack

Xympa 2.7
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210 emopevo mapaderypa (Zynpo 2.8) PAEmovpe OTL 0NV TPAOTN TEPIMTOON COGTA
evépynoe o enelepyactig mov ddPface v Tyun 0 yioti fToav 1 tehevtoio OLOKANpOUEVN
ypoo1). AALG otnv devTepn Tepintmon Ba Empene va dafdcel v T 8 apov 1 ypaen
&xet oAokAnpwBel Tpv v avdyvoon g Tnc. ‘Etot Aavlaopéva dafalet mv tyun 0.

read ack (0) read ack(0)

write (B) ack

Xynpoa 2.8

Y10 televtoio mopadetypo (Zynua 2.9) o enelepyaoctnc £xel dwfdcel v T 8 g
YPAONS oV yivetar TV 1010 otiyun poll pe v avayvoon mov givol cwotd pe faomn tov
TPMOTO KOVOVOL OTOMKOTNTOG TOL OVOPEPOUE. ZTNV OEVTEPT TEPIMTMOON AovOosUEVAL
owpaler mv tywn 0 o emelepyootig ool Olpmvel pe TOV Oe0TEPO KOVOVO TOV
aVAPEPOLE APOD OEV £YEL TNV TN TNG TPONYOVUEVNGC AVAYVMOGNG OVTE TNV TN H0G

petayevéotepng Ypoons. Apa Oa Empemne n Tyun vo givon 8.

read ack (8) read ack(0)
X=0 | | | |

write(8) ack

Xynpa 2.9
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Kepdiaro 3

Mnyaviy Hoyviowov Unity

3.1 Ewcayoyn 15
3.2 Baowég I'vaoeic I'a Ty Anpovpyia Evog 'Epyov 16

3.1 Ewayoym

To Unity [1,7] eivon éva epyodeio pe TEPAGTIEG SUVATOTNTES TO OTOIO TAPEYETOL OWPEAV,
amAd ypeldletar va 1o KateRAGES 0md TV KEVIPIKN TOL 10T0GeAMda. Efvor o umyovn
oy vViolwv 1 omoia. pmopel va dnuovpynoet 2D kon 3D maryvidio aAhd Kot Ypapikég
anekovicels. To Unity givor Todd e0koAo oty xp1omn, divoviag Ty evKapio o€ ATELPOVG
YPNOTEG VO UTOPOLV VO OMLLOVPYHCOVY TO S1kd TOLG amAd oty viow oAAG Kol G To

EUTELPOVS VO dNUOVPYNGOLY TTayvidla Ta omoia Byaivouv Kot 6Ty ayopd.

Eniong n xowotnta tov Unity oty 1otocelida gival Todd evepyn kot tpdboun va dmocet
Bonbeia oe apydprovg ypnotes. H kevipikn 1otocerda mapéyel TOAAG TopadeiypoTo To
omoio umopet Kamolog va pabet facikd Tpdypoto OTme LETOKIVNoN TG KAUEPOS HEYPL
Ko TOPadELyLoTa Y10 VAOTOTNGT TO®V TTotyVISL®V Ta oTtoia vt oAb fonontikd otnv

ekudOnon [1].

O meplocdtepeg evEPYELEG UMOPOVV v YivOuv TOCO YEWPOKivTa OAAG KOl HE TNV
dnuovpyio Toug pe KMOIKO 6€ popen SCripts ta omoia pe petopopd kol andbeorn ta
npoopilelc ota aviikeipeva ta omoia Ba ta ypnooromocovy. To scripting vrootnpilet
TI§ YA®ooeg mpoypoppaticpod JavaScript, C# kot Boo [1,7]. Xtnv moapovoa epyocio

ypnoonomOnke C#.

Mo tepdotio SuvatOTNTA N OTTolo TOPEYEL EIvOL OTL HETE TNV OAOKANP®GN TOV £PYOV

cov, T0 apyeio 1o omoio Oonpovpyeiton pmopeic vor EMALEEIS Yo O KOVGOAQ
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http://unity3d.com/support/

npoopiletar Ko ot emAoyég cov eivan mapa moAAég. Mo cvykekpuéva umopeic va
emAé€elg Aettovpywd Windows, Mac, Android xou oe i10S, 1 okOépo Kor o€

oy vidounyaveg Omme to Xbox 360, to PlayStation 3 kot to Wii [7].

To Unity exiong av kot kKovovpyto oty ayopd Exet Bpapevtel pe a&iénava Bpafeio dmmg
10 2006 mov daywvictnke oto Apple Design Awards kot Byrjke 6e0TEPO GTNV KAAVTEPN
xpnon Ypapikaov N onwg 1o 2010 mov képdice to PpaPeio Wall Street Journal otnv

KOTNYOpio KOVOTOUOL TEXVOAOYING

3.2 Baowéc I'vooeig IN'a Ty Anpovpyia Evog 'Epyov

HEekwvovtog to Unity, speaviletar éva apyikd mapdbopo (Zynua 3.1) 6mov o xpnotg
KaAeiton va emAEEeL av Ba Tpomomooel £va Tald £pyo N av Ba dnpovpynoet Eva véo.
Av egmlé€el éva vmdpyov £€pyo owtd avoiyel kol to emeepyaletor, av emAEEel va
ONuovpynoet £va véo ToTe Kaleiton va EMAEEEL TO Gvopa Tov £pyov, mov Ba amoOnkevTet,

mowo, TakéTa pe “assets” o poptmbovy kat av Oa givor tng popeng 2D 1 3D (Zynua 3.2).

< Unity 5.1.1f1
- [".',“J;—__":T‘_Tj 5 OPEN OTHER [3) nEw PROJECT @)
Algorithm 4 merge sort A
Algorithm 4 part B_
Sum
Algorithm W
Algorithm X
Algorithm 4

Parallel sum

Zynua 3.1: Ipwty Obovy

16



< Unity 5.1.1f1

New Unity Project 3

CUsersiPublic\DocumentsiUnity Projects

rojects &

2ynue 3.2: Emdoys Create new Project

2 ocvvéyewn avoiyetl £va véo mapdBupo 6To 0moio €0 yivovTal To TAVTO. £TO KEVIPO
Bpiokovtor 6o 006vec. Mia otnv omoia eneEepydlecol TNV CLYKEKPIUEVT) GKAVY TNV
“scene panel” 6mov torobeTovvTONL OXOL T CVTIKETpEVE, dNovpYoLVTOL Ta. “game levels”

Kot 10 ePPdAlov. kot o oty omoia eaivetot T Oa delyvel n) Kapepa 6TV TPAOTN GACT

TOL TTaYVISIo0 OTav T0 TPEEEIC ToTdVTOG TO Kovumi “play” . >

Yta aplotepd Bpiokerar to “hierarchy” (Eynua 3.3) 6mov Bpickovtor 6L T0. OVTIKEILEVQ,
OV VTAPYOLV TNV GLYKEKPEVN otiyun ot oknvh. [a va onpovpynoelg éva
avtikeipevo omAd emhéyelg to “create” to omoio Ppioketar oto “hierarchy” kot emléyeig

TL akpP DG BEAELS Vo SNUIOVPYNCELC.

= Hierarchy | o
Create = | (arAll

Main Camera
Directional Light
Prefab

2yiua 3.3: Emloyn Create new Project
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211 GUVEXEWD 0POL dNUIOVPYNGELS TO. avTiKEipeEVa oL ypetdlecal OTav emAEEELS Eval
omolodNmote avTikeipevo, oto 0eld epaviCetoan to inspector (Zyquo 3.4) o6mov
Bpiokovior OA0 TO. GTOLXEIDL Y10l TO GLYKEKPIUEVO OVTIKEIUEVO OTOVL WUTOPEIS pE TO
“transform” vo, to tonobeoeig 0mov BéLelC 6T oKV cov kat pe To “add component”
va mpocBécelg 0Tt Béhelg oe avtd. Emiong vmdpyel 1o “tag” 1o omoio Ponbd otnv

OLLOOOTOINGCT TOV OVTIKELLEVOV GOV.

| © Inspector | Bl o
o [Prefab []static +
Tag | Untagged i | Layer | Default ™
Prefab | Select | Revert | Apply |
¥ .~ Transform ﬁ 2%,
Position Xo Yo
Rotation X o Y 0
Scale X1 Y1
¥ .. Cube (Mesh Filter) @ %,
Mesh il Cube []
v i M Box Collider @ #.
Edit Collider
Is Trigger -
Material None (Physic Material) @
Center
|0 Y0 Z|0
Size
H1l ¥l Z(1
¥ [z [MMesh Renderer ﬁ o,
Cast Shadows | @n ™
Receive Shadows [
¥ Materials
Use Light Probes [
Reflection Probes | Blend Probes L
Anchor Override None (Transform) @
Default-Material & =
> Shader | Standard
[ Add Component ]

2ynue 3.4: Inspector

Metd ™V TpomOTOiNGT TOV OVIIKEWEVOD GOV pmopeic va to Bécelg mg “prefab” ommg
£YIVE GTO CLYKEKPUEVO £PYO GTNV TEPIMTOOT TOV eNeEepyaoT®V o€ KAOe alyopiBuo. Me
aVTO TOV TPOTO UTOPELG HE KOIKO VO, KOAEIS TNV dNUIOVPYIN AVTOV TOV AVTIKEIUEVOV
KOl OTr GLVEYEWD TO TPOTOTMOlElG O™ €6V B€AelG. O KMOKOG aWTOG YiveTol pe v
dnuovpyio evog script kot ypaeovtag €Kel &VIOAEG o€ ML OO TG YADOOES
npoypappatiopov C#, Javascript 1 Boo ko faovroag to script oavtd oépvovtag to mhvm

oto prefab.

18



Kdrto Bpicketar to “project” ko to “console” (Zynua 3.5) 6mov oto “project” Bpiokovtan
TOL TAVTO TO. OTTOL0, ATOONKEVGEC Y10, TO TAPDV EPYO Y10 TOPASELY O OKNVEG, “SCripts”,
“prefabs” kor oto “console” 6mov deiyvelr OAo T “errors”, “warnings” kot “debug”

UNVOLATO TO, OTTOT0 VITAPYOVY TPV TNV EKTEAEGT] TOV TOLYVIOOD Kot KOTA TV SLUpKELL

™G eKTéELEOTG
3 Project " [ console
Create ~
Vi Favorites Assets
[0 All Materials

All Models
All Prefabs & 1
21 Al Scripts Wi

ﬁ Prefab Seript

Zynua 3.5: Project and Console

[Méave Ppiokovror ta kovumd “Play”, “Pause”, “Frame Step” yia v eopoimon g
oknvig (Zynua 3.6). Me to métnpa tov kovpmov “Play” pumopeic va tpé€eic to moryviodt
Yo voL Oe1¢ TG gaivetan uéypt ottyung ko to Unity mepvd amevbeiog oto “Game View”.
Yrdpyet ko n exthoyn tov “Maximize on play” mov 6tav givol eTAEYUEVO KO TOTNOELS
“Play” tpéyet o€ minpng 000vn. Emiong umopeic va to kdvelg “Pause” 1 pe to tatnua tov
TpiTov KOLUTOD Vo Tpoy®PN el Katd Evo “frame” kot va yivel avtduata pause to
oy vior o avtd 1o “frame”. Kotd v didpkeia mov tpéyetl 1o Toryviol Lmropovue va.
Kévovpe OTL aAlayéc B€lovpe yoo va KAVOupE €AEYYOULS a@OV Ol OAAYEC efvar

npocmpvég kat eEapavilovtar poig Eavamrotnoovpe to kovumi “Play”

> 1 pi

2ynua 3.6: Play,pause,next frame

Axoun emdéyovtag o “assets” mavm 61o pevold UTopEic VoL KAVELS EYKOTAGTIOELS ETOLLOL
TOKETO LE OVTIKEIEVO Y10 TOPAOELY L0 ALTOKIVITA, OEVTPAL , £30POC M OTIONTOTE AALO

ypedlecar Yo 1o £pyo cov.

Me v 0AOKANP®OGT) TNG GKNVIG GOL UTOPELS VOl TNV amoONKeVoELS Ko VoL EEKIVIGELS LaL
véa oKV omd TNV opyn Kot OAC T OVTIKEIPEVO TOL €PYOVL TTOL &ival dNUIOVPYNUEVA
pumopovv va ypnoyorombovv. ‘Eva épyo pmopel va amoteleitan and moAhég oknvES OOV

av to €pyo &ivar éva Toyvidt ovTég o1 oKNVES pumopel va elvarn ta 6Tdda Tov.
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Eniong v owpdpomon yw 1o mov Oa Ppiokovrar dAa avtd mov mepiypoya TNV
SlpopP®VeEL 0 KABe ¥pNoTNG OTMOC TOV POAEVEL OTOV HE 0L OTAY LETOQOPE Ko
amobeon. Xto Zynua 3.7 pmopovpe va SoOUE piot OAOKANPOUEVT] EIKOVA amd TNV GAOT)
dnpovpyiag Tov £pyou kot akohoVBws oto Zynua 3.8 kot Zynua 3.9 éva mworyvidt 3D ko

éva 2D avrtiotoya vAomomuéve oto Unity.

< Unity Personal (64bit) - Untitled - New Unity Project 3 - PC, Mac & Linux Standalone* <DX11 on DX10 GPU>
File Edit Assets GameObject Component Window Help

= Center | @ Local
® Inspector

| Shaded ~|20]|] % |4 | & ]| Gizmos - | Al 0 ||| Free Aspect

aaaaaaaa

¥ ~ Transform

Pasition ®o vl jzfHe ]
xo v
i Jzh

era
Directional Light
Prefab

Rotation

Scale

¥ & M camera =,
Clear Flags
Backround N
Culling Mask
Projection
Field of View — e [0 |
Clipping Planes Near 03
Far

Viewport Rect
[0 |v[o ]
Wit LI J
estr
Rendering Path

@ project

Create = Target Texture None (Render Texturs) =}
'ﬂ?&""‘“ Assets ocelusion Culling
All Material
— HDR (m]
©) Al Models -
©L Al Prefabs e ¥ ! MGUI Layer =
©, Al scripts Cf!‘ ¥ w MFlare Layer #*,
Pt | v - v (¥ Audio Listener =,
“= Assets
[ Add Component ]

Zynuo. 3.7:OloxAnpopévy eixova atny paon ONuIovPYIoS Tov EPYou

2ynua 3.8 apdoeryua 3D oto Unity 2ynua 3.9:Iopdderyuo. 2D oro Unity
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Kepdaiaro 4

AkyoprOpog Mapdarining AGporong

4.1 IpoPinua 21
4.2 Xeprokdg AlyopiBpog 21
4.3 Tapdriniog AlyoptBpoc 22
4.3.1 [leprypapn AlyopiBuov 22
4.3.2 Ontikomoinon Alyopifuov 25
4.4 Béltiotog ALyopOpog 36
4.4.1 Ieprypaoen AryopiBpov 36
4.4.2 Ontconoinon AlyopiBuov 37
4.1 Mpoépqpo.

To npoPfinua g mapdAning abpotong [2,5] sivar to €E\G: dedouévon wog Aiotog amd

n ap1Buovg mpérel vo vwoloyicovue 10 dpoioua S T0VG.

4.2 Teiproxog AlyopOpog

2NV TEPIMTOGN TOV GEPLOKOV VITOAOYIGLOV, OTTOL £YOVLLE ONAON LOVO Eva ETEEEPYAOTN
avtdc o emefepyaotng Ba kdvel ogplakd ta abpoiocuato yuoo vo pog dMcEL TNV Avor).
Yvuykekpéva Ba dwfalet Eva mpog €var Tovg N aptBpovg Kot Ba Tovg mpocshitel 6To
oAwo GBpoopa ko Ba ypetaotet N-1 abpoiocpata. Mo kdte @aiveral To KOPLO KOUUATL
TOV KOOIKO KOt 1] TOAVTAOKOTNTA TOV.

SetS=al

Forj=2tondo

S=S+qj

end do

IMoivmdokdtra: T1(n) = C1(n) = O(n)
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O ypb6vog extéleonc tov adyopdov avtov givar O(N). Onwg eaivetal kot omd T0 To
TOVO KOUUATL KOOKA 6TO TPAOTO Prjpa o adyopiBuog 0€tel To ABpotoua ¢ ToV TPAOTO
apBud g Alotag mov owtd amortel otabepd ypovo O(1). X cuvéyeln puraivel oe Eva
Bpoyyo 6mov mpochitel Tov apBud mov SaPdlel oto dBpotopa kot avtd amontel emiong
otafepd ypovo O(1). H dwadwkacio tov Bpdyyov emavarappdvetor nN-1 @opéc yio va
dwPactovv ta vrorowma N-1 ocroyeia mov dgv elyav dofaoctel kot va tpocstedodv 6o
apywko pog abpotoua. ‘Etol o ypodvog ektéheonc tov oeplokon adyoplduov dfpotong
amodetkvoeTal TG etvar O(N) , OTMG KOl TO KOGTOS TOL OPOV YPTCIUOTOIOVUE LOVO EVaL

eneepyaotn .

4.3 lMapdriniog AhyoprOpog

AxoArovBwg yivetal Teptypaen Tov adyoptOpov TapdAAning dBpotong Kot AETTOUEPELES

Y10l TNV OTTIKOTOINGT OV VAoTOMONKE GTNV Epyacia.

4.3.1 Ileprypaen AryopiOpov

To wpdPAnpa 0TS KoL 6TN GEPLOKT LOG ETIAVOT) TOPAUEVEL TO 1010, 1] ABpOLoT dNAOOT|
n apucdv. H ovclactik dtapopd pe tov oeplokd adydpiBuo sivor n ypnotpomoinon
TEPLEGOTEPOLVS O €va emelepynotég ol omoiol Ba kdvovv v abpoton ava (evyn pe

oKomo 1 emilvomn va yivetol YpnyopoOTePQL.

IMa tov adyopBupo avtd ot apBpoi pog Ba Bpickovtar oe N cuVEXOUEVEG KOWEAMOES TNG
KOWNG HvAung ko Oa ypnoipomomoovpue N/2 enelepyootés. Xto mpmTo Prina o Kabe £vag
Ba avatebel otV KLVyeMOA TG KOwdypnotng Lvnung otnv 0€om Le ToV TPOSMTIKO TOV
apBud eni dvo tov omoio Ba dwwPdoet ko Ba Tov mTpocshicel e Tov emopEVo aplOuod
dAadn tov mpoowmikd tov apud emi dvo ocvv Eva (KM[(i*2-1)]+KM[(i*2)]). T
mapaderypa o enelepyactig pe mpoommikd apBpd 0 Ba avatebel oty B€on (1*2-1) kot
oy Béom (1*2) dpa o11g B€oe1g éva Kot dV0 avTIGTOLY O TNV KOWVOXPNOTN LVHLT. AVTO
yivetor and 6hovg toug N/2 emefepynotéc Ko petd v mpdcbeon tov dvo apldudv
amofnkevovy to ABpoicua oty BEoT e TOV TPOSHOTIKO TOVS aPLBUO GTNV KOvOYpNoTn

VAU KO 0VTIKOO1GTOOV TNV TOALL TUUY.
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Metd TV OAOKANp®OGT) TOL TPATOV PHLOTOG 01 ApBOl TOV HOG LEVOLV VO DVTOAOYIGOVLE
€xovv petvel ol ool oAAG o1 eTeEEPYAOTEC LG TAPAUEVOLV Ot 10101, [ Tov Adyo avtd
eneldN N dredkacio Tov Oa axolovOncovpe ota exdpeva frpota eitvain idia e To TPMOTO
Bruo ot oot emelepyaotég dev Ba kKavouv kapia Aettovpyia (Ba eivon og Katdotaon NO-
0p). ZUYKEKPEVA 0L TPAOTOL 01 EMEEEPYAGTES ATd TOVG 0TTOI0VG apyicope. Aniadn ot
enelepyaotés pe mpoocommikd apldud 1<=n/4 OBa doPalovv Ttovg aplBpods ™G
KOWOYPNOTNG LWVUNG 0TV BEon pe TPoo®mTKO apldid SITAAGLo amd To O1KO TOLG Kot Ha
TOVG TPOGOHEGOLV e aVTOVG OV €ivan 6TV B€om pe SMAACI0 GLV €va OTTOC TO TPDTO
o amoBnkevovtag Toug otn BEon e Tov TPocwTKO Tovg apBpd. H dradikacio avtn
Oa emavariappaveror kot ot Bo pévouv picot kdbe popd péxpt va @TaGoLLE 6TO TEAELTATLO

Brua 6mov Ba Exovpe pdvo dVo apldpovg.

Ortav etdoovpe oto televtaio Ppa mov Egovpe pévo dvo aptdnodc o enelepyaotng e
TPocOTIKO apBpd éva Ba mpocsBiécel tovg Vo apBLovg otig Bécelg éva kot 6V0 NG
KOWOYPNOTNG LVNUNG Kot Bo amobnkeboet 10 TeMKO amotéhecuo oty 0éon éva avtng,

t0 omoio Ba elvar 1 Ao Tov TPOPANUATOS LOG.

Ola T fripoto ekteEAohVTOL CUYYPOVIGUEVE Kot TOpAAANAa amd TOvG emeEepyaoTé yia
oV Adyo avtd avapeispnmnta ypnoiponoteitoar poviédho PRAM v v avantuén tov
alyopiBuov. ITo cuykekpiuéva ypnotiponoteitor to poviého EREW-PRAM. Avtd yivetan
enewn o€ Kapd mepimtoon otnv  mOPEAANAN  €KO0YN] TOL  OAYOpOHOL  TTOL
YPTCLOTOMCAUE OEV XPEWCTNKE TAVTOYPOVN EYYPOON N AVAYVOOT] GE KATOO PripoL.
Yvykekpéva og ka0e Prina o1 emelepyaotég dwaPfalovv tov apBud oty Béom pe tov
TPOGOMIKO TOVG oplOUO emi 6V0 Kot ToV TPOoNYoUueEVO apBpd amd avtdv €101 ElpaocTe
clyovpol 0Tt dev Ba vrapEovv dvo emeEepyaotés ot omoiot o mpoomadncovv va
dwpdoovv M va ypayovv e Kown KuyeAido ¢ pvqune. o tov Adyo avtd Ha
emiéEovpe o EREW mov givat 10 mo meploptotikd HoviELO Tov 0TS avaeEpape ivat
OPKETA EOKOAO OO VOl TEPLOPLOTIKO LOVTEAO VO TO LETATPEYOVLE GE £VOL TLO SLVATO.
[V avtd emAéyovpe TavTo TO LOVTEAO LE TIG O ATYEG SLVATOTNTES TO OO0 OUWMG LOG

IKOVOTIOLEL.
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210 aKOA0LOO KOUUATL KOO aiveTar 1) dadikacio 1) 0Toio TEPTYPAPETAL TTLO TAVE® Y10l
™V TapdAnAn aBpoton N apBudv pe nN/2 eneepyaotic kat akoAovOel n moAvtAokdTnTO

mege.

Processors i = 1 to n/2 do in parallel

shared array sum [1...n]

private j, a, b

setj=1

while (1<1n/2j)
a=sumf2i-1]
b = suml2i]
sum[i]=a+b
j=itl

end while

end do

Xpovog ektéheong aryopibpov: Taz(n) = O(log n) - B(1) = B(log n)
Kéotoc adyopiBuov: Crz(n) = O (log n) - n/2 = O(n log n)

O xpovog extéreons tov aiyopifuov givor @(logn). Avtd ogeiletar 0Tt o k@O Prua o
enefepyaotéc yperalovioan otabepd ypdvo Yo TV avdyvoon Tov oapldumv, Yoo Tov
VTOAOYIoUO TOV afPOIGUATOG Kol Y1 TNV amOOKELGT] TOVG GTNV KOWOYPNOTN VAN

Ye kabe Prpo Eyovue 0 TOAD N/2 eneepynotéc mov owtd dev mailel KAmolo onpocio
aALd avtd OV Kpivel Tov xpovo givar o apBpdg Tov Pnudtov. Xe kdbe enduevo Pripo o
apBpnog tov apBumv mov pévouy yia vo tpootedovv eivan kdOe popd o picdg and to
nponyovuevo. ‘Etol ya v olokinpwon tov Pnudtov Bo mpéner vo yivouv logn
EMOVOANYELS OOTE VAL VTTOAOYIGTOVV OAOL Ot apBuol OTmwg @aivetat Kot amd tov Ppdyyo
oTOV 7o Ve KMOKA. 'Etot 0 cuvolikdg ypdvog tov akyopiBpov Ba eivar o apBudg twv
fnudatov eni tov ypdvo exktéheons tov kabe PriHaTog dpa

®(logn) * ©(1) = ©(logn).

To k6610¢ TOV AhyOpIBpOL Sivetan amd 10 YvopEVO TV enelepyaocTdV i TOV YPOVO

ektéleong tov adyopibuov , apa (n/2)* G(logn) = @(nlogn).
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Onwg giyope 6e1 0 KOATEPOG GEPLAKOG 0AyOp1Oog dfpotong yperalotay kKocTog B(N)
Kol Omwg elyape e€nynoet o TapdAANAog aAyOpOuog Yoo var elval BEATIOTOG TPETEL TO
KOGTOG TOL Vo €ival 160 e TO KOGTOG TOV KOADTEPOL GEPLOKOD aAyOptOpov. Apa otnv
nepintwon pag o adkydpiBuog dev givarl KOGTOLG BEATIOTOG OALG Bo A GOV LE Yo aVTOV

OTN GLVEYXELL TOV KEQOAQIOV.

4.3.2 Ontikomoinen AlyopiOpov

210 onueio owtd Ba d0BobV AemTopépEleg Yo TO TG VAOTOMONKE 0 U PEATIOTOG
akyopiBuoc mapdAAnAing @Opowong oto Unity xar Prpa mpog Pruo mog tpéyel o
aiyopBuoc. Katopydg tpéxovpe to extedéotpo. H mapoakdtm swcovo(Eynua 4.1) eivor n

TPAOTN KOV TOL PAETOVUE LOMG TPEEOVIE TO EKTEAEGILO

P---coco~=0@

. .e—n,.
= S

Do

. e
Parallel Search | ‘ 1Y 17 Parallel Sort

ymua 4.1: Tlpd ekdva EKTELEGLOV

1 cvvéyela emAéyovpe To TpdTo kKovuni tov Parallel Sum émov givat o akyopBpog o

0m010¢ LEAETALLE GTO GUYKEKPIUEVO KEPAAALO.
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€3

By Step

Serial

Yymua 4.2: Apywkn Ewova

AxoAoVBwg epeaviletor n wo méve apyiky ewova (Zynua 4.2)

Y& OTOLONTOTE GNUELD TTOV TPEYEL TO TPAYPAULLO TaTMVTAS To Kovurmi ESC anyaivouue

oTNV aPYIKN €TA0YN olyopiBuwy Kot Tatmdvtag to P yivetot madon).

H apywn eikdvo amoteleiton amo:

e Avo input fields to 6mowo 0 ypHoTNg TEPVA TV T TOV aplBudV oL Erovue Vo
tpocBEcovpe (To va Yo T KAVOVIKT TEPITTWGT TOV 0AYOPOLOL Kot TO GAAO Yo TNV
Bértiom) pe ta avticToy o Kovpumid yio va KataywpnOet o aptBuoc oe o petafantm

¢ 'Eva kovuni 1o kovpuni Reset to omoio kdvet reset tnv oknvn otV apyiky g Lopen|
Y10 VO EKTEAEGEL VEO TAPAOELYLLOL O XPNOTNG

e To kovuni GO to omoio Tp€xel ToV AAYOPIOHO OAOKANPO UE Ui PIKPY KaBvoTépnon
petald Tov fnpdtov Yo vo dtakpivoviot outd.

e To xovuni By Step pe to omoio o akydpiBpog mpoympd 6to endpevo akplPac o

e To xovuni Serial pe to omoio extelei Eva Prpa tov alydpiBuov av eiyape udvo éva
eneEepyaot.

e To canvas mov péca o€ aVTO Tav OAN TO TO TAV®.
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Ta kovpumid ivar aveEaptnta 1o £va Pe To AAAO dNAAdN oV TPOTA EKTEAEGOVLE Eval PrLLa
pe to kovuni By Step matdvtog akoAovbwe to Go Ba oAokAnpwbel o akydpBpog amod

exel Omov &lye petvet.

Mo mv dnovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
HECQ £VaL AKOUO OVTIKEILEVO TO 0010 ooTeEAOVTAV 0Tto £val text mesh 6mov 6t cuvéyeia

og 0vTo 1o text mesh amobnkedetTon ko peaviCetor o apOpos.

o mv dnuovpyioc tov K®dKe ypnolporomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CANVas Kot 1o KABe Kovpumi KOAOLGE TNV avTicTOol(n GLVAPTNOY| LE

QLTI OV EMPETE VO EKTEAEGEL.

Av 0 {pNOTNG TPOCTAONGEL VO TATNGEL £VOL OO TO KOVUTLE YOPIG VoL EYEL TPDOTA EIGAYEL
Tov appd kot matnoel 0K to mpdypoppa dev kdvel kKatt péyptl va gwoaydel cOGTA 0
apOuos. Xe apyikd 6Tdo10 TO TPOYPULLO AEITOVPYOVGE EGPAAUEVO KOL Y10 TOV AOYO QLTO

AVTILETOTICONKE £TGL Y10 KOADTEPT OAANAETIOPAOT LLE TOV YPNOTN.

To péyebog g kdpepag ylo peyoAdTepo aptBpud N PiKpaivel Kot LEYOAMVEL avTioTO O
wote va. vrootnpilet puéypt 64 apBpovg kot ot apBuol avtoi va mapapévovy dtakpirol
GTO HATL.

> ovvéyela Bao avarivBel Eva mapdaoderypa pe 32 apBpodg ko 16 emeepyoaotés.

O ypnotg ypaeel Tov apBud 32 oty mepintmon pog oto mpmto input field (normal
version) kot akolovOwg matd to Ok button. Tt cuvéyeia mapatnpei va eppaviletar otnv

006vn tov N akdrovdn ewova. (Zynqua 4.3)

Onwg mapatnpeitatl 610 KAt pHéPog eppaviCovror 16 kovtid apBunuéva amd to 0 péypt
t0 15 ov givan 0 ap1Opdc N mov Eyovpe Badet o1 2 dnAadn To 32 mov pag divel Tov aptopd
tov eneCepyaoctov. Kdbe Eva kovti avtiotouyet pe éva eneéepyaot kot Tov £xetl avatedet
éva ypopo 1o omoio Oa epeavietor kotd OAn TV Odpkelw TOL oAyopiBpov

ypopatilovtag émola Tpasn ekteAécel 0 emeEepyaotng avTodG.
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Yyqua 4.3: Apykd Brjpo pe 32 aptBpovg

To xéBe ypopa avrikatontpiletoar and éva Pabud koxkivov, éva Babud pmie kot Eva
Babud mpdotvov mov maipvouy Ty amd 0-255. Tty kovedra pog ot apbuoi yuo tnv
dnuovpyia evog ypopatog nTav amd to 0 uéyxpt to 1y’ avtd dnpovpyndnkav ta dpia
avtd. [ v dnpovpyio TV ypopdToV apytkoromdnkay tpeic HeTaPANTES Le KAmoleg
Tipéc. o kdbe 2 apBpovg ot omoiot donpovpyovvtay, o TN TPoBETOTAV GE QVTES TIg
petafAntég kol £1o1 dAAale to Ypopo Tov emopevov enelepyaotn. Ta ypodpato oavtd
dTnpovvtay o€ £va Tivaka avaloya e TNy avtiototyn 0éon tov enelepyaoty.

if (1% 2 ==0) {//new color to each processor

if (coll <0)

coll =1;
coll = coll - 0.20f;
if (col2 > 1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3>1)

col3 = 0.47f;

col3 =col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;

colorcount++;}
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Kdato and tov kébe enelepyaotn eivar o apBuodg o omoiog £xetl abpoicetl oto Prpa avtd

OV YL TO TPAOTO P o€ OAOVG €ivol TO PUNOEV AoV KO OV €YOVV KAVEL KATO0

Tpagn

[Mavw amd toug eneEepyactég pmopovLe va dtokpivovpe 32 KouTid e TVYoiovg aptipong
0G0 ONAOT TO N TO 0010 EYOVE EIGAYEL GTNV APYN YPOUATIGUEVE v dVO LE Eva KpO
Kevd evoldpeca Toug. Avtd yiveton ylati o ke emelepyaotig owfalel v Ty mov
Bpioketan otov mpocwmikd Tov apBud ent 2 kot v emopevn. ITo mave Exel avapepOel
ot dwPdlovpe ™V T TOV TPOSHOTLKOD aPlBUoV €l 2 Kot TV TPONYOVUEVT aTd AVTY|
AL QVTO YVOTOY GTNV TEPimTon Tov 1 apifunon tev enetepyact®dv yvotay and to

1. Zmv mepintwon g vAomoinong pag tovg apunocape omd 1o 0 .

H dnpiovpyio OAmv Tov KOLTIOV £y1ve SUVOUKA LLE TV EVTOAN instantiate dnpovpydvog
1o prefab mov elyope avoaeéper mo mave. Ta v emroynq g tomobeciog mov Oa
epeavifovtav ypnoipomomdnkay po otadepn) Tiun n omoio avéovotay o kibe Prina yio
VO TPOYMPA GTOV AEOVA Y KoL 1) TYUN TOV Bpoyyov Yo va, Tpoywpd otov dEova X

[Mapdderypo KOdka yio TNV dnpovpyio €vOG KOVTIOV.

int cont = 0;

Vector3 position = new Vector3 ((cont * stepSize) - 10.6f + temp, (steps * stepSize), 0);
vectors [cont] = (cont * stepSize - 10 + temp);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as
GameObject;

table [cont] = 0;

go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + table [cont];
go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];

cont++;

21 ocvvéyela TatmvTag po gopd to By Step BAémovue v akdAovdn ewdva 6Tov gival

akppmg to endpevo Prpa. (Zynpo 4.4)
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Num(Opt Ver)
=3
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Hons®l

o [+
(67 | 4 Jreof o7 f ot Jize] oo Juas] vefazf ro f e e Jor oo e
ymua 4.4: Briuo 1

210 fpa ovtd PAETOLLE TMG Ol EMEEEPYACTEG OTO KATM PEPOS £XOVV KAVEL OLOL OO 1oL
mpocheot Kat £xovv vtoroyicet éva dBpoioua. Avtd to dfpoiopa avaypaeeTol KAT® amd
Kkd0e eneEepynoti| 610 KAT® LEPOG Kt TAV® amd TiG dvadEg 6TO TV LEPOG.

Metd amd ToV VTOAOYIGUO TOV VEOL afPOICUATOG KOL 1| KATOYPOPY| OTIS OVTIGTOLXES
0éoe1g otV PVIUN HOG LE TOV TPOoOTIKO Tovg apBud (ot mepintwon pog 0-15) , ot
eneepyaotés avarifevranl Eavd og dvadeg dmov Ba vroioyicovv véo dBpotoua. o Tov
VROAOYIOUO TOL €mOUEVOL Prinatog égovpe 16 apBupovg 6mov tovg avorappdvouv ot
npatol 8 emelepyootés (0-7 mpocomikd apBud) kot ot veoiourotl 8 (8-15 mpoowmikd

apBpd) ektelobv Tpaén No-op.

"Etol matovrag Eavd to By Step mpoywpdpe oto emduevo Pripa.(Zyxmua 4.5)

210 PAna avtd ot apiBupol €yovv vmodumloociaotel 60T Kot o kAbe Pruo. Xto
ovykekpipévo Prpa ot apBuoi €xovv yiver 8 kot dmwg PAETOLUE GTO KAT® UEPOG OL
appol tov enelepyactdv pe mpocmmikd apBud 8 péxpt 15 &yovv mapapeiver ot idrot
yloti dev extédecay KAmola Aettovpyio. META TOV VTOAOYIGHO TV 8 aVTAOV aplOu®V Kot
TNV ONovpyio TOV VEOV KOVTIOV 0VTA YPOUATICTNKAY AVAAOYO [LE TOVG EMEEEPYOUOTES

nov Ba Tovg avaldfovy 6to endpevo Prina ot TpdTol 4 eneEepyacTég dSnAadn.
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Num(Opt Ver)
o |
=3

I 1]
11]am]arsjzlorof s sl rsafma] ) is s f e frorfoe)

ymua 4.5: Bripo 2

210 frua 3 (Zymua 4.6) ot apBpoi £xovv vrodmAaciaotel E0vE. XT0 CLYKEKPLULEVO PrpLa
ot apBpoi Exovv yiver 4 kol 610 KATO PEPOC Ol aPOUOL TV ENEEEPYACTAOV LE TPOCMOTIKO
apOpd 4 péypt 15 €xovv mopapeiver ot idtot yloti dev extédecav kamota Asttovpyia. 'Etot
010 ap®V Prna Topapévovy 4 apBpoi ot omoiot Ba yivouv 2 abpoicpato amd TOVG

TPMOTOVGS 2 emelepyaoTég

3] 1]
o1fas7sos]aesl o] os Jres zorfriefraz] vo | v  co for [rrf e
yua 4.6: Biua 3
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Y10 Biua 4 (Zynua 4.7) éyxovv vmoioyiotel 2 abpoiopato amd TOUG 2 TPMOTOLG
eneepyaotég kot ot viohowmor 14 enelepyaoctés mapapévouv adpaveis. 'Etol oto telikd
Brina pévouv ot 2 apBpoi mov dobnKav amd ta 2 vVITO-0£vopa ToV TEAKOD oV Bo dDGOVY

TO TEMKO OMOTEAEGLOL

40| 2]
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ymua 4.7: Biuo 4

210 teMKkd Prpa (Zynpa 4.8) o enefepyaotig pe mpocwmikd apBud 0 maipvel Tovg
apBpovg otg Béoerg 0 ko 1 g wowdypnotng puvAung Kot vroroyiler 1o teAkd

OTOTELEG O, KOL TO avaypdeel otny 6o 0 TG KEVIPIKNAG LVAKNG.

To xoppdtt kMoK Tov dnpovpyel Eva kovti og éva Prpa, vroloyilet To dBpotspa Kot
TOV avabETEL YpOUa diveTal To KAT®

Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize), 0);

inta = table [2 * i];

int b = table [2 * i + 1];

table [i]=a+b;

if (1% 2==0)

colorcount++;
StartCoroutine (waitonesecond(position, table [i], se, colortable [colorcount-1]));

StartCoroutine (waittransf (tableobject [count], table [i], se));
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*Me v evtoAn StartCoroutine dmuiovpyovpe o kKabovotépnon yio vo yivetal mo

avTUANmTO ot PLATLO TOV XPNOTN TS AELTOVPYA 0 ahydp1OLog.

&

oo [aou | omn} e} | s | ooy ) o Y o e o |

Zymua 4.8: Tehwd Brjpa Kot Amotéleopa

>t ovvéyela Oa dovpe to kovpmi serial(Zynqua 4.9) g Aettovpyel YPNCYLOTOUDVTOS
Eava 32 apiBpode. To apykd Pripa givar to id1o dnradn Palovpe Tov apbpod oto input
field kou matape OK. Xtn cvvéyeto tatmdvrag to serial BAémovpe mog Oa Asttovpyovoe av
ntav povo o enelepyootng oty 0éon 0. O omoiog amdd vroAoyilel to dOpoicua TV

TPOTOV 2 aPOU®V KoL TO 0VOLYPAPEL.

‘

- :
a ‘ o] |
Zooooooooooooooo

Zyua 4.9: Zeprokdc akydpifpog frpa 1
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211 GUVEKELN Y10 OKOTIOVG €VYPNOoTiog diveTotl To mopdaderypo Hetd and 8 frpato 0mov
&yovv voroyilotel 9 apBpol kKo mapatnpeitor 6T Lovo o enelepyaotng 0 £xet voroyicet

KATL 6TO KAT® PEPOG.

o7 <2 <o = | E:W‘E

it |

| : jia] |
dooooooooooooooD

Zymua 4.10: Zeproxog alyopduog prpa 9

Télog diveran to TeAKO amotéheopa av Tatnoels to kKovumi serial apketég popéc wote o

ene&epyaotc 0 vo oOAOKANP®OGEL TOV aAyOp10LL0.

1573

= e = =
I T T T T D T
T o oo oo
]! |

OoooE CEm
Zooonooonooonoon

ymua 4.11: Zeprokodg arlyopifpoc tedkd amotélespa
To xovuni GO umopet vo GUUTANPDOGEL TOV AAYOPIOUO GE OTOL0INTOTE GTAOI0 PEYPL TNV

0AOKANP®OGT] TOV.
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>t ovvéyeln Oo avapepbovpe oto Patching. Patching sivarl  copurAnpmon mov yivetan
otav o apBpog dev eivar moAlamAdsto tov dvo. O adydpBpoc owtds dnpovpyndnke pe
TPOTO MOTE VO, GUUTANPDOVEL LLe UNOEVIKG UEYPL TNV TANGLEGTEPT] OVVOAUN TOV dVO.

21 ovvéyela Ba dove Eva Tapddetypa 6Tov o aplBuog mov diveton givar to 28.

o=

K o

Yynua 4.12: Patching Apywé Biua

[Hopatnpodpe oto Zynua 4.12 tmg ot tpdTot 28 apBuoi £xovv cuumAnpwbet pe Toyaiovg
ap1Bpovg kot ot TeEAevTaiol 4 pe PNdeVIKA OT®G avaeépOnke o Thve. LT GLVEXELD O
aAyOPOOC TPEYEL KOVOVIKA OTTmG eEnynoae Kot Tatdvioag To Kovuri GO maipvovue to
TeEMKO omotédespa (Zynua 4.13) pe po pkpr| Kabovotépnon evoldpeca towv fnudtoyv yo

va Egywpilovv.

(32
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Yynuo 4.13: Telkd Anotélespo Me Patching
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4.4 Béhtiotog AhyoprOpog IMaparining ABporong

Axolovbwg yiveton meprypaen tov BEATIOTOVL aAYOp1OUoL TaPAAANANG GABpoiong dmov
eMA0EL TO 1010 TPOPANUe pe tov aAyopBpo oto Kepdioo 4.3 oAl pe t0 KaAOTEPO
duvatd ko6ctog. Emiong divovior AemTopépELEg Yo TV ONTIKOTOINGN OV LAOTOMONKE

oTNV gpyacioa.

4.4.1 Ileprypaen AlyopiOpov

Onwg avaeépdnke oe mponyodueva 6tddla 0 oalyoplOLog IOV TOPOVGLAGTIKE TPV OEV
ntav o BEATIGTOC alyOpBLOg Yo TOV AOYO OTL TO KOGTOG TOL NTAV UEYOADTEPO OO TO
KO60T0¢ TOL PéATIoTOL CEplakol. To KOGTOC TOL TPONYOLUEVOL OAYOpIOLOoL MTOV
O(nlogn) kot Tov KaAdTEPOL GEPLoKkod O(N). ['a v peimon Tov kKOGToVG 68 O(N) TPEmet
ot enefepyaotéc va LetmBovv yiati OTmg eAVNKE GTOV TPOTYOVUEVO dAYOPIOLO GE Thpa
TOALG Ppata ot emelepyaotéc pog 0ev ektehovoay Kamolo Aeitovpyia. ‘Etol otov

aAyopiBpo avtod Oa ypnotporomnBovv n/logn encepyactéc.

O alyopBuog awTdHG Yoo VO AELITOVPYNGEL GTOV 1010 XPOVO LE TOV TPOTYOVUEVO e
Mydtepovg emeEepyaotés Ba amotedeiton and dVO EAGES. LTV TPAOTN (Ao 0 Kabe
enefepyaote Oo avordPel éva exteAécel éva GeEPLakd GOpolGHa GE £Vl GUVOAO TNG
KOWOYPNOTNG UVIAUNG Kot oty 0e0TepN @domn Ba ekTeAecTel e TA ATOTEAECUATO TG

TPOTNG PACNS 0 AAYOP1OHOG TaPAAANANG AOpOIoNG OIS TEPTYPAPNKE IO TAVC®.

SVYKEKPIUEVE 0TIV TPOTN @AoT o kKabe encepyaoctnc Bo avardBel amd logn apbpode
Tov¢ omoiovg Ba TpocBéael ceprokd. O mpdtog emeepyoactig Oa avarldfel Tovg TPADOTOVGS
logn apiBpovg o devtepog Tovg emopévoug kot avtd Oa cvveylotel péxpt Tov n/logn

enelepyootn, mov avtd o pog dmoet n/logn abpoicpata.
H 6e0vtepn @don Ba eivar akpiPag 1 idwa pe tov alydpifpo mapdAining a0potone aAid

pe n/logn apiBuovg topa kot Bo ypnoponombodv Onmg TEPLYPAPNKE Ol HIGO1 TOVG

enelepyonotég oniaon (n/logn)/2.
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2 wpdTN Pdon Oev vrdpyel TavTdpovo ddPfacua oe 101 KuWeAdO TG LVRUNG M
yYpae1 apov o kabe enelepyaotng avaraupavel n/logn drapopetikodc apbpodvc. H daon
o000 mapopével 1 101a pe pv. Apa dev Ba ypelacTovpe mo dvvatd povieho PRAM kot

Ba ypnoomon et 6Tmwg Tpv poviého EREW-PRAM.

O ypdévoc extéheong g mpmdtng @dong eivor O(logn) omov ypewdletar o Kkdbe
ene€ePynoTNG Y10 TOV LTOAOYIGHO TOV oelplakoy abpoicuatog logn apBudv. H dedtepn
eaon ypetdletar O(log(n/logn)). Avtd opeiletot yiori o adyopiOuog g devtepng Paong
vy N otoyeio ypewdletor O(logn) étor avtictoyya ywoo n/logn otoyeia Oa ypelootel

O(log(n/logn)).

‘Etol 0 ovvolikdg ypovog ektéheong Ba eivor avtdg ™S Tpdg Pdong agol eival
HEYOADTEPOG amd ovtd NG devTepNS. To kOoTOg B eivar 0 ¥podVOC avTdC eml TOvg

enelepynotég mov ypnoiporomdnkay. Aniaor ®(logn) * n/logn = G(n).

‘Etol mapatnpodpue 6tL 0 xpdvog mapapével o 1010¢ Pe Tov apykd oAyopipo oAAd to
KO0TOG €xel pelwbel 660 Tov KaADTEPOL GelplokoD aAdyoptBpov. Etol o adydpiBuoc pog

etvan BértioToC.

T(n) = ©(log(n/logn))
C(n) = O(n)

4.4.2 Ontikomownon AryopiOpov

>10 onueio avtd Ba 60000V AesmTouépeleg Yo TO TAOC LAomomOnke o PBEATIOTOC
aAyOop1Opog TapdAANAng aBpotong Kot Pripa Tpog Pripa Tmg TPEXEL 0 OAYOPIOLOG.

To ekteléopo 10 omoio ypnoiponmombnke eivar 1o 10 pe ToL OPYKOD AAYOPLOHOL
TapGAANANG GOpoionc oALA Tdpa Oa ypnotpomonOei To de&id input box.

O alyop1Bpog avtog OTmg avapépOnke arotedeitor omd 2 PAGELC.
H viomoinom vrootpiler péypt tov apBud 32. Ta ypodpote TV eneEepyacT®V Kol O

TpOTOg e ToV omoio TomobethOnKav Ta kKovTwld  elvar pe Tov 1010 TPOMO KO

ypnouonotmvtag to id1o prefab ue to apykd pag mopadsrypa. Emiong to kovpmid ta
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omoio. vAomomOnkav Yo tov apykd akyoppo (Go, By step) Aettovpyovv pe tov id10
TPOTO Y10 TOV PEATIOTO ahyOpOo e TV TPOGONKT oG LETAPANTNS oV gvepyomotel
dapopeTikd Kopupdtio kddka av o aptdpdg mov Exel dobel ivar amd to apiotepd input
box kot drapopetikd KoppdTior KOdK av givar omd To Se&1d.

21 ovvéyela divetat Eva mapadetypa e Tov aptopo 16.

Onwg eatvetar oto Zynua 4.14 ov apBuol yopiotnkav S10popeTikd e GYEON e TOV
apykd akydp10po. Mmopov e va TopaT)PiCOVUE GTO KATM HEPOG TWS TOPO EYOVLE LOVO
n/logn emne&epynotés, 6mov givan 4 oty mepintoon pog. O ke eneepyoaotig avélafe
logn apiBpode dnradn oto mopaderypa avtd &yl avordpet 4 apbpovs. ‘Etol mtotdviog
10 xovuni By Step Ba dodue mdg o kabe eneEepyoots Oa Pper aBpocpa yoo Tovg

ap1Bpovg ToL £xetl avalapet

Zyua 4.14: Apywn ewova BEATIoTOL aAyOpBpoL e N=16

Me awtd Tov TpdTo £Yovv vroroyiotel 4(n/logn) abpoicpata ta omoia Eyovv mhpel TV
LOPOT KOVTIOD Kot £X0VV avaypagel otig mpmteg 4 0éoelg g kowoypnotng uvhAung(
Zyua 4.15). 'Etot o1 eneEepyaoctég mov Ba ypnoiponombovy oto endpevo Prpo eivorn
povo 2 ((n/logn)/2) kon B cuveyicovy TV eKTELEST) OTTMG TOV PYIKO aAYOp1Opo dnAadn
ypopatiCovtag ovd dvo kot ekteldvtag to afpoiocpota mov eivor m @don 2 tov

alyopOpov
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Go
By Step

yua 4.15: @aon 1 Béhtiotov

21 ovvéyelo eaivovtal To fpata Yo Ty oOAoKAMpwon g edong 2. Xto Zynua 4.16
yivetoaw to dBpotopa yio tovg 4 aplBuovg mov €yovv peivel amd TOvg 2 TPMOTOLG
eneepyaotés. Xto Zynua 4.17 napatmpeitonr o teMkd Prpa 0mov o eneEepyacTtng e
TPocOTIKO opBud 0 Kavel to d0poiopa TV 2 TPAOTOV apBU®V GTNV KOWOYPNOTI VLN

Kol T0 arobnkedel oty mpdtn B€om, TOL £ivor Kot TO TEMKO LG OMOTEAEC L.

ymua 4.16: ©aon 2 Béhtiotov — Bijua 1
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yua 4.17: daon 2 Bértiotov — Telkd Brjpa

"Eto1 0ntmg mapatnpeitor 6to teAKo Pripa To amotédeopa tng dBpotong eivar to 680 mov

TpocBETovtog Toug Tp®@Tovg 16 apBpovg mov 660nkay gival cwoTo.
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Kepaiaro 5

AlyoprOpog Iapadiining Avalntnong

51 [IpoPAnpa 41
5.2  Zeproxog AlyopiOuog 41
5.3  TMopdAiinioc AlyopiBuog 42
5.3.1 IIeprypaon AlyopiBuov 42
5.3.2 Ontonoinon AlyopiBuov 45
5.1 Ilpopinpa

To wpoPAnuo ™ mopdAAnAng avalntnone [2,5] sivan to €€nNg : dedouévov uiog
taétvounuévng Alotag aro n apiBuods Xi1,Xz,..,Xn ko vog apiOuod Y mpénel vo. fpebel o

ociktng K o omoiog Xk <=y < Xk+1 (Xo = - 00, Xn+1 = + ).

5.2 Xeprokog AhyoprOpog

2NV TEPINTOGT TOL GEPLAKOD VITOAOYIGHOV, OOV Exovpe InAadT| LoV Eva eneEepyaoTn
avtdc 0 emelepyaotg apykd Bo cuykpivel To pecaio otoryeio g AMotag pe o Y:
- Av glvar oo emoTpépet v BEon tov otoryeiov avtov
if (X, ==y)Returny
- Av givon pukpotepo (X>Y) 10te M dradikooio eravorlopPaveTol 6To HKpOTEPO
pépog g AMotag,.
- Av gtvan peyohdtepo (Xu<y) 101€ 1 dra0tkacio eravaiapPaveTol 6to peyahdtepo
uépog g Motoc.
- H dwodwaoia teppatiCet av Bpedel 10 otoryeio o kdmota otiyun n ov 1o puéyebog

g Aotog eTdoel oto 1 Kot dev £Y0ovE PPEL TO GTOLYEID TOL YA VOLLE.
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IMolvmAokotnta: T1(n) = C1(n) = O(log n)

O ypbévog extéleonc tov aiyopiBpov avtov givar O(log n). Avtd cvpPaiver yati o
aAyopBpog o kKaOe Prpa petdvet to ototyeia ota picd. O ¥pdvog Yo 1o dSdPacua Tov
oToLyEloL KoL TV oVyKpon pe avtd ypelaletor otabepd ypovo dniadn O(1). ‘Etot apov
T ototyeia vrodimAacidlovtal KaBe popd péxpt va Ppebel o otoryeio mov yéyyvoupe Ba
ypewotovpe and pio puéxpt logn emavoinyels. 'Etot o ypdvog eKTELEOTC TOL GEIPLAKOD
aAyopiBpov dpotong amodeikvoetar Twg ivar O(logn) , 6mwg Kot T0 KOGTOG TOL APV

YPTCLOTOLOVUE HOVO Eva EMeCEPYAOTT] .

5.3 Iapdiinrog AlhyéprOpog

AxoAloVBwg yivetar meptypaen TOL  aAyopiOuov  mapdAANANG avalntnong Kot

AEMTOUEPELEG Y10 TNV OMTIKOTTOIN O TOL VAOTOMONKE TNV £PYACiaL.

5.3.1 Ieprypaen AlyopiOpov

Onog Kot 6Tov 6e1plaKo pog adydpldpo £tot kot 6Tov mapdAinio alydpiBupo Exovie Tov
1010 okomd. AnAadn va Bpodue v Béon tov otoryeiov Y oe pia TaSvounuévn Alota pe
N apBuove. Oa akorovdnbel mopdpoto S1adIKAGIH OTMOS KoL OTY GEPLOKT ADCT UE TNV
dvadikn avalnon oAl otV TopdAANAN exdoyn Ba ywpiletonl oe meEPLoGOTEPES VILO-

Moteg avdioya pe Tov oplBud Tov eneepyacT®V TOV YPTCLLOTOOVVTOL.

Yvykekpyéva o€ ke Prpo n Alota o omaler oe p+1 ioeg vo-AMoteg ioov peyéBoug
(lowg pe eEaipeon v tehevtaio 1 omoia umopel vo glvar pikpodTepPn) ot omoieg Oa
napapévouy tasvopnuéves . O ke enefepyactg (Le Tpoowmmikovg apBpovg amd 0
uéyxpt p-1) Bo avaraupavel pe pdon tov mpoocwmikd tov apBud po ved-AMota wy. o
enefepyaotg e mpoowmikd apBud 0 o avordfel tnv TpdT VIO-AloTO. TN CLVEXEW
0 KOBe emeEepyaoTng oLYKPivel TO TeEAeVTOio GTOLXEl0 TG VITO-AMoTOG TG OTolaG £)EL
avordPer pe 1o otoryeio Y. To amotédeocpa g ovykpiong pmopel vo dmoet 3

AmOTEAEGLLOTOL:
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1. To otowyeio mov éleyEe 0 eme&epyaoctng etvar uKpdTEPO amd T0 Y Gpa To VITOAOUTAL
otoyeio TG LO-AloTag amokAeieTal va etval HeEYyaADTEPD TOL Y, £TC1 6T ETOUEVOL
Brnata arokAeioviol Ta oTolXElR AVTE OTO TOVG EAEYYOVS LLOG.

2. To otoyelo mov éheyée o emeEepyootng elvar peyodvtepo amd 10 Y dpo T
vrdlowma oTotyeia TG VITO-AMoTog amokAeietal va elval KPOTEPQ TOL Y, £TGL GTOL
emopeva Prinato amokieiovral ta otoyeio AVTA Ao TOLG EAEYYOVS LLOGC.

3. To otoiyeio mov éreyEe 0 eme&epyaotng eivan 6o pe to Y dpa Exovpe Avon.

Metd to téhog g avaltnong avtg eite Exovpe Bpel 1o Y gite xovpe KoTaAnEel og pial

ano tig p+1 vrd-Aiotec.

H dwdwkacio avt) tedeidvel otav Exovue Ppet 1o Y N 10 péyebog g Alotag pog ogv

Eemepva TOV aplOpUd TV ETEEEPYUCTOV.

Yy devtepn mepintmon yivetol pio TopaAANAN avalnon 0mov o Kabe eneepyaotng
avaloppavel péxpt éva ototyeio kot £T161 pumopovpe vo Bpovpe v B€om Tov teEdevTaiov

HEYOADTEPOL GTOTYEIOV TNG AloTag TO OToio elvan pkpoTEPO Amd TO Y.

Mo mv cwot Asttovpyia kol tomoBétnom tov enelepyastav pog oe kdbe Prna Bo
YPNOWOTOcoVE 600  Kowdypnoteg upetaPintég v left o right ot dvo

Kowoypnotovg mivakeg tov ¢/0...p+1] ko last/0...p+1]

Kotd apydc o P1 apykomotel wg €€ng:
-Left=0, right =n+1
-c[0]=0,c[p+1]=1

211 GUVELELN Y10 VAL AEITOVPYNGEL OTL VO EPONKE TTLO TV, STV apyn KAOE emavaAnyng
éyovpe [2]:
-0 P1 6éter last[0] = left xan last[p+1] = right
-0 kB¢ enegepyaoctng 1 <i < p kdvet
* last[i]=left+i[right-left/(p+1)]. (voroyilel T BEom ToOL Si)
* Avy >si (xlast[i]) tote c[i] =0

s Avy <sitotecli] =1
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* Avy = si tote solution = last[i] -- TEAOX
* Av c[i] < c[i+1] tote left = last[i], right = last[i+1]
* [P1 uévo] Av c[0] < c[1] tote left = last[0], right = last[1]

Olo ta fripoto ekteEAoHVTOL CLYYPOVIGUEVE Kot TOPAAANAa amd TovG emeEepyaoTé Yo
oV Adyo avtd avapeioPnmnta ypnoiponoteitor povrédho PRAM vy v avantoén tov
aiyopiBuov. ITo ocvykekpyéva ypnowonoteiton to poviého CREW-PRAM . Avto
yivetow yio Tov A0Yo OTL € KavEVe onueio OV LIAPYEL TEPIMTMOON VO TOPOVCLACTEL
TOVTOYPOVO YPAYILO G KON KOWEAIdO Lvniung , Opmg Ba cupPel oiyovpa tawtdypovo
dwPacpa. Tavtdypovo ddfacpo yiveror 6to TpmdTo Pripa dmov OAOL Ol EMEEEPYOUCTES
tavtoypova dtofdlovv Tov aplBud y. Ztn ovvéyelo o kdbe emefepyaotng owPdlet
OLPOPETIKT VTLO-AIOTO, SLOPOPETIKOVS OPLOLOVG KO YPAPEL GE OLOPOPETIKES BEGEIS TNV
pvniun €tot dev ypetdleton Eavd tavtdypovo dtdfacpo 1 ypdwipo kot to CREW givan to

KATOAANAOTEPO LOVTELO Y10 TO TPOPANLA QVTO.

Eipoote BEParot yio tnv opBOTNTA TOL 0AY0opiBpoL £MEWN o€ K&BE Pripa n Tavounuévn
Aota yopileton o cuVEYOUEVEG VTTO-MOTEC O1 0TToieg elvan Ko avtég Taivounuévec. 'Etot
e€aocpariletar 611 og KGO Prna amoppintovtag otoryeio &1l 1 opLoTEPH GLYKPIVOVTOG
10 Y udvo pe 1o televtaio otoryeio g vd-Aiotag, ipacte BEPatol Tmg T oTOKEIN TTOV

amoppiyape Exovv anoppipbel cmoTA.

Xpovoc : Tp(n) = O(log n / log p)

210 TPp®TO Py Yo Tov dyoplopd Kot avafecn T@V AGTOV GTOVG EMEEEPYOUCTES
ypetdletor otabepd ypovo O(1).

Av 1o péyebog ™ Alotag oev Eemepva Tov aplBpud TV enegepyaoTdv TOTE 1| EDPECT TOV
deiktn tov k vroioyiletan o€ xpovo O(1) (H mepintwon avt pmopet va givat 6to apykd
oTAdW0 TaipvovTag pio pikpn Aota 1 HeTd amd £vol aptOpd avadpopdv)

Apa pével vo VTTOAOYIGOVIE TOV HEYLOTO aPLOUO ETOVOANYEWDY TNG AVOOPOUNG AVTNG. X
KGOe emavainyn 1o uéyebog g AMotag uikpaivel katd 1/(p+1). ‘Etor oty 1-ootq
emovaAnymn €govpe n/(p+1)"2,

'‘Eocto 10 péyebog €ptace 610 p+1 og A emavarnyelg

Tote égovpe n/(p+1)*1=p+1 => n=(p+1)* => 1= 0(log n/ log p))
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"Etot éxovpe O(log n/log p) eravornqyelg 6mov M kabe emavainyn ypedletar A(1) ypdvo

Gpa 0 cuvolkdc ypdvog Tov akyopduov givar O(log n/log p)

XpnowonotoOpe p eneEepyaotés dpa 10 KOGTOS oG Elvat 0 xpovog eml To P

Kéotog : Cy(n) = O(p log n/log p)

Onwg Eépovpe i va givar 0 arlyopBpog BEATIGTOC Tpémet TO KOGTOG TOV Vo gfvat 160 e
T0 KOGTOG TOL KUAVTEPOV GEIPIOKOV OV OTMG AVAPEPUUE TO KOGTOG TOL KAAVTEPOL
OELPLOKOD Y10 TO GLYKEKPLUEVO TPOPANua ivar O(logn). 'Etot o alydpiBpog awtdg givan

BéLtioTog Yo otafepd apBud enelepyaoctmv

Emiong eivar ko xpovov Bértiotog yati o ypodvog avtdg €ivatl 10 KOTOTEPO QPEyLLL
avo{ntmone.[2,5]

Avtd amodewcvoetar yloti kabe odyopiBuog mov ypnowonolel p <= n enelepyaotis,
pmopel va. cuykpivel éva ototyelo y 10 moAD pe p otoryeio pog AMotag A Tavtdypova.
Metd amd avTéG TIC GLYKPICELS KOL TNV S0y papN TWV GTOYEIWV TOL Glyovpa. dEV 1IGOVVTAL
LE TO Y, 1) VTO- MOTO TOV TOPOUEVEL TTPETEL VaL £XEL LEYEDOC TOLAGYIOTOV:

(n-p)/(p+1)> = (n-p)/(p+1) = [(n+1)/(p+1)] - 1

Metd and A emavarfyerg, £xovpe o AMoto peyé0ovug [(n+1)/(p+1)"] — 1 /Etot 0 aptOudc
TOV ETOvaAyEmV stvar tétotog, dote Q[(nN+1)/(p+1)"] -1<=0

Apa 4 = Q(log n/log p) mov gival 10 KOTOTOTO PPAyLLOL.

5.3.2 Onttikomoinon AlyopiOpov

210 onueio avtd OBa 60000V Aemtouépelec Y TO TAOC VAOTOWONKE 0  aAYOPOUOg
TapdAANANG avalntnong oto Unity kot Prjno mpog Pruo mmg Tpéyel 0 alyoptOpog.
Kotapydg tpéyovpie To ektEAEGIUO .

210 ZyMua 5.1 etvan n TpdTN €KOVa TOV PAETOVUE HOMG TPEEOVE TO EKTEAEGILO.XTN

ovvéyelo, emAéyovpe to kovuni tov Parallel Search émov givar o olyop1Buog o omoiog

UEAETAE OTO GLYKEKPIUEVO KEPAAALO.
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ymua 5.1: Tlpd eikdva EKTELEGLOV

AxoArovBwg eppaviCetor n ekdva 610 Zynua 5.2. Xe onoladnmote onueio mov TPEYEL TO
TPOYpappe ToTtdvTag To Kovuni ESC myaivovpe oty apyikn emioyn oiyopibuov 1

matOvTog 1o P yiveton mavon.

< Algorithm 4 parallel search =

ymua 5.2: Apywkn Ewova

H xauepa eivon oe opBoypapikn mpoPfoin pe size 10 dote va ywpel otnv 006vn 660

eEPLocOTEPOLS aplBovS pmopel kot ot apdpol avtol va mapapévouy dtakpttol 6To pdrtt.
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H apywmn eikdva anotereiton amnd:

3 input fields ta 6mota 0 ypoTNG TEPVA TILEG:
-Eva yuo 1o mAn0o¢ tov eneepyoactdv
-Eva yuo 1o mAn0o¢ apBudv g AMotog
“Eva yuo tov apBud y tov omoio yéyvovue oty AMota
e To xovuni OK pe 1o omoio kataywpeite 10 mAN00G emeEepyacT®V Kot aplOpdv g
Motag og 6vo peTafAnTé avticToyo.
e ’'Eva xovuni to kovpuni Reset to omoio kdvetl reset mv oknvn 6ty apyikn g Lopen
Y10l V0L EKTELECEL VEO TAPADELYLOL O YPNOTNG
e To kovuni Go to onoio Tpéxel ToV AAyOPIOLO OAOKANPO LE pia pikpr| KabBuotépnon
UETOED TOV PNUATOV Y10 Vo, S1oKpivovTal avTdL.
e To xovuri By Step pe to omoio o akydp1Opog tpoympd 610 endOUEVO akpPdg Prypo
e To canvas mov péca 6e avTO A OAN TO TO TAV®.
o
Ta kKovpumid givat aveEapTnta 10 £val e TO GALO dNANON oV TPOTA EKTEAEGOVLE £VOL P LLaL
pe 1o xovuni By Step moatdvtog akolovBwg to GO B oAokinpwbet o akyopBuog and

exel Omov elye petvet.

Mo mv dnpovpyio Tov adydpiBuov avtod ypnoiporombnke Eva prefab to omoio giye
péoa Eva akOpa avTIKEILEVO TO 011010 omotelovTaV 0mtd va text mesh 6ov ot cuvéyela

og avtd 10 text mesh amoBnkeveton kot epeavietor o aptOudg.

o mv dnuovpyioc tov KmdKe ypnolpomomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CANVAs Kot To KAOE KOV KOAOLGE TNV avTioTOlYN GLVAPTNGY| UE

AV TOV EMPETE VO, EKTELECEL.

Av 0 ypnotng tpoomabncel va matnoet to kovpri OK yopic ta 2 npota input fields va
€xovv TN ToTE dev Bal apyKoTOoEL TNV oKV Lo Av dgv apytkomonBei | oknvn pog
Kavévo omd o GAAe Kovpumid oev Aettovpyel. Emiong to kovpmd Go xor By Step dev
Aetrtovpyodv péxpL va LIapyEL e T oto tpito input box. Me tov tpdmo avtd
nepropilovpe Tov YpNoTn Od TO VO VITOTECEL GE AOKOTO, COAALATO Kot OMNUIovpYEiTOL

po koAOtepn aAAnAenidpaon pe tov mpdypoppo Kon to Ul .
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O ary6p1Bpog eivor vAomompévog e tétoto Tpdmo dote vo vrootnpilet péypt mAnbog 36

aplBpov oty AMota Kot 36 evepydv eNeEePYOocTOV.
21 ovvéyewa Bo avarvOet Eva mapaderypa pe 36 apBpois kot S eneEepyaoTéc.
O yxpnomg ypaoet Tov apBud 6 oty mepintwon pog oto tpoto input field (Enter num

of proc) kat tov ap1Buod 36 oto devtepo input field (Enter num of n) ko akoAovOwg matd

to Ok button. Xt cvvéyelo moapotmpel va gpeaviletar oty 006vn tov N akdiovdn

ewova.(Zynpa 5.3)

- oEE

7 [s]]u]ujufuj|s|ojnje]as|s]u]s]o]em)n)z]n]niss]o]e]e]e oo

Zymua 5.3: Epedvion eneéepyaostav Kot aptOpuav

Onwg PAémovpe gppaviCovror 36 kovtid pe aplfpodg Omme Exovue emAéEel ol omoiot
etvar tavounpévol. Emiong PAEmovpe 10 Kovti Proc kot dimio 5 kovTid €va yio kKébe
eneepyaotn e to ypopo mov Ba ypouartilel T evépyeteg mov ektehel. [To kbt
axpPag PAémovpe Tov mivaka C Tov onoio Ba ypnoionotel yia va Bpet o€ mota vd-AMota
Bpioketor o apOpog kat t€Aog to Sol 6mov Ba 600t 0 ap1Budg K.

Ta ypopoata yio toug enegepyaotés Ppickovtat pe tov 1810 TpoOmo OTmMG 6ToV aAYOpLOpo

TapdAANANG GOpotong (PA. ceida 28).
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Onwg kot n dnpovpyio kot TorobEon Tov KovTudv €)eL Yivel pe Tnv evioln instantiate
dnuovpydvrag to prefab mov éxel emiong avagepbei otov aAydplpo mTopdAANANG
GOpotonc (BA. oekida 29) . H dwopopd pe v mopdAAnin dbpotorn eivor 0tL oTOV
GLYKEKPLUEVO ahyOp1OL0 Yo TOV aplBd Tov VILAPYEL 6TO KOVTL KABE Popd vtoroyildTavy
évag tuyaiog pkpoc aplBpds kol ywvotov mTpdcHEsT LLE TOV TPOTYOVUEVO Y10, VO

drtnpnBet n ta&vopnuévn AMota v otnv TopdAANAN NTav oAl TuYaioc.

¥t ovvéyela tatdvtog Palovue tov aptBud mov embovpovue oto 3o input box (Enter
search num) z.y. oto mapaderypo pog falovpe tov aptdud 19 kot Totaue pio popd to By
Step. BAémovpe v axdiovdn ewodva va epgaviCetoar mov givol To TpdTO Pro Tov

alyoppov.

ozfsosl ol sifrsaf e

Zymua 5.4: Bnua 1

Ov enefepyootés avaraupavoov n/(p+1l) opBpodc. Apo 610 TOPASEIYUO  LOGC
avaiapfavoov 36/6 = 6 apBuovs. Onwg @aivetar oty Mo TAveo €wova o kabe
eneepyaotng £xel ypopaticel and 6 apBpovg kol pévovy ot televtaiot 6 apBpoi ot
omoiot degv &rovv ypopatiotel (o1 tedevtaiot apBuoi pmopet va givar dvico to TANO0G

TOVG UE TIG TPATEG VILO-MOTEC OmAd pe Tov apuod 36 ywpiletor akpifng).
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21 ovvéxela o kbBe emeepyaotng £xel TomobeOel oto TEAELTALO GTOKEID TNG VTTO-
Motog g omoiag éxetl avaAdpet. Avtd eaivetar otov mivaka last émov o emne&epyootrg

0 &éyer tomoBeBei 610 18,0 1 610 37,02 610 57, 0 3 670 83 KO 0 4 GTO 96.

>t ovvéyela o kKabe emeepyactc ovuykpivel 1o otoyyeio last Tov pe tov aplOud mov
&yovue mepdoetl oto input box. Av o ap1Budg y sivar peyadvtepog amd to last tote ypaoet
0 otov mivaxa C onv avtiotoym Béon av etvor pikpdtepog ypdeet 1 av eivar icog tote
&yovpe Bpet Tov aplBud tov omoio Yy vape. XTo TopAdEy o Hog THPAUE To akdAovda :

e 18<19->¢=0

o 37>19->c=1
e 57>19->c=1
e 83>19->c=1
e 96>19->c=1

i x

i O
By Step

Zymupa 5.5: Bnuo 2

AxoAroVBwg PAémovpe to onueiov ToL KMOKO TO omoio elvar vmevbuvo Y TOV

VIOAOYIGHO TV last ko ¢ og kGbe Prypo.
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last [0] = left;
last [proc + 1] = right;
for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) / (proc + 1));
StartCoroutine (waittransf (lasttable [i], table [last [i + 1] - 1], se));
if (table [last [i + 1] - 1] > search)
cli+1]=1;
else if (table [last [i + 1] - 1] < search)
cli+1]=0;
else {
procfound = i;
solfound = last [i + 1] - 1,
solved = 1;
cli+1]=1;
}
StartCoroutine (waittransf (ctable [i], c [i + 1], se));
}
se = se + 0.6f;
for (int i=1; i<=proc; i++) {
if(cli]<cl[i+1]){
left = last [i];
right = last [i + 1];

}
}
if(c[0]<c[1]){
left = last [0];
right = last [1];
}

length = right - left;

2 ocvvéyela matape To Kovuni By Step kot mapatnpeiton ) eikdva oto Zynua S.5.
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Onw¢ mapotnpeiton 6TV 7O TAVE EIKOVA £YEL YIVEL EMAOYN TNG 0EVTEPNG LTO-AIOTAG Y10
va ovveyicel o adyopBpog. Avto yivetan yuoti oe dvo cuveydueveg B€oelg Tov mivaka C
&yovpe 0 ko 1 avtiotorya. Avtd onpaivel 6Tt o aplpuodg Tov Yayvoupe eivar peyaldTepog
tov last oy mpd vVId-AioTa Ko pikpdtepog tov last oty devtepn vd-Aicto. Apa
elpaocte PBéPoror O0TL Ppioketanr evddpeco amd avToVg KOt GTEAVOLUE OAOLG TOVLG

eNe&ePYAOTEG VO WYAEOLV TNV LTO-AIGTA QVTY.

To KOpPATL KOSIKA TOV KAVEL TNV AEITOLPYiO AVT POIVETOL EOD

for (int i=1; i<=proc; i++) {
if(c[i]<c[i+1]){
left = last [i];

right = last [i + 1];

}
}
if c[0]<c[1]){
left = last [0];
right = last [1];
}

"Etot 610 Prpo avtd 1 véa pog Aiota mov arnoteAdeitol amd 6 apBpoig yopiletarl Eava oe

6 vo-Aloteg i Yo KEOe emeEepyasTn Kol Lo TOL Ogv EAEYYETAL OO KOVEVOL.

H kd0¢ vo-Alota tdpa amotereite amd 1 poévo apBuo. O kdbe emeEepyaotng avovemVEL
10 last Tov pe tov apBud avtd dnwg eaiveton o maveo pe 19,24,26,27,32 avtictorya
omov ot televtaiot 4 PBpickovy Twg 0 aptBUog avTodg etvar LeYoADTEPOG OO AVTOV TOL

YAYVOLUE EVD 0 TPMTOG EMeEepyaotng pag Ppiokel Avon.

[Motovrog to By Step Ba eppovietei 1 Aon 6mmg gaivetal mo katm. (Zynquo 5.6)
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Zyua 5.6: Tehkod anotélecpa

Onwg &yovue avaeépel n Aon Exel Bpebel amd tov mpdTo eneEepyacty Omov gival o
apBpdc 19 ko €xet Bpet o€ mo onpeio g ved-AMotag Bpicketar o apBudg avtdc. 'Etor
Eépovpe 0 apBpog y and ndésovg aptfpovs eivar peyaAdtepog 1 160G Kot ovorypapeToL
dimha 0o to KeVO Kouti SOl Onmg paiveTan otV Mo TAVE® E1KOVO. XTO TapAderyua Hog 1
Abom elvarl to 7 mov eivar opOn a@ov o apBuog 19 eivar peyaddtepog 1 icog amd 7

apBpovg oty apyikn pog Aota tovg 7,9,10,11,12,18,19.
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Kepdaiaro 6

AkyoprOpog Hapdriining Xvyyovevons ko AryopiOpog Iapdriining

Ta&wvopnong

6.1  AkyopiBuog [MapdAining Zvyywvevong 54
6.1.1 TIIpopinua o4
6.1.2 Xepraxodg Alyopuog 55
6.1.3 TlopaAiiniog ALlyopiBuoc 55
6.1.3.1 Ieprypagn AlyopiBuov 55
6.1.3.2 Ontikonoinon AlyopiBupov 58
6.2  AkyopiBuog IMapdAining Tagwvounong 65
6.2.1 TIpopinua 65
6.2.2 Xeplaxodg AlyoptOpoc 65
6.2.3 Tlopdiiniog AlyoptOuoc 66
6.2.3.1 Ieprypaon AlyopiBuov 66
6.2.3.2 Ontikonoinon Alyopifuov 68

6.1 AhyoprOpog Mapdrining Tvyy®vevong

>10 onueio avtd yivetal mePLypaen TOL TPOPAUATOS GLYYXMVEVONS KOOMG Kol TOV
oelplokod aAyopiBpov yoo v emilvon tov. Emiong meprypdpetor kot o adyopiOuog
TAPAAANANG GLYXDVELONG UE AETTOUEPELES Y10, TNV OTTIKOTOINGT TOV TOV LAOTOMOMKE

oTNV gpyacioa.

6.1.1 Mpopinpa

To mpdPAnpa g cvyydvevong [2,5] eivar 1o €ENG : dedouévo dvo talivounuévwv Aot
A=(al, a2, ..., am) ke B = (b1, b2, ..., bn). Zyteiror va ovyywvevboidv o1 dvo Aioteg ko

vo. aynuaticovv v talivounuevy Aioto. C = (cl, c2, ..., cm+n).
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6.1.2 Xeprakoc AhyoprOpog

2NV TEPIMTOGN TOV GEPLOKOV VITOAOYIGLOV, OTTOL £YOVLLE ONAIN LOVO Eva ETEEEPYAOTN
avtdc o emelepyaotng o petaxveitor pe 600 deikteg Eva og Kabe AMota (Zynqua 6.1) ko
Ba eléyyel mo1og apBpdg ivol LIKPOTEPOS GTIC OLO AVTEG MOTEG GTOV OEIKTN QVTO. XN
ocuvéyela Ba tov ypdoet oy tpit Alota C ko Ba petakivel Tov deiktn amd v Mota

oL TNPE TOV aP1OO.

%

k|
w
s

2 4]6]8 0] 20

(N T N (T

Zynua 6.1 [2]

O ypdvog ektéleong Tov oeplakod odyopduov givar T(M+n)=0(m+n) omov eivar o
xPOVOG OV Ypeldletal o emeEepyAGTNG Y10 TNV TPOCTEAACT) TV dVO AMOTAOV.

"Etot kat 10 K66T0G Tov ahyopidpov givar C(m+n)=0(m+n)

6.1.3 Moapariiniog AryéprOpog

210 VROKEPAANIO OVTO TEPLYPAPETAL O OAYOPOUOC TOAPUAANANG GLYYDOVELONG LE

AEMTOUEPELEG Y10 TNV OTTIKOTOINOT| TOL TOL VAOTOMONKE GTNV EPYaCiaL.

6.1.3.1 Ieprypagn AhyopiOpov

o 10 TpdfAnua avtd otov mapdAinAio vroloyiopd Oo Ppickovpe mapdAinio mov
KatatdooeTol 10 k0be otoryeio g pikpoOTEPNG AMotag av to Bdlovpe oty Tpod. o

va. 1o enttiyovpe avtod Oa ypnoyonombovyv to rank émwg eoaivetat o KaT.

rank(a; : A) : Eivai o apBuog towv ototyeiov otnv AMota A mov givar pikpotepa 1 ioa. pe
TO aj VO OVIKEL oTNV AMota A.
rank(bi : A) : Eivat o ap1Opog tov ototyeimv oty AMota A mov givar pkpotepa 1 ioa. pe

10 bi va avikel otnv AMoto B.
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H 0éom tov otoyeiov ai ot Aiota C givar rank(ai : C = A+B) =rank(a; : A) + rank(a; : B)

Mia Alota B=(by, by, ..., bn) katatdooetar otnv AMota A av vroloyicovue v Alota
(r1,ro,...,r) 6mov ri=rank(bi:A).

Avtd ovpPoriletar g rank(B : A) = (ry, 2, ..., )

"Etot 1o 1eAko mpofAnua Adveta pe tov voAoyiopd tov rank kébe otorygiov g AMotog

A1 B om Aiota A+B=C

[Tapdoetrypo :
A=(2,56,811)
B=(3,7,13)

Rank (A:B)=(0,1,1,2,2)
Rank(B:A)=(1,3,5)
C=(2, 3,5,6,7,8,11,13)

¥t ovvéxelo Oa avagepbel mog umopel vo vmoloylotel ypryopa to rank yua
eEokovounon xpdvov Kot KOGToG.

‘Eoctm 011 éyovpe dvo ta&vounpéves Aoteg v A kot B mAnBovg n ko m avtictoyo.
[pmta ywpilovpe v Mota B oe mY2vno-Motec, m2 sroyeiov n kdde pua.

2 ovvéxela Oa vroloyicovpe TV Katdtaln Tov TeEAELTAiON GTOLYXEIOV TG LTO-AMGTOG
YPNOOTOIOVTAG  TOpGAANAa  Tov  AAyopiOpo  mapdAAning avalnmmong Omwg
TEPLYPAPNKE GTO TPOTNYOVEVO KePhAao pe N2 emelepyooTéc.

Axolo00m¢ yia kdOe emelepyaoth eléyyetan Av r(i) = r(i+1), tote rank(Bi : Ai)=(0,...,0).
Awpopetikd vroloyiletar avadpopukd to rank(Bi:Ai).

Tékog av 1o 1<=k<=m , dev eivar moAhamiéoio Tov mY2, kar | = floor(k/m*?).

Tote rank(bk : A) = r(i) + rank(bx : Ai)

1 cuvéyeta divetat Eva mapdderyua vrodoyispuov tov rank [2]:
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A=(-5,0,3,4,17,18,24,28) n=8
B=(1,2, 15, 21) m=4
BApa 1: Xweiletain B: (1, 2) kai (15, 21)

BAua 2: r(0)=0
r(1)=rank(2:A) =2
r(2) =rank(21:A)=6 rank(B:A) = (2,2,4,6)

BAiua 3: By = (1) kai Ay=(-5,0)
B,=(15)kal A, =(3,4,17,18)

rank(Bg,Ap) = rank(1,A;) = 2
rank(B,,A;) =rank(15,A;) =2

BApa 4: k=1, 3 dev eival ToAammAdoia Tou 2
rank(b, : A) =r(0) + rank(1:Ay)=2
rank(b; :A)=r(1) + rank(15:A1)=2+2=4

Ola T fripato ekteElobvTon cuyypoVIGHEVE Kot TapdAANAa and Tovg emeEepyaoTés yio
TOV AOY0 aTo avaueiopfntnta ypnoiponoteitor poviého PRAM yio v avémtoén tov
aAyopiBuov. Mo ovykekpyéva ypnotponoteiton to poviého CREW-PRAM . Avtod
yiveton yio Tov A0Yo OTL 6€ KavEVO onueio OV LIAPYEL TEPIMTMOON VO TOPOVCLACTEL
TOVTOYPOVO YPAYILO GE KON KLOWEAId Lvnung , dpmg Ba cupPet oiyovpa tavtdypovo
dwPacpa. Tavtdypovo ddPacpa yivetar 6to onueio 6mov o1 eneEepynoTéS KAVOLV
TapGAANAN avalntnon yw vo. Ppovv 1o rank tov otoiyeiov €tot mOAL mOAvOV va

Swpdoovv TV 1010 KuyeAda tnv idta ypoviKn oTiyun.

Xpovoc kot ToAvTAokoTnTO aAyopifuon

10 Prjua 2 ypnotponoteitor o Alyopiduog IMapdAinine avalfnmmong yio m¥2 croyesia
napdAinia. O ypovoc extéleonc yia N ototyeia Tov alyopduov ypetdletor O(logn/logp).
2V mepintoon pog opws maipvel xpovo O(1) yari yia kébe otoyeio ypnoponmoovvTaL
n'2 eneEepyaotéc dpa O(log (n+1)/log (nY? + 1) = O(1) kou O(NY2* m¥2) = O(n + m)

KOOTOG

1o Prua 3 kabe avadpopkn ektéleon Exel kéotog O(N + m).H avadpopukn extédeon
tov (Bi, Ai) maipvel ypovo T(mY2).
"Etot 0 cuvoAikdg ypdvog tov Prpatog 3 ivar T(m) = T(mye) + O(1) = O(loglog m)

"o o Brua 4 yperalopacte otabepd ypdvo O(1), kat 1o k6cTOG £ivar O(N+m)
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"ETo1 KataAyovpe 6Ta To KAT® TEAMKO ATOTEAECLLOTOL:

-XuvoAkog ypdvog extédeonc: O(loglog m)

-XvvoAkd kdotog: O((n+m) loglog m)

O alydpiBuog dniadn eivon BEATIOTOG TPOG TOV XPOVO GAAL Gyl TPOg TO KOGTOG. Me

Kdmoteg aAlayég pmopel va yivel kot BEATIGTOC ™G TPOG TO KOGTOG,.

6.1.3.2 Onttikomoinon AlyopiOpov

2m ouvvéyelr Bo d0000V AemTOUEPEEG YO TO TMG VAOTOONKE O  aAyOplOuOg
ToPOANANG cvyydvevong oto Unity kot Pripa mpog Prpa mwg tpéxet o alydplopog.
Koatapydc tpéyovpe 10 ekterécipo. 1o oynua 6.2 gival n mpotn ekdéva mov PAEmovuE

HOMG TpEEOVIE TO EKTEAEGILO

= S

Do

. e
Parallel Search | ‘ 1Y 17 Parallel Sort

ymua 6.2: TIpd eikdva eKTEAEGILOV

>t ovvéyela emhéyovpe to kovuni tov Parallel Merge 6mov givat o ahydpiBpog o omoiog

UEAETALE GTO CLYKEKPLUEVO KEPAAALO.
AxoloObmg epoaviletor n mo kato apyikn ewovo (Zyfua 6.3). Le omotadfmote onueio

oV TPEYEL TO TPOYPOAUp TaT®VTOG To Kovpuni ESC mmyaivovpe oty apykn emthoyn

aAyopiBumv | Ttatdvtag to P yiveton mavon.
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@ Algorthm 4 part 8 - omEm

Zyfua 6.3: Apykr Ewova
Evdidpeca oe kamowo Pruate ypnowpomoteitan 1 ovvaptnon destroyall ywo va
KOTOOTPEPOVTAL KATOL0 KOLTLA T 0TTOi0 OLOSOTOIN oA Y10 VO, ONLOVPYELTOL XDPOS GTNV

006vn

H apyin ecdéva amotereiton amo:

3 input fields ta 6moa o ypNoTng TEPVA TINES:
“Eva yia 1o mAn00g apBpov g AMotag A
-Eva yio 1o mAn00g apBudv g AMotag B
e To kovumni OK pe to omoio Kataywpeite o TA00¢ TV dV0 AMGT®V 68 SVO PETUPANTES
aviictolyo.
e 'Eva kovuni 1o kovpuni Reset 1o omoio kdvet reset tnv oknvn otV apyikn g Hopen|
Y10l V0L EKTELECEL VEO TTAPADELYLLOL O XPNOTNG
e To kovuni Go to onoio Tpéxel Tov alyOPOLO OAOKANPO LE pia pikpr| KabBvotépnon
HETOED TOV PUdTeV Yo va, dtoKpivovTal avTd.
e To xovuni By Step pe 1o omoio o akyopiBpog mpoympd 6to endpevo axkplBag Prpo

e To canvas mov péca 6e avTO fTa OAQ TO TO TAV.

Ta kovpumid givat aveEapTnta 10 £val e To GALO dNAAON oV TPOTA EKTEAEGOVLE £VOL BT LLaL
pe to xovuni By Step moatdvrog akorovBwg to Go B oAokinpwbet o alyopBpog and

exel Omov elye petvet.
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H xduepa givor oe opboypaeikr mpoBoin ue size 10 dote va yopel oty 006vn 660

TEPLEGOTEPOLG ap1OLOVE pmopet Kat ot apfpol avtol vo Tapapévouy dlakpitoi 6To pATL.

Mo mv dnovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
HECQ £VaL AKOUO OVTIKEILEVO TO 01010 0oTeEAOVTAV 0mto £val text mesh 6mov ot cuvéyeia

og 0vTo 1o text mesh amobnkedetTon ko peaviCetor o apOpos.

o mv dnuovpyioc tov K®dKe ypnolporomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CaNvas Kot 1o kaBe kovumi kaloboe TV avticToryn GLVAPTNOY UE

QLTI OV EMPETE VO EKTEAECEL.

Av 0 ypnotng mpoortadnocet va matioet to kovuni OK ympic ta 2 input fields va £yovv
T T0TE dev B aPYKOTOGEL TNV OKNVY HaG. Av 0gv apyukomomBel n oknvn Hog
Kovéva, amd To GALO KOLUTd dgv Asttovpyel. Me tov TpoOmO owtd TEplopilovpe TOV
YPNOTN OO TO VO, VIOTEGEL GE (IOKOMO. GOAALOTO Kol Onpuovpysital por koAvtepn

aAAnAemiopaon pe Tov Tpdypappe kot to Ul .

O aryopBpog eivat VAOTOMUEVOG L TETOLO TPOTO MGTE VoL VITooTNPilet péypt TAnog 50

oTNV TEMKN AloTaL.

21 ovvéyela Ba avarvBet Eva mapdaderypa pe 25 apBpovg o kdOe po amd Tic dvo MoTeg.

O ypnotng ypdoet Tov apBud 25 oty nepintwon pog oto mpmto input field (List A) kot
Tov ap1Buod 25 emiong oto devtepo input field (List B) kot axoAovbwg motd to Ok button.

¥t ovvéyeta mapatnpel va epeaviletar onv 006vn Tov 1 akdlovdn kova (Zynuo 6.4).

Onwg BAémovpe eppavifovror 4 celpég pe 25 koutid pe aptBpove. H devtepn oepd etvan
N Mota A kou 1 tpitn ogpd n AMoto B mov amotelovvrot amd 25 aptBpovg 6mmg £xovpe
emlé€el o1 omoiot givar Ta&vopunpévot. o kdtw akpiPag frémovpe tov rank yio kébe
apBuod g Aotag B mpog v Alota A 6mov oty apyn €xovv apytkomomBei pue undév.
TéNog n TtpdTn oe1pd elvar Lo emavainym e AMotag B 0mov kel Ba tpé€et o adyopOpog

Hog.
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25
OK Go

25 By Step

Reset

s|2fafe|rzfraf1o]zs]ar]aafas|az|o]as|st fse|czfea|rofr1frr|o)az]as]o

isufl 4| a1z frafrefzz)z2r]ar|az)ae)aefar]aafaz]as|an]sofss]|sr|sa]sa]es)es

sl 5| 2| |8 1218|1925 31|24 fas(a7]eo]ss]s1 se|ez]|ea]ro] 71 77|79 ])ez]ez]s0

ofjojojojofojojofofjojojofe]o]e

°
°
°
°
°
°
°
°
°
°

ZyMua 6.4: Epedvion enegepyactav kot aptfpuaov

21 ovvéyeln matape to kKovpuni By Step kot BAémovpe 10 mopakdTo® omoTEAESHO GTHV

006vn pog (Zynmuoe 6.5).

25
OK Go
25 By Step

Reset

last] 57 | 58 | 59 | &3 | 66
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57 |58 |ss fe3fee oc}
1ast] 57 | 58 | 59 | 63 | 66

cjofofofofo

last] 2 |22 |34} a2 |55

cfofofo

HEE o]
IEENEEEN N N = ==« ~<HEEEE -5

last, 2 22 34 42 85

cjofor]r]
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N
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&
s
8
@
2
2
8
2
L3

Zympa 6.5: Bruo 1

Ta ypodpota yio toug eneéepyactés Ppiockoviat e Tov 1010 TpoOTo OTMS 6TOV alyOp1OL0

TopOAANANG abpotong (BA. oerida 28).
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Onwg kot n dnpovpyio kot TorobEon Tov KovTudv €)eL Yivel pe Tnv evioln instantiate
dnuovpydvrag to prefab mov éxer emiong avagepbei otov odydpOpo mapdAANAng
GOpotong (PA. oerida 29) .

Ot ene€epyaotés pog £xouv avorapet amd pio vVoO-AloTo TNV 0Toio £Y0VV XPMOUATICEL Kot
Tnyoivovtog oto televTaio ototyelo g vo-Alotag (mov elvar ypopoTIGUEVO YaAdLlo
010 Zynua 6.5) Kavovv mopdAANAn avalntnon ommg £xel e&nynbel oto mponyodevo
KeEQPAALO.

[Move omd v Aota avt) @oivetol avoAvTiKd 1 dadikacio Yo kdbe €vo amd Tovg
eneepyaotég mov yayvouv v B€om Tov ototyeiov oty Alota A. Zta 6e&ld pe yolalio

YPOL VoY paeETOL Y10 TO oTotXElo YiveTal 1 avalntnon.

Téhog apov €xet Ppebei n Bom Tov Topatnpeiton Ot T rank otov Katw mivaka £xovv

oALGEeL avaroya pe v Béom TV otoyeiov oy AMota A.

1 cvvéyelo Totmvtag to By Step mepvape oto enduevo Prpa 2(Zymua 6.6)

25
oK Go
25 By Step

Reset

84 A4
ojojojo
83 A3 63 Jf 66 63 J§ 66

1]ej2]e

s:.... AZ....... .E [ as 48 [l s0 | b §4s [l 48 | 0
Rak 0 2 1 5 o (37 N 48
81 a1 M 2 M M 32 M
1 2 1 5
80 a0 1z 1z fe

ofz]z]s

sl 4 a1z |rafef22)2r|far|az)aafae]a7)aafaz]as|ao]s0]ss])s7|se]se]enfee

sl 5| 2|4 )6 |12fa|1ofzs |31 )3aQas(ar)aofae]st fse|ez|ee|ro)1 frr|vefez]es

8

Zymupa 6.6: Bruo 2
Y10 BAua avtd dnuovpyodvtar ot ved-Aioteg Bo péypt to Bp-1(apiBud eneéepyoaotav -1)

oV mepintoon pog Bo-Bs pe ta vrolota ototyeio ¢ kdbe vo-Aictag mov dev el

axoun Bpedei to rank tovc. Xt cvvéyeia dNOVPYOVVTAL KO Ol OVTIGTOLEG VITO-AMOTES
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Ao-A4 pe to otoyyeio g Alotag A mov givarl pukpdtepa amd tov aptBpd mov giye Kdvel
avalntnon o kébe emeepyaotng oto mponyovuevo Pripa. Ovclactikd anoteheiton and
To oToLYElD. OV givarl evoldueso Tmv rank Twv oToyEi®wv Tov TPONYOVUEVOL PrUaTog.
(.. vy v vao-Aota Al égovue rank(1)=5 xou rank(2)=12 0a avikovv o€ avt TO

ototyeia oty Béom 6 péypr v B€on 12 g AMotag A.

Axorovbmg 1 kaOe vd-Aiotag B omdlet kot o1 ene&epyaotég avorappdvooy ta last g
Kot pe TapdAANAn avalnmon Bpickovv to rank tovg oty avtictoyn vad-Aioto A.

21 ovvéyeta 1 eikdva mov PAémovpe oAAACEL OV TNG Kot TaipVEL TNV aKOAOVON LopeT.

(ExNpe 6.7)

@ Aigortom 4 partB. - omm
25
OK Go
25 By Step

Reset

84 AL
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ympa 6.7: Biua edpeong K

AxoloObwg PBpickovtal ta(mpocmpivd) rank twv televtaiov apOumv. 1o mapdderyua
pog 1 otadtkacio £xel eKTEAESTEL Lol POPE avOdPOLIKE oE peyoAldTEPQ TaPOdEly AT

pmopet va, ypetalotov meptocdtepeg uéxpL va Ppebovv ta rank kabe ototyeiov.
TéNog eppaviCovtan ot apBpoi pe tov apBud K anokdtm toug. Av o aplBuoc avtdg dev

givon moAhamhdoto Tov mY? tote rank(b : A) = r(i) + rank(bk : Aj) oAMdG Tapapével To

io10.
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K ®ducag Y10 vroloyiopd tov aptdpdv mov sivor tolamhdota tov m2

int sqrt2 = (int)Math.Sqrt (sqrint - 1);

for (int k=1; k<sqrint-1; k++) {
if (k% sqrt2 ==0) {
temprank [k] = temprank [k] + temprank [(k + 1) / sqrt2];
StartCoroutine (waittransfphase2 (k + (times - 1) * sgrint, temprank [K], 11.0f));
¥
}

[Motape yio tehevtaio opd to kovuni By Step kot maipvovpe v eikdva 6to Zynpa 6.8
a

25
OK Go
25 By Step

Reset

sla]a]s|rz)e]ro)2sfar)ae]fas]arfeofsee]st|se)ezfee)rofrrjvr)re]ez]es|so
(3 BN E3 B KX KX B B8 B BN RC BAYN RE3 RER RO REJ RLY Rid BUY REJ EZY B3N E=3 B2 2O E5)

isufl 4 faf a2 s ar 3 faz|aaf3e)37 a4z 4s 4050|557 |sa)se]ed]es

sl 5| 2|4 |6 |1218[19)25]31 )34 Q35 (a7 faofas st fise(ez|ee)ro) 1 for|ve)sz]as

8

ofz)a]a]sfe]v]erofrz|zjrafisjrrfojzo]za|as]as|as]asfas]as]as]as

ymua 6.8: Bripo evpeong K oAokAnpng AMotog

Av TapatnpnoovpEe ypriyopa Ty €1kove, mov gppovifetar to rank oto kdt® péPog g
eKovog elvan ta 1010 pe avtd mov Pprkape Tpv. Metd amod pua pikpr Kabouotépnon Ouwg

V2 16 16MK0

vroAoyiletan Eova yia to. moAAamAdoio Tov K pe to apyikd opwg topo m
rank yio tov ké0e apOuo.
Téhog eppavifeton n tedikny pog Alota C O6mog @aivetor 6TV MO KAT® €1KOVAL

tagvounpuévn Tov ovtd fTav to embountd arotédeoua. (Zynua 6.9)
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25
oK Go

25 By Step
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(N B3 BN KN B3 CH B8 X N REN RRN B2 REN B2 BEH ROY Kid ROY BEX E-) B3N =3 BEY B BS)

sl 4 a1 |2 |rafe)22f27]at|az]a4fae)ar]aa)az]as|aa)s0]ss|s7)ss]ssfen]es

@
2
8
]

sl 5| 2] s |6 |1zfra|19]2s |31 ]34 Qas(a7fao]as|s1 fse|ez]ea]|ro)rr for|n

Zyqua 6.9: Telkd anotérecpa
6.2 AlyépOpog Mapaiining Tagivopnong
>10 onueio avtd yivetar meprypapr Tov TPoPANUaTog TaSvounons kabmg Kol Tov
oelpakod aAyopBpov yuoo v emilvon tov. Emiong meprypdopetor kot o aiyopiOuog
TAPOAAANANG TOEWVOUNONG e AETTOUEPELESG YO TV OTTIKOTOINGT) TOV TOL VAOTOMONKE
otV gpyacia.
6.2.1 TIpépinpa
To mpofinua g tavounong [2,5] eivon 1o eéng: dedouévov ou uag diveron o pun-
walvounuévy Aota A = (a1, &, ..., an) , {pretror vo talivounbel kora avlovoa
(a1 <= ax<= ... <= an) 1} pbivovoa (a1 >= a >= ... >= a,) ocipd.
6.2.2 Xeprokog AhyoprOpog
IMao v oeprokn eniivon Tov TPOPAALATOC VITAPYOLY TOAAOL dladedopévol adyOpOpot
tagwounong:

e Bubble-sort: ®(n?)
e Quick-Sort: O(n?) aAAd kotd péco 6po O(nlogn)
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e Merge-Sort: ®(nlogn)

Onov 6nmwg moapotnpeiton 1 KaAbtepn oelplakn Avon ypetaleton xpovo O(nlogn).
[Mopdoetypa (Zynua 6.10):

A=(3,5,2,1,56.4,2)

6.2.3 Hapariiniog AryéprOpog

210 VROKEPAAOLO aVTO TEPLYPAPETOL O aAYOpIOHOg TOpdAANANG TaSvounong He

AEMTOUEPELEG Y10, TV OTMTIKOTOINGT| TOL TOL VAOTOMONKE GTNV EPYaCiaL.

6.2.3.1 lleprypagn AhyopiBpov

210V TopIAANAO VITOAOYIGLO TO TPOPAN LA TOPAUEVEL TO 1010 SNANOT N TASIVOUNCY] HLOG
un tagvounuévng Alotag oe avéovoa 1 eBivovca cepd. Xtov adyoplBuo avtd Oa
ypnoorom0el o adlyoptOpoc TapIAANANG GUYXDOVELGNG O OTTOI0G TEPTYPAPTKE TLO TPLV

010 Ke@aloto avto. Eivat ovolactikd 1 mapdAnin ekdoyn tov adyopibuov Merge sort[]

‘Eotw 6t érovpe o un-to&vounuévn Alota pe N opBuovs, Ba ypewootel vo
ypnoonomcovpe O(N) enelepyaostéc. ZEKVAOVTAS omtd T GUALO TOL VONTOH Avadiko
dévdpov Ba avePaivovpe Ta enineda cuyywvevovtag To (ebyn VITO-MOTOV , OTOL G€ KhOE
Brua To TAn0og twv apBudv ot kdbe (edyoc Ba dumhacialetor HéEypl vo PTAGOVUE GTO

TA00¢ ™G apykng pog Alotog.

X kdOe eminedo Tov 0EVOPOVL, £xovie GLVOAIKE N GTotKEld TO omoia fvor YwPIoUEVA GE

vré-Aoteg ioov peyébovg. T'n kdBe (ebyog Oa ypnowomoteiton o AlyopiOrog
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Yvuyyovevong (M o Béitiotog AlydpiBuog Zuyydvevong yio kaAvtepo k6610G). 'Etot

UOAMC pTacovpe ot pila Tov 0EVOpoL M Alota pog Ba Exetl ta&tvounOet.

Ol ta fripoto ekTeEA0HVTOL CUYYPOVIGUEVE Kot TOpAAANAa amd TovG emeEepyaoTé yia
oV Adyo awtd avapeispnmmta ypnoiponoteitor poviédo PRAM vy v avantoén tov
aryopiBuov. Mo ovykekpyéva ypnotponoteiton to poviého CREW-PRAM . Avtod
yivetal yio tov AOyo OTL 6€ KovEVo ONUEID OV VITAPYEL TEPITTMON VO TAPOLCLAUCTEL
TOVTOYPOVO YPAYILO G KON KuyeAida pvnung , opos Ba cupPel oiyovpa tawtdypovo
dwPacpa. Tovtoypovo ddPacpo Bo yiver emedn o oalydpiOuog ypnoLULOTOLEl TOV
aAyopOpo mopdAANANG cuyydvevong o omoiog givar oe poviého CREW-PRAM Gpa
AVOYKAGTIKA 0 aAYOPIOLLOG 0V TOG TPEMEL VAL YPTGLULOTONGEL TO {510 TEPLOPIOTIKO PLOVTEAO

1N aKOUN o YoAapo.

Xpovoc :Tem(n) = O(log n loglog n)

‘Eocto 611 Ba ypnopomomnBei o Bédtiotoc AAyopBpog Zuyymvevong o omoiog Exet
T=0O(loglog n) kot C=0(n). 'Etor oe «dOe eminedo, ypnoonoteitanr o BélTiotoc
Alyop1Buog Zuyydvevong, mopdAinia yio kébe (byog vO-MoTOV.

* Av 10 péyebog tov vd-Aotov givol X <= N, 10t€ Tresyonc= O(l0glogx) kot Ceesyone = O(X)
* Y& Kabe eninedo vdpyovv N otoyygia, omdTe Exovpe N/X vd-AioTeg

* T k60 eninedo Temneson= O(loglog N) kot Cermeson= O(N)

* Yrdpyovv O(log n) emineda

Apa logn*loglogn pag divel tov telkd ypovo aiyopibuov mov givar O(log n loglog n)

Xpnowonowobe p eneepyactés Gpa To KOOTOG oG ivar o xpovog et to P d1ov 10
loglogn tdpa yiveTon oAy pikpd Kot TopaAeineTat.

Kootoc :Com(n)= O(n log n)

O olyopiBuoc avtdc stvar BEATIOTOC KO OPKETA YPNYOPOS. YTAPYEL O MO YPYYOPOS
BéLtioTog adyopiBpog tov Cole o omoiog emtAvet To TpOPANLA LE TO 1010 KOGTOG GE YPOVO

O(logn).
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6.2.3.2 Onttikomoinon AkyopiOpov

>10 onueio avtd OBa 60000V Aemtouépeleg Yoo T0 TMOG LAoToOwONKE 0  aAYOPLOHOG

napdAiniov merging oto Unity ko frpa pog Pripa g tpéyetl o adydpiipoc.

Kotapydg tpéyovpie to ekteAéciplo .

H mapoxdtm ewova (Zxqua 6.11) givar  mpdtn €1k6va 10V PAETOVUE HOAG TPEEOVUE TO

EKTEAEGILO

Algorithm W s

&

-
-

Parallel Search . §

Zyua 6.11: Ipadn ewodva ekteLéotpon

¥t ovvéyela emléyovpe o kovuni tov Parallel Sort 6mov givar o akydpBpog o omoiog

UEAETALLE OTO GLYKEKPIUEVO KEPAAQLO.

AxoloO0mg eppaviCetor n mo katom apykn ewovo (Zynfuo 6.12).

& OTOLONTOTE GNUELD TOV TPEYEL TO TPAYPOULLO TaT®VTaS To Kovuni ESC nmyaivooue

oTNV apPYIKN ETAOYN alyopiBumv 1 motdvtag o P yiveton movon).

68



H apywn eikdvo amoteleiton amo:

e 1input field o 6mo10 0 yproTNG MEPVA TIES Y100 TO TANOOC apOUDY TNE AMoTOog

e To xovuni OK pe to omoio xotaympeite to mTAR00g TV aplBU®dV NG Alotog 01N
petafint kot Eekvd n Asttovpyio Tov adyopldpov

¢ 'Eva kovuni 1o kovuni Reset to omoio kdvet reset tnv oknvn otV apyikr g Lopen|
Y10 VO EKTEAEGEL VEO TTAPAOELYLLOL O XPNOTNG

e To kovuni Go to onoio Tpéxel Tov alyOpOUO OAOKANPO LE pia pikpr| KabBvotépnon
HETOED TOV PNUATOV Y10 v, SloKpivovTal aVTdL.

e To xovuni By Step pe to omoio o alkydpiOpog Tpoympd 6to eXdUEVO akpPdg o

e To canvas mov péca o€ avtd NTav OAN TO TO TAVE.

g Algorithm 4 merge sort - o

Syfua 6.12: Apywkn Ewova

Ta kovpumid givat aveEaptnta 1o £val e To AL dNANON oV TPOTA EKTEAEGOVLE EVOL BrLLoL
pe to xovuni By Step moatdvrog akorovBwg to GO B oAokinpwbet o akyopBpog and

exel Omov elye petvet.
To péyebog g kdpepag ylo LeyoAdTePO aptBpd N PIKPAivEL Kot PLEYOAMVEL OVTIoTO(OL

wote va vrootnpilet puéypt 64 apBpovg kot ot apBuol avtoi va wapapévovy dtakpirol

GTO HATL
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Mo mv dnovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
HEoQ £Va aKOUO VTIKEILEVO TO 0010 ooTeEAOVTAV 0mtd £vol text mesh 6mov 6t cuvéyeia

og 0uTo 1o text mesh amobnkedeton kot peaviCetor o aptOpos.

Mo mv dnuovpyioc tov K®Ke ypnolpomomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CANVas Kot 1o KABe Kovpumi KOAOLGE TNV avTicTOol(n GLVAPTNOY| UE
OLTY) TTOV EMPETE VO, EKTEAECEL.

Av o0 ypnotg npoomadnoel va matnoet to kovuni OK ywpig to input field va éxet tyun
to1E dev Ol OPYIKOTONOEL TNV GKNVY HOG. AV 0V 0pyKOTOINOEL 1] oKV LOG KOVEVQL
amo o GAAa Kovpmid dev Agttovpyel. Me tov 1pdmo avtd meplopilovpe Tov xpnotn amd
TO V0L VTOTMECEL GE AICKOTOL GOAALLOTA Kot dnUovpyeitot pia KaAHTepn aAANAETiOpaoT LLE

tov mpdypoppa kot to Ul .

2m ovvéyew Bo avaivBel éva moapddetypo pe 30 apiBpovg O6mov Ba dodue mwg
vrmoopiler kor patching m Abon pog (BA. oelida 35 patching otov akyopiBuo
TapAAANANG dOpotong

O ypnog yphoet Tov apBud 30 oty mepintoon pag oto input field ko axorovbmg
notd to Ok button. X cuvéyeia Tapatnpei va ppaviletor oty 006vn Tov 1 akdlovdn

ewova (Zymua 6.13).

B A st ===

Zyua 6.13: Epedvion eneepyactov kot aplpav
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Onwg PAEmovpe eppavitovtor 30+2 kovtid pe aplBpoic dnwg Exovpe emiésel ol omoiot
etvar tawvopunuévot. Ta 30 givar ot apBpol mov emiéEopie kot To 2 undevikd givor avtd
7OV TPooTEOM KAV Yo TNV opuaAn Asttovpyia tov akyopduov(pathing). Exiong BAémovpe
10 Kovti proc kot dimia 15 kovtid éva yuo kKGbe emeEepyacty pe To YpOUO TOL Oa
ypoupatilet Tig evépyeteg mov exterel. [apatnpeite 6Tt 610 TPDOTO PriHa o1 emelepyaotés

&xovv avorapet amd Eva (gdyog aplOpdv.

Ta ypopata yio toug eneéepyactés Ppiockovtan pe tov 1810 TpOmo OTMG 6TOV ahydp1do

TapdAANANG GOpotong (PA. cerida 28).

Onmg kot n dnuovpyio kot TorohETnon Tov KouTidv XL Yivel pe TNV €vToAr instantiate
dnuovpydvrag to prefab mov éxel emiong avagepbel otov adydpBuo mopdAINANG
GOpotong (PA. cerida 29) .

21 cvvéyeln TaTAE (o opd to kovumi By Step kon fAémovpe v axdAlovdn gwdva va

enpaviCeton Tov givar To akoiovbo Pripa tov adydpduov (ZxMqua 6.14).

ymua 6.14: Bipa 1

BAémovpe mog to evyn apBudv égovv peivel ta pod oniadn amd 16 &xovv peiver 8.

Eniong o1 vré-Aioteg €xovv dimhaciaotel kot Exovv amd 2 tavounpéva ototyeia Tdpal.
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210 fpa owtd cuveyilovv Hovo ot TpdToL 8 emeEePyAOTEG Kot 01 GAAOL EKTEAOVV EVIOAN

no-op.

211 GLVEYELD TATAUE o opd To Kovumi By Step kot fAémovpe v axdAovdn swcdva va

eppaviCeton mov givor 1o axdAovho Pripa Tov alyopBpov (Zynua 6.15).

Yymua 6.15: Bhua 2

H dwdwcasio mapapéver n idta. Andadn ta (evyn aplBuov £xovv peivetl Ta puoed, oamd 8
&xovv petver 4. Orvmd-Aoteg £xovv dumhactaotel kot £xovv and 4 TaSvounuéva oTotryeio
TOpa. 10 Prpa owtd cvveyiCovv ot pool emeEepyaoctéc and mpv dnAadn ot 4 kot ot

VTOAOUTOL EKTEAOVV EVTOAT| NO-0P.

21 cuvéyela Tatdpe yio akopa po gopd to kovuni By Step kon Aémovpe v akdAovdn

ewova va eppaviCetot mov givor To emdpevo tov adyopduov. (Zynua 6.16)

IMo axopa o eopd Tapatnpeitor 1 id1a cvumepipopd. Aniadn ta {evyn aplBumv Exovv
petvel Ta pod, amod 4 £xovv petvet 2. O1 vd-AMoteg Exovv MmAacilacTel Kot £xovv amd 8
tagwvounpéva ototyeio Tdpa. Xto Prpa avtd cuveyilovv ot picol eneEepyactés amo mpy

OnAadmn ot 2 Kot 01 LTOAOITOL EKTELOVY EVTOAN NO-0P.
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Zyqua 6.16: Brua 3

21 cuvéyela Tatdpe yio akopa po @opd to kovuni By Step kou Aémovpe v akdAovdn

ewova (Zynua 6.17) va epeaviCetat mov givar to mpotedevtaio frpa tov adydpidpov.

Yymua 6.17: Tlpotehevtaio Prjpa

Téhog ta (ebyn apBudv £xovv petvet povo 2. O1vmo-Aioteg £xovv SIMANGLOCTEL Kol £XOVV
and 16 ta&vounuévo otoryela topa. 1o Prjua ovtd ocvveyilet pdévo o TPAOTOG

eneEepyaoTng Kat o1 VTOAOUTOL EKTELOVV EVTOAT NO-0P.
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AxoAovBwg Tatdpe Yo tedevtaia opd To kovuni By Step kot fAEmovpe v akdAiovdn
ewova (Zynpa 6.18) va epeaviletar mov givar to tedevtaio Prpa tov alyopBpov kot to

TEMKO OmOTELEG LA

Zymua 6.18:Telkd Prpa kot amotéAecua

210 Zynuo 6.18 moapatnpeitor n apyikny pog Aioto pe v oagopd OTL TOpa givar

TASIVOUNUEVN KOl GLYYWOVEVUEVT] TOV ALTO NTAV TO OTOTEAEGLO TO OTTOI0 EMOLULOVGOLLE.
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Kepaiaro 7

AlyoprOpog W

7.1 TIpopanua Write-All oto F-PRAM 75
7.2 Tleprypaen AlyopiBuov 75
7.3 Ontwcomoinom Akyopifuov 79

7.1 Ip6prnpe Write-All 6to F-PRAM

To wpdéPAnua to omoio Egovue va avtipetonicovue givor to Write-All oto F-PRAM
povtédo [6]. To F-PRAM o6mwmg £xetl avapepbei eivar évo Guyypoviouévo HOVTELD OOV
ol eneepyaoTéc LVIOKEWTOL o oQAAlpata katdppegvong. To mpofinue Write-All
AVOPEPETOL OTNV TEPITTOOT OOV EGOUEVOL HaG MOTAG N GTOLYEI®V OOV QLT aPYIKA
&ovv v tun 0, o tég tev otoyeiov mpémer vo petatpamovv oe 1. Oa
ypnoomomBovv p emnefepyactéc oto poviéAo F-PRAM o6mov onladr| pmopodv va

Kkatappevoovy péypt f<p enelepyaotéc.

7.2 leprypapr AkyopiOuov

"o v enidvon tov mpoPfAanuatog Write-All 6o ypnoiporomcovpe tov odydpibuo W [2
6]. O akyopBpog avtdg amoteAeitan amd 4 Phoelg 6mov givar apOunuéves amd o Eval
HEYPL TO TEGGEPO KOl EKTEAOVVTAL SLAO0YIKA HEXPL VO TAPOVLE TO ATOTELEGLLO, TO OO0
Bélovpe. v PO QOpA Tov ekTEAEiTOl O aAyOpOog Eekvd pe v @don 3 ot
ocuvéyeln eKteELel TNV edomn 4 kot cvveyilel exteddvtog Tov Bpdyo pe v edaon 1 uéypr 4

wote Oha Ta oTotyEln va Exovv Ypauuévo v tiun 1.
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Xmv mpdtn @don Tov oAyopiBuov v W1, yivetoaw e€Opeon ocepoipdtov pécm
KOTOUETPNONG TOV EVEPYDV eneepyaoTtdv . Xpnoonoteital £va S1dvuca 01 TO 0Toio
avaropiotator  ®¢ €va vonto dvadikd Oévopo (Zyqua 7.1). to 0évopo avTod
Katopétpnone petpobvtar ot emeCepyactéc ot omoiot dgv €yovv Katappevoel. Ot
eneepyaotég Eekvodv and ta @OALN 6oL TomofeTovvVTaL LE BACT) TOV TPOCMOTIKO TOVG
apBuod. Aeod tomobetnBobv avaypdeovv v T 1 og avtd kot avefaivouv To dEvOpo
TPEYOVTOG Ui EKO0YN TOV aAYOp1OLoL TapdAAnAng aBpoiong oto PRAM. Zmv pila Tov
dévdpov Ba Exovpe éva aptBpd o omoiog Ba eivar 0 vVTOAOYILOUEVOG APIOUOC TV EVEPYDV
eneepyactov. Avtdg o apliudg ivol VTEPEKTIUNGT TOV TPAYLATIKOD aptOov Yo ToV
AOyo Ot kdmolog emeCepyaotng Omov Eypaye v T 1 oe apywd otddo pnopei va

KOTEPPLYE TPV TNV OAOKAN PN TG edone WL,

Hopdderypo

5,[1] q | = YTep-ekTipnan

0,[2.3] 11 2

05,4567 [Of[ 1] 11

Yynua 7.1[2]

1 devTep Pdomn Tov akydpiBuov v W2, ot ene&epyaoTéc KATAVELOVTOL GTO GTOLYEI
¢ Aotag pe 1€1010 1600VYIGHEVO TPOTO MGTE VO YiVOLV Ol gpyacieg mov Ogv £xouv
exteAeoTEl akOpa. AVTO yivetal ypnollomoldvtag éva odvuoua Oz (Zymua 7.2),
AVATOPIOTANEVO ©OC €va VONTO 0LaOIKO 06vEpo. To dévdpo 10 0évopo mpoddov. Ot
enefepyaotés Eexvouy and v pila kot katefaivovv Tpog Ta Katm dtaiéyovtag av Oa
oy aploTePd 1 6e&1d avOAOYO [LE TO VITOAEWTOUEVO UNOEVIKA TG MOTAG GTA GUALN TOV
0évdpov. Avtd yivetar pe to pnum to omoio vmoAoyiletar amd v @edon W1 ko tov
apBud tov omoio vmoAoyiletar otnv eaon W4 mov Bpioketanr otnv pilo ko givor

extipnomn Tov ototyeiwv mov £xovv Tov apOuod 1.
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Enriong ypnotpomoteitor o mopaxdto tHToc.

size=n

while (size # 1) do

v[cl] = v[p]*(size/2 — 63[c1]) / (size — d3[p])
v[c2] = v[p] - v[c1]

size =size /2

end do

(cl aprotepd mandi,

c2 0e&10 mondi, p TaTEPG,

v[i] ap1Ouoc eneepyactdv mov Tave 61O 1,

omov apywd p =1 (piCa) ko v[1]=01[1])

Hopdderypo

"‘Eocto dvo evepyol enelepyaoctéc e mpocmmikots aptBpovg 1 ko 2 aviictoya.

5,011 2 1.2
52,31 2 o {1 1.2}
56,4567 |1|[1(| 0] 0 {3 {3 ({2
Yynuo 7.2[2]

Yy tpitn @edon tov aryopiBuov v W3, ot encéepyaotéc Ppiockovtal o6Ta GUAAL TOV
0€vdpov poddov e Bhomn 1o o TomobetOnKay and v edon W2 . O kdbe evepydg
eneepyaotng aAAALEL TV TN TOL GTOLYEIOV TOL AVTICTOLXEL GTO PVALO TTOL PpioKeTan

oo 0 og 1

2y tétaptn eaon tov  akydpiBuov v W4 yiveton ) Aeyouevn a&loAdynon mpoddov.
Anrodn ot evepyol emefepyaotéc Eektvovv amd To GUAAN TOL 0EVOPOL TPOddoL 2
EyMua 7.3), mov Ppédnkav otnv Tponyoduevn edon W3 kot aveBaivovv mpog ta Tave
EKTEAMVTOG UL €KOOYYN] TOL aAyopiBuov moapdAAning dBpoiong oe PRAM, vy va
vroAoyicovv Tov apBpud TV otoyeiowv mov Exovv v Ty 1. O cuvolikdg aptBpUdS TV

otoyelov mov €yovv v T 1 amobnkedeton oty pila. O apBpodg avtdg ivar o
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VTOEKTIUNON TOL TPOAYHOTIKOD ap1OUoD Yo Tov Adyo OTL o epyacio 1 omoia £ytve otV
edon W3 av dev vmhpyer emeCepyaostig va v pHeTapépel mpog v pilo dev Oa

VTTOAOYIOTEL.

O aAyopBpog teppartifet 6tav oto téhog g edong W4 n tiun oty pila givor ion pe 1o

mN0Bog TV ctoyeimv TG AloTag.

Hopdderypo

5,01] 5 | =—— Ymo-exTiunan

5,02.3] 2| 0

5045671 |1 1|[1]0

Yynua 7.3[2]

[Mopokdto @aivetor o TpoOTOG eKTéEAEONS TOL OAyopiBuov Kot M GePd pe ™V omoia

eKTEAOVVTOL O1 PACELS TOV (Zynua 7.4):

Processors i=1,..,n do in parallel
Phase W3
Phase W4
while &2[1] # n do
Phase W1
Phase W2
Phase W3
Phase W4
end while

end do

O(log n)

n ghika

ot T

QUG DEVAPOL FPOS0T

Yynua 7.4[2]

78



7.3 Ontikomoinen Alyopiduov

Topa Oa 50000V Aentouépeleg yio trv vAomoinon tov adydpiduov W oto Unity ko fripa
pog Ppa Twg avtog tpéxetl. Katapyds tpéyovpe to eKTeEAESIHO . ZTO Zyfua 7.5 etvou )

TPOTN €IKOVA TOV PAETOVUE HOMG TPEEOVIE TO EKTEAEGILO

e I I

Algorithm X
AR

- W\ N €
S S8 N o S 0

Pa

Parallel Search . #

Zynupa 7.5: TIpd ewdva eKTELEGILOV

1 ovvéyela emiéyovpe o kovuni tov Algorithm W 6mov giva o adydpifuoc o onoiog

UEAETALE OTO GLYKEKPIUEVO KEPAAQLO.

AxoAoVBwg gpeaviletor n To kdto apykn swova (Zynpo 7.6)

3& OTOLONTOTE GNUELD TTOV TPEYEL TO TPAYPAULO TATMVTOS TO Kovuni ESC nnyaivoupue

oTNV aPYIKN EMA0YN olyopiBuwv 1 matdvtog to P yiveton movon.

H xduepa givor o opboypoeikr mpoBoin ue size 10 dote va yopel oty 006vn 660

TEPLEGOTEPOLS ap1OLoVE propet Kat ot ap1fpol avtol va Tapapuévouvy dlokpltol 6To PATL.
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Algorithm W - ol

[Enter text. OK | W1 Continue |W1 By Step

W Full Algorithm W2 Continue |W2 By Step

Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

Yymua 7.6: Apywkn Ewova

H apywm ewkdva anotereiton amnd:

1 input field to omoio o yprotg Tepva To TANO0G apOU®dY TG AioTog.

To kovunt OK pe 10 omoio Kataywpeite 10 TAR00g avTo.

"Eva kovpni to kovpni Reset o omoio kd@vel reset v kv oty apyikn g Lopen

Y10l VO, EKTELECEL VEO TP ASELYLLOL O YPNOTNG.

To xovuni W Full Algorithm to omoio tpéyet Tov olydpiOpo oAOKANPO pe pia pikpn
kabvotépnon petaéd tov fnudtov yio va dtukpivoviot autd.

To xovuni Next phase pe to omoio o alydpiOpog Tpoywpd 6TV aKpPOg ETOUEVN
@don.

To kovpni Show tree numbs 6mov petatpémet to 81 (d€vdpo g pdong Wl) og 6Evopo
7oV Oglyvel Tog elvar aplOunuéveg ot BEGELS TOV Kat Pe TO TATNHO E0VA TOV KOVUTLON
EMIOTPEPEL GTNV OPYLKT| LOPPT.

7 axoun kovumad 2 yio ke po amd tig 4 acelg (ektog g W3 1 omoia £xet povo 1)
T0 omoia T0 £va eKTEAEl OAOKANPT TNV GAGCT) Kol TO AALO EKTEAEL LOVO TO ETOUEVO TNG
Priua.

‘Eva toggle box to omoio o ypriotng pmopei va emré€el av ot enelepyaotég Oo
KOTOPPEOLY OUOPACTIKA 1) TUY A,

To canvas mov péca e v Td NTOV OAO TO TLO TAVE.
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Mo mv dnovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
péoa Eva akOua avTIKEILEVO TO 0010 amotelovTav amd £va text mesh 6mov ot cvvéyela

og 0uTo 1o text mesh amobnkedeton kot epeaviCetor o aptOpos.

Mo v onuovpyio tov KOSKO ypnoworombnkav dvo script. To éva nrav
EVOOLATOUEVO GTO CANVAS Kot lye TIG GLVAPTNGELS Yo KAOE Kovumi , Ta omoia Kahov ooV
TNV avTioTOY(N CLVAPTNOT UECO AVTOV Kol TO AALO TV LIELHVVO Yo TNV KOTAPPELGN

TOV ENEEEPYACTMV LE TO APLOTEPO KALK TOV TOVTIKIOU .

Av 0 yprotng mpoonabnoet va totnoet to kovuri OK yopig input field va et tiun tote
dev Ba apyikomomaoet TV oknvn pHag. Av dev apytkoromel 1 oknvi| pog kavéva omd ta
dAha kKovumid dev Aettovpyel. Emiong ta kovumid tov ace®v TPENEL VoL TOTIOVVTOL LE
TNV 0®OTH GEPA aAM®G dev Bydlovv amotéhesa. Me tov Tpomo avtd meplopilovie Tov
YPNOTN A0 TO VO VTOMEGEL GE (IOKOTO GOOAULOTO Kol OnUovpysitonl po KoADTEPT

aAANAeTiopacn e Tov Tpoypappa kot to Ul .

O ary6p1Bpog eivor vAoTomMUEVOG e TETO10 TPOTO MGTE Vo, vTooTNPilet péypt mAn0og 16

apOU®OV 6TV AloTO KOt TOV OVTICTOl WOV ENEEEPYACTMV.

1 ovvéyeto o avorvOei Eva Tapdaderypa pe 16 apOpode pe v emhoyn interactive va
unv ivan emieypévn €tol ta cedApata pog Oa etvat toyaio. Xe omolodnmote onpeio tov
aAyopBpov tatdvoag oto D 1 oto A tov emelepyaot] LTOPOVLE VO EVEPYOTOMGOLLLE 1)
VO KOTOPPEVGOLLE TOV 0vTioTOL 0 emesepyaotr). Oa avaivBodv Ta frHoTa pe pAGELS Kot

oyt pe to By Step xéBe pdaong

O yxpnotg ypapetl tov apdud 16 oty mepintoon pog oto input field kot axoAovbmg
natd to Ok button. Xt cvvéyeia mapatnpel va eppavietar otnv 006vn Tov N €1KOVA GTO

Zyua 7.7 .
Onwg PAémovpe epeaviletar o apBuog tov enelepyaoctdv mov €yovue emAEEEL Kot

toyoio PAémovpe kdmowovg enefepyaotég ol omoiot ypdeovv v Tiun D kou egivon

KOKKIvOl. Avtot givor o1 emeepyaoTég TOV EXOVV KATAPPEDGEL GTO GUYKEKPIUEVO PriLLaL.
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16 OK | W1 Continue W1 By Step

W Full Algorithm W2 Continue |W2 By Step

Reset w3

Show tree numbs ‘W4 Continue | W4 By Step

Next Phase

ADR A JAJALA AJAJAJALA AfAfA

Zyqua 7.7: Epedvion enegepyacstdv Kot KOTdoTOoNG TOVG

Mohg Eexvioet 1 extéheon Tov akyopiBuov, mpwv €16éAOeL 610 PpdyY0, eKTEAOVVTOL
npmta ot pdocelg W3 kot WA, 'Etotl 1 vhomoinon Oa Eekivioet pe v vAomoinon g
oaong W3 yia va cuveyioet pe tic don W4 kot akohovBwg Bo pmel 6ty ektédlecn Tov

Bpoyyov néxpt va tapovpe 10 TeEAMKO emBupnTd OmMOTEAEGLLO.

Apa yio Ty emopevn eaon o matnoovpe tdpa to Next Phase 1) to W3 yia v extéleon

nge.

Edd exteleiton n pdaon W3 (Zxnua 7.8) 6mov o k4be evepyog eneepyaostnc ypapet Tnv
T 1 ota @OAAA TOL VONTO 3EVOPO TO 0010 SNUIOVPYELTAL AVAAOYO LE TOV TTPOCOTIKO

OV aplOpo.
[Ma to 0évopo avTod yivetan ¥pMom Tov SvOGHATOG 02, ONAAOT| TOV dEVTPOL TPOOSOVL.

Onwg paivetot 6To Tapddetypo OAoL o1 EVEPYOL ETEEEPYOOTES KATAPEPAY VO YPAYOLY TNV

TN 1 yopic va kotappedoovy .
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16 OK | W1 Continue |W1 By Step

W Full Algorithm W2 Continue |W2 By Step

Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

Zyqua 7.8: ®don W3

IMatdvrag topa to Next Phase 1) to W4(1| to By Step) kou exteleitan 1) exodpevn edon .

16 OK | W1 Continue |1 By Step

W Full Algorithm W2 Continue Iwz By Step

Reset w3

Show tree numbs {4 Continue| W4 By Step

Next Phase

MDA JAJDA AJDJAJARA Djoja

Zyua 7.9: ®don W4

2mv edon W4 (Zynpa 7.9) ot enelepyactés “ktiCouv” 10 84vOpo mpooddov 02 Tpog To.
mhvew. Ot enelepyaotéc mov EUEVOV EVEPYOL OO TNV TPONYOVUEVT] GAGT Kol EYPONyoV
v T 1 extedodv po ekdoyn mopaAAning dBpotong péxpt v pila. Opmg PAémovue
TAG VITAPYEL 1] VIOEKTIUNGN aPoV Eyovv vIoloyiotel povo 10 epyaocieg oy pila evod av
apanprcovue Exovv odokinpwbet 12 epyaciec pe v edon W3. Avtd yiveton ywoti av

mpocégove katoppevoay akoun 4 eneEepyaotés ol onoiot paivetotl 0Tt kokkivilovv otnv
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emopevn ewova. Av o aplBuog sivar icog pe 1o N o akydpiBpog orokAnpoveral. Omwg
napamnpeitar ommv pia dev eivar o opOudg 16 dpa o aryopiBupog oev €xel
orokAnpwOei.ITatdvrag topa to Next Phase 1 to W1( to By Step) ko exteleiton 1

EMOLEVT] PAOT).

@ — _ Ngorthe W _ -

—
10 OK | W1 Contirwe [W1 Dy S

W Full Ngontnm W2 Contewn [W2 Dy Soa

Hosat wi

Show ree namde W Contionss | W4 By S

Neat Prase

1jajojjojeajojsjsjrjojojojojejo

ymua 7.10: @aon W1

2mv edon W1 (Zynua 7.10) ot eneEepyaotéc “ktilouv” to 0évopo katapétpnong 61. Ot
opfpol  tomoBetodvtan pe ota EOAAM pe Pdon TOoV TPOGOTIKO TOLG OPOUO Kot
ONUIOVPYOLV TO BEVOPO TTPOG T TAVE®  YPNCIUOTOLDOVTOS Lo EKIOYT TG TOPAAANANG
aBpotomng.

O apBuog mov vrdpyel oty pila givor veepexTipmon TV evepydv emeepyact®dV, ALY
OTO TOPASELY IO LLOG OEV £XEL KOTAPPEVGEL KATOL0G 6TO Bripa avtd yio Tov AdYo anTo givart

cMOTOG.

Eniong vroroyiletor To pnum tov kébe apBpod 6mov Kot dnpovpyndnke po ypopun
Katw ond o A/D pe avtd yio kabe eneepyaotn, T0 0moio Oa yPNOIUOTOIGEL 1] EXOUEVT
@aomn tov aAyopiBuov 1 W2. Toatdvtag topa to Next Phase 1 to W2(1j to By Step)

exteheitan ) emodpEVN QAOT).
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T
i w; W

W1 Continue

W1 By Step

W Full Algorithm

W2 Continue

W2 By Step

Reset

w3

Show tree numbs

W4 Continue

W4 By Step

Next Phase

1Q1jojzjojrjopr1jzyr1jogojogogjrgo

w2z o |2s| o |z | o |z2]ze]zs] o]0 | o] ]z]0

Zyqua 7.11: daon W2

v edon W2 (Zynua 7.11) yivetoar  avabeon tov enelepyactdv pe tny xpnon evog

vontoh dvadtkoy dEvVOpov.

To vontd dvadikd 6évopo avtd givar to 110 pe To ddvooua 82 to 6Evopo TPoddov To
omowo dnpuovpynnke and v edaon W4. Opwg yuo va punv aAioiwbovv ot TiHég tov
VOGS LOTOG TV dnpovpyeitar Eva Tposmptvo didvooua 63 pe apyikés TIES Tig 1d1eg

He 10 82.

O emelepyaotés Eexvodv and v pila kot Koatefaivovv mpog ta KAT® pHEXPL VA
avatebov woolvyopuéva ota eUAAN ToL omoia dev Exovv Thpel TV Ty 1 axourn. Avtod
yivetou pe v fondeta Tov TGV OV TA{PVOLLE 0o TO 63 Y10l TO VTOAEUTOUEVE, UNOEVIKA

Kot o Ol yio TNV eKTIUNOM TOV EVEPYADV EMEEEPYAGTOV LLE TO PNUM TOVC.

[Mopatnpeitor Tog KGTo amd To pnum &xst dnuovpyndei to W2 1o omoio givar ) tehkn

0éom oto 6évdpo M omoia Ba avateBovv.

[To kdto oaivetol KOPPATL TOL KOdKA TO 0moio dnpovpynonke yuo tov Tpdmo avdbeong

TOV ENEEEPYACTOV.
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childl = currentv2 [i] * 2;
child2 = childl + 1;
if (done [child1] + done [child2] == 0)
auxv2 [i, child1] = 0;
else
auxv2 [i, childl] = Mathf.RoundTolnt ((float)(auxv2 [i, currentv2 [i]] * done
[child1]) / (done [child1] + done [child2]));

auxv2 [i, child2] = auxv2 [i, currentv2 [i]] - auxv2 [i, child1];

taskobjects [child1].transform.FindChild ("Value").GetComponent<TextMesh> ().text =
" + auxv2 [i, childl];
taskobjects [child2].transform.FindChild ("Value").GetComponent<TextMesh> ().text =

"""+ auxv2 [i, child2];

it (w2size == auxv2 [i, currentv2 [i]])

count [child1l] = 0;
else

count [childl] = Mathf.RoundTolnt ((float)(count [currentv2 [i]] *
(Mathf.RoundTolnt ((float)(w2size / 2)) - auxv2 [i, child1])) / (w2size - auxv2 [i,
currentv2 [i]]));

count [child2] = count [currentv2 [i]] - count [child1];
if (pnum [i] <= count [child1])

currentv2 [i] = child1;
else {

currentv2 [i] = child2;

pnum [i] = pnum [i] - count [child1];
StartCoroutine (waittransf (pnums [i], pnum [i], se));

}

StartCoroutine (waittransf (w2tree [i], currentv2 [i], se));
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11 cuvéyelo ToTovE To Kovpni Show tree numbs yia va Sovpe o 0éom aviiotoryel pe

avtég mov Ppnke o W2. (Zynua 7.12)

16 OK | W1 Continue |W1 By Step

W Full Aigorithm W2 Continue |W2 By Step

Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

1|T"g1|1Qo|Tg1|(Tg1|TQo|OoQgoO(OQgT1]|O 16 (1718|1920 (21§22 |23 024 |25 26|27 28|20 Q3031

ADQR A | A A A AJARA A

ojzjogr1jorjzprjojogjogog1yjo

1
w220z | o |ze] o |zz] o |z]|zz|zs] o Jo]o]o]=]0

Yynuo 7.12: Show tree numbs

‘Etot epgaviCovron ot avtiotoryeg apOunuéveg 0éoeic apyilovtag v apibunon pe tov
apOuod 1 and v pila uéypt o (2*n-1). H apibunon yivetar kotd mAdtog tov dEvOpov.

Me to métnua Tov Next Phase 1 tov W3 extedeiton n) emdpevn odon .

16 OK | W1 Continue |W1 By Step
W Full Aigorithm W2 Continue lWZ By Step
Reset w3

Show tree numbs ‘W4 Continue | W4 By Step

Next Phase

10 1
T 3 2 3
4 3 2 1 4 5 6 ¥
2 2 1 2 2 -] [} 1 8 9 10 1" 12 13 14 15
111 101 o 6| | B 3 111 S 110 166|171 |19 Q20 (21 Q22 (23024 25826 |27 Q28|20 Q3031
ADH A | A A A AfAafa A

ol 1l fofzfof 1oz fofo]eofo]]e

wzljzozs| o |2s] o |zr] o |2z zz|ze| o Jo|o]o]z=]e
Syqua 7.13: @don W3
Avdroya pe 1o mob TorofenOnKay ot eneEepyaotéc amd v edaon W2 mtave kot ypdgouvv

mv Ty 1 ota avtictoyo evAla (Zynuo 7.13) OTmg avo@épape Kol 6TV TPOTN
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exktéleon tov W3, Me to mamuo tov Next Phase 1 tov W4(By Step) exteleiton m

EMOLLEVT PAOT .

16 OK | W1 Continue |1 By Step
W Full Algorithm W2 Continue [W2 By Step
Reset w3

Show tree numbs J{W4 Continue| W4 By Step

Next Phase

15 1
L] 7 2 3
4 4 4 3 4 5 [ 7
2 2 2 2 2 2 2 1 8 9 10 n 12 13 14 15

Al RN EREEE REEE RN RN N 16|17 Q18|19 020 (21 Q22|23 024 (25 026(27 #28)20Q030 |31

AD
nwnll 1 Q1 JOJ2JOoj1jog1jzjr1jojojogogijo
w2

w|2s]o|zs|o|zz]o|ze]|zz|zs]o]o]e]o]z]o

Zyua 7.14: daon W4

Onwg kot wpwv n edon W4 gktedeitan pe tov 1010 1pdémo kot topa PAEmovpe oty pila
TOV 0€VOpoL ToVv apBud 15( ZyMua 7.14). Apa o akydpBpog pog oev £xet oAoKANpwOel
Ko Tpémel va ekteréoel Eava tov Bpoyyo . Me 1o matnpa tov Next Phase v tov W1(By

Step) exteleitan n emdpevn edon .

16 OK | W1 Continue [w1 By Step

W Full Algorithm W2 Continue |W2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

s 7 s 2
4 4 4 3 ) 2 2 [)
2 2 2 2 2 2 2 1 2 1 1 1 2 o ) [)
Kl BE B B B B B Re K B B B BE BE BE BE
anf a A A alala
ol 1 fzlolafofefelslelz]olelo]o]1]e
wzfofofofofolelefe]lefe]e]le]e]e]e]e

Yymua 7.15: ®don W1
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Extedelton Eava m @don W1 (Eyqua 7.15) mov avty v @opd mapotnpeiton
VREPEKTIUNGT aeoV 1 pila Yphpel 7 evd Egovue 6 evepyols emeEepyaoTES Kot TEPVALLE

otV emouévn eaon v W2.

16 OK | W1 Continue |W1 By Step
W Full Algorithm W2 Continue W2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

15 1
8 ) { 2 3
4 4 4 3 4 5 6 ¥
2 2 2 2 2 2 2 1 8 -} 10 " 12 13 14 15
111 111 ]| 5 1|11 (T |TQg1|1Qg1|0O G(17TR1E |19 Q20 |21 Q22 (23024 (25926 |27T Q28|20 Q30 (1
ADN A A A AJAJA

1jzjojajojajogsjyepgvjojojogopgrjo

weat|e o ]ar]ofa]o]ar]afat]e]ofofe]e]e
Yyua 7.16: @aon W2

2mv @don ovtn (Zynua 7.16) mapatnpeiton twg OAot o1 neEepyactés mTAve voL ypayouvy
otV povn T mov £xet petvel 0 apa oty Béom 31 tov dévopou pag. Ilov avtd Ba yiver

oTNV €NOUEVN PAOT OTT®G POIVETOL GTNV ETOUEVT EIKOVO,

16 OK | W1 Continue W1 By Step
W Full Algorithm W2 Continue |W2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

15 1
8 ¥ 2 3
4 4 4 3 4 5 6 ¥
2 2 2 2 2 2 2 1 8 9 10 1" 12 13 14 15
AR IR IR DR BRI RO AREN BRENAR AN BN AR 16 |17TQR18 |19 Q20|21 22 |23 024 (25 26|27 Q28|20 §30|31
ADN A A A AfAala

1jzjojajojajoysjegvjojojogogijo

w2|31|o|o|31|o|:1|o 31|o|o|o|o|o|o
Syqua 7.17: ®don W3

=

3

e
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O emelepyaotés £(0VV CLUTANPDOCEL KoL TOV TEAeLTAi0 aplOuod pe 1 (Zynpa 7.17) oy

@aon ot Kot pével va extereotel n eaon W4,

Téhog o1 emeepyaoctés ektelobv v edon W4 (Zynua 7.18) kat etdvovv oty pila pe
Tov apOud 16. O apBpds 16 sivor icog pe tov apBud tov omoio mépace o xpNoTNG, Gpa.

éyovpe TAoEL 6TO0 EMBLUNTO TEMKO amoTéAeso Oov Teppatilel Kot o alyopOpoc.

Y10 onueio avtd mopoTdooetal o kmdwkag ov watnOei to kovuni W Full Algorithm, pe
TOV 07010 AELTOVPYOVV Ol PACELS TOV ahyopiBuov, 6mov Eyovv KabBvotépnon peta&h Tovg
Y va @aivovton to frpato.
IEnumerator waitw(float se){//create new gameobject and add it to taskobjects
yield return new WaitForSeconds(se);
W3();
se = se + 1.5f;
yield return new WaitForSeconds(se);
W4 ();
se = se + 1.5f;
yield return new WaitForSeconds(se);
while (done[1]'=check) {
W1lver2 ();
se = se + 0.8f;
yield return new WaitForSeconds (se);
w2av2 ();
se = se + 0.8f;
yield return new WaitForSeconds(se);
W3();
se = se + 0.8f;
yield return new WaitForSeconds(se);
W4 ();
se = se + 0.8f;

yield return new WaitForSeconds(se);
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16 OK | W1 Continue |W1 By Step
W Full Algorithm W2 Continue |W2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

186 1
8 8 2 3
4 4 4 4 4 5 6 ) 4
2 2 2 2 2 2 2 2 8 9 10 1" 12 13 14 15
101 111 1|1 Q1|1 1|11 |1 Ja [t 111 16|17TR18 (19 Q20|21 22 (23 024 (2502627 §28(20Q30(31

1jzjojs3jojsajojlsjegvjojojogog1jo

atfofo]ast]e]ar]e ]|z ]z fefefe]e]e]e
Zynpa 7.18: ddon W4 ko tedkd anotéheca

W

N

H vlomoinon avt) mpoceépetl 6To ypnotn v duvatdtnta vo BETEL 0 1610¢ TOVG EVEPYOS
eneepyaoTég KAl TOW0L KOTappEOLV. X210 Zynua 7.19 onwc gaivetar £xel emAeybel to
interactive box pe 16 ene€epyaotéc. Zav TpdTo 6Tddio eppaviotnkay 16 enelepynotés
6hot alive kot pe o maTUa TOL APLETEPOL KAMK GTO KOLTL TO 0moio Qaivetal £yve
kokkwvo kot dead. e kavévo onpeio Tov akyopBpov dev Oa katappedoel eneepyaothc

eKTOC LOVO OV TO EMAEEEL O YPNOTNG.

16 OK | w1 Continue W1 By Step

W Full Algorithm W2 Continue |W2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

ADR A JAJAJAJAJAJALJAJA AjAajajajala

Yynuoa 7.19: Interactive
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Kepdararo 8

AlyoprOpog X

8.1 ITp6PAnpo Write-All 6to A-PRAM 92
8.2 Ileprypapry AlhyopiBuov 92
8.3 Ontucomoinom Aiyopifuov 95

8.1Mpopinua Write-All 6to A-PRAM

To wpoPfAinua o omoio €yovpe va avtipetonicovpe sivor to Write-All oto A-PRAM
povtédo [6]. To A-PRAM omwmg £xet avapepbel ivar éva acvyypdvioTo HoviéAo 6mov ot
EMEEEPYAOTEG EVEPYOVV EVIEAMG AGLYYPOVIOTO KOl LITOPOVV Vo 1o AGOVV 1 VoL YpAyouV
o€ 0MOL0ONTOTE KLWEAIS O TNG LVAUNG Ko 1) KGO tpdoPacT pmopel va Tapet S1apopeTIKO
xpovo. Eniong pmopet va vronécovy oe opdipata kotappevons. To mpofinua Write-All
(6mmg avapéptnke Kol GTO TPOTNYOVUEVO KEPAANLO) OVOPEPETUL GTNV TEPITTMGT OOV
dedopévou ag Motag N ototyeiov 6mov avtd apywkd £xovv v tiun 0, ot TES TV
otoyeiov mpémel va petatpomovv oe 1. Oo ypnoipomombBodv P acvyypOVIGTOL

eneepyaotég oto poviédo A-PRAM 6mov pmopovv péypt kot p-1 va katappedcoovv.

8.2 Ileprypapi AryopiOpov

Ytov aAyopifuo X [2, 6] dmwc avagépapie xpnolponolel N enelepyaoTtés Yo TV ETIALON
tov mpoPanuatog Write-All n apiBumv, 6mov o1 ene&epyactéc avtol evepyodv eviehmg
acvyypoviota. O  odydpiOpoc ypnowomotel  €va dwdvoopa  peyébovg  2n-1,
avaTopIoTapEVO ®¢ £va vontd dvadikd 0&vopo pe n eOAAa. To didvvouo avtd eival

AmoONKELUEVO BTNV KOWVOYXPNOTN LV TOV ETEEEPYAGTMV GE VO LOVOIIAGTOTO TIVOKOL
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11 tov omoiov apykd ot Tyég eivar OAeg 0. Ta otoryeia Tov TpoPAnuatog Write-All oty
apyf Ppiockovrol ota @O TOL dEvEpov (dniadn ota I1[Nn],...,[1[2n-1]).

Ot eneéepyaotéc oty apyf] tomobetovvianr ot EUAAG TOL OEVOPOL avAAoyo HE TOV
TPOCMTIKO TOVG PO Ty, 0 eneEEPYASTNG e TPOCOTIKO 0ptOpd 1 6mov 0<i<n+1 ,

tonoBeteitan oto [1[n+i-1].

21010G TOV aAYOpOHoL avTtol givon o1 emeepyaotég va avePokoatefaivouy mive kAT
yphpovtog v TN 1 otig kuyelideg ot omoieg Exovv v Tun 0 péypt n pila tov d€vopov

va hpet Ko aut) TNV T 1.

H dwadikacio avt ektedeiton pe tov mopoakdtm tpodmo. O eneEepyaosTtne avaloya e TNV
tayvtnta Tov o mpoomadnoel va ypdyel 1 oty Béon mov Ppioketar. Av givor 0 o
eneepyaotg v oArhdlel o 1 kKo avePaivel enimedo. Av dpmg Eva GALOC ETEEEPYOOTNG
éxermporaPet ko yphwet to 1 exel 101e 0 eme&epyastnc Ba avéPet Eva Pripa Tpog Ta Tavem
Ko Oa Srofdoel TNV TN ToL TOTEPA , OOV Ba TPOY®PA TPOG T TAVE® PEXPL VA BPeL Eva
kopPo pe yun 0. To avéBacpa oto 6EvOpo yivetar dStoupmvtog v BEon mov Bplokouacte
ow 2. Mol Bpebel o kOpuPog pe to 0 eAéyyovpie o amd to Vo madd Exet v tiun 0 (n
0éon tov modiov eivar 1 0éom Tov TaTépa emt 2 Yo 10 aploTePd Tondl kot 1 B€om Tov
atépa €l SVO oLV €va Y1 TO OeELd Tadl.) OOV VILAPYOVY TEGCEPLG TEPITTMOGELS.

e Av kol to o000 modid €xovv v T 1 TOTE pETOTPEMOLUE TNV TIUN TOL
Bploxouaote og 1 kot o ene&epyaotnc avePfaivel Eva eminedo move.

e Avoumg 1o apiotepd modi etvor 0 kot o de&1d Eva TOTE TYaivov e GTO aPLeTEPE
, av givar o avtifeto myaivovpe oto 0e€id .

o  Ymdpyel Opmg Ko n mEPinTwon n onoia ko to. 000 moudld givon 0. e vt TV
TEPIMTOON TNYOIVOLUE OVOAOYD HE TO OPI0 TOL TPOGMMIKOV OPlOUoD TOL
eneepyaotn). Zuykekpipuéva o eneEepyaotig voloyilel To dvadkd aplud tov
TPOCHOTIKOL TOV aplBlol Kot aviroya pe To eminedo eAéyyetl To 01pio avtd. Av n
Tiun tov bit avtov givar 0 Thetl aprotepd av ivor 1 waet de&1d. I'o mapaderypo av
0 enefepyaotng pe mpooomikd aplfud tpio Ppioketal 6to dgvTEPO €minedo Oa
eréyEet tov dvadikd Tov apBUd oTo devTEPO O1pio. AnAadr o dVASIKOS TOL
apBpog mov ivar o 01 Ba det mwg 0 devTEPO dpio givar to 0 kot Ba Tpoywp1oEL

GTO 0PLoTEPO TOLOL.
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Ot TeputdoElg anTég yivovton pHéExpL v OTAGOVHE G€ PUALO TOL OEVOPOV ElTE GE KATO10
KOUPo o omoiog Ta wadid Tov givor ko ta dvo 0. MOAIS pTdoove o pio omd aVTEG TIG
000 TEPMTMOELG OTWG AVOPEPALLE KO TPV AAAALoVLE TNV TIUN o€ 1 Kan aveBaivovpe Eva
eminedo. O akydpiBuog avtdg teppatiferl 6tov N pila mapet v T 1. Zuykekpuéva

poAG ot eneEepyaotés daPdoovy ot I 1]=1 tepuariCouv.

To k66T0¢ TOV KAYOp1OLOL ivar C*y (N) = O(N'®@3) =O(n'®).

IMoa tov ypdvo eEaptdrarl n ToydTNTO TOV ENEEEPYASTOV.

2 ovvéyela otvetar o alyoplBpoc X oe HopeY] YeLOOKMAKA Yo N aptBpovg pe n
enelepyootés [2]:
Processors Pi, ..., P, do asynchronously
Shared array WA[l..2n-1]
Pi: where = n + 1 -1
while WA[1l] # 1 do
if (WA[where] # 1 && where > n-1) then % og @UAAO
WA [where]=1
where = Llwhere/2d Sovepaivel emimedo
else if (WA[where] # 1 && where £ n-1) then %b6xL og @UAAO
if (WA[2*where] = 1 && WA[2*where+l] = 1) then

WA [where]=1 $1eAel0pévo UNOJOEVTIPO

where = Llwhere/2d %Sovepoivel enimedo

if (WA[2*where] = 1 && WA[2*where+l] = 0) then
where = 2*where+l Sxroatefaivel enimedo

if (WA[2*where] = 0 && WA[2*where] = 1) then
where = 2*where $xatefalivel enimedo

if (WA[2*where] = 0 && WA[2*where] = 0) then

if (ii1og(wnere)=0) then
where = 2*where %010 aplotepd maldi
else where = 2*where + 1 %oto defl maldl
end if
end while
end do

(70 liog) ovuPoliler v tyaj rov 10g(K)7° dipiov g log(n)-dvaduic avarapdoracns tov i)
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8.3 Ortikomoinon AlyopiOpov

Topa Oa 60000V Aemtopépeleg Yo TV VAOTOINGT TOV aAYOpOoL X Yo TNV EMIALGN TOV
npoPinuatog Write-All oto povtého A-PRAM oty koveoro Unity kot Brjpe mpog fripa
TG avTdc TpéYel. 210 oynua 8.1 elvar n ewodva mov PAEmovpe PO Tpéovpe TO

EKTEAEGILLO.

Zyfua 8.1: Tlpodtn ewdva exteAéciion

¥t ovvéyela emiéyovpe to kovumi tov Algorithm X 6mov eivar o akydpBpog o omoiog
peAetdpue oto GLYKEKPLUEVO KEQOAUO. AkoloVBwg eppaviletor n moO KATO opyikn
eKova (Zymua 8.2) Xe 0mo100nTOTE OMIELO TTOL TPEYEL TO TPOYPAULO TATMOVTOS TO KOV

ESC myaivovpe oty apykn emthoyn adyopifuwv 1 motdvtog to P yiveton movon.

I"a v vAomoinon tov alyopBpov avTov Ypnoiomomdnke vag Tivakag Yo Vo KpoTd
TANPOPOPIES Y10 TNV KATAoTOON TOV KAOE emeepyoaot| av ivor evepyog 1 OxL.

Eniong ypnopomomOnkayv dvo mivakeg yio v fondeia vroAoyiopod Tov TPOCOTIKOD
apBpod kébe emeepyaoctn oe dvadikn poper|. ‘Evag pe tov omoio KpotovGape Tov
apBud tov dueimv Kot £va d1edldoTato Tov &iyxe o€ KaOe eminedo Tov éva O1pio TOL
enefepyaotn my. ywu tov eneEepyaotn pe mpoocwmikd apBud 3 (11 oto dvadikd) oto
TPpAOTO Mimedo eiye Tov apBud 1 ko oto devtepo 1, dpa otov mivaka pog otnv Béon

I1]2,0]=1 xou otnVv Béon I1[2,1]=1 .
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H apyw| eikdvo amotereiton amo:

e 1input field to onoio o ypHotng mepvd to TANOOC apOu®Y TG AMoTac.

e To xovuni OK pe to omoio katoympeite o TAN00g avTod.

¢ 'Eva kovpni 1o kovpuni Reset to omoio kdvet reset tnv oknvn otnv apyikr| g Lopen|
Y10 VoL EKTEAEGEL VEO TTAPAOELYLLDL O YPT|OTNG.

e To xovuni X Algorithm to omoio tpéyel tov aAydplOuo oAOKANPO HE [0 pkpn
kaBvotépnon petaéd Tov Pnudtov yio vo dtukpivoviot autd.

e To xovuni By Step pe to omoio o adkydpiOpog exterel éva Prjpa.

e 'Eva toggle box to omoio o ypnotng umopei va. emdé€er av ol enelepyaotéc Ha
KatappEoLV S1a0PACTIKA 1 TUY OO,

e To canvas mov péca o€ aVTO HTaY OAN TO TLO TAV®.

X

D
[ Resel | By Step

Yymua 8.2: Apywkn Ewova
To péyebog g kdpepag yio peyoddtepo apBpd N piKpaivel Kot HEYOAMVEL avTioTO O

wote va vrootnpilel puéypt 64 apBpovg kot ot apBuol avtoi va mapapévouy dtakpirol

GTO HATL
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I'o v dnuovpyio Tov aAydpiBuov awtod ypnolwomombnke va prefab to onoio giye
péoa Eva akOua avTIKEILEVO TO 0010 amotelovTav and £va text mesh 6mov ot cvvéyela

og ouTo 1o text mesh amobnkedeTon Kot peaviletor o aptOpos.

o v onuovpyio tov K®OdKo ypnoworombnkayv dvo script. To éva nMtov
EVOOUOTOUEVO GTO CaNVas kol lye TG CLVOPTNGELS Y10 KAOE Kovuni , Ta omoio KooV o
Vv avTioTolyn cuvdptnon pEco avtol Kot To GAAO NTav LIELOHLVO Yo TNV KATAPPELGN

TOV ENECEPYAOTOV LE TO OPLOTEPO KAIK TOL TOVTIKIO .

Av 0 ypnotng tpooradnoet vo matioet 1o kovuni OK ywpig input field va £xer tiun tote

dgv Ba OPYIKOTOMGEL TNV GKNVY| LOG.

Av dev apykonomBei n oknvn pog kavéva omd to GAAa kKovumid dgv Asttovpyel. Me tov
TPOTO OTO TMEPLOPILOVUE TOV YPNOTN OO TO VO VTOTEGEL GE AGKOTO GOAALOTA KO

onuovpyeiton po KeAOTEPN aAANAETIOpacN e ToV TPdypappa kot to Ul .

¥t ovvéyeto Oa avorvOei Eva Tapdadetypa pe 16 apBpodc pe v emhoyn interactive va

pnv givan emieypévn £€tot To ceaipata pog Oa givar toyaia.

Xe omolodnmote onpeio tov aiyopiBuov motoviag oto D 1) oto A tov emefepyaotn

UTTOPOVLLE VO EVEPYOTOUGOVLE 1| VO KOTOPPEVGOVLE TOV AVTIGTOLYO ENEEEPYOUTTN.
O ypnotng ypaoeetl tov apdud 16 oty mepintmon pag oto input field kot axoAovBmg
natd to Ok button. Xt cvvéyeia ntapatnpel va eppaviletar otny 006vn Tov N €1KOVA 6TO

Zymua 8.3.

Onw¢ mopatnpeitor epeoaviotnkay oty 006vn 16 enelepyaoctés e avTioTOT0 YPOLOTOL

ot omoiot pepkoi eivon “alive” (A) kot pepikoi “dead” (D)

Av1td yivetal Toyaio eredn to interactive dev eivat emleyévo OIS PaiveTOL Kot atd TOV

O KATO KOOIKA.
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int random=UnityEngine.Random.Range (0, 101);
if (randomtog.isOn) {

random = 100;
}
if (random>=33){ //random Dead/Alive
table[i]=1;
alive[i]="A";
}
else{
table[i]=0;
alive[i]="D";
}

16 m X algorithm
Reset By Step

Yyua 8.3: Epedvion eneEepyactdv Kot vontov 0EvOpov

210 onpeio avtd Taipvouv TYEG ot dVO TIVOKES Yo TOVG dLAdKOVS aplBovg ot omoiot

avaeéptnka mtpv (PA. oedida 95) pe Tov eENG KDOKO.
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for (int i=0; i<check; i++) { //convert to bits and initialize Ivl to O
var result = Convert. ToString(i, 2);
binstrings[i]=result;
IvI[i]=0;
}
for (int i=0; i<check; i++) {//cut bits of binary
for (int j=0; j<binstrings[i].Length; j++) {
string piece = binstrings [i].Substring (j, 1);
bincut[i,(log-binstrings[i].Length)+j]=Int32.Parse(piece);

Emiong dmuovpyeitor 1o avtiotoyo vontd dvadikd dévopo pe emineda log(n) omov
eupaviCetoar omnv 000vn pog pe opywés twég 0 oe dAovg Tovg KOUPovg Kot ot

eneepyaotég etvar tomofeTnpévol ota LA TOL OEVOPOV.

Axoun gpoaviletor £vo AoTPo KeEVO KOLTL KAT® amd TOVG EMESEPYAOTEG OOV GE EMOUEVA
Prnota Ba deiyvel molog eneEepyaocTnG EKTELEGE AEITOVPYIN GTO GLYKEKPIUEVO PRLLaL 1) TO
mN0Bog tovg av NTov TEPLocHTEPOL amd €voc. 2T cuvExelo matdue to By Step won

epeavileton N mapoakdTm swova (Zynuo 8.4).
G _ v

[o]o Qllafolofojofolofofolofo]o
4] on Coopg

Zymua 8.4: Brua 1
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210 ovykekpyévo onueio mapatnpovpe OtL 3 enefepyactéc ektélecay v Asrtovpyio

Ko Eypoyav Tov oplud 1 oto pOALO T0 omoio Ppickovtav.

Yuykekpipéva o eneEepyaoctng 2,3 kot 11. 'Etot kGt and tovg enelepyaotés mapatnpeite
OTL T0 KOVTL &Yel TApeL TNV TN 3 Pr 6mov cupUPoAilel TG 3 Processors £ypoyov TNV Tun

1 610 Prjna awtd Kot avEPnkay éva eminedo TPOG T TAVE®.

O kodwog yio ta. UAA givat 0 akdAlovbog:

if (done [where [faster]] == 0 && where [faster] >= check) {
/if you are at leaf make the value 0 and move 1 Ivl
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1, colortable [faster]));
where [faster] = where [faster] / 2;
Ivl [faster]++;

execute = 1;

2m ovvéyelon Bo mapoatmpnoovpe 1o emduevo Prna(Zymua 8.5) omov pdvo évag

eNeEePYAOTNG £XEL EKTEAECEL AEITOVPYIO TNV GLYKEKPIUEVT] POPEL.

Onwg paivetar oty axdlovdn eikdva o eneEepyoctnc 1 tav o ypnyopdTepog Kot Eypaye
mv T 1 oto eOAAo to omoio PBpiokdtav. Etol 610 onueio to omoio ypdpel molog
ENeEEPYAOTNG EVEPYNOE YPAPEL TOV TPOSHOMIKO aplOuUd ToL eneEepyaoTr| KOl TO YPOLO

TOV OOV 6TO TOPAdEY A pag elval 1 pe xpopo Kape.
Eniong 0nwg moapatepeitor 6 avtd to Pripo dev vmpye KavEVO GOAALO KOTAPPELONG

€101 o1 gvepyol enelepynotéc mapapévoouv ot 1010t kol cvuveyilovv v eKTEAECT TOL

alyopiOpov akpPmg pe Tov id1o TpoTo.
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O opopon

Zympa 8.5: Bruoa 2

AxoAovBwg yiveton 10 1010 akpiPadg oto Prina 3(Zymua 8.6) pe tov ene&epyoaot 11 émov

yphoet Tnv Tun 1 610 pVUALO T0 omoio PpiokeTat.

F=l
16 m X algorithm
Reset By Step

O Dpopnn J oo

ymua 8.6: Brijua 3
21 ovvéyxewn PETE TNV eKTEAECT] OPKETOV PNUdtov TAPOUE ®OC OTOTELECUO TNV
akolovdn swdva(Zymuo 8.7) mov OT®g TAPATNPOVLE KATOW0l ENEEEPYACTES Ol OTOioL

NTav evepyol Tpa £XOVV KATAPPELGEL Kot £xovv Ttapet TNV Tiun D.
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X algorithm

By Step

N
A

yua 8.7: Evoldpeco Bipa

21 cuvéKELD TOPAOETETE TO KOUUATL KMOKO LE TOV VITOAOYIOUO TOV OTOi0 EKTEAEL O
ypnyopoétEpog emelepyaotng o kaOe Ppa yioo to wov Oa yphwyer v Ty 1 av dev

Bpioketat g UALO.

if (done [where [faster]] == 0 && where [faster] < check && execute == 0) {
//if you are not on a leaf
if (done [where [faster] * 2] == 1 && done [where [faster] *2 + 1] ==1) {
//if both children are 1 make your value 1 too
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1, colortable [faster]));
where [faster] = where [faster] / 2;
Ivl [faster]++;
execute = 1;
}
else if (execute == 0) {
if (where [faster] * 2 <= check * 2) {//you cant go futher than leaves
while (done[where[faster]*2]==0 || done[where[faster]*2+1]==0) {
/lwhile one of the childrenis 0
if (done [where [faster] * 2 + 1] == 0 && done [where [faster] *2] == 1)
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/lif the right children is 0 make child=2

child = 2;

else if (done [where [faster] * 2] ==0&&done[wher [faster] * 2 + 1] == 1)

/lif left children is 1 make child=1

child =1,

else {
/1if both children are 0 check with your binary and Ivl if its 0 go left if its 1 go right
if (binstrings [faster].Length < Ivl [faster]) {

child = 1;
}
else {
int loglv = log - Ivl [faster];
if (bincut [faster, loglv] == 0)
child = 1;
else
child = 2;
¥
}
Ivl [faster]--;

if (child == 1)//go left
where [faster] = where [faster] * 2;
if (child == 2)//go right
where [faster] = where [faster] * 2 + 1;
if (where [faster] * 2 >=check * 2 - 1)
break;
}
}
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1, colortable [faster]));
where [faster] = where [faster] / 2;
Ivl [faster]++;
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"Etot 0 alyopBpoc cuveyilet v Agttovpyio Tov péypt 10 onpeio mov eaiveTol TNV mo

Kdto ewova (Zynqua 8.8)

By Step

Zynua 8.8: Telkd anotéhecpa

O aAyop1Buog £xel ohokAnpwBel oto onueio avtd yatin piCa Exet mapet v Tiun 1. Avtd
onuaivel 6t ta 2 Toudio g £ovv Kot avtd TV TN 1 Ko owtd cuveyiletar puéypt to
tehevTaio emimedo mov eivor Ta @UAAC. Apa 0 adydplBuog pog €xel dwoel ADoN GTO
TPOPANUa pog aeov 6Aot ot kopPot £xovv aArdaéel Tyun amd 0 oe 1. 'Etol o endpevog
eneEepyaotng 6mov ko vo, fpioketor Oo avéPer uéypt v piCa 6mov Ba ot tnv Tun 1 ko

0o teppatiost Tov adyopOpo.

210 MOPAdEYHO AVTO EMAEYNKE M UN OOPACTIKY AVGN TOL 0AYOpOLov OTOL Ol
KOTOPPEVOELS eneEepyacT®V frav tuyaiec. H dtadpaotiky AVon mat®dvTog To KoL
interactive Aettovpyel akplPag pe Tov 1610 Tpomo onmg kat o odydpiBuoc W (BA. celida
91).
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Kepdiaro 9

Eniloyog

9.1 Enihoyoc 105
9.2 TlpoPAquota YAomoinong 106
9.3 Opén Aumhopotikng Epyaciog 107
9.4 Meirovtikn Epyocia 107

9.1 Emihoyog

Khetvovtog v avagopd yia tnv duthopotiky autn epyacia Bo nTav mopdienyn vo unv
avoQePH® OTO CLUTEPACHOTO KoL TO OQEAN TNG €PYACIOG OLTNAG. XTO KEPAANLO aVTO
emiong B avapepBOVV TPOOTTIKES OV VIAPYOLV Yo LEALOVTIKY| Epyacia Yo To Béua

oTo.

Méca amd TV SITAOUATIKY EpYOGI0 QDTN UTOPECALE VO OTTIKOTOW|GOVLLE LLE TNV XPNOoN
tov Unity d1Gpopovg aAdydpiBpovg Kot vo eENyRoovpe Toug AOYOLS TOVG OT0iovg O
TApOAANAOG VTOAOYIoUOG €ivol TOGO ONUOVTIKOC O©TN ONUEPVY] E€MOYN Kol TIG

SVVOTOTNTEG TOL OGS TTOPEYEL.

Yy apyn éywve pa avagopd otn pnyxovn mayvidiwv Unity to omoio ypnoiponomdnke
Yo TV omtikomoinon KAabe oAyopiBpov otV SIMAGUOTIKY OLTY. ZVYKEKPLUEVOL
avapePONKapE OTIG SVVATOTNTEG TOV, GTOLXELN YU aLTO KOl KON EYIVE L0 OVOPOPA OE
Baocuéc yvooelg Yoo Tnv dnpovpyio evog £pyov HE TNV XPNOT TOL EPYAAEIOL OVTOV Kot

eneENYNOELS MG TTPOG TNV JLETOPN PN OTY.
Emiong oty gpyocio avtn €ytve HeAETn ®G TPOG TO HOVIEAD TOPOAANAGLOD, TIG

W010UTEPOTNTEG TOVG KOl TIC VTOKATNYOPIES TOV HOVIEA®V OTOL Ol TEPICCOTEPES

ypnoporomOnkay yio TV vAomoinon Twv adyopibuwy ot onoiol TapovcldoTnKay.
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2 ovvéyeto pedetnonkay €1 fabog o kibe adyop1Oog ¢ TPog TL TPOPANUA AVVEL , TOV
GEPLOKO TPOTO EMIALONG TOV TPOPANUATOV OVTOV, TMOG UTOPOVUE VO TO AOGOVUE TO
YPNYOPQ LLE TNV XPNOT TOPUAANAMGLOV KOl OVAPOPA O TPOG ¥POVO Kot KOGTOG EKTEAEONG

OV K0BEVOG.

¥10 1éA0C vAomomOnke m onTIKOTMOInon TV TWOPIAANA®Y aAyopiBuwv divovtog
Aemtopuépeteg yioo avtr). Ot adyoplfuol ot omoiol mapovslacTNKAY NTov ol €ENG: Un
BéLtiotog aAyopiOpog mapdAAnAng abpoiong, PEATIOTOC aAYOpIOHOG TOPAAANANG
dOpotong, aryopOpog mapdAAning avalntnong, oaiyopifpog TapdAAning cuyymvevong,
aAyop1Opog mapdAAnAng taSvounong , adyopBupoc W kot téhog o alyopiBpog X.

7.2 Hpopipota Yromoinong

2NV Topovco. SUTAMUOTIKN 08V TOPOVCLACTNKOY LEYAAN TPOPANUOTO GTNV VAOTTOINGN,

To TEPLGGOTEPA NTOV AOYO amepiag e to mpodypappo Unity.

‘Eva mpoPAnpa 10 omoio &iye mapovcwuotel Mrav 10 TG Bo tomobetodvior ot
eneEepyaoTéG KAl TA KOLTIE 0TV 000VT £MEDN dNUIOVPYOVVTOY OAOL KATO TNV JbpKELD
extéleong ko Mrav 0vokoAo vo Ppefodv ot cuvvtetayuéveg tov Kobevoc oe kdbe

alyopiOpo.

Eniong éAlo mpoPAnpo to omoio elye avrtipetomobel NTov o ypopatiopds TV
eneEepyaoT®V V10Tl 68 peyAAo aplOud enelepyaot®dv ol emeEepyaoTég elyav TapOUOLL

YPDOLOTOL.

Axoun vapye éva mpoPAnua petad to Prpato tov aAdyopiBumv émov Empeme va
BdaAovpe Lo pkpn kabvotépnon yia va dtakpivovror ovtd. ['a mapdderypo o alydptpog
X og peydro apBuo n kabvotepel apketd Adyo OtL 1| KaBvoTtépnon peyormvel oe Kabe

BMua, To omoio Opwe S1opHDONKE.
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‘Eva akdépun pikpd mpdPfAnpa mov avtipetonicdnke ntav o tpdmog e tov omoio £kave
dwupéoeig  C# og dekadtkong aptfuovg OToL YpeldalovToy Vo LToVY TOAAES LOOMUOTIKES

GUVOPTNCELS Y10, VO, TAPOVILE COOTH ATOTEAECUATOL.

Téhog 0 Péyiotog appog emeepyastdv Kot aptOpdy Tov pmopovcaple vo, fAAove NTov
TEPLOPIGUEVOS YT OGO OMOUOKPLVOTOV 1 KOUEPO YL VO UTOPOVV VO, UTOLV

TEPLOGOTEPO dedOUEVA oTNV 000V deV NTaV T dtokpitol ot ap1Bpoil ot oToryEio oV TA.

7.3 09éM Aumhopatikic Epyaciog

Me v 0AOKAP®ON NG TOPOVCHS SUTAMUATIKNG €PYACIOG AMOKOUGO TAPa TOAAL
0péAn. Kartapydg eiya v sukopio va pdbo mtog Asttovpyet éva modd mpaio epyaleio
ue amiotevteg dvvatdtnteg Ommg o Unity mov evd dev néepa kav v vmopén Tov pe
oKANpN oovieio katdpepa vo to UAB® Kol vo QEP® €15 MEPOS TNV EPYACIM OLTH.
[Ipoypappotiotikd emiong pe pondnoe va pabw v yAdooo C# , va BeAtioom Tig

TPOYPOUUATIOTIKEG LOV TKAVOTNTEG KO TOV TPOTO GKEYNG LOV.

Emiong pov 066nike n evkapia vo 0o g givar vo S0VAEDELS GE pia LeydAn epyaciol, Tdg

va opyovmBEig YU auTy| Kot TG VoL TV GLUYYPAYELS.

Axoun evod M&epa TS AElTovpyoLSaV Ot OAYOPIOLOL aVTOl GE YEVIKEG YPOLUES LE TNV
viomoinon tovg €paba mWOAAEC TeEPLoGOTEPEC AemTopépeleg YU owtovc. Emiong
avoADOVTOG TOVG AAYOPIBLOVS CVTOVS GLVEIINTOTOINGH TOCEG OLVATOTNTES EXOVV Ko
péxpt mov umopel v PTaceL 0 TOPOAANMOUOG, OTOV HE aVTA TO UKPA TOPOOEly LT

UTOPOVLE VO OOVE TOOT SLOPOPE GTNV TAXVTNTU ETIAVOTG TOV TPOPANUATOV.

7.4 Meglrovtikn Epyacia
H epyoocia avt) 6mwg avaeépdnke kot mpwv glye okomd vo LAOTOMGEL d1APOPOLS

aAYOPIOLOVG DOTE KATOL0G VO UTOPEL VL TOLG O10GEEL 1] KATOL0G VOL TOVG KOTOVOTGEL TTLO

gvKolo. Me TNV omttikomoinom Tov kdbe adydpOpov kot e Ty bAomoinon va ivot t€toto
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wote kiBe alyoplBuoc va pmopel va Tpoywpdel Prpna pe PApa mETuxe ToV GKOTO NG

gpyaciog og peydro Padbuo.

Ouwg oty gpyacio avtn vAomomndnkay €51 dtapopetikol adlyoptOpol amAol OTMS avToOg
™G mopdAAnAng GBpoong oAl kot mo moAOTAOKOL Omwg Tov aAyopiOuo W. Qg
peAlovtikn epyaocio o mpodTeva va dnuovpyodvtay Kot GArot TapdAiniot akydpifpot
pe tov 1010 TpOémo MOTE Vo LITopovV va d1dayTohV Kot ovtol koAvtepa. o Tapdderypo

Ba propovoe va viomoindel o mapdAiniog akydpBpog Evpeong ZuvekTtikv Zuvictocnv

ypaowv [2,5].

Emiong pe v mépodo tov ypodvov kot Ty d1dacKaiic Tov adyopifuwy avtdv 0o mdpovpe
TANPOPOPIES Y10l TO TTOV VOTEPOLV GTNV EKUAON oM Kot T B pmopovce va Pedtimbel dote

va gtvon o Katavontd Tt kével o ke ahyopiOpog Kot Tog.

Téhog omv gpyacio avt T0 TAN00¢ TV aplBumdv Tov giye ypnopomrombei dev frov
peydio ywo tov A0yo O0tt ot apifuoi dev dwukpivovrav pe peyoAvtepo mAnbog. Oa
pumopovce va Ppedel KAmo10¢ TpOTOG EKTOC A TNV AMOUAKPVVOT] TNG KAUEPOAS DOTE Ol
apBpoi va givar dtakprrol kot o€ peyadvtepo tAnbog. o mapddetypa, dtav o ¥pnog
TeEPVA TOV KEPGOPA TAVE amd Eva aplBnd avtog va peyebovotav. ‘Etol oe peyolvtepo

mAn0og ot ap1Buoi Ba pmopodcav va mapapeivouy dtakpitol.
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Hopdaptnpo A

K®odwag amrd AlyopiBpovg mov YioromOnkayv

A.l AlyoprOpog Maparining ABporeng (Béktiotog kan Mn BéltieToc)

using UnityEngine;
using System.Collections;

using System;

using UnityEngine.Ul;

public class ParallelSum : MonoBehaviour {

user

after a delay

public InputField numOfProcessorsText; // reference on input field
public InputField numOfProcessorsOpt; // reference on input field

public GameObject processorPrefab; /I reference on game object

private int steps = 0; /1 step of the algorithm

private float stepSize = 1.0f; /[ for the position of object

int num=0; /Inum given by the
public int [Jtable; [ltemp table for the tree

public float [] vectors; [ltemp table for positions of vectors

public int[,] done; [lwhich processors are done on each step
public GameObject[] tableobject; /ltable with reference on each gameobject of the tree

public Color[] colortable; /ltable with colors

float col1=1.20f;
float col2=-0.10f;
float col3=-0.13f;

int colorcount=0;

int glob=0;

int firsttime=0;

int log=1;

int check = 2;

int best=0;

public void Reset() { /Ireset the algorithm
Application.LoadLevel("ParallelSum");

}

public void Update() {
if (Input.GetKeyDown(KeyCode.Escape)) {
Application.LoadLevel ("MainScene");

IEnumerator waittransf(GameObject ob,int val,float se){//insert value to a gameobject after a delay
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + val;

}

IEnumerator waitonesecond(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor
yield return new WaitForSeconds(se);
GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = " + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
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IEnumerator waitcolor(Vector3 position,int value,Color newc){ //insert color and value to a processor after a delay
GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(GameObject ob,int value,Color newc){//color a gameobject and put an int on it
ob.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = *** + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

public void Initproc(){//initialize processors
if ((numOfProcessorsText.text.Length != 0)&(num==0) ){
num = Int32.Parse (numOfProcessors Text.text);
var | = Math.Log (num, 2);
| = Math.Ceiling (1);
/IPlayerPrefs.SetInt ("num", num);
/IPlayerPrefs.Save(); //gia na filaksis
/Inum=PlayerPrefs.GetInt(*name"); //gia na piasis

for (int i=1; i<l; i++) { //find log and processors for patching
check = check * 2;
log++;

}

colortable = new Color[check];

table = new int[check];

vectors = new float[check];

done = new int[check, log + 1];
tableobject = new GameObject[check];

int correct = Math.Abs (check - num); //for patching

float temp = 0;
int cont = 0;
for (int i=0; i<num; i++) {
if (1 % 2 == 0)//every 2 leafs leave some space
temp = 1.2f;
else
temp = 1.1f;

Vector3 position = new Vector3 ((i * stepSize) - 10.5f + temp, (steps * stepSize), 0);
vectors [i] = (i * stepSize - 10 + temp);

if (i % 2 == 0) {//new color to each processor
if (coll < 0)
coll =1,
coll = coll - 0.20f;
if (col2>1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3>1)
col3 = 0.47f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;
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GameObject;

0);

GameObject;

[cont];

GameObject;

GameObject;

int random = UnityEngine.Random.Range (0, 101);
table [i] = random;
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as

go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];
go.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = " + table [i];

cont=i+1,

while (correct 1= 0) {

}

if (correct % 2 ==0) {
if (coll < 0)
coll =1,
coll = coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)
col3 = 0.47f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

}
Vector3 position = new Vector3 ((cont * stepSize) - 10.6f + temp, (steps * stepSize),

vectors [cont] = (cont * stepSize - 10 + temp);
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as

table [cont] = 0;
go.transform.FindChild (“Value").GetComponent<TextMesh> ().text = "' + table

go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];
cont++;

correct--;

num =num/ 2;
check = check / 2;

steps++;

for (int i=0; i<colortable.Length/2; i++) {

}
public void Best(){//Optimum

Vector3 pos = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -2, 0);
GameObject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as

ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + i;
StartCoroutine (waitcolor (ob, i, colortable [i]));

Vector3 positionobj = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -3, 0);
GameObiject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as

obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + 0;
tableobject [i] = obj;
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float se=1.3f;

if ((numOfProcessorsOpt.text.Length != 0) & (num == 0))

if (firsttime == 0) {//works only if its the begin of algorithm
num = Int32.Parse (numOfProcessorsOpt.text);

var | = Math.Log (num, 2);
| = Math.Ceiling (1);

for (inti=1; i<l; i++) {
check = check * 2;
log++;

best=1;

int processors = check / log;

int perproc = check / processors;
colortable = new Color[processors + 2];
table = new int[check];

vectors = new float[check];

done = new int[check, log + 1];
tableobject = new GameObject[check];

var 12 = Math.Log (perproc, 2);
12 = Math.Ceiling (12);

int bcheck = 2;
for (inti=1; i<12; i++) {

bcheck = bcheck * 2;
}

int beorrect = Math.Abs (bcheck - processors);

int correct = Math.Abs (check - num);
int cont = processors;

float temp = 0;

for (int i=0; i<num; i++) {
if (i % perproc == 0) {
temp = 1.3f;

if (coll < 0)
coll=1;
coll = coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)
col3 = 0.47f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

} else if (i % perproc != 1)//group by mod
temp = 0.9f;

else
temp = 1.1f;

Vector3 position = new Vector3 ((i * stepSize) - 10 + temp, (steps * stepSize), 0);
vectors [i] = (i * stepSize - 10 + temp);
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GameObject;

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as

int random = UnityEngine.Random.Range (0, 101);

table [i] = random;

go.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = " + table [i];
go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];

int novalue = num % perproc; //extra processors

cont = processors;
if (novalue = 0)
for (int i=0; i<processors; i++) {

Vector3 pos = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -2, 0);
GameObiject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as

GameObject;

GameObject;

}

intt=1;
if(t==2){
while (correct 1= 0) {

stepSize), 0);

Quaternion.identity) as GameObject;

ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + i;
StartCoroutine (waitcolor (ob, i, colortable [i]));

Vector3 positionobj = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -3, 0);
GameObiject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as

obj.transform.FindChild ("Value™).GetComponent<TextMesh> ().text = " + 0;
tableobject [i] = obj;

if (novalue % perproc == 0) {

temp = 1.3f;
if (coll < 0)

coll =1,
coll = coll - 0.20f;
if (col2 > 1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)

col3 = 0.47f;

col3 = col3 + 0.18f;

Color newColor = new Color (col1, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

} else if (novalue % perproc != 1)

temp = 0.9f;

temp = 1.1f;

Vector3 position = new Vector3 ((cont * stepSize) - 10 + temp, (steps *
vectors [cont] = (cont * stepSize - 10 + temp);

GameObiject go = Instantiate (processorPrefab, position,

table [cont] = 0;
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table [cont];

[colorcount - 1];

Quaternion.identity) as GameObject;

+ table [cont];

-1

[colorcount]));

go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " +
go.GetComponent <MeshRenderer> ().material.color = colortable

Vector3 positionobj = new Vector3 ((cont * stepSize) - 10.5f + 1.1f, -3, 0);
GameObject obj = Instantiate (processorPrefab, positionobj,
obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "
tableobject [cont] = obj;

cont++;

correct--;
novalue++;

int remain = check % perproc;
num =num/ 2;

check = check / 2;

steps++;

colorcount = 0;

int sum = 0;

if (remain 1= 0)
log++;

if (num ==4)
log--;

for (int i=0; i<log; i++) {
sum = 0;
for (int j=0; j<perproc; j++)
sum = sum + table [(i * perproc) + j];
table [i] = sum;
}
sum = 0;
if (remain 1= 0) {
for (int i=0; i<remain; i++)
sum = sum + table [(perproc * cont) + i];
table [cont] = sum;
}else
table [cont] = 0;

for (int i=0; i<log; i++) {
vectors [i] = (vectors [perproc * i]) + steps - 0.5f;
Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize), 0);

if(i%2==0){
colorcount++;

StartCoroutine (waitonesecond (position, table [i], se, colortable [colorcount

StartCoroutine (waittransf (tableobject [i], table [i], se));

}
while (bcorrect 1= 0) {
if (cont==7)
temp = temp + 1.5f;
if (cont ==2)

temp = temp - 15.0f;

vectors [cont] = (cont * stepSize + 17 + temp);
Vector3 position = new Vector3 (vectors [cont], (steps * stepSize), 0);

if (cont ==2)
vectors [cont] = (cont * stepSize + 12 + temp);

StartCoroutine (waitonesecond (position, table [cont], se, colortable

cont++;
table [cont] = 0;
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table[glob];

bcorrect--;

}

steps++;
check = bcheck / 2;

}
}

firsttime++;

public void ByStepSerial (){//with only one processor
if ((check = 0)&(num!=0)) {
if (steps==5){
vectors [glob] = (vectors [2 * glob]) + steps + 2.5f;
}

else{
vectors[glob]=(vectors[2*glob])+steps-0.9f;

if (firsttime==1)
vectors[glob]=vectors[glob]+1.0f;
if (firsttime==1 && steps==3)
vectors[glob]=vectors[glob]+1.5f;
if (firsttime==1 && steps==4)
vectors[glob]=vectors[glob]+4.5f;
Vector3 position = new Vector3 ((vectors[glob]), (steps * stepSize), 0);

int a=table[2*glob];
int b=table[2*glob+1];
table[glob]=a+b;
done[glob,steps]=1;

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + table[glob];
tableobject[0].transform.FindChild ("Value").GetComponent<TextMesh> ().text = " +

glob++;

if (glob==check){//move to next step

glob=0;
steps++;
check=check/2;
}
}
}
public void ByStep(){//parallel sum step by step
if (best==1) {
best++;

float sel = 0.0f;
var | = Math.Log (num, 2);
| = Math.Ceiling (l);

log = 1;

check = 2;

for (inti=1; i<l; i++) {
check = check * 2;
log++;

int processors = check / log;
int perproc = check / processors;

var 12 = Math.Log (perproc, 2);
12 = Math.Ceiling (12);
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GameObject;

[cont];

GameObject;

[cont];

int bcheck = 2;
for (inti=1; i<I2; i++) {

bcheck = bcheck * 2;
}

int beorrect = Math.Abs (bcheck - processors);
int correct = Math.Abs (check - num);
int cont = processors;
float temp = 0;
int novalue = num % perproc; //extra processors
if (novalue = 0)
processors++;
while (correct = 0) {

if (novalue % perproc == 0) {

temp = 1.3f;
if (coll <0)

coll =1,
coll = coll - 0.20f;
if (col2>1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)

col3 = 0.47f;

col3 = col3 + 0.18f;
Color newColor = new Color (col1, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

} else if (novalue % perproc != 1)
temp = 0.9f;

else
temp = 1.1;

Vector3 position = new Vector3 ((cont * stepSize) - 10 + temp, (steps * stepSize), 0);
vectors [cont] = (cont * stepSize - 10 + temp);
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as

table [cont] = 0;

go.transform.FindChild (“Value").GetComponent<TextMesh> ().text = "' + table

go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];

Vector3 positionobj = new Vector3 ((cont * stepSize) - 10.5f + 1.1f, -3, 0);
GameObiject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as

obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + table
tableobject [cont] = obj;
cont++;

correct--;
novalue++;

int remain = check % perproc;
num =num/2;

check = check / 2;
steps++;
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colorcount = 0;

int sum = 0;

if (remain != 0)
log++;

if (num ==4)
log--;

for (int i=0; i<log; i++) {
sum = 0;
for (int j=0; j<perproc; j++)
sum = sum + table [(i * perproc) + j];
table [i] = sum;
}
sum =0;
if (remain 1= 0) {
for (int i=0; i<remain; i++)
sum = sum + table [(perproc * cont) + i;
table [cont] = sum;
}else
table [cont] = 0;

for (int i=0; i<log; i++) {
vectors [i] = (vectors [perproc * i]) + steps - 0.5f;
Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize), 0);

if(i%2==0){
colorcount++;

StartCoroutine (waitonesecond (position, table [i], sel, colortable [colorcount - 1]));
StartCoroutine (waittransf (tableobject [i], table [i], sel));

}
while (bcorrect = 0) {
if (cont==7)
temp = temp + 1.5f;
if (cont==2)
temp = temp - 15.0f;
vectors [cont] = (cont * stepSize + 17 + temp);
Vector3 position = new Vector3 (vectors [cont], (steps * stepSize), 0);
if (cont==2)
vectors [cont] = (cont * stepSize + 12 + temp);
StartCoroutine (waitonesecond (position, table [cont], sel, colortable [colorcount]));
cont++;
table [cont] = 0;
bcorrect--;
}
steps++;

check = bcheck / 2;

Yelse {

int count = 0;
if ((check = 0) & (num !=0)) {

colorcount = -1;

for (int i=0; i<check; i++) {

if (done [i, steps] == 0) {
if (steps == 5) {
vectors [i] = (vectors [2 * i]) + steps + 3.3f;

Yelse {
}

if (firsttime == 1)

vectors [i] = vectors [i] + 1.0f;
if (firsttime == 1 && steps == 3)

vectors [i] = vectors [i] + 1.5f;
if (firsttime == 1 && steps == 4)

vectors [i] = vectors [i] + 4.5f;

vectors [i] = (vectors [2 * i]) + steps - 0.9f;
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0);

Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize),
inta = table [2 * i];

inthb=table [2 *i+1];

table [i]=a+b;

if(i%2==0){
colorcount++;

tableobject [count].transform.FindChild

("Value™).GetComponent<TextMesh> ().text = " + table [i];

count++;

GameObiject go = Instantiate (processorPrefab, position,

Quaternion.identity) as GameObject;

().text = """ + table [i];

colortable [colorcount];

go.transform.FindChild ("Value").GetComponent<TextMesh>

go.GetComponent <MeshRenderer> ().material.color =

done [i, steps] = 1;

}

steps++;

check = check / 2;

}
}
}
public void InitializeProcessors () {//parallel sum full version
if (best==1) {
best++;

float sel = 1.0f;

var | = Math.Log (num, 2);

| = Math.Ceiling (l);

log=1;

check=2;

for (inti=1; i<l; i++) {
check = check * 2;
log++;

int processors = check / log;
int perproc = check / processors;

var 12 = Math.Log (perproc, 2);
12 = Math.Ceiling (12);

int bcheck = 2;
for (inti=1; i<I2; i++) {

bcheck = bcheck * 2;
}

int bcorrect = Math.Abs (bcheck - processors);
int correct = Math.Abs (check - num);

int cont = processors;

float temp = 0;

int novalue = num % perproc; //extra processors

if (novalue = 0)
processors++;
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while (correct = 0) {

if (novalue % perproc == 0) {

temp = 1.3f;
if (coll < 0)

coll =1;
coll = coll - 0.20f;
if (col2 > 1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)

col3 = 0.47f;

col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

} else if (novalue % perproc != 1)
temp = 0.9f;

else
temp = 1.1f;

Vector3 position = new Vector3 ((cont * stepSize) - 10 + temp, (steps * stepSize), 0);
vectors [cont] = (cont * stepSize - 10 + temp);
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as

GameObject;

table [cont] = 0;

go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + table
[cont];

go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];

Vector3 positionobj = new Vector3 ((cont * stepSize) - 10.5f + 1.1f, -3, 0);

GameObject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as
GameObject;

obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + table
[cont];

tableobject [cont] = obj;
cont++;

correct--;
novalue++;

int remain = check % perproc;
num =num/ 2;

check = check / 2;

steps++;

colorcount = 0;

int sum = 0;

if (remain != 0)
log++;

if (num ==4)
log--;

for (int i=0; i<log; i++) {
sum =0;
for (int j=0; j<perproc; j++)
sum = sum + table [(i * perproc) + j;
table [i] = sum;

sum =0;
if (remain 1= 0) {
for (int i=0; i<remain; i++)
sum = sum + table [(perproc * cont) + i];
table [cont] = sum;
}else
table [cont] = 0;
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for (int i=0; i<log; i++) {
vectors [i] = (vectors [perproc * i]) + steps - 0.5f;
Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize), 0);

if(i%2==0){
colorcount++;

StartCoroutine (waitonesecond (position, table [i], sel, colortable [colorcount - 1]));
StartCoroutine (waittransf (tableobject [i], table [i], sel));

}
while (bcorrect = 0) {
if (cont==7)
temp = temp + 1.5f;
if (cont ==2)
temp = temp - 15.0f;
vectors [cont] = (cont * stepSize + 17 + temp);
Vector3 position = new Vector3 (vectors [cont], (steps * stepSize), 0);
if (cont ==2)
vectors [cont] = (cont * stepSize + 12 + temp);
StartCoroutine (waitonesecond (position, table [cont], sel, colortable [colorcount]));
cont++;
table [cont] = 0;
bcorrect--;
}
steps++;

check = bcheck / 2;

}

float se = 2.2f;
if (best ==0)

se = 0.8f;

while ((check != 0)&(num!=0)) {
int count = 0;
colorcount = 0;
for (int i=0; i<check; i++) {
if (done [i, steps] == 0) {
if (steps == 5) {
vectors [i] = (vectors [2 * i]) + steps + 2.5f;
}else {

}

if (firsttime == 1)
vectors [i] = vectors [i] + 1.0f;
if (firsttime == 1 && steps == 3)
vectors [i] = vectors [i] + 1.5f;
if (firsttime == 1 && steps == 4)
vectors [i] = vectors [i] + 4.5f;
Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize),

vectors [i] = (vectors [2 * i]) + steps - 0.9f;

0);
inta = table [2 * i];
intb =table [2 *i + 1];
table[i]=a+b;

if(i%2==0)
colorcount++;

StartCoroutine (waitonesecond (position, table [i], se, colortable
[colorcount - 1]));

StartCoroutine (waittransf (tableobject [count], table [i], se));

count++;
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A.2 AkyéprOpog IMapdrining Avalitnong

using UnityEngine;

using System.Collections;
using System;

using UnityEngine.Ul;

se = se + 1.4f;
check = check / 2;
steps++;

public class ParallelSearch : MonoBehaviour {

user

public InputField numOfProcessorsText

public InputField numofn;
public InputField searchnum;

public GameObject processorPrefab;

private int steps = 0;
private float stepSize = 1.0f;
int proc=0;

int num=0;

int search;

public int [Jtable;

public float [] vectors;

public GameObject[] tableobject;
public Color[] colortable;
public GameObject[] lasttable;
public GameObject[] ctable;
public GameObject sol;

int solfound=0;

int finished=0;

int divider=0;

float col1=1.20f;

float col2=-0.10f;

float col3=-0.13f;

int templen=0;
int length=0;

int colorcount=0;
int firsttime=0;
int not=0;

public int right;
public int left;
publicint [] c;
public int [] last;
int solved=0;

public void Reset() {

; Il reference on input field

/I reference on game object

/I step of the algorithm

/I for the position of object

/lproc given by the

[ltemp table for the tree

[ltemp table for positions of vectors

/ltable with reference on each gameobject of the tree

/Ireset the algorithm

Application.LoadLevel("Search™);

}
public void Update() {

if (Input.GetKeyDown(KeyCode.Escape)) {
Application.LoadLevel ("MainScene");

}

/ltable with colors
[Itable with reference on each last

IEnumerator waittransf(GameObject ob,int val,float se){//insert value to a gameobject after a delay
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;
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delay

IEnumerator waittransf(GameObject ob,string val,float se){//insert value to a gameobject after a delay
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;

}

IEnumerator waitonesecond(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor after a

yield return new WaitForSeconds(se);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(Vector3 position,int value,Color newc){ //insert color and value to a processor after a delay
GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObiject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(GameObject ob,int value,Color newc){//color a gameobject and put an int on it
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

}

public void Initalg4(){
if ((numOfProcessorsText.text.Length != 0) & (num == 0) & (numofn.text.Length !=0) & (proc == 0)) {
proc = Int32.Parse (numOfProcessorsText.text);
num = Int32.Parse (numofn.text);

int random = UnityEngine.Random.Range (0, 8);

var | = Math.Log (num, 2);
| = Math.Ceiling (1);

colortable = new Color[proc + 1];
table = new int[num];

vectors = new float[num];

¢ =new int[proc + 2];

last = new int [proc + 2];

lasttable = new GameObject[proc + 2];
ctable = new GameObject[proc + 2];
tableobject = new GameObject[num];

if (num > proc) {
divider = num/ (proc + 1);
int div2 = num - divider * proc;
if ((div2 > proc) & (num / divider != proc + 1))
divider++;

float temp = 1.1f;
for (int i=0; i<num; i++) {
if (divider 1= 0) {
if (i % divider == 0 & (i < (divider * proc))) {

temp = 1.2f;
if (coll <0)

coll =1,
coll = coll - 0.20f;
if (col2 > 1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)

col3 = 0.67f;

col3 = col3 + 0.18f;
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GameObject;

GameObject;

GameObject;

GameObject;

Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

}else
temp = 1.1f;

Vector3 position = new Vector3 ((i * stepSize) - 10.5f + temp, (steps * stepSize), 0);
vectors [i] = (i * stepSize - 10 + temp);

table [i] = random;
int random2 = UnityEngine.Random.Range (1, 7);
random = random + random2;

GameObject obl = Instantiate (processorPrefab, position, Quaternion.identity) as

StartCoroutine (waittransf (ob1, table [i], 0.6f));
tableobject [i] = ob1,;

if (divider == 0) {
for (int i=0; i<proc; i++) {
if (coll <0)
coll =1,
coll = coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)
col3 = 0.67f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

}

steps++;
colorcount = 0;

for (int i=0; i<proc; i++) {
Vector3 positionobj = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -1, 0);
GameObject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as

StartCoroutine (waitcolor (obj, i, colortable [i]));

Vector3 positionobj2 = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -2, 0);
GameObject obj2 = Instantiate (processorPrefab, positionobj2, Quaternion.identity) as

lasttable [i] = obj2;

Vector3 positionobj3 = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -3, 0);
GameObject obj3 = Instantiate (processorPrefab, positionobj3, Quaternion.identity) as

ctable [i] = obj3;
}
Vector3 pos = new Vector3 (-10.5f, -1, 0);
GameObiject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as GameObject;
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "proc";
Vector3 pos2 = new Vector3 (-10.5f, -2, 0);

GameOhiject ob2 = Instantiate (processorPrefab, pos2, Quaternion.identity) as GameObject;
ob2.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "last";
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Vector3 pos3 = new Vector3 (-10.5f, -3, 0);
GameObject ob3 = Instantiate (processorPrefab, pos3, Quaternion.identity) as GameObject;
ob3.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "c";

Vector3 pos4 = new Vector3 (-10.5f, -4, 0);
GameObject ob4 = Instantiate (processorPrefab, pos4, Quaternion.identity) as GameObject;
ob4.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "Sol";

Vector3 pos5 = new Vector3 (-9.5f, -4, 0);
GameObject ob5 = Instantiate (processorPrefab, pos5, Quaternion.identity) as GameObject;

sol = ob5;

public void execute () {
int procfound = 0;
/fint solfound = 0;
float se = 0.6f;

if ((searchnum.text.Length != 0) & (search == 0)) {
if (finished==0)
if (firsttime == 0) {

search = Int32.Parse (searchnum.text);

left =0;
right = num + 1;
c[0]=0;

c[proc+1]=1;
length = right - left;

if ((length-1) < proc){
for (int i=0; i<length-1; i++) {
StartCoroutine (waitcolor (tableobject [i], table [i], colortable [colorcount]));
StartCoroutine (waittransf (lasttable [i], table [i], se));
colorcount++;

}
right--;

else {
divider = length / (proc + 1);
int div2 = num - divider * proc;
if ((div2 > proc) & (num / divider != proc + 1))
divider++;

for (int i=1; i<=num; i++) {
if (i <= divider * proc)
StartCoroutine (waitcolor (tableobject [i - 1], table [i - 1],
colortable [colorcount]));
else
StartCoroutine (waitcolor (tableobject [i - 1], table [i - 1],
Color.white));
if ((i % divider == 0) && (colorcount < proc))
colorcount++;

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) / (proc + 1));
StartCoroutine (waittransf (lasttable [i], table [last [i + 1] - 1], se));
if (table [last [i + 1] - 1] > search)

cli+1]=1;

else if (table [last [i + 1] - 1] < search)
cl[i+1]=0;

else {
procfound=i;

solfound=last [i + 1] - 1;
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}
}

firsttime++;

solved=1;
c[i+1]=10;

StartCoroutine (waittransf (ctable [i], ¢ [i + 1], se));

se = se + 0.6f;
for (int i=1; i<=proc; i++) {
if(clil<cli+1]){
left = last [i];
right = last [i + 1];
}
}
if(c[0]<c1D{
left = last [O];
right = last [1];

}
length = right - left;

if (solved == 0) {
while (length>proc) {

0);

colortable [colorcount]));

Color.white));

colorcount = 0;
int counter = 0;

divider = length / (proc + 1);
int div3 = (length-1) - divider * proc;
if ((div3 > proc) & (length / (divider) != proc + 1))

divider++;
for (int i=left; i<right; i++) {

counter++;

if (i <num) {

Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize),

if (counter <= divider * proc)
StartCoroutine (waitonesecond (position, table [i], se,

else
StartCoroutine (waitonesecond (position, table [i], se,

if ((counter % divider == 0) && (colorcount < proc))
colorcount++;

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
int temp=0;
temp=Mathf.RoundTolnt((float)(right-left)/(proc+1));
last [i + 1] = left + (i + 1) * temp;
StartCoroutine (waittransf (lasttable [i], table [last [i + 1] - 1], 0.6f));
if (table [last [i + 1] - 1] > search)

cli+1]1=1;
else if (table [last [i + 1] - 1] < search)
cl[i+1]=0;

else {
procfound = i;
solfound = last [i + 1] - 1;
StartCoroutine (waittransf (sol, "Sol", se));
solved = 1;

StartCoroutine (waittransf (ctable [i], ¢ [i + 1], se));

}

for (int i=1; i<=proc; i++) {
if(clij<cli+1]){
left = last [i];
right = last [i + 1];
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if(c[0]<c[i]){
left = last [0];
right = last [1];

}

length = right - left;

steps++;

se = se + 0.6f;

if (templen == length)
break;

templen = length;

colorcount = 0;
if (right > num) {

right--;

left--;
}

if (solfound = 0) {
Vector3 position = new Vector3 ((vectors [solfound]), (steps * stepSize), 0);
StartCoroutine (waitonesecond (position, table [solfound], se, colortable [procfound]));
StartCoroutine (waittransf (sol, ""+(solfound+1), se));

else {
for (int i=left; i<right; i++) {
Vector3 position = new Vector3 ((vectors [i]), (steps * stepSize), 0);
StartCoroutine (waitonesecond (position, table [i], se, colortable [colorcount]));
colorcount++;
}
for (int i=0; i<num; i++)
if (table[i]<=search)
solved=i+1;
StartCoroutine (waittransf (sol, solved, se));
}
finished++;
}

public void executebystep () {
float se = 0.6f;
int procfound = 0;

if (searchnum.text.Length !=0) {
if (finished == 0)
if (firsttime == 0) {
search = Int32.Parse (searchnum.text);

left = 0;
right = num + 1;
c[0]=0;

c[proc+1]=1;
length = right - left;

if ((length - 1) < proc) {
for (int i=0; i<length-1; i++) {
StartCoroutine (waitcolor (tableobject [i], table [i], colortable
[colorcount]));
StartCoroutine (waittransf (lasttable [i], table [i], se));
colorcount++;

}
right--;
Yelse {
divider = length / (proc + 1);
int div2 = num - divider * proc;
if ((div2 > proc) & (num / divider != proc + 1))
divider++;

for (int i=1; i<=num; i++) {
if (i <= divider * proc)
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StartCoroutine (waitcolor (tableobject [i - 1], table [i -
1], colortable [colorcount]));
else
StartCoroutine (waitcolor (tableobject [i - 1], table [i -
1], Color.white));
if ((i % divider == 0) && (colorcount < proc))
colorcount++;

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) / (proc + 1));
StartCoroutine (waittransf (lasttable [i], table [last [i + 1] - 1], se));
if (table [last [i + 1] - 1] > search)

cli+1]=1;

else if (table [last [i + 1] - 1] < search)
cli+1]=0;

else {
procfound = i;
solfound = last [i + 1] - 1;
solved = 1;
cli+1]=1;

StartCoroutine (waittransf (ctable [i], ¢ [i + 1], se));

se = se + 0.6f;
for (int i=1; i<=proc; i++) {
if(clil<c[i+1]){
left = last [i];
right = last [i + 1];
}

}

if(c[0]<c1D{
left = last [0];
right = last [1];

}
length = right - left;
else {

if (length > proc)&(not==0)) {
colorcount = 0;
int counter = 0;

divider = length / (proc + 1);

int div3 = (length - 1) - divider * proc;

if ((div3 > proc) & (length / (divider) != proc + 1))
divider++;

for (int i=left; i<right; i++) {
counter++;
if (i <num) {
Vector3 position = new Vector3 ((vectors [i]), (steps *
stepSize), 0);
if (counter <= divider * proc)
StartCoroutine (waitonesecond (position,
table [i], se, colortable [colorcount]));
else
StartCoroutine (waitonesecond (position,
table [i], se, Color.white));
if ((counter % divider == 0) && (colorcount < proc))
colorcount++;

}

last [0] = left;
last [proc + 1] = right;
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for (int i=0; i<proc; i++) {
int temp=0;
temp=Mathf.RoundTolnt((float)(right-left)/(proc+1));
last [i + 1] = left + (i + 1) * temp;
StartCoroutine (waittransf (lasttable [i], table [last [i + 1] - 1],

0.69));

if (table [last [i + 1] - 1] > search)
cli+1]=1,;

else if (table [last [i + 1] - 1] < search)
cli+1]=0;

else {
procfound = i;
solfound = last [i + 1] - 1;
solved = 1;

StartCoroutine (waittransf (ctable [i], ¢ [i + 1], se));

}

for (int i=1; i<=proc; i++) {
if(clil<cli+1){
left = last [i];
right = last [i + 1];
}

}

if(c[0]<c1D{
left = last [0];
right = last [1];

}

length = right - left;

steps++;

se = se + 0.6f;

if (templen == length)
not=1;

templen = length;

else {

colorcount = 0;

if (right > num) {
right--;
left--;

}
if (solfound !=0) {
Vector3 position = new Vector3 ((vectors [solfound]), (steps *
stepSize), 0);
StartCoroutine (waitonesecond (position, table [solfound], se,
colortable [procfound]));
StartCoroutine (waittransf (sol, *"+(solfound+1), se));

Yelse {

for (int i=left; i<right; i++) {
Vector3 position = new Vector3 ((vectors [i]), (steps *
stepSize), 0);
StartCoroutine (waitonesecond (position, table [i], se,
colortable [colorcount]));
colorcount++;
}
for (int i=0; i<num; i++)
if (table[i]<=search)
solved=i+1;
StartCoroutine (waittransf (sol, solved, se));

finished++;
}
}

firsttime++;
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A.3 AkyéprOpog Iapdrining Xvyy@vevong

using UnityEngine;

using System.Collections;
using System;

using UnityEngine.Ul;

public class Rank : MonoBehaviour {

public InputField numOfProcessorsText; // reference on input field

public InputField numofn;

public InputField searchnum;

public InputField Acapacity;

public InputField Bcapacity;

public GameObject processorPrefab;

private int steps = 0;

private float stepSize = 1.0f;
int proc;

int search;

public int [Jtable;

public int [JAtable;

public int []Btable;

public float [] vectors;

public float [] Avectors;
public float [] Bvectors;
public Color[] colortable;
double sqrt;

double sqrtA;

public GameObject [] rankobj;
public int [] rank;

int Alength=0;

int Blength=0;

public GameObject[] Bobject;
public GameObject[] lastobj;
public GameObject[] cobyj;
public GameObject[] tableobj;
public GameObject[] phase2obj;
int divider=0;

float col1=1.20f;

float col2=-0.10f;

float col3=-0.13f;

int templen=0;

int length=0;

int colorcount=0;

int firsttime=0;

public int right;

public int left;

publicint ] c;

public int [] last;

int solved=0;

publicint ] r;

int [,]JAsubl;

public int clicktimes=0;

public void Reset() { /Ireset the algorithm
Application.LoadLevel("Rank Scene");

}
public void Update() {

if (Input.GetKeyDown(KeyCode.Escape)) {

/I reference on game object

/I step of the algorithm
/I for the position of object
Ilproc given by the user

/ltemp table for the tree
[ltemp table for the tree
[ltemp table for the tree
[ltemp table for positions of vectors
[ltemp table for positions of vectors
[ltemp table for positions of vectors
[ltable with colors

[Itable with reference on each last

/ltable with reference on each gameobject of the tree

Application.LoadLevel ("MainScene");

}

IEnumerator waittransf(GameObject ob,int val,float se){//insert value to a gameobject after a delay

yield return new WaitForSeconds(se);

ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;

A-21



IEnumerator waittransf(GameObject ob,string val,float se){//insert value to a gameobject after a delay

}

yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;

IEnumerator waittransfphase2(int i,int val,float se){//insert value to a gameobject after a delay

}

yield return new WaitForSeconds(se);
phase2obj[i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = ""+val;

IEnumerator waitonesecond(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor after a

delay

}

yield return new WaitForSeconds(se);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

IEnumerator waitonesecondtag(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor

after a delay

yield return new WaitForSeconds(se);

GameOhiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
go.transform.tag = "Finish";

IEnumerator waitonesecondtag(Vector3 position,string value,float se,Color newc){ //insert color and value to a processor

after a delay

}

yield return new WaitForSeconds(se);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
go.transform.tag = "Finish";

IEnumerator waitonesecondtagv2(Vector3 position,int value,float se,Color newc,int i){ //insert color and value to a
processor after a delay

}

yield return new WaitForSeconds(se);

GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value™).GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
go.transform.tag = "Finish";
phase20bj [i] = go;

IEnumerator waitonesecondtagv3(Vector3 position,string value,float se,Color newc){ //insert color and value to a
processor after a delay

}

yield return new WaitForSeconds(se);

GameOhiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
go.transform.tag = "Player";

IEnumerator waitonesecondtagv3(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor

after a delay

yield return new WaitForSeconds(se);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text ="'+ valueg;

yield return new WaitForSeconds(0.6f);
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go.GetComponent <MeshRenderer> ().material.color = newc;
go.transform.tag = "Player";

}

IEnumerator waitonesecondv2(Vector3 position,int value,float se,Color newc,GameObject[] list,int i){ //insert color and
value to a processor after a delay
yield return new WaitForSeconds(se);
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;
list [i] = go;
}

IEnumerator waitcolor(Vector3 position,int value,Color newc){ //insert color and value to a processor after a delay
GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObiject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator destroyall(float se){ //insert color and value to a processor after a delay
yield return new WaitForSeconds(se);
GameObiject[] list = GameObject.FindGameObjectsWithTag (“Finish");
for (int i=0; i<list.Length; i++) {
Destroy(list[i]);
}

}

IEnumerator destroyallv2(float se){ //insert color and value to a processor after a delay
yield return new WaitForSeconds(se);
GameOhiject[] list = GameObject.FindGameObjectsWithTag (“Player");
for (int i=0; i<list.Length; i++) {
Destroy(list[i]);
}

}

IEnumerator waitcolor(GameObject ob,int value,Color newc){//color a gameobject and put an int on it
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolorv2(GameObject ob,Color newc,float se){//color a gameobject and put an int on it
yield return new WaitForSeconds (se);

ob.GetComponent <MeshRenderer> ().material.color = newc;

}

public void Init2(){
if ((Acapacity.text.Length != 0) & (Bcapacity.text.Length != 0) & (Alength == 0) & (Blength == 0)) {
Alength = Int32.Parse (Acapacity.text);
Blength = Int32.Parse (Bcapacity.text);
int maxlen = 0;
if (Alength > Blength)
maxlen = Alength;
else
maxlen = Blength;
int random = UnityEngine.Random.Range (-5, 8);
Atable = new int[Alength];
Btable = new int[Blength];
Avectors = new float[Alength];
Bvectors = new float[Blength];
vectors = new float[maxlen];
sqrt = Math.Sqrt (Blength);
sqrtA = Math.Sqrt (Alength);
rank = new int[Blength];
rankobj = new GameObject[Blength];
Bobject = new GameObject[Blength];
¢ = new int[maxlen];
last = new int [maxlen];
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lastobj = new GameObject[maxlen];
cobj = new GameObject[maxlen];
tableobj = new GameObject[maxlen];
r = new int[maxlen];

Asubl = new int[6, maxlen];

float temp = 1.1f;

for (int i=0; i<6; i++)
for (int j=0; j<Blength; j++) {
Asubl [i, j] =-100;
}

for (int i=0; i<Alength; i++) {
Vector3 position = new Vector3 ((i * stepSize) - 10.5f + temp, -2, 0);
Avectors [i] = (i * stepSize - 10 + temp);

Atable [i] = random;
int random2 = UnityEngine.Random.Range (1, 7);
random = random + random?2;

GameObject obl = Instantiate (processorPrefab, position, Quaternion.identity) as
GameObject;
StartCoroutine (waittransf (obl, Atable [i], 0.6f));
}

random = UnityEngine.Random.Range (-5, 8);
colortable = new Color[Blength];

colorcount = 0;

for (int i=0; i<Blength; i++) {
if (1 % sqrt == 0) {
temp = 1.2f;
if (coll <0)
coll =1,
coll = coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)
col3 = 0.67f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;
}else
temp = 1.1f;
Vector3 position = new Vector3 ((i * stepSize) - 10.5f + temp, -3, 0);
Bvectors [i] = (i * stepSize - 10 + temp);

Btable [i] = random;
int random2 = UnityEngine.Random.Range (1, 7);
random = random + random2;

GameObject obl = Instantiate (processorPrefab, position, Quaternion.identity) as
GameObject;
StartCoroutine (waittransf (obl, Btable [i], 0.6f));

Vector3 position2 = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -4, 0);

GameObject ob2 = Instantiate (processorPrefab, position2, Quaternion.identity) as
GameObject;

StartCoroutine (waittransf (ob2, 0, 0.6f));

rankobyj [i] = ob2;

}
if (coll < 0)
coll =1,
coll =coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
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Se));

col2 = col2 + 0.18f;
if (col3 > 1)

col3 =0.67f;
col3 = col3 + 0.18f;
Color newColor2 = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor2;
colorcount++;

Vector3 pos = new Vector3 (-10.5f, -2, 0);
GameObiject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as GameObject;
ob.transform.FindChild (*Value").GetComponent<TextMesh> ().text = “ListA";

Vector3 pos2 = new Vector3 (-10.5f, -3, 0);
GameObject ob4 = Instantiate (processorPrefab, pos2, Quaternion.identity) as GameObject;
ob4.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "ListB";

Vector3 pos3 = new Vector3 (-10.5f, -4, 0);
GameObject ob3 = Instantiate (processorPrefab, pos3, Quaternion.identity) as GameObject;
ob3.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "Rank";

float se = 0.9f;

/lcolorcount = 0;

for (int i=0; i<Blength; i++) {
Vector3 position = new Vector3 ((Bvectors [i]), (steps * stepSize) - 0.5f, 0);
StartCoroutine (waitonesecondv2 (position, Btable [i], se, Color.white, Bobject, i));

}

public void exec? () {
if (Alength !'= 0 & Blength = 0) {

intk2 =0;

int slength = 0;

if (Alength > Blength)
slength = Blength;

else

slength = Alength;
float se = 0.6f;
int count;

colorcount = 0;
proc = (int)sqrtA;
int sgrint = (int)sqrt;

if (clicktimes == 0) {
for (int i=0; i<Blength; i++) {
StartCoroutine (waitcolorv2 (Bobject [i], colortable [colorcount], 0.0f));
if (i +1) % sqrt==0)
colorcount++;

se =se + 0.9f;

for (int times=1; times<=sqrint; times++) {
if (clicktimes == 0) {
if (Alength > proc) {
divider = Alength / (proc + 1);
int div2 = Alength - divider * proc;
if ((div2 > proc) & (Alength / divider != proc + 1))
divider++;

StartCoroutine (waitcolorv2 (Bobject [times * sqrint - 1], colortable [sqrint],
steps = steps + 2;

colorcount = -1;

float temp = 1.1f;

for (int i=0; i<slength; i++) {
if (divider 1= 0) {

A-25



(steps * stepSize + 0.7f), 0);

Quaternion.identity) as GameObject;

[colorcount], se));

1.1f - 16.0f, (steps * stepSize + 0.7f), 0);

Quaternion.identity) as GameObject;

1.1f - 16.0f, (steps * stepSize + 0.7f) - 1, 0);

Quaternion.identity) as GameObject;

1.1f - 16.0f, (steps * stepSize + 0.7f) - 2, 0);

Quaternion.identity) as GameObject;

stepSize + 0.7f), 0);
GameObject;

"pl’OC";

stepSize + 0.7f) - 1, 0);
as GameObject;

"last™;

stepSize + 0.7f) - 2, 0);

as GameObject;

stepSize + 0.7f), -1);
as GameObject;

"Num®;

if (i % divider == 0 & (i < (divider * proc))) {
temp = 1.2f;
colorcount++;
}else
temp = 1.1f;
}
Vector3 position = new Vector3 ((i * stepSize) + temp - 18.0f,
vectors [i] = (i * stepSize) + temp - 18.0f;
GameObject obl = Instantiate (processorPrefab, position,
StartCoroutine (waittransf (ob1, Atable [i], 0.6f));
if (divider * proc > i)
StartCoroutine  (waitcolorv2 ~ (obl, colortable

ob1.transform.tag = "Finish";
tableobj [i] = ob1,;

for (int i=0; i<proc; i++) {
Vector3 positionobj = new Vector3 ((Alength * stepSize) + i +

GameObject obj = Instantiate (processorPrefab, positionobj,
StartCoroutine (waitcolor (obj, i, colortable [i]));
obj.transform.tag = "Finish";

Vector3 positionobj2 = new Vector3 ((Alength * stepSize) + i +
GameObject obj2 = Instantiate (processorPrefab, positionobj2,
lastobj [i] = ohj2;

obj2.transform.tag = "Finish";

Vector3 positionobj3 = new Vector3 ((Alength * stepSize) + i +
GameObject obj3 = Instantiate (processorPrefab, positionobj3,
cobj [i] = obj3;

obj3.transform.tag = "Finish";

}

Vector3 pos = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *
GameObject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as
ob.transform.FindChild (“Value").GetComponent<TextMesh> ().text =

ob.transform.tag = "Finish";
Vector3 pos2 = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *

GameObject ob2 = Instantiate (processorPrefab, pos2, Quaternion.identity)
ob2.transform.FindChild ("Value").GetComponent<TextMesh> ().text =

ob2.transform.tag = "Finish";
Vector3 pos3 = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *

GameObject ob3 = Instantiate (processorPrefab, pos3, Quaternion.identity)
ob3.transform.FindChild ("Value™).GetComponent<TextMesh> ().text = "c";
ob3.transform.tag = "Finish";

Vector3 pos4 = new Vector3 ((Alength * stepSize) + 1.1f - 9.0f, (steps *
GameObject ob4 = Instantiate (processorPrefab, pos4, Quaternion.identity)

ob4.transform.FindChild ("Value").GetComponent<TextMesh> ().text =

ob4.transform.tag = "Finish";
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(steps * stepSize + 0.7), -1);
Quaternion.identity) as GameObject;
().text =" + search;

colortable [sqrint];

Atable [i], colortable [colorcount]));

Atable [i], se));

(tableobj [i - 1], Atable [i - 1], colortable [colorcount]));

(tableobj [i - 1], Atable [i - 1], Color.white));

proc))

(proc + 1));

Atable [last [i + 1] - 1], se));

count = 0;
solved = 0;
if (firsttime == 0) {

search = Btable [times * sqrint - 1];

Vector3 pos5 = new Vector3 ((Alength * stepSize) + 1.1f - 8.0f,

GameObject

ob5 = Instantiate (processorPrefab, pos5,

ob5.transform.FindChild ("Value").GetComponent<TextMesh>

0b5.GetComponent

<MeshRenderer>  ().material.color =

ob5.transform.tag = "Finish";

steps++;
left=0;

right = Alength + 1;

c[0]=0;

c[proc+1]=1,;
length = right - left;

divider = length / (proc + 1);
int div2 = Alength - divider * proc;
if ((div2 > proc) & (Alength / divider != proc + 1))

divider++;

if ((length - 1) < proc) {

Yelse {
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for (int i=0; i<length-1; i++) {

StartCoroutine (waitcolor (tableobj [i],
StartCoroutine (waittransf (lastobj [i],
colorcount++;
if (Atable [i] <= search)

count++;

for (int i=1; i<=slength; i++) {

if (i <= divider * proc)

StartCoroutine (waitcolor
else

StartCoroutine (waitcolor

if ((i % divider == 0) && (colorcount <

colorcount++;

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) /

StartCoroutine (waittransf (lastobj [i],

if (Atable [last [i + 1] - 1] > search)
cli+1]=1;

else if (Atable [last [i + 1] - 1] < search) {
c[i+1]=0;

if (count < last [i + 1] - 1)
count = last [i + 1] -

}else {

solved = 1;



1], se));

Vector3 ((vectors [i]), (steps * stepSize + 0.7f), 0);

}
}

firsttime++;

if (solved == 0) {

Ml [i + 1] = 10;
if (count < last [i + 1] - 1)
count = last [i + 1] -

StartCoroutine (waittransf (cobj [i], ¢ [i +

for (int i=1; i<=proc; i++) {
if(clil<cli+1]){
left = last [i];
right = last [i + 1];
}

}
if(c[0]<c[1]){
left = last [0];
right = last [1];
}
length = right - left;

while (length>proc) {

(waitonesecondtag (position, Atable [i], se, colortable [colorcount]));

(waitonesecondtag (position, Atable [i], se, Color.white));

(colorcount < proc))

(proc +1));

Atable [last [i + 1] - 1], se));
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colorcount = 0;

divider = length / (proc + 1);

int div3 = (length - 1) - divider * proc;

if ((div3 > proc) & (length / (divider) != proc + 1))
divider++;

int counter = 0;

for (int i=left; i<right; i++) {
counter++;
if (i <slength) {
Vector3 position = new

if (counter <= divider * proc)
StartCoroutine

else
StartCoroutine

if ((counter % divider == 0) &&
colorcount++;

}

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) /

StartCoroutine (waittransf (lastobj [i],

if (Atable [last [i + 1] - 1] > search)
cli+1]=1;

else if (Atable [last [i + 1] - 1] < search) {
cli+1]=0;

if (count < last [i + 1] - 1)
count = last [i + 1] -

}else {
solved = 1,
if (count < last [i + 1] - 1)



1], se));

stepSize + 0.7f), 0);

[i], se, colortable [colorcount]));

}

}
if (clicktimes == 0)

count = last [i + 1] -

StartCoroutine (waittransf (cobj [i], ¢ [i +

}

for (int i=1; i<=proc; i++) {
if(cli<cli+1]{
left = last [i];
right = last [i + 1];
}

}

if(c[0]<c[1]){
left = last [0];
right = last [1];

}

length = right - left;

steps++;

se = se + 0.6f;

if (templen == length)
break;

templen = length;

}

colorcount = 0;
if (solved == 0) {

if (right > slength) {
left--;
right--;

}

for (int i=left; i<right; i++)
if (Atable [i] <= search)
count = i;

for (int i=left; i<right; i++) {
if (i <slength) {
Vector3 position = new Vector3 ((vectors [i]), (steps *
StartCoroutine (waitonesecondtag (position, Atable

colorcount++;

}

for (int i=0; i<Alength; i++) {
if (Atable [i] <= search)
count=1i+1;

rank [sqgrint * times - 1] = count;
StartCoroutine (waittransf (rankobj [sqrint * times - 1], count, 0.6f));
firsttime = 0;

r [times] = count;

clicktimes++;

if (clicktimes == 1) {

StartCoroutine (destroyall (5.0f));

steps = 2;

int temp2 = 0;
colorcount = 0;
for (int i=0; i<sqrint; i++) {

for (int j=0; j<sqrint-1; j++) {
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Vector3 position = new Vector3 ((j * 1.0f) - 16.0f, (steps *
stepSize + 0.7f), 0);

StartCoroutine (waitonesecondtag (position, Btable [temp2], 5.0f,
colortable [colorcount]));

temp2++;

Vector3 position2 = new Vector3 (-17.0f, (steps * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position2, "B" + i, 5.0f, Color.white));
colorcount++;

steps = steps + 2;

temp2++;

}

steps = 2;
colorcount = 0;
int sqrt2 = (int)Math.Sqrt (sqrint - 1);
int maxj = 0;
for (int i=1; i<=sqrint; i++) {

int posi = 1;

for (int j=r[i-1]; j<r[i]; j++) {

Vector3 position = new Vector3 ((sgrint * stepSize) + (posi * 1.1f)
- 16.0f, (steps * stepSize + 0.7f), 0);

StartCoroutine (waitonesecondtag (position, Atable [j], 5.0f,
colortable [colorcount]));
Asubl [(i - 1), (posi - 1)] = Atable [j];
posi++;
if (posi > max;j)
maxj = posi;

}

Vector3 position2 = new Vector3 ((sgrint * stepSize) - 16.0f, (steps * stepSize
+0.7f), 0);

StartCoroutine (waitonesecondtag (position2, "A" + (i - 1), 5.0f,
Color.white));

colorcount++;

steps = steps + 2;

steps = 0;
int countl = 0;
phase20bj = new GameObject[Blength];
int numoflist = 0;
int[] search2 = new int[3];
for (int times=1; times<=sqrint; times++) {
numoflist = 0;
steps = steps + 2;
colorcount = -1;
divider = sqrt2;
float temp = 1.1f;
for (int i=0; i<sqrint-1; i++) {
if (i % divider == 0) {
temp = 1.2f;
colorcount++;
}else
temp = 1.1f;

Vector3 position = new Vector3 ((sgrint * stepSize) + (maxj *
1.1f) - 16.0f + temp + (i * stepSize), (steps * stepSize + 0.7f), 0);

if ((i + 1) % divider == 0) {
StartCoroutine (waitonesecondtag (position, Btable
[countl], 5.0f, colortable [sqrint]));
search2 [numoflist] = Btable [count1];
numoflist++;
}else
StartCoroutine (waitonesecondtag (position, Btable
[countl], 5.0f, colortable [colorcount]));
countl++;
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}

Vector3 position5 = new Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 17.0f
+ temp, ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position5, “Rank", 5.0f, Color.white));

length = 0;
for (int k=0; k<Blength; k++) {
if (Asubl [times - 1, K] !=-100)
length++;
}
proc = sqrt2;

if (length 1= 0) {
divider = length / (proc + 1);
int div4 = (length - 1) - divider * proc;
if (divider !=0)
if ((div4 > proc) & (length / (divider) != proc + 1))
divider++;

for (int i=0; i<numoflist; i++) {
colorcount = -1;
Vector3 position3 = new Vector3 ((sqrint * stepSize)
+ (maxj * 1.1f) - 14.0f + (sqrint * stepSize) + (i * (maxj) * temp), ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3d  (position3,
"Num", 5.0f, Color.white));
position3 = new Vector3 ((sgrint * stepSize) + (maxj
* 1.1f) - 13.0f + (sqrint * stepSize) + (i * (maxj) * temp), ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3  (position3,
search? [i], 5.0f, colortable [sqrint]));
intj = times - 1;
for (int k=0; k<Blength; k++) {
if (Asubl [j, k] !=-100) {
if (divider 1= 0) {
if (k % divider == 0)

colorcount++;
}
Vector3 position = new
Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 14.0f + (k * temp) + (sqrint * stepSize) + (i * (maxj) * temp), (steps * stepSize + 0.7f),
0);

if (k < proc * divider)
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 5.0f, colortable [colorcount]));
else if (length <= proc) {
colorcount++;
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 5.0f, colortable [colorcount]));
} else
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 5.0f, Color.white));

countl++;

intk1=0;
int[] temprank = new int[sqrint];
for (int i=0; i<sqgrint-1; i++) {

Vector3 position2 = new Vector3 ((sqrint * stepSize) + (maxj *
1.1f) - 16.0f + temp + (i * stepSize), ((steps - 1) * stepSize + 0.7f), 0);
if (i +1) % sqrt2 ==0) {
count = 0;
for (int j=0; j<length; j++)
if (Asubl [times - 1, j] <= search2 [k1])
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count++;

StartCoroutine  (waitonesecondtagv2  (position2,
count, 5.0f, Color.white, k2));

k1++;
temprank [i] = count;
}else
StartCoroutine (waitonesecondtagv2 (position2, O,
5.0f, Color.white, k2));
k2++;
}
k2++;

if (Blength == 25) {
for (int j=0; j<sqgrint-1; j++) {
if (+1)%sqrt2 1=0) {
count = 0;
int posnum = j + (sqrint * (times - 1));
if(==2){
for (int k=temprank[1];
k<length; k++)
if (Asubl [times - 1,
k] <= Btable [posnum])
count++;

}else {
for (int k=0; k<length; k++)
if (Asubl [times - 1,
k] <= Btable [posnum])
count++;

StartCoroutine (waittransfphase2 (posnum,
count, 6.8f));

temprank [j] = count;

StartCoroutine (destroyallv2 (8.0f));

Vector3 position4 = new Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 15.0f
+ (sqrint * stepSize), ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtagv3 (position4, "K", 8.5f, Color.white));

for (int k=0; k<sgrint-1; k++) {

int posnum = k + (sgrint * (times - 1));

Vector3 position = new Vector3 ((sgrint * stepSize) + (maxj *
1.1f) - 14.0f + (k * temp) + (sgrint * stepSize), (steps * stepSize + 0.7f), 0);

StartCoroutine (waitonesecondtagv3 (position, Btable [posnum],
8.5f, Color.white));

Vector3 position6 = new Vector3 ((sqrint * stepSize) + (maxj *
1.1f) - 14.0f + (k * temp) + (sqrint * stepSize), ((steps - 1) * stepSize + 0.7f), 0);

StartCoroutine (waitonesecondtagv3 (position6, k + 1, 8.5f,
Color.white));

}

for (int k=1; k<sgrint-1; k++) {
if (k % sqrt2 == 0) {
temprank [k] = temprank [K] + temprank [(k + 1) /
sqrt2];
StartCoroutine (waittransfphase2 (k + (times - 1) *
sgrint, temprank [k], 11.0f));

}

}
for (int k=0; k<sgrint-1; k++) {
if (temprank [K] = 0)
rank [k + (times - 1) * sqgrint] = temprank [K];

}

clicktimes++;
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}

if (clicktimes == 2) {
StartCoroutine (destroyallv2 (13.0f));
StartCoroutine (destroyall (13.0f));

steps = 1;
Vector3 position7 = new Vector3 (-17.0f, ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position7, "K", 13.5f, Color.white));

for (int k=0; k<Blength; k++) {

Vector3 position = new Vector3 (-16.0f + k * (1.0f), (steps * stepSize + 0.7f),
0);

StartCoroutine  (waitonesecondtagv3  (position, Btable [k], 13.5f,
Color.white));

Vector3 position6 = new Vector3 (-16.0f + (k * 1.0f), ((steps - 1) * stepSize
+0.7f), 0);

StartCoroutine (waitonesecondtagv3 (position6, k + 1, 13.5f, Color.white));

StartCoroutine (waittransf (rankobj [K], rank [k], 13.5f));

}

for (int k=1; k<=Blength; k++) {
if (k % sqrint 1= 0) {
rank [k - 1] = rank [k - 1] + r [k / sqrint];

StartCoroutine (waittransf (rankobj [k - 1], rank [k - 1], 15.5f));
}
int posinum = 0;
for (int k=0; k<Blength; k++) {
if (rank [K] == 0) {
Vector3 position = new Vector3 (-17.0f + posinum * (1.0f),
((steps + 2) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtagv3 (position, Btable [k], 17.0f,
Color.white));
posinum++;

}

}
for (int k=0; k<Alength; k++) {
Vector3 position = new Vector3 (-17.0f + posinum * (1.0f), ((steps + 2) *
stepSize + 0.7f), 0);
posinum++;
StartCoroutine  (waitonesecondtagv3  (position, Atable [k], 17.0f,
Color.white));
for (int j=0; j<Blength; j++) {
if (rank [[]==k + 1) {
Vector3 position6 = new Vector3 (-17.0f + (posinum
*1.0f), ((steps + 2) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3  (position6,
Btable [j], 17.0f, Color.white));
posinum++;

}

public void executebystep () {
if (Alength !'= 0 & Blength = 0) {
intk2=0;
int slength = 0;
if (Alength > Blength)
slength = Blength;

else

slength = Alength;
float se = 0.6f;
int count;

colorcount = 0;
proc = (int)sqrtA;
int sgrint = (int)sqrt;

if (clicktimes == 0) {
for (int i=0; i<Blength; i++) {
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StartCoroutine (waitcolorv2 (Bobject [i], colortable [colorcount], 0.0f));
if (i +1) % sqrt == 0)
colorcount++;

se = se + 0.9f;

}
for (int times=1; times<=sqrint; times++) {

if (Alength > proc) {
divider = Alength / (proc + 1);
int div2 = Alength - divider * proc;
if ((div2 > proc) & (Alength / divider != proc + 1))
divider++;

}
if (clicktimes == 0) {

StartCoroutine (waitcolorv2 (Bobject [times * sqrint - 1], colortable [sqrint],

se));

steps = steps + 2;
colorcount = -1;

float temp = 1.1f;
for (int i=0; i<slength; i++) {
if (divider 1= 0) {
if (i % divider == 0 & (i < (divider * proc))) {
temp = 1.2f;
colorcount++;
} else
temp = 1.1f;
}
Vector3 position = new Vector3 ((i * stepSize) + temp - 18.0f,
(steps * stepSize + 0.7f), 0);
vectors [i] = (i * stepSize) + temp - 18.0f;

GameObject obl = Instantiate (processorPrefab, position,
Quaternion.identity) as GameObject;

StartCoroutine (waittransf (ob1, Atable [i], 0.6f));

if (divider * proc > i)

StartCoroutine  (waitcolorv2  (obl,  colortable

[colorcount], se));

obl.transform.tag = "Finish";

tableobj [i] = ob1;

for (int i=0; i<proc; i++) {

Vector3 positionobj = new Vector3 ((Alength * stepSize) + i +
1.1f - 16.0f, (steps * stepSize + 0.7f), 0);

GameObject obj = Instantiate (processorPrefab, positionobj,
Quaternion.identity) as GameObject;

StartCoroutine (waitcolor (obj, i, colortable [i]));

obj.transform.tag = "Finish";

Vector3 positionobj2 = new Vector3 ((Alength * stepSize) + i +
1.1f - 16.0f, (steps * stepSize + 0.7f) - 1, 0);

GameObject obj2 = Instantiate (processorPrefab, positionobj2,
Quaternion.identity) as GameObject;

lastobj [i] = obj2;

obj2.transform.tag = "Finish";

Vector3 positionobj3 = new Vector3 ((Alength * stepSize) + i +
1.1f - 16.0f, (steps * stepSize + 0.7f) - 2, 0);

GameObject obj3 = Instantiate (processorPrefab, positionobj3,
Quaternion.identity) as GameObject;

cobj [i] = obj3;

obj3.transform.tag = "Finish";

}

Vector3 pos = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *
stepSize + 0.7f), 0);

GameObject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as
GameObject;
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"pl’OC";

stepSize + 0.7f) - 1, 0);
as GameObject;

"last™;

stepSize + 0.7f) - 2, 0);

as GameObject;

stepSize + 0.7f), -1);
as GameObject;

"Num":

(steps * stepSize + 0.7), -1);
Quaternion.identity) as GameObject;
().text ="" + search;

colortable [sqrint];

Atable [i], colortable [colorcount]));

Atable [i], se));

(tableobj [i - 1], Atable [i - 1], colortable [colorcount]));

ob.transform.FindChild (“Value").GetComponent<TextMesh> ().text =

ob.transform.tag = "Finish";
Vector3 pos2 = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *

GameObject ob2 = Instantiate (processorPrefab, pos2, Quaternion.identity)
ob2.transform.FindChild (“Value").GetComponent<TextMesh> ().text =

ob2.transform.tag = "Finish";
Vector3 pos3 = new Vector3 ((Alength * stepSize) + 1.1f - 17.0f, (steps *

GameObject ob3 = Instantiate (processorPrefab, pos3, Quaternion.identity)

ob3.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "c";
ob3.transform.tag = "Finish";
Vector3 pos4 = new Vector3 ((Alength * stepSize) + 1.1f - 9.0f, (steps *

GameObject ob4 = Instantiate (processorPrefab, pos4, Quaternion.identity)
ob4.transform.FindChild ("Value").GetComponent<TextMesh> ().text =

ob4.transform.tag = "Finish";

count = 0;
solved = 0;
if (firsttime == 0) {
search = Btable [times * sqrint - 1];

Vector3 pos5 = new Vector3 ((Alength * stepSize) + 1.1f - 8.0f,
GameObject ob5 = |Instantiate (processorPrefab, pos5,
ob5.transform.FindChild ("Value").GetComponent<TextMesh>
ob5.GetComponent  <MeshRenderer>  ().material.color =
ob5.transform.tag = "Finish";

steps++;

left = 0;

right = Alength + 1;
c[0]=0;
c[proc+1]=1;
length = right - left;

divider = length / (proc + 1);

int div2 = Alength - divider * proc;

if ((div2 > proc) & (Alength / divider != proc + 1))
divider++;

if ((length - 1) < proc) {
for (int i=0; i<length-1; i++) {
StartCoroutine (waitcolor (tableobj [i],

StartCoroutine (waittransf (lastobj [i],
colorcount++;

if (Atable [i] <= search)
count++;

Yelse {
for (int i=1; i<=slength; i++) {
if (i <= divider * proc)
StartCoroutine (waitcolor

else
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StartCoroutine (waitcolor
(tableobj [i - 1], Atable [i - 1], Color.white));
if ((i % divider == 0) && (colorcount <

proc))
colorcount++;

}

last [0] = left;

last [proc + 1] = right;

for (int i=0; i<proc; i++) {

last [i + 1] = left + (i + 1) * ((right - left) /

(proc + 1));

StartCoroutine (waittransf (lastobj [i],
Atable [last [i + 1] - 1], se));
if (Atable [last [i + 1] - 1] > search)
cli+1]1=1;
else if (Atable [last [i + 1] - 1] < search) {
c[i+1]=0;

if (count < last [i + 1] - 1)
count = last [i + 1] -

L
}else {
solved = 1,
llc[i+1] =10;
if (count < last [i + 1] - 1)
count = last [i + 1] -
1
}
StartCoroutine (waittransf (cobj [i], ¢ [i +
1], se));

for (int i=1; i<=proc; i++) {
ifcli]<cli+1]){
left = last [i];
right = last [i + 1];

}
}
if(c[0]<c1D{
left = last [0];
right = last [1];
}
length = right - left;
}
}
firsttime++;

if (solved == 0) {

while (length>proc) {
colorcount = 0;
divider = length / (proc + 1);
int div3 = (length - 1) - divider * proc;
if ((div3 > proc) & (length / (divider) != proc + 1))
divider++;

int counter = 0;

for (int i=left; i<right; i++) {
counter++;
if (i < slength) {
Vector3 position = new
Vector3 ((vectors [i]), (steps * stepSize + 0.7f), 0);
if (counter <= divider * proc)
StartCoroutine
(waitonesecondtag (position, Atable [i], se, colortable [colorcount]));
else
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StartCoroutine

(waitonesecondtag (position, Atable [i], se, Color.white));

(colorcount < proc))

(proc + 1));

Atable [last [i + 1] - 1], se));

1], se));

stepSize + 0.7f), 0);

[i], se, colortable [colorcount]));

if ((counter % divider == 0) &&
colorcount++;

}

last [0] = left;
last [proc + 1] = right;

for (int i=0; i<proc; i++) {
last [i + 1] = left + (i + 1) * ((right - left) /

StartCoroutine (waittransf (lastobj [i],

if (Atable [last [i + 1] - 1] > search)
cli+1]=1;

else if (Atable [last [i + 1] - 1] < search) {
cli+1]=0;

if (count<last[i+1]-1)
count = last [i + 1] -

}else {
solved = 1;
if (count < last [i + 1] - 1)
count = last [i + 1] -

StartCoroutine (waittransf (cobj [i], ¢ [i +

}

for (int i=1; i<=proc; i++) {
if(clil<cli+1D){
left = last [i];
right = last [i + 1];
}

}

if(c[0]<c[1]){
left = last [0];
right = last [1];

length = right - left;

steps++;

se = se + 0.6f;

if (templen == length)
break;

templen = length;

}

colorcount = 0;
if (solved == 0) {
if (right > slength) {
left--;
right--;

for (int i=left; i<right; i++)

if (Atable [i] <= search)
count = i;

for (int i=left; i<right; i++) {
if (i <slength) {
Vector3 position = new Vector3 ((vectors [i]), (steps *
StartCoroutine (waitonesecondtag (position, Atable

colorcount++;
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for (int i=0; i<Alength; i++) {
if (Atable [i] <= search)
count=1i+1;
}
rank [sgrint * times - 1] = count;
StartCoroutine (waittransf (rankobj [sqrint * times - 1], count, 0.6f));
firsttime = 0;

r [times] = count;

}

}
if (clicktimes == 1) {

stepSize + 0.7f), 0);

colortable [colorcount]));

- 16.0f, (steps * stepSize + 0.7f), 0);

colortable [colorcount]));

+0.7f), 0);

Color.white));

StartCoroutine (destroyall (0.0f));

steps = 2;
int temp2 = 0;
colorcount = 0;
for (int i=0; i<sqrint; i++) {
for (int j=0; j<sqgrint-1; j++) {
Vector3 position = new Vector3 ((j * 1.0f) - 16.0f, (steps *

StartCoroutine (waitonesecondtag (position, Btable [temp2], 0.6f,

temp2++,
}
Vector3 position2 = new Vector3 (-17.0f, (steps * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position2, "B" + i, 0.6f, Color.white));
colorcount++;
steps = steps + 2;
temp2++,

}

steps = 2;
colorcount = 0;
int sqrt2 = (int)Math.Sqrt (sgrint - 1);
int maxj = 0;
for (int i=1; i<=sqrint; i++) {

int posi = 1;

for (int j=r[i-1]; j<r[il; j++) {

Vector3 position = new Vector3 ((sqrint * stepSize) + (posi * 1.1f)

StartCoroutine (waitonesecondtag (position, Atable [j], 0.6f,

Asubl [(i - 1), (posi - 1)] = Atable [j];
posi++;
if (posi > maxj)

maxj = posi;

Vector3 position2 = new Vector3 ((sgrint * stepSize) - 16.0f, (steps * stepSize
StartCoroutine (waitonesecondtag (position2, "A" + (i - 1), 0.6f,

colorcount++;
steps = steps + 2;

steps = 0;
int countl = 0;
phase20bj = new GameObject[Blength];
int numoflist = 0;
int[] search2 = new int[3];
for (int times=1; times<=sqrint; times++) {
numoflist = 0;
steps = steps + 2;
colorcount = -1;
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divider = sqrt2;
float temp = 1.1f;
for (int i=0; i<sqgrint-1; i++) {
if (i % divider == 0) {
temp = 1.2f;
colorcount++;
}else
temp = 1.1f;

Vector3 position = new Vector3 ((sgrint * stepSize) + (maxj *
1.1f) - 16.0f + temp + (i * stepSize), (steps * stepSize + 0.7f), 0);

if ((i + 1) % divider == 0) {
StartCoroutine (waitonesecondtag (position, Btable
[countl], 0.6f, colortable [sqrint]));
search2 [numoflist] = Btable [count1];
numoflist++;
}else
StartCoroutine (waitonesecondtag (position, Btable
[count1], 0.6f, colortable [colorcount]));
countl++;

}

Vector3 position5 = new Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 17.0f
+ temp, ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position5, "Rank", 0.6f, Color.white));

length = 0;
for (int k=0; k<Blength; k++) {
if (Asubl [times - 1, k] !=-100)
length++;
}

proc = sqrt2;

if (length 1=0) {
divider = length / (proc + 1);
int div4 = (length - 1) - divider * proc;
if (divider 1= 0)
if ((div4 > proc) & (length / (divider) != proc + 1))
divider++;

for (int i=0; i<numoflist; i++) {
colorcount = -1;
Vector3 position3 = new Vector3 ((sqrint * stepSize)
+ (maxj * 1.1f) - 14.0f + (sqrint * stepSize) + (i * (maxj) * temp), ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3d  (position3,
"Num®, 0.6f, Color.white));
position3 = new Vector3 ((sgrint * stepSize) + (maxj
* 1.1f) - 13.0f + (sgrint * stepSize) + (i * (maxj) * temp), ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3  (position3,
search2 [i], 0.6f, colortable [sqrint]));
intj = times - 1;
for (int k=0; k<Blength; k++) {
if (Asubl [j, k] !=-100) {
if (divider 1= 0) {
if (k % divider == 0)

colorcount++;
}
Vector3 position = new
Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 14.0f + (k * temp) + (sqrint * stepSize) + (i * (maxj) * temp), (steps * stepSize + 0.7f),
0);

if (k < proc * divider)
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 0.6f, colortable [colorcount]));
else if (length <= proc) {
colorcount++;
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 0.6f, colortable [colorcount]));
} else
StartCoroutine
(waitonesecondtagv3 (position, Asubl [j, k], 0.6f, Color.white));
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}

countl++;

intkl=0;
int[] temprank = new int[sqrint];
for (int i=0; i<sqrint-1; i++) {

Vector3 position2 = new Vector3 ((sqrint * stepSize) + (maxj *
1.1f) - 16.0f + temp + (i * stepSize), ((steps - 1) * stepSize + 0.7f), 0);
if (i +1) % sqrt2 ==0) {
count = 0;
for (int j=0; j<length; j++)
if (Asubl [times - 1, j] <= search2 [k1])
count++;
StartCoroutine  (waitonesecondtagv2  (position2,
count, 0.6f, Color.white, k2));

k1++;
temprank [i] = count;
}else
StartCoroutine (waitonesecondtagv2 (position2, O,
0.6f, Color.white, k2));
k2++;
}
k2++;

if (Blength == 25) {
for (int j=0; j<sqrint-1; j++) {
if (+1)%sqrt2 1=0) {
count = 0;
int posnum = j + (sgrint * (times - 1));
if(==2){
for (int k=temprank[1];
k<length; k++)
if (Asubl [times - 1,
k] <= Btable [posnum])
count++;
}else {
for (int k=0; k<length; k++)
if (Asubl [times - 1,
k] <= Btable [posnum])
count++;

StartCoroutine (waittransfphase2 (posnum,
count, 2.0f));
temprank [j] = count;

StartCoroutine (destroyallv2 (4.0f));

Vector3 position4 = new Vector3 ((sqrint * stepSize) + (maxj * 1.1f) - 15.0f
+ (sqrint * stepSize), ((steps - 1) * stepSize + 0.71), 0);
StartCoroutine (waitonesecondtagv3 (position4, "K", 4.5f, Color.white));

for (int k=0; k<sgrint-1; k++) {
int posnum = Kk + (sgrint * (times - 1));
Vector3 position = new Vector3 ((sqrint * stepSize) + (maxj *
1.1f) - 14.0f + (k * temp) + (sgrint * stepSize), (steps * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtagv3 (position, Btable [posnum],
4.5f, Color.white));
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Vector3 position6 = new Vector3 ((sqrint * stepSize) + (maxj *
1.1f) - 14.0f + (k * temp) + (sqrint * stepSize), ((steps - 1) * stepSize + 0.7f), 0);

StartCoroutine (waitonesecondtagv3 (position6, k + 1, 4.5f,
Color.white));

}

for (int k=1; k<sgrint-1; k++) {
if (k% sqrt2 ==10) {
temprank [K] = temprank [K] + temprank [(k + 1) /
sqrt2];
StartCoroutine (waittransfphase2 (k + (times - 1) *
sgrint, temprank [K], 4.5));
}

}
for (int k=0; k<sgrint-1; k++) {
if (temprank [k] = 0)
rank [k + (times - 1) * sgrint] = temprank [K];

}

}
if (clicktimes == 2) {
StartCoroutine (destroyallv2 (0.0f));
StartCoroutine (destroyall (0.0f));
steps = 1;
Vector3 position7 = new Vector3 (-17.0f, ((steps - 1) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtag (position7, "K", 0.6f, Color.white));

for (int k=0; k<Blength; k++) {

Vector3 position = new Vector3 (-16.0f + k * (1.0f), (steps * stepSize + 0.7f),
0);

StartCoroutine  (waitonesecondtagv3  (position, Btable [k], 0.6f,
Color.white));

Vector3 position6 = new Vector3 (-16.0f + (k * 1.0f), ((steps - 1) * stepSize
+0.7f), 0);

StartCoroutine (waitonesecondtagv3 (position6, k + 1, 0.6f, Color.white));

StartCoroutine (waittransf (rankobj [K], rank [K], 0.6f));

}

for (int k=1; k<=Blength; k++) {
if (k % sqrint 1= 0) {
rank [k - 1] = rank [k - 1] + r [k / sqrint];
}

StartCoroutine (waittransf (rankobj [k - 1], rank [k - 1], 1.5f));

int posinum = 0;
for (int k=0; k<Blength; k++) {
if (rank [K] == 0) {
Vector3 position = new Vector3 (-17.0f + posinum * (1.0f),
((steps + 2) * stepSize + 0.7f), 0);
StartCoroutine (waitonesecondtagv3 (position, Btable [k], 2.0f,
Color.white));
posinum-++;

}

}
for (int k=0; k<Alength; k++) {
Vector3 position = new Vector3 (-17.0f + posinum * (1.0f), ((steps + 2) *
stepSize + 0.7f), 0);
posinum-++;
StartCoroutine  (waitonesecondtagv3  (position, Atable [Kk], 2.0f,
Color.white));
for (int j=0; j<Blength; j++) {
if (rank [[]==k + 1) {
Vector3 position6 = new Vector3 (-17.0f + (posinum
*1.0f), ((steps + 2) * stepSize + 0.7f), 0);
StartCoroutine  (waitonesecondtagv3d  (position6,
Btable [j], 2.0f, Color.white));
posinum-++;
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clicktimes++;

A4 AkyoprOpog Mapariniov Merging

using UnityEngine;

using System.Collections;
using System;

using UnityEngine.Ul;

public class Merge : MonoBehaviour {

user

delay

public InputField numOfProcessorsText; // reference on input field
public InputField numOfProcessorsOpt; // reference on input field

public GameObject processorPrefab; /I reference on game object

private int steps = 0; /1 step of the algorithm

private float stepSize = 1.0f; /[ for the position of object

int num=0; /Inum given by the
public int [Jtable; [ltemp table for the tree

public float [] vectors; [ltemp table for positions of vectors

public GameObject[] tableobject; /ltable with reference on each gameobject of the tree

public Color[] colortable; /ltable with colors

float col1=1.20f;
float col2=-0.10f;
float col3=-0.13f;

int colorcount=0;

int log=1;

int check = 2;

int tempcount=2;

public void Reset() { IIreset the algorithm
Application.LoadLevel("Merge Sort");

}

public void Update() {
if (Input.GetKeyDown(KeyCode.Escape)) {
Application.LoadLevel ("MainScene");

}

IEnumerator waittransf(GameObject ob,int val,float se){//insert value to a gameobject after a delay
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val,

}

IEnumerator waitonesecond(Vector3 position,int value,float se,Color newc){ //insert color and value to a processor after a
yield return new WaitForSeconds(se);
GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(Vector3 position,int value,Color newc){ //insert color and value to a processor after a delay
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GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;
yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(GameObject ob,int value,Color newc){//color a gameobject and put an int on it
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

public void Initproc(){//initialize processors
if ((numOfProcessorsText.text.Length != 0)&(num==0) ){
num = Int32.Parse (numOfProcessorsText.text);
var | = Math.Log (num, 2);
| = Math.Ceiling (1);

for (int i=1; i<l; i++) { //find log and processors for patching
check = check * 2;
log++;

}

colortable = new Color[check];

table = new int[check];
vectors = new float[check];
tableobject = new GameObject[check];

int correct = Math.Abs (check - num); //for patching

float temp = 0;
int cont = 0;
for (int i=0; i<num; i++) {
if (1 % 2 == 0)//every 2 leafs leave some space
temp = 1.2f;
else
temp = 1.1;

Vector3 position = new Vector3 ((i * stepSize) - 10.5f + temp, (steps * stepSize), 0);
vectors [i] = (i * stepSize - 10 + temp);

if (1 % 2 == 0) {//new color to each processor

if (coll < 0)

coll =1,
coll = coll - 0.20f;
if (col2 > 1)

col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3>1)

col3 = 0.47f;

col3 = col3 + 0.18f;

Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

int random = UnityEngine.Random.Range (-30, 101);

table [i] = random;

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as
GameObject;
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go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];
go.transform.FindChild (“Value").GetComponent<TextMesh> ().text = " + table [i];
cont=1i+1;

while (correct = 0) {

if (correct % 2 ==0) {
if (coll < 0)
coll=1;
coll = coll - 0.20f;
if (col2 > 1)
col2 = 0.30f;
col2 = col2 + 0.18f;
if (col3 > 1)
col3 = 0.47f;
col3 = col3 + 0.18f;
Color newColor = new Color (coll, col2, col3, 1);
colortable [colorcount] = newColor;
colorcount++;

}

Vector3 position = new Vector3 ((cont * stepSize) - 10.6f + temp, (steps * stepSize), 0);
vectors [cont] = (cont * stepSize - 10 + temp);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as
GameObject;
table [cont] = 0;
go.transform.FindChild (*Value").GetComponent<TextMesh> ().text =" + table [cont];
go.GetComponent <MeshRenderer> ().material.color = colortable [colorcount - 1];
cont++;
correct--;
}
num =num/ 2;
check = check / 2;
steps=steps+2;
for (int i=0; i<colortable.Length/2; i++) {
Vector3 pos = new Vector3 ((i * stepSize) - 10.5f + 1.1f, -2, 0);
GameObject ob = |Instantiate (processorPrefab, pos, Quaternion.identity) as
GameObject;
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + i;
StartCoroutine (waitcolor (ob, i, colortable [i]));
}
Vector3 posl = new Vector3 (-10.4f, -2, 0);
GameObject obl = Instantiate (processorPrefab, pos1, Quaternion.identity) as GameObject;
obl.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "Proc";
}
}
public void ByStep(){//parallel sum step by step
float se = 0.8f;

if ((check = 0)&(num!=0)) {
colorcount = 0;
for (int i=0; i<check; i++) {
int [] list = new int[tempcount];
for (int j=0; j<tempcount; j++) {
list [j] = table [i * tempcount + j];

}
if 1% 2==0)
colorcount++;

for (int j=0; j<tempcount; j++) {
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int min = list [j];
int minpos = j;
for (int k=j+1; k<tempcount; k++)
if (list [k] < min) {
min = list [k];
minpos = k;

list [minpos] = list [j];
list [j] = min;

for (int j=0; j<tempcount; j++) {
vectors [i] = (vectors [2 * i]);

Vector3 position = new Vector3 ((vectors [i] + j * 0.8f), (steps * stepSize),

0);
StartCoroutine (waitonesecond (position, list [j], se, colortable [colorcount -
1y
}
}
tempcount = tempcount * 2;
se =se + 1.4f;
check = check / 2;
steps++;
}
}
public void InitializeProcessors2 () {//parallel sum full version
float se = 0.8f;
while ((check != 0)&(num!=0)) {
colorcount = 0;
for (int i=0; i<check; i++) {
int [] list = new int[tempcount];
for (int j=0; j<tempcount; j++) {
list [j] = table [i * tempcount + j];
}
if(i%2==0)
colorcount++;
for (int j=0; j<tempcount; j++) {
int min = list [j];
int minpos = j;
for (int k=j+1; k<tempcount; k++)
if (list [K] < min) {
min = list [k];
minpos = k;
}
list [minpos] = list [j];
list [j] = min;
}
for (int j=0; j<tempcount; j++) {
vectors [i] = (vectors [2 * i]);
Vector3 position = new Vector3 ((vectors [i] + j * 0.8f), (steps * stepSize),
0);
StartCoroutine (waitonesecond (position, list [j], se, colortable [colorcount -
1y
}
}
tempcount = tempcount * 2;
se =se + 1.4f;
check = check / 2;
steps++;
}
}
}
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A5 AlyépOpoc W

using UnityEngine;

using System.Collections;
using System;

using UnityEngine.Ul;

public class WAIgorithm : MonoBehaviour {

public InputField numOfProcessorsText;
public GameObject processorPrefab;

public Toggle randomtog;
private int steps = 0;

private int w3steps = 0;
private float stepSize = 1.0f;

int num;

public int [Jtable; //temp table of values

public int [Jnumtable; //temp table of values

public float [] vectors; //temp table of vectors

public int[] done; // final table of done processors

public int[] count; //table for w1

public int[Jtempdone; //temp table of done

public GameObject[] tableobject;//table of alives

public GameObject[] treeobjects;//table of wl

public GameObject[] pnums;//gameobject with pnum of each processor
public GameObject[] taskobjects;//gamebjects at w3

public GameObject[] w2tree;//gameobjects of w2

public int[] task;//table with 0 and 1 for task

public int[,] children;//children for each processor for 21
public int[,] w3children;//children for each processor for w3
public int[] pnum;//pnums table

public float [] w3vectors;//temp vectors for w3

publicint[] k ;

public int wtime=0;

public int w2time=0;

public int wiltime=0;

public int firsttime = 0;//if its the firsttime you call the algorithm
int shownum=0;

public int[,] auxv2;//table for w2

int[] currentv2;

int can=0;

int alivecount=0;

int log=1;

int check = 2;

int counter2=0;//for version 2

int procleft=0;//for wl

int w3procleft=0;

public int w2size=0;

int possibility=10;

int taskcounter=0;

int phase=3;

public void Reset() {
Application.LoadLevel("Algorithm W");

}

public void Update() {
if (Input.GetKeyDown(KeyCode.Escape)) {
Application.LoadLevel ("MainScene");

}

public void Nextphase(){
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if (phase == 1)
W1ver2 ();

else if (phase == 2)
W2v2 ();

else if (phase == 3)
W3();

else if (phase == 4)
W4 ();

}

public void Initprocver2(){//initialize processors
if (numOfProcessors Text.text.Length != 0) {
num = Int32.Parse (numOfProcessorsText.text);
var | = Math.Log (num, 2);
| = Math.Ceiling (l);

for (inti=1; i<l; i++) {
check = check * 2;
log++;

pnums = new GameObject[check];//gameobjects of pnums

children = new int[num, num];//children for wl

table = new int[check];//value of gameobjects

numtable = new int[check * 2];

vectors = new float[check];//position of every gameobject

tempdone = new int[check];//temporary table for done

done = new int[check * 2];//how many tasks with believe that are already done
tableobject = new GameObject[check];//table with alives processors gameobjects
taskobjects = new GameObject[check * 2];//table with tasks gameobjects
w2tree = new GameObject[check];//tree of gameobjects for w2

task = new int[check];//table with tasks

treeobjects = new GameObject[check * 2];//gameobjects of the tree

pnum = new int[check];//table with personal number for each processor

count = new int[check * 2];//values for w1l tree

k = new int[check];//assign processors at w2

w2size = check;

float move = 0.0f;
if (num > 8)
move = -6.0f;

auxv2 = new int[check, check * 2];

currentv2 = new int[check];

for (int i=0; i<check; i++)
currentv2 [i] = 1;

w3children = new int[num, num];//children for W3
for (int i=0; i<check; i++)//initialize children all with -1 except the processor you are at
for (int j=0; j<check; j++)
if (i==}j)

else

children [i, j] = i;
children [i, j] = -1;
for (int i=0; i<check; i++)//initialize children all with -1 except the processor you are at
for (int j=0; j<check; j++)
if (i==}j)

else

w3children [i, j]1=1i;

w3children [i, j] = -1;

counter2 = check;//to set the correct numbers to the tree
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GameObject;

A

GameObject;

temp, 0, 0);

for (int i=0; i<num; i++) {

int random = UnityEngine.Random.Range (0, 101);//random kill processors
if (randomtog.isOn) {
random = 100;

}

if (random >= 25) {
table [i] = 1;
alivecount++;

}else
table [i] = 0;

Vector3 positionobj = new Vector3 ((i * stepSize) - 10.5f + move + 1.1f, -2, 0);
GameObiject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as

if (table [i] == 1) {
obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text =

}else {

obj.transform.FindChild ("Value").GetComponent<TextMesh> ().text =

obj.GetComponent <MeshRenderer> ().material.color = Color.red,;

tableobject [i] = obj;

}
Vector3 positionobj2 = new Vector3 (-10.5f + move, -2, 0);

GameObiject pnobj1 = Instantiate (processorPrefab, positionobj2, Quaternion.identity) as

pnobjl.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "A/D";

}

public void AlgorithmW(){//W whole algorithm
StartCoroutine(waitw(0.8f));
}

public void Wlver2 () {//wl complete
if (phase == 1) {
phase++;
can=1;
float move = 0.0f;
if (num > 8)
move = -6.0f;

if (done [1] != check ) {//if there are any alive processors or done is not finished
if (wtime == 0) {//if its the first time calling the whole algorithm
if (wltime == 0) {//the first time calling W1 to init pnums and gameobjects

float temp = 0;
for (int i=0; i<check; i++) {
if(i%2==0)
temp = 1.2f;
else
temp = 1.1f;

Vector3 position = new Vector3 ((i * stepSize) +
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vectors [i] = (i * stepSize) + temp;

GameObject go = Instantiate (processorPrefab,
position, Quaternion.identity) as GameObject;

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random >=5) {

table [i] = 1;
pnum [i] = 1;
Yelse {
table [i] = 0;
tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "D";
tableobject [i].GetComponent
<MeshRenderer> ().material.color = Color.red;
alivecount--;
}

go.transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + table [i];

treeobjects [counter2] = go;

count [counter2] = table [i];

counter2++;

Vector3 positionobjl = new Vector3 ((i * stepSize) -
10.5f + move + 1.1f, -3, 0);

GameObject pnobj = Instantiate (processorPrefab,
positionobj1, Quaternion.identity) as GameObject;

pnobj.transform.FindChild
("Value™).GetComponent<TextMesh> ().text = " + pnum [i];
pnums [i] = pnobj;

}

Vector3 positionobj2 = new Vector3 (-10.5f + move, -3, 0);

GameObject pnobj1 = Instantiate (processorPrefab, positionobj2,
Quaternion.identity) as GameObject;

pnobjl.transform.FindChild
("Value™).GetComponent<TextMesh> ().text = “Pnum";

steps++;
procleft = check / 2;
counter2 = check / 2;

}
wltime++;
float se = 0.8f;

while (procleft!=0) {

int living;
intrliv;
for (int i=0; i<procleft; i++) {
living = 0;
rliv=0;
if (steps == 5) {
vectors [i] = (vectors [2 * i]) + steps +
2.5f;
Yelse {
vectors [i] = (vectors [2 * i]) + steps -
0.9f;
}
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Vector3 position = new Vector3 ((vectors [i]), (steps
* stepSize), 0);

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){

random = 100;
}

if (tableobject [2 * i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility) {
tableobject [2 *
i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
tableobject [2 *
i].GetComponent <MeshRenderer> ().material.color = Color.red,;
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i], tableobject [2 * i].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));
}

}

int random2 = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random2 = 100;

}
if (tableobject [2 * i + 1].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random2 <= possibility) {
tableobject [2 * i +
1].transform.FindChild (*Value").GetComponent<TextMesh> ().text = "D";
tableobject [2 * i +
1].GetComponent <MeshRenderer> ().material.color = Color.red;
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild (“Value").GetComponent<TextMesh> ().text, se));
}

}

for (int j=0; j<check; j++) {//check if there is a living
child on the left
if (children [2 * i, j] = -1)
if (tableobject [children [2 * i,
j]]-transform.FindChild (“Value").GetComponent<TextMesh> ().text == "A")

}

for (int j=0; j<check; j++) {//check if there is a living

living = 1;

child on the right
if (children [2 *i+1,]] I=-1)
if (tableobject [children [2 *i + 1,
j]]-transform.FindChild (“Value").GetComponent<TextMesh> ().text == "A") {
rliv=1,
pnum [children 2 *i+ 1, j]] =
table [2 *i] + pnum [children [2 *i + 1, j]];
StartCoroutine (waittransf
(pnums [children [2 *i + 1, j]], pnum [children [2 *i + 1, j]], se));

}

}

inta;

intb;

if ((living==1) || (rliv==1)) {
a=table [2 *i];
b=table [2*i+1];

Yelse {

1

0
0;

a
b

}
table[i]=a+b;
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if (i'=0)
for (int j=0; j<check; j++)
children [i, j] = -1;

for (int j=0; j<check; j++) {//processors below i are

its children
if (children [2 *1i, j] !=-1)
children [i, j] = children [2 * i,
ik
if (children [2 *i+1,]] '=-1)
children [i, j] = children [2 * i
+1%

}

StartCoroutine (waitonesecondv2 (position, i, table
[i], se, Color.white, counter2));

count [counter2] = table [i];

counter2++;

}

se = se + 1.4f;
procleft = procleft / 2;
counter2 = procleft;
steps++;

} else {//if its not the first time calling whole algorithm(after at least one loop)
if (wltime == 0) {//first time calling w1 on this loop
for (int i=0; i<check; i++)
for (int j=0; j<check; j++)
if (i==])

else

children [i, j]=1i;
children [i, j] = -1;

counter2 = check;
for (int i=0; i<check; i++) {

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random >=5) {

table [i] = 1;
pnum [i] = 1;
Yelse {
table [i] = 0;
pnum [i] = 0;
tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "D";
tableobject [i].GetComponent
<MeshRenderer> ().material.color = Color.red;
alivecount--;
}

treeobjects [counter2].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "' + table [i];

count [counter2] = table [i];

counter2++;

pnums [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + pnum [i];

}

procleft = check / 2;
counter2 = check / 2;
wltime++;
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float se = 0.8f;
while (procleft!=0) {

int living;
intrliv;
for (int i=0; i<procleft; i++) {
living = 0;
rliv=0;
int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;
}

if (tableobject [2 * i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility - 8) {
tableobject [2 *
i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
tableobject [2 *
i].GetComponent <MeshRenderer> ().material.color = Color.red,;
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i], tableobject [2 * i].transform.FindChild ("Value™).GetComponent<TextMesh> ().text, se));

}

int random2 = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random2 = 100;

}
if (tableobject [2 * i + 1].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random2 <= possibility - 8) {
tableobject [2 * i +
1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
tableobject [2 * i +
1].GetComponent <MeshRenderer> ().material.color = Color.red;
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));
}

}

for (int j=0; j<check; j++) {
if (children [2 *1i, j] !=-1)
if (tableobject [children [2 * i,
j]]-transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A")

}

for (int j=0; j<check; j++) {
if (children [2 *i+1,j] '=-1)
if (tableobject [children [2 *i + 1,

living = 1;

jI]-transform.FindChild (*Value").GetComponent<TextMesh> ().text == "A") {

rliv=1;

pnum [children [2 *i+ 1, |]] =
table [2 *i] + pnum [children [2 *i + 1, j]];

StartCoroutine (waittransf
(pnums [children [2 *i + 1, j]], pnum [children [2 *i + 1, j]], se));

}
}
inta;
int b;
if (living == 1) || (rliv==1)) {
a=table [2 *i];
b = table [2 *i + 1];
Yelse {

a=0;
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b=0;
}
table[i]=a+b;

if (i!=0)
for (int j=0; j<check; j++)
children [i, j]1 = -1;

for (int j=0; j<check; j++) {
if (children [2 *i, j] !=-1)
children [i, j] = children [2 * i,
il
if (children [2 *i+1,]j] '=-1)
children [i, j] = children [2 * i
+1,j1;

}

StartCoroutine (waittransf (treeobjects [counter2],
table [i], se));

count [counter2] = table [i];
counter2++;

}

se = se + 1.4f;
procleft = procleft / 2;
counter2 = procleft;

}

if (w2time 1= 0) {
for (int i=0; i<check; i++) {
auxv2 [i, 1] = done [1];
w2tree [i].transform.FindChild ("Value").GetComponent<TextMesh>

().text = "0";
currentv2 [i] = 1;
w2size = check;
}
}
}
public void W1ByStep(){//w1 step by step
if (phase == 1) {
can=1,
float move = 0.0f;
if (num > 8)
move = -6.0f;
if (done [1] != check) {
if (wtime == 0) {
if (wltime ==0) {
float temp = 0;
for (int i=0; i<num; i++) {
if(1%2==0)
temp = 1.2f;
else
temp = 1.1f;
Vector3 position = new Vector3 ((i * stepSize) +
temp, 0, 0);

vectors [i] = (i * stepSize) + temp;

GameObject go = Instantiate (processorPrefab,
position, Quaternion.identity) as GameObject;

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;
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}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random >=5) {

table [i]=1;
pnum [i] = 1;
}else {
table [i] = 0;
tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "D";
tableobject [i].GetComponent
<MeshRenderer> ().material.color = Color.red;
alivecount--;
}

go.transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + table [i];

treeobjects [counter2] = go;

count [counter2] = table [i];

counter2++;

Vector3 positionobjl = new Vector3 ((i * stepSize) -
10.5f + 1.1f + move, -3, 0);

GameObiject pnobj = Instantiate (processorPrefab,
positionobj1, Quaternion.identity) as GameObject;

pnobj.transform.FindChild
("Value").GetComponent<TextMesh> ().text = "' + pnum [i];
pnums [i] = pnobj;

}

Vector3 positionobj2 = new Vector3 (-10.5f + move, -3, 0);

GameObiject pnobjl = Instantiate (processorPrefab, positionobj2,
Quaternion.identity) as GameObject;

pnobjl.transform.FindChild
("Value").GetComponent<TextMesh> ().text = "Pnum™;

steps++;
procleft = check / 2;
counter2 = check / 2;

wiltime++;
Yelse {
float se = 0.8f;
if (procleft 1= 0) {
int living;
int rliv;
for (int i=0; i<procleft; i++) {
living = 0;
rliv=0;
if (steps ==5) {
vectors [i] = (vectors [2 *i]) +
steps + 2.5f;
}else {
vectors [i] = (vectors [2 *i]) +
steps - 0.9f;
}

Vector3 position = new Vector3 ((vectors
[i]), (steps * stepSize), 0);

int random = UnityEngine.Random.Range
(0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

3
if (tableobject [2 * i].transform.FindChild

("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility) {
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i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";

i].GetComponent <MeshRenderer> ().material.color = Color.red;

tableobject [2 *
tableobject [2 *

alivecount--;
StartCoroutine

(waittransf (tableobject [2 * i], tableobject [2 * i].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));

UnityEngine.Random.Range (0, 101);

1].transform.FindChild ("'Value").GetComponent<TextMesh> ().text == "A") {

1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";

1].GetComponent <MeshRenderer> ().material.color = Color.red;

}

int random2 =

if ((randomtog.isOn)|alivecount==1){
random2 = 100;

}
if (tableobject [2 *i +

if (random2 <= possibility) {
tableobject [2 * i +

tableobject [2 * i +

alivecount--;
StartCoroutine

(waittransf (tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));
}

jI]-transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A")

1, j]]-.transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {

i+1,]j]] =table [2 *i] + pnum [children [2 * i + 1, |]];

(waittransf (pnums [children [2 * i + 1, j]], pnum [children [2 * i + 1, j]], se));

children [2 * i, j];
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for (int j=0; j<check; j++) {
if (children [2 *i, j] !=-1)
if (tableobject [children [2 * i,

living = 1;

for (int j=0; j<check; j++) {
if (children [2 *i+1,j] '=-1)
if (tableobject [children [2 *i +

rliv=1;
pnum [children [2 *

StartCoroutine

}

}

int a;

int b;

if (living == 1) || (rliv==1)) {
a=table [2*i];
b=table [2 *i+1];

}else {

1

0
0;

a
b
}
table[i]=a+b;
if (i1=0)

for (int j=0; j<check; j++)
children [i, j] = -1;

for (int j=0; j<check; j++) {
if (children [2 *i, j] = -1)
children [i, j] =

if (children [2 *i+1,j] '=-1)



children [i, j] =
children [2 *i + 1, j;
}

StartCoroutine (waitonesecondv2
(position, i, table [i], se, Color.white, counter2));

count [counter2] = table [i];

counter2++;

}

steps++;

procleft = procleft / 2;
counter2 = procleft;

Yelse {
float se = 0.8f;
if (wltime ==0) {
for (int i=0; i<check; i++)
for (int j=0; j<check; j++)
if (i==})

else

children [i, j] =1i;
children [i, j] = -1;

counter2 = check;
for (int i=0; i<check; i++) {

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random >=5) {

table [i] = 1;
pnum [i] = 1;
Yelse {
table [i] = 0;
pnum [i] = 0;
tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "D";
tableobject [i].GetComponent
<MeshRenderer> ().material.color = Color.red;
alivecount--;
}

treeobjects [counter2].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + table [i];

count [counter2] = table [i];

counter2++;

pnums [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + pnum [i];

}

procleft = check / 2;
counter2 = check / 2;

wltime++;
Yelse {
if (procleft 1= 0) {
int living;
intrliv;
for (int i=0; i<procleft; i++) {
living = 0;
rliv=0;

int random = UnityEngine.Random.Range
(0,101);

if ((randomtog.isOn)|alivecount==1){
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random = 100;

}
if (tableobject [2 * i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility - 8) {
tableobject [2 *
i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
tableobject [2 *
i].GetComponent <MeshRenderer> ().material.color = Color.red,;
alivecount--;
StartCoroutine
(waittransf (tableobject [2 * i], tableobject [2 * i].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));
}

}

int random2 =
UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random2 = 100;

}
if (tableobject [2 * i +
1].transform.FindChild ("Value™).GetComponent<TextMesh> ().text == "A") {

{

1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";

if (random2 <= possibility - 8)
tableobject [2 * i +

tableobject [2 * i +
1].GetComponent <MeshRenderer> ().material.color = Color.red,;

alivecount--;

StartCoroutine
(waittransf (tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild (*Value™).GetComponent<TextMesh> ().text, se));

}

for (int j=0; j<check; j++) {
if (children [2 * i, j] !=-1)
if (tableobject [children [2 * i,
j1]-transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A")
living = 1;

}

for (int j=0; j<check; j++) {
if (children [2 *i+1,]] '=-1)
1
if(alive[children[2*i+1,j]]1=="A"){
if (tableobject [children [2 *i +
1, j]]-.transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {
rliv=1;
pnum [children [2 *
i+1,]j]] =table [2 *i] + pnum [children [2 * i + 1, |]];
StartCoroutine
(waittransf (pnums [children [2 * i + 1, j]], pnum [children [2 * i + 1, j]], se));

}
}
int a;
int b;
if (living ==1) || (rliv==1)) {
a=table [2 *i];
b =table [2 *i+ 1];
}else {

1

0
0;

a
b
}
table[i]=a+b;
if (i1=0)

for (int j=0; j<check; j++)
children [i, j] = -1;
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for (int j=0; j<check; j++) {
if (children [2 *i, j] !=-1)
children [i, j] =
children [2 * 1, j];
if (children [2 *i+1,j] '=-1)
children [i, j] =
children [2 *i + 1, j];

}

StartCoroutine (waittransf (treeobjects
[counter2], table [i], se));

count [counter2] = table [i];
counter2++;

}

se = se + 1.4f;
procleft = procleft / 2;
counter2 = procleft;

}

}
if (w2time 1=0) {
for (int i=0; i<check; i++) {
auxv2 [i, 1] = done [1];
w2tree [i].transform.FindChild ("Value").GetComponent<TextMesh>

().text ="0";
currentv2 [i] = 1;

w2size = check;

}

}
}
public void W2v2(){//w2 complete
if (phase == 2) {

phase++;

float move = 0.0f;

if (num > 8) //for >8 processors
move = -6.0f;

if (done [1] != check) {//if the algorithm isn't complete and there are still alive processors
float se = 0.8f;
int childl;
int child2;
if (wtime == 0) {//if its the first time create the objects

for (int i=0; i<check; i++) {
auxv2 [i, 1] = done [1];
Vector3 position = new Vector3 ((i * stepSize) - 10.5f + move +
1.1f, -4, 0);

GameObject w2obj = Instantiate (processorPrefab, position,
Quaternion.identity) as GameObject;

w2obj.transform.FindChild
("Value™).GetComponent<TextMesh> ().text = “0";

w2tree [i] = w2obj;
}
Vector3 positionobj2 = new Vector3 (-10.5f + move, -4, 0);

GameObject pnobj1 = Instantiate (processorPrefab, positionobj2,
Quaternion.identity) as GameObject;

pnobjl.transform.FindChild ("Value").GetComponent<TextMesh> ().text =
"W2",
}

wtime++;
while (w2size!=1) {
for (int i=0; i<check; i++) {

if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {

childl = currentv2 [i] * 2;
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child2 = childl + 1;

if (done [child1] + done [child2] == 0)
auxv2 [i, child1] = 0;
else
auxv2 [i, child1] = Mathf.RoundTolnt
((float)(auxv2 [i, currentv2 [i]] * done [child1]) / (done [child1] + done [child2]));
auxv2 [i, child2] = auxv2 [i, currentv2 [i]] - auxv2 [i,
child1];

taskobjects [child1].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + auxv2 [i, child1];

taskobjects [child2].transform.FindChild
("Value™).GetComponent<TextMesh> ().text = " + auxv2 [i, child2];

if (w2size == auxv2 [i, currentv2 [i]])
count [child1] = 0;
else
count [child1] = Mathf.RoundTolnt
((float)(count [currentv2 [i]] * (Mathf.RoundTolnt ((float)(w2size / 2)) - auxv2 [i, child1])) / (w2size - auxv2 [i, currentv2 [i]]));

count [child2] = count [currentv2 [i]] - count [child1];

if (pnum [i] <= count [child1])
currentv2 [i] = childl;

else {
currentv2 [i] = child2;
pnum [i] = pnum [i] - count [child1];
StartCoroutine (waittransf (pnums [i],
pnum [i], se));
}
StartCoroutine (waittransf (w2tree [i], currentv2 [i],
se));
}
}
w2size = w2size / 2;
se = se + 1.4f;

for (int i=0; i<check; i++)
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
k [i] = currentv2 [i] - (check - 1);
StartCoroutine (waittransf (w2tree [i], currentv2 [i], se));

}
w2time++;
wltime =0;
}
}
}
public void shownumb(){
if (can 1= 0) {
if (shownum == 0) {
for (int i=1; i<check*2; i++)
treeobjects [i].transform.FindChild (“*Value").GetComponent<TextMesh>
().text=""+1;
shownum = 1;
Yelse {
for (int i=1; i<check*2; i++)
treeobjects [i].transform.FindChild ("Value").GetComponent<TextMesh>
().text ="" + count [i];
shownum = 0;
}
}

}
public void W2v2bystep(){//w2 step by step
if (phase == 2) {
phase++;
float move = 0.0f;
if (num > 8)
move = -6.0f;
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if (done [1] != check ) {

float se = 0.8f;
int childl;

int child2;

if (wtime == 0) {

for (int i=0; i<check; i++) {
auxv2 [i, 1] = done [1];

Vector3 position = new Vector3 ((i * stepSize) - 10.5f + 1.1f +
move, -4, 0);

GameObject w2obj = Instantiate (processorPrefab, position,
Quaternion.identity) as GameObject;

w2obj.transform.FindChild
("Value™).GetComponent<TextMesh> ().text = "0";
w2tree [i] = w2obj;
}
Vector3 positionobj2 = new Vector3 (-10.5f + move, -4, 0);
GameObject pnobj1 = Instantiate (processorPrefab, positionobj2,
Quaternion.identity) as GameObject;
pnobjl.transform.FindChild ("Value").GetComponent<TextMesh> ().text =
"W2",
}

wtime++;

if (w2size I=1) {
for (int i=0; i<check; i++) {
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {

childl = currentv2 [i] * 2;
child2 = childl + 1;

if (done [child1] + done [child2] == 0)
auxv2 [i, child1] = 0;
else
auxv2 [i, child1l] = Mathf.RoundTolnt
((float) (auxv2 [i, currentv2 [i]] * done [child1]) / (done [child1] + done [child2]));
auxv2 [i, child2] = auxv2 [i, currentv2 [i]] - auxv2 [i,
child1];

taskobjects [child1].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + auxv2 [i, child1];

taskobjects [child2].transform.FindChild
("Value").GetComponent<TextMesh> ().text = " + auxv2 [i, child2];

count [child1] = Mathf.RoundTolnt ((float)(count
[currentv2 [i]] * (Mathf.RoundTolnt ((float)(w2size / 2)) - auxv2 [i, child1])) / (w2size - auxv2 [i, currentv2 [i]]));

count [child2] = count [currentv2 [i]] - count [child1];

if (pnum [i] <= count [child1])
currentv2 [i] = childl;
else {
currentv2 [i] = child2;
pnum [i] = pnum [i] - count [child1];
StartCoroutine (waittransf (pnums [i],
pnum [i], se));

StartCoroutine (waittransf (w2tree [i], currentv2 [i],

Se));

w2size = w2size / 2;
se = se + 1.4f;

}
if (w2size==1) {
for (int i=0; i<check; i++)
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if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
k [i] = currentv2 [i] - (check - 1);
w2time = 0;
StartCoroutine (waittransf (w2tree [i], currentv2 [i],

se));

wltime = 0;

}

public void W3(){//w3 complete (change value to 1 of “where" for each alive processor)
if ((phase == 3) && (num!=0)) {
phase++;
float move = 0.0f;
if (num > 8)
move = -6.0f;

if (done [1] != check ) {
w3vectors = new float[check];//position of every gameobject
taskcounter = check;
float temp;
int random;
if (wtime == 0) {
for (int i=0; i<check; i++) {//create task objects
random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (random <= possibility) {
tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text = "D";
tableobject [i]. GetComponent <MeshRenderer>
().material.color = Color.red;
alivecount--;
StartCoroutine (waittransf (tableobject [i], tableobject
[i]-.transform.FindChild ("Value").GetComponent<TextMesh> ().text, 0));
}

if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A")

task [i] = 1;
else

task [i] = 0;
if(i%2==0)

temp = 1.2f;
else

temp = 1.1f;

Vector3 positionobj = new Vector3 ((i * stepSize) - 10.5f + temp
+ move, (steps * stepSize), 0);
wavectors [i] = (i * stepSize - 10 + temp + move);

GameObiject obj = Instantiate (processorPrefab, positionobyj,
Quaternion.identity) as GameObject;

obj.transform.FindChild ("Value").GetComponent<TextMesh>
().text ="+ task [i];

taskobjects [taskcounter] = obj;

done [taskcounter] = task [i];

taskcounter++;

tempdone [i] = task [i];

Yelse {

for (int i=0; i<check; i++) {//change task objects of alive to 1

if (k [i] = 0) {
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if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
task [k [i] - 1] = 1;
done [k [i] + check - 1] = 1;
taskobjects [k [i] + check -
1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = """ + 1;

}

}

for (int i=0; i<check; i++) {
tempdone [i] = task [i];

if (k [i] '= 0)
K [i] = k [i] + check - 1;

}

w3procleft = check / 2;
w3steps++;
taskcounter = check / 2;

}

public void W4(){//w4 complete
if (phase == 4) {
phase = 1;
if (done [1] != check) {
float se = 0.8f;

if (wtime == 0) {//first time create the game objects and do the sum
while (w3procleft!=0) {

int living;
intrliv;
for (int i=0; i<w3procleft; i++) {
living = 0;
rliv=0;
if (w3steps == 5) {
w3vectors [i] = (w3vectors [2 * i]) +
w3steps + 2.5f;
Yelse {
w3vectors [i] = (w3vectors [2 * i]) +
w3steps - 0.9f;
}

Vector3 position = new Vector3 ((w3vectors [i]),
(w3steps * stepSize), 0);

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [2 * i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility) {
tableobject [2 *
i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i], tableobject [2 * i].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));
}

}

int random2 = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random2 = 100;

}
if (tableobject [2 * i + 1].transform.FindChild

("Value").GetComponent<TextMesh> ().text == "A") {
if (random2 <= possibility) {
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tableobject [2 * i +
1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild (“Value").GetComponent<TextMesh> ().text, se));
}

}

for (int j=0; j<check; j++) {
if (w3children [2 * i, j] = -1)
if (tableobject [w3children [2 * i,
j]]-transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A")
living = 1;

}

for (int j=0; j<check; j++) {
if (w3children [2*i+1,j] I=-1)
if (tableobject [w3children [2 *i + 1,
j]]-transform.FindChild (*Value").GetComponent<TextMesh> ().text == "A")
rliv=1;

inta;
int b;
if ((living ==1) || (rliv==1)) {
a =tempdone [2 *i];
b = tempdone [2 *i + 1];
Yelse {

0;
0

a
b
tempdone [i]=a+b;

if (i 1=0)
for (int j=0; j<check; j++)
w3children [i, j] = -1;

for (int j=0; j<check; j++) {
if (w3children [2 *i, j] !=-1)
w3children [i, j] = w3children
=il
if (w3children [2 *i+1,j] '=-1)
w3children [i, j] = w3children
*i+1,j];
}

StartCoroutine (waittasks (position, i, tempdone [i],
se, Color.white, taskcounter));

done [taskcounter] = tempdone [i];

taskcounter++;

}

se = se + 1.4f;

w3procleft = w3procleft / 2;
taskcounter = w3procleft;
w3steps++;

Yelse {
while (w3procleft!=0) {

for (int i=0; i<check; i++) {

if (k [i] = 0) {

int random = UnityEngine.Random.Range
(0, 1012);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
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if (random <= possibility - 8) {
tableobject
[i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine
(waittransf (tableobject [i], tableobject [i].transform.FindChild ("Value™).GetComponent<TextMesh> ().text, se));

}

int Ichild = -1;
if (k[i(1%2==0)
Ichild = 1;

inta=0;
intb=0;

if (Ichild == 1) {

a =done [k [i]];

b =done [k [i] + 1];
}else {

a =done [k [i]];

b = done [k [i] - 1];
}

k[i]=klIil/2;
if(al=0&&Db 1=0)
done [k [i]]=a+b;

StartCoroutine (waittransf (taskobjects [k
[i1], done [k [i]], se));
}

se = se + 1.4f;
w3procleft = w3procleft / 2;

}
}
wltime = 0;
}
}
public void W4bystep(){//w4 by step
if (phase == 4) {
phase = 1;
if (done [1] != check ) {
float se = 0.8f;
if (wtime == 0) {

if (w3procleft 1= 0) {

int living;

int rliv;

for (int i=0; i<w3procleft; i++) {
living = 0;
rliv=0;

if (w3steps == 5) {
wavectors [i] = (w3vectors [2 *i]) +
w3steps + 2.5f;
Yelse {

wavectors [i] = (w3vectors [2 *i]) +
w3steps - 0.9f;
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Vector3 position = new Vector3 ((w3vectors [i]),
(w3steps * stepSize), 0);

int random = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [2 * i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility) {
tableobject [2 *
i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i], tableobject [2 * i].transform.FindChild (“Value").GetComponent<TextMesh> ().text, se));
}

}

int random2 = UnityEngine.Random.Range (0, 101);
if ((randomtog.isOn)|alivecount==1){

random2 = 100;
}

if (tableobject [2 * i + 1].transform.FindChild
("Value™).GetComponent<TextMesh> ().text == "A") {
if (random2 <= possibility) {
tableobject [2 * i +
1].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine (waittransf
(tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild (*Value").GetComponent<TextMesh> ().text, se));
}

}

for (int j=0; j<check; j++) {
if (w3children [2 * i, j] 1= -1)
if (tableobject [w3children [2 * i,
j]]-transform.FindChild (“Value").GetComponent<TextMesh> ().text == "A")
living = 1;

for (int j=0; j<check; j++) {
if (w3children [2*i+ 1, ] I=-1)
if (tableobject [w3children [2 *i + 1,
j]]-transform.FindChild (*Value").GetComponent<TextMesh> ().text == "A")
rliv=1;

inta;
intb;
if (living == 1) || (rliv==1)) {
a =tempdone [2 * i];
b = tempdone [2 *i + 1];
Yelse {

0;
0;

a
b
tempdone [i]=a+b;

if (i'=0)
for (int j=0; j<check; j++)
w3children [i, j] = -1;

for (int j=0; j<check; j++) {
if (w3children [2 * i, j] = -1)
wa3children [i, j] = w3children
[2*i,];
if (w3children [2 *i+1,j] I=-1)
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w3children [i, j] = w3children
[2*i+1,j];
}

StartCoroutine (waittasks (position, i, tempdone [i],
se, Color.white, taskcounter));

done [taskcounter] = tempdone [i];

taskcounter++;

}

se = se + 1.4f;

w3procleft = w3procleft / 2;
taskcounter = w3procleft;
w3steps++;

}
if (w3procleft 1= 0) {
for (int i=0; i<check; i++) {

if (k [i] = 0) {

int random = UnityEngine.Random.Range

Yelse {

(0, 101);
if ((randomtog.isOn)|alivecount==1){
random = 100;

}
if (tableobject [i].transform.FindChild
("Value").GetComponent<TextMesh> ().text == "A") {
if (random <= possibility - 8) {
tableobject
[i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";
alivecount--;
StartCoroutine
(waittransf (tableobject [i], tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));

}

int Ichild = -1;

if (k[i]%2==0)
Ichild = 1;

inta=0;

inth=0;

if (Ichild==1) {

a = done [k [i]];

b = done [k [i] + 1];
}else {

a = done [k [i]];

b = done [k [i] - 1];
}
k[i]=kIil/2;

if(@!l=0&&b!=0)
done [k [i]]=a+b;

StartCoroutine (waittransf (taskobjects [k
[i1], done [K [i]], se));
}

se = se + 1.4f;
w3procleft = w3procleft / 2;

}

wltime = 0;
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IEnumerator waittransf(GameObject ob,int val,float se){//change of an int value in a processor
yield return new WaitForSeconds(se);
ob.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = " + val,
}

IEnumerator waittransf(GameObject ob,string val,float se){//change of a string value in a processor
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;

IEnumerator waitonesecondv2(Vector3 position,int i,int value,float se,Color newc,int count){//create new gameobject

and add it to treeobjects

yield return new WaitForSeconds(se);

GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObiject;

go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = "" + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

treeobjects [count] = go;

}

IEnumerator waittasks(Vector3 position,int i,int value,float se,Color newc,int count){//create new gameobject and add

it to taskobjects

yield return new WaitForSeconds(se);

GameObiject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;

go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

taskobjects [count] = go;

}

IEnumerator waitw(float se){//create new gameobject and add it to taskobjects
yield return new WaitForSeconds(se);
W3();
se = se + 1.5f;
yield return new WaitForSeconds(se);
W4 ();
se = se + 1.5f;
yield return new WaitForSeconds(se);
while (done[1]!=check) {
W1ver2 ();
se =se + 0.8f;
yield return new WaitForSeconds (se);
W2v2 ();
se =se + 0.8f;
yield return new WaitForSeconds(se);
W3();
se =se + 0.8f;
yield return new WaitForSeconds(se);
W4 ();
se =se + 0.8f;
yield return new WaitForSeconds(se);

A.6 AlyépOpog X

using UnityEngine;

using System.Collections;

using System;

using UnityEngine.Ul;

public class AlgorithmX : MonoBehaviour {

public InputField numOfProcessorsText; // reference on input field
public GameObject processorPrefab; /I reference on game object
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user

ol

each time

public Toggle randomtog;

private int steps = 0;
private float stepSize = 1.0f;

int num;

public int [Jtable;
public string[] alive;
public float [] vectors;
public int[] done;

public GameObiject[] tableobject;
public GameObject[] treeobjects;
public Color[] colortable;

public int[] randomtable;

public int alivecount=1;

public string [] binstrings;

public int[,] bincut;

public GameObject fast;

public int [] Ivl;
public int [] where;
float col1=1.20f;
float col2=-0.10f;
float col3=-0.13f;

int possibility=5;

int random;

int faster;

public int[] fasterv2;
int times;

int log=1;

int check = 2;

int counter2=0;

public void Reset() {

Application.LoadLevel("Algorithm X");

}
public void Update() {

if (Input.GetKeyDown(KeyCode.Escape)) {

/1 step of the algorithm
/I for the position of object

/Inum given by the

[ltemp table for the tree
/ltemp table for the alive proc
[ltemp table for positions of vectors
IIwhich processors of the table have value

/ltable with reference on each alive/dead gameobject
/ltable with reference on each gameobject of the tree
/ltable with colors
/table to find faster processor each time
//remaining alive processors
[ltemp table for binary
/ltable with digit on every position for each processor
/lgameobject to show the faster processor

I\l of processor on tree
Ilwhere is the processor

/Ipossibility to kill a processor

/Ireset the algorithm

Application.LoadLevel ("MainScene");

}
}

IEnumerator waitonesecondv2(Vector3 position,int i,int value,float se,Color newc,int counter2){ //insert color and
value to a processor after a delay

yield return new WaitForSeconds(se);

GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;
go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;

yield return new WaitForSeconds(0.6f);

go.GetComponent <MeshRenderer> ().material.color = newc;

treeobjects [counter2] = go;

public void Initprocver2(){

[linit processors

num = Int32.Parse (numOfProcessorsText.text);

var | = Math.Log(num, 2);

| = Math.Ceiling(l);

for (inti=1; i<l; i++) {

check = check * 2;

log++;

}

/lcalculate log and number of processors

table = new int[check];//value of gameobjects
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vectors = new float[check];//position of every gameobject

done = new int[check*2];

tableobject = new GameObject[check];//table with alives processors gameobjects
alive = new string[check];//values of alive

treeobjects = new GameObject[check*2];//gameobjects of the tree
randomtable = new int[check];

colortable = new Color[check];

where = new int[check];

binstrings = new string[check];

bincut = new int[check, log];

Ivl = new int [check];

fasterv2 = new int[check];

for (int i=0; i<check; i++) { //convert to bits and initialize Ivl to 0
var result = Convert. ToString(i, 2);
binstrings[i]=result;

IVI[i]=0;

for (int i=0; i<check; i++) {//cut bits of binary
for (int j=0; j<binstrings[i].Length; j++) {
string piece = binstrings [i].Substring (j, 1);
bincut[i,(log-hinstrings[i].Length)+j]=Int32.Parse(piece);

float temp = 0;
counter2 = check;//for processors
for (int i=0; i<num; i++) {

if(i%2==0)

temp = 1.2f;
else

temp = 1.1f;

Vector3 position = new Vector3 ((i * stepSize) - 15.5f + temp, (steps * stepSize), 0);
vectors[i]=(i*stepSize-15+temp);
GameObject go = Instantiate (processorPrefab, position, Quaternion.identity) as GameObject;

if (col1<0)

coll=1;
coll=col1-0.20f;
if (col2>1)

col2=0.30f;
col2=col2+0.28f;
if (col3>1)

col3=0.47f;
col3=col3+0.18f;
Color newColor=new Color(col1,col2,col3,1);
colortable[i]=newColor;

int random=UnityEngine.Random.Range (0, 101);
if (randomtog.isOn) {

random = 100;
}
if (random>=33){ //random Dead/Alive
table[i]=1;
alive[i]="A";
}
else{
table[i]=0;
alive[i]="D";
}
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go.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + 0;
treeobjects[counter2]=go;

Vector3 positionobj= new Vector3((i*stepSize)-15.5f+1.1f,-2,0);

GameObiject obj = Instantiate (processorPrefab, positionobj, Quaternion.identity) as GameObject;

obj.transform.FindChild("Value").GetComponent<TextMesh>().text=""+alive[i];
tableobject[i]=obj;

where[i]=counter2;

counter2++;

StartCoroutine(waitcolor(obj,alive[i],colortable[i]));

}

Vector3 pos= new Vector3(-13.5f,-3,0);

GameObject ob = Instantiate (processorPrefab, pos, Quaternion.identity) as GameObject;
ob.transform.FindChild("Value").GetComponent<TextMesh>().text="";

fast = ob;

int proc=check;

proc = proc/ 2;

steps++;

counter2=check/2;

int tempcount = counter2;

while (proc!=0) {//init starting tree
for (int i=0; i<proc; i++) {

if (steps==5){
vectors [i] = (vectors [2 * i]) + steps + 2.5f;
}

else{

}

Vector3 position = new Vector3 ((vectors[i]), (steps * stepSize), 0);

vectors[i]=(vectors[2*i])+steps-0.9f;

StartCoroutine(waitonesecondv2(position,i,0,0,Color.white,counter2));
counter2++;

I }
}

tempcount=tempcount/2;
counter2=tempcount;
proc=proc/2;

steps++;

public void XbyStepv2(){
alivecount = 0;
fasterv2 = callrandom2 ();

int count = 0;
for (int i=0; i<fasterv2.Length; i++) {

if (fasterv2 [i] = -1)
count++;

for (int i=0; i<count; i++) {
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faster = fasterv2 [i];

int execute = 0; //1 action every time
int child = 0; //int to show if you are going to left or right child

if (count==1)

StartCoroutine (waitcolor (fast, faster, colortable [faster]));//color the fast
object

else

StartCoroutine (waitcolor (fast, count+" pr*, Color.white));//color the fast
object

while (done[where[faster]]==1) {//while above lvls are done go to next Ivl
where [faster] = where [faster] / 2;
Ivl [faster]++;

}

if (done [where [faster]] == 0 && where [faster] >= check) {//if you are at

leaf make the value 0 and move 1 Ivl

done [where [faster]] = 1;

StartCoroutine (waitcolor (treeobjects [where [faster]], 1,
colortable [faster]));

where [faster] = where [faster] / 2;

Ivl [faster]++;

execute = 1;

if (done [where [faster]] == 0 && where [faster] < check && execute == 0)
{/lif you are not on a leaf
if (done [where [faster] * 2] == 1 && done [where [faster] * 2 +
1] == 1) {//if both children are 1 make your value 1 too
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where
[faster]], 1, colortable [faster]));
where [faster] = where [faster] / 2;
Ivl [faster]++;
execute = 1;
} else if (execute == 0) {
if (where [faster] * 2 <= check * 2) {//you cant go
futher than leaves
while (done[where[faster]*2]==0 ||
done[where[faster]*2+1]==0) {//while one of the children is 0
if (done [where [faster] *2 +
1] == 0 && done [where [faster] * 2] == 1)//if the right children is 0 make child=2
child = 2;
else if (done [where [faster] *
2] == 0 && done [where [faster] * 2 + 1] == 1)//if left children is 1 make child=1
child =1,
else {//if both children are 0
check with your binary and Ivl if its 0 go left if its 1 go right
if (binstrings
[faster].Length < IvI [faster]) {

child =
1
}else {
int loglv
=log - IvI [faster];
if
(bincut [faster, loglv] == 0)
child = 1,
else
child = 2;
3
}
Ivl [faster]--;

if (child == 1)//go left
where [faster] =
where [faster] * 2;
if (child == 2)//go right
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where [faster] =
where [faster] * 2 + 1;

if (where [faster] * 2 >= check
*2-1)
break;
}

done [where [faster]] = 1;

StartCoroutine (waitcolor (treeobjects [where
[faster]], 1, colortable [faster]));

where [faster] = where [faster] / 2;

Ivl [faster]++;

public void XAlgorithm(){
float se = 0.2f;
StartCoroutine (waitx (se));

IEnumerator waittransf(GameObject ob,int val,float se){//change a value of a gameobject with int
yield return new WaitForSeconds(se);
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + val;

IEnumerator waittransf(GameObject ob,string val,float se){//change a value of a gameobject with string
yield return new WaitForSeconds(se);
ob.transform.FindChild (“Value").GetComponent<TextMesh> ().text = " + val;

IEnumerator waitcolor(GameObject ob,int value,Color newc){//color a gameobject and put an int on it
ob.transform.FindChild ("Value").GetComponent<TextMesh> ().text = " + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

}

IEnumerator waitcolor(GameObject ob,string value,Color newc){//color a gameobject and put a string on it
ob.transform.FindChild (“Value™).GetComponent<TextMesh> ().text = "* + value;
yield return new WaitForSeconds(0.6f);

ob.GetComponent <MeshRenderer> ().material.color = newc;

IEnumerator waitx(float se){//create new gameobject and add it to taskobjects
while (done[1]!=1) {
alivecount = 0;
fasterv2 = callrandom2 ();

int count = 0;
for (int i=0; i<fasterv2.Length; i++) {

if (fasterv2 [i] 1= -1)
count++;
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for (int i=0; i<count; i++) {

object

object

[faster]));

colortable [faster]));

done[where[faster]*2+1]==0) {

done [where [faster] * 2] == 1)

done [where [faster] * 2 +1] == 1)

(binstrings[faster].Length<lvi[faster]){

Ivi[faster];

(bincut[faster,loglv]==0)

*2;

*2+1;

faster = fasterv2 [i];
int execute = 0;
int child = 0;

if (count==1)
StartCoroutine (waitcolor (fast, faster, colortable [faster]));//color the fast

else
StartCoroutine (waitcolor (fast, count+" pr", Color.white));//color the fast

while (done[where[faster]]==1){
where [faster] = where [faster] / 2;
Ivi[faster]++;

}

if (done [where [faster]] == 0 && where [faster] >= check) {
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1, colortable

where [faster] = where [faster] / 2;
Ivi[faster]++;
execute = 1;

if (done [where [faster]] == 0 && where [faster] < check && execute == 0) {
if (done [where [faster] * 2] == 1 && done [where [faster] *2 + 1] == 1) {
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1,

where [faster] = where [faster] / 2;
Ivi[faster]++;
execute = 1;

}
else if (execute == 0) {
if (where [faster] * 2 <= check *2) {
while (done[where[faster]*2]==0 ||

if (done [where [faster] *2 + 1] == 0 &&

child = 2;
else if (done [where [faster] *2] == 0 &&
child = 1;
else {
if
child=1;
else{
int loglv=log-
if
child=1;
else
child=2;
}
}
Ivi[faster]--;
if (child ==1)
where [faster] = where [faster]
if (child ==2)

where [faster] = where [faster]

if (where [faster] * 2 >=check * 2 - 1)
break;
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done [where [faster]] = 1;

StartCoroutine (waitcolor (treeobjects [where [faster]], 1,
colortable [faster]));

where [faster] = where [faster] / 2;

Ivi[faster]++;

}
yield return new WaitForSeconds (se);

if (check > 8)
se =se + 0.1f;

else if (check > 16 && times < 25)
se = se + 0.01f;

else if (check < 8)
se =se + 0.3f;

times++;

}

int[] callrandom2(){//find faster processor on every call
int speed;
int[] fasters = new int[check];

for (int i=0; i<check; i++)
fasters [i] = -1;
for (int i=0; i<check; i++) {//count alive processors
if (tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {
alivecount++;
}

}

for (int i=0; i<check; i++) {//use random numbers for "speed" of each processor if its alive
speed = UnityEngine.Random.Range (0, 10);
if (tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {
randomtable[i]=speed;
}

}

for (int i=0; i<check; i++) {//random Kill processors
if (tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {
int random = UnityEngine.Random.Range (0, 101);
if (randomtog.isOn) {
random = 100;

}
if ((random <= possibility)&(alivecount!=1)) {
tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh>
().text="D";
StartCoroutine (waittransf (tableobject [i], tableobject
[i]-.transform.FindChild ("Value").GetComponent<TextMesh> ().text, 0.8f));
randomtable[i]=-1;
alivecount--;

else
randomtable[i]=-1;

int max = randomtable[0];
for (int i=1; i<check; i++) {//find max speed

if (randomtable[i]>max){
max=randomtable[i];
}
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for (int i=0; i<check; i++) {//count alive processors
if (tableobject [i].transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A") {
alivecount++;
}

}
intk=0;
for (int i=0; i<check; i++) {
if (randomtable [i] == max) {
fasters [k] = i;
k++;

}

return fasters;

A.7 Main Scene
using UnityEngine;
using System.Collections;
public class MainScript : MonoBehaviour {

public void Update() {

if (Input.GetKeyDown(KeyCode.Escape)) {
Application.Quit();
}

public void Sum(){
Application.LoadLevel ("ParallelSum");

public void Merge(){
Application.LoadLevel ("Merge Sort");

public void Rank(){
Application.LoadLevel ("Rank Scene");

public void Search(){
Application.LoadLevel ("Search");

}
public void X(){
Application.LoadLevel ("Algorithm X");

public void W(){
Application.LoadLevel ("Algorithm W");
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