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Evyaprotieg

Me v ohokANpmo™ TG SWTAMUATIKNG LoV gpyaciog Ba NTav TapdAietyn pov 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 GLYKEKPIUEVT €pYacia , yio TV Kabodnynomn Kot tnv peydin fondeia 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 (PIAOVG OV Y10l TNV GULVEXN

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 adyopifpotl. Anhadn avti va €yovpe povo éva emeepyaotr] o omoiog
O extedel Kamoleg epyaciec oeplokd Yoo TNV €miAvoT €VOG TPOPANUATOC, EXOVUE
TEPLGGOTEPOLG 01 OTTO101 GLVEPYALOVTOL TAVTOYPOVA LLE TKOTO TNV YPNYOPOTEPT ETiIALON
avToL ToL TPoPAHOTOC. O TaPaAINACUOG £xEL OKUAGEL TTOAD TO TEAELTALN XPOVIL KO
avtd opeidete 610 OTL €£x€l ODGEL AMIGELS 68 TOALL TOAVTAOKA TPOPANATO KOl EYEL
EMOYIOTOMOINOEL TEPACTIONE YPOVOLS EMEEEPYACING. XKOTOG TNG OUMMAMUOTIKNG OVTNG
Ntav vo avaropactafodyv ypaeikd Kdmolol onpavtikol adlyopifuol ®ote va givor mo

€0KOAN M ekpddnomn Tovg.

H epyacia avty dnuovpyndnke eEorokAnpov oto Game Machine Unity oe dvo
dwotdoelg (2D). ITo mold og kamola dAAn AAE &iye yivel o axoun tpoonddeio o€

Java Swing mov pdvnke g dev gixe T1g duvartotnteg Tov Unity

2av TPAOTO GTAOL0 £YIVE N LEAETN TOV TAPIAANA®V ahyopiBuwv dote va e&akpiPwbovv
OAeC O AemTopépEleg Yia vo. Lmopovv vo. vAomomBovv. Xtn cuvéyewn 1 ekpddnon Ko

e€owkeimon tov Unity kot téAog 1 ypagikn| avamapdotacn Tov odyopiuny ce avto.
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Kegpaiaro 1

Ewcaymym

1.1 Xxonog ko Kivntpo Aumhopatikig Epyaciog 1
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

emiAvon tovc.[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 amAd TpofAnuata n ddacKaiio Tov aAyopOpmy oev eival ToAD SVGKOAN GAAG 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 Kamowwv mopdAANAo®V aAyopiBumv kupiong o eountég, Aol Ommg £xm
TPOAVOPEPEL M OKU TOV VILAPYEL GTOV TAPOAANAIGUO gival TEPAGTIO Kt OV EEPOLLLE
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 avomapdotaon tov akyopiBumv €yxet yivelt otn unyavn moyvidwov Unity[1] og
owootbotato mEPPAAAOV. ZVYKEKPIUEVO, TIPOCPEPEL GTOV YPNOTN TIS SVVATOTNTEG VO
emAgyel dSrdpopa oevipia Yo kabe TpoPAnua dnwg To péyedog Tov TPoPANUATOS Kol TOV

apOpUd eneEepyaocTdV Kot Ol omd avTovg Ba eivar evepyol kot motot Oyt Emiong o



YPNOTNG €xel TV duvatdTnTo vo mopakorlovdel Prjua mpog PrApo TL yivetar otov

aAyop1Opo ko vo, umopel va emépPet.

EmumAéov 610)0¢ NTOV TO TEAMKO TPOiodV va eivarl 660 TO AEITOVPYIKO KOl ELKOTAVONTO

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 Eexmpiotd tov kdbe adyopiOpov
Eexvovtag omd Tov aAyoplBpo mapdAAnAng dBpowong kot axolovOwg M
VAOTOINGN TOL WG YPAUPIKY avarapdotacn oto Unity.

['wvétav cuveyn a&loAdynon T®v VAOTOMGE®V amd ToV SOACKOVTH KOl TOLG
eoutntéc tov ETTA431 tov tpéyovrog e&apnvov yioo mepouutépm 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 £pYACio Kol TEPLYPOEN TOV VIOPABPOV TG

gpyaociog. Zvykekpipévo 0o avapepbei | epyocio tng Natoing Teuevé[4] n omoia ftav

YPOAPIKY avorapdotact alyopifumy oto Unity ot onoiot giyav oyéon ue kivnon poundt



kot M gpyacia g EAévng Zxurtidov 6mov to Oépa Mtav 1o idto pe v moapovoa
OUTAMUOTIKY LE TNV TOPAAEYT] KATOIOV ad TOLG OAyopiduovg kot 11 vAomoinon &iye
yivet oe Java Swing[3]. ®a vyivouv ovykpicelc oTic SvokoMeg oL 0moieg
OVTILETOTICONKOY, OTO OTOTEAEGHOTO KOU OTO TAEOVEKTAUATO HETAED TV VO

epyoreiov. Emiong Oa yivel avopopd 6Tov TapaAAnAicpd Kot To LoVIELD TOL.

¥t ovvéyewn. oto Kepdhowo 3 Oa yiver o covroun meprypoen yio to Unity[1] won

avopopd o€ PacIkEg YVAOGELS Yia TNV dnpovpyio evog vEou €pyov og auTo.

AxorovBong ta Kepdioia 4-8 mapovsidlovior ot akydpiBpot (oe kbbe kKepdAiaio) mov
viomomOnKav. Apywd mEPLYpAQeTOL 0 aAYOPIOLOG Kot 0KOAOLOOVY AETTOUEPELES TG
vAomoinong tov oto Unity. Téhog cuintovvral dtdpopa TPoPANUATO TOL TPOEKVYAY KO

TOG AVTILETOTICTIKOV.

[To ovykexpyévo oto Kepdhao 4 Oo mapovoiaoctel o AlydpiOupoc Tlapdriining
ABpotong[2,5] , oto Kepdraio 5 o AlyopiBuog Iapdriining Avalntnong[2,5] , oto
Kepdhato 6 o AlyopiOuog IlapdAining Zvyymvevong[2,5] kot o  AlyopiOuog
Hoapddining Toa&vounong[2,5], oto Kepdhowo 7 o AlyopiOuog W[2,5,6] xor oto
Kepdaroio 8 o adyopbpog X[2,5,6].

Téhog oto 90 Kepdhaio Oa mopovslactohv 1o GUUTEPACHOTO GTO OTTOl0L £X® KOTAANEEL
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

KOl 01 TPOTOL e TOVG 0moiovg Ba pmopovioe 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:

DI pagikr Avoropdactaon [apdAiniov Evpoctov Alyopibumv Me To Epyaleio Java
Swing ¢ EAévng Zkirtidov[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 frav axdpo o duekoio Kot toAdmioko. 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
dVVOTOTNTEG TOV EPYAAEIOL QL TOV EIVOIL CAPOG TOAD TLO TEPLOPIGUEVES OO LU0, KOVGOLQL
o6mw¢ o Unity mov ypnouonoleitol oty Tapovca epyacia.

AxoAoVBwg vMpée dLGKOAIL GTNV ONOVPYIL AGVYYXPOVAOV HOVIEA®V KATL TOV GTNV
TOPOVCH SUTAMUATIKY AVIILETOTIOTNKE VKOAN Balovtag pa kabvotépnon Letaéd TV
fnudtov. Eniong vanpye to mpoOPANUO 6TOV TEPLOPIGUO TOV EMECEPYOCTAOV KOl TOV

ap1Bpov N ov ypnoyoroovTaY € KABE TOPAdELY O TO OTTOI0 LVINPYE KoL TNV 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 g NatoAng Tepevé[4]

H epyacia avt ypnowonoince to id1o0 epyoieio to omoio ypnoyoromdnke Kot otV
napovoa epyacia, oniadn to Unity[1]. H gpyacio avty avomaplotonos ypoeikd mme
Kémolo AL TOVOLO POUTOT LALEDOVTOV GE KOO0 GUYKEKPIUEVA onueio 1 paledovtay yio
VO QTIAEOVY £V GLYKEKPLUEVO GYNUATIGHO TTOV THG® oo avtd Ppiokoviay 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 B dwHBOVLV AemTOUEPLES Y10 TOV TAPAAANAO VTTOAOYIGUO Kol TO.

LOVTEAQ TOV.

2.2.1 Tlapdrinrog Yoroyiopog
Xy eniAvon TpoPANUATOV VTAPYOVY dVO KVP1oL TPOTOL EMiAVGNG TOVS. O GePlaKdg Kot
0 TAPAAANA0G VITOAOYIGHOG. H kOpla dtapopd peta&h Tov 000 avtdv TpdT®V glval 0Tt 0

GEPLOKOG YPNOIUOTOLEL LOVO €val emeepyaoTh) EVO 0 TAPEAANAOS TOVALYIGTOV dVO.

SVYKEKPEVO TOPAAANAOC VTOAOYIGUOC €lval 1 OCULVETOIPIOTIKY KOl TOPOAANAN
eneepyaocio dedopévov and TeplocdTEPOLS and Eva eMeEePYAOTEG TOV OMOCKOTEL OTN
ypryopn emilvon ovvbetwv vroloylotikdv mpoPinudtev[2,5]. Tw peyodvtepn
ATOSOTIKOTNTO KO Y10 VO, EIVOIL EPIKTN 1 EXIAVGT KATO10V TPOPANUAT®V 01 ENeEepyaoTEG
TPEMEL va. givor Tov 1610V TOTOL (OpO10YEVEIC), Va. BpiokovTal 6€ KOVTIVH amOoTACT Kot
va €gouv éva kKoo TpOPANUa T0 0moio TPooTadovy va ertAbcovy. Me avtd ToV TPOTO

TOIPVOLLLE L0l TEPAOTIO VTTOAOYIGTIKY dVvaun[5]



Me v ¥p1o1 TOV GEPLOKOD VTOAOYIGUOD 1] EXCTHUN £QTACE GE Vo TOAD YNAO eninedo
AoV KATAPEPE VO EMAVGEL TAPA TOAAN TPOPANUOTO GE TKOVOTOMNTIKOVS YPOVOVS YmOPIg
whpo TOAD YyNnAd Kdotog. Ta tedevtaio ypoévia OUOS 0 TOPAAANAOS VTOAOYICUOG EXEL
e€elMybel paydaia Kot 6€ TOALY TPOPANLOTA EYEL AVTIKATOGTGEL TOV GEPLOKO [LE TOAD
KOADTEPOVG XPOVOVS, KOAVTEPO KOOTN KoL 6€ TOAD w0 omAn popen. Emiong o
TAPAAANAOG VTOAOYICUOG £xEl emAVGEL TpoPAnaTa Tov TP Afya ypdvia Bsmpodoope
axatoépOmTa Yot vINPYXAY PLOIKOL TEPLOPIGHOT TOV EVag GEPLOKOG OAYOPIOOG deV
UTOpOoVGE Vo, EEMEPACEL EVA 0 TAPAAANAOG EXEL TOPOAKALYEL CVTOVG TOVS TEPLOPICUOVG,.
Kdamoeg epappoyéc tov mapdAAnAov VTOAOYIOHOV €ivor M TPOPAEYN KOUPIKOV

oLVONK®OV, GEIGUOAOYIO , YEVETIKN Kot GALO TTOAAG.

Ola avtd €rovv okomd tv AOoM €vOC aAyOplOuov, ONANON UG TETEPOCUEVIG
aKoAoVOiloG amd eVIOAEC eKkTEAECUEVES GE TEMEPOUCUEVO YPOVO Yo TV emilvon evOg
npofAnuatog. ‘Evag mapdAiniog aAdydpiBuog eivor 6tov o adyopiBpog avtdg eivor
OYEQOOUEVOG Y1 TapAAANAOVG eneéepyaocTéc. [a va eivar Evag mapdAAnAog alyop1Opog

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

Kdamoeg évvoteg o1 omoieg ¥pMGUYLOTOUGOVLLE Y10, VO TOV VITOAOYICHO av €vag adydplOpog
givan amrodoTikog eivar ot €€ngl2]:

o [lopddinioc 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 ypetaletan vo eMADGEL TO TPOPANUA HeyEBoLg N 0 KAADTEPOG

aAyop1Opog.

"Evag mapdAiniog alyopiBpog Bewpeiton BEATIOTOG av Yo éva TpOPANpa peyéBoug N o
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 VTOAOYICUO VILAPYOVY 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 oyedidlet £va akydpiBpo. Avto yiveton pe
Baon tov opbpd tov pevudtwv eviolmv-Stream of Instructions(tt 6o kdver o
VTOAOYIOTNG o€ KAOe Prina — AlyopiBuog) kot Tov apBpd tov pevpdtmv dedoUEVmV-
Stream of Data( Agdopéva. £16050v ToV ALYOp1OLOV) TTOV EYEL O KAOE EMEEePYAOTNG GE

KOs Prpa.

Ta povtédla Tov vdpyovv givar téooepa pe Baon 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

Xyfqpna 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 dIaPOoPETIKA EVTOAR TTAvw OPwG OTO 610 dedOUEVO

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 TTQVOUOIOTUTTOI ETTECEPYAOTEG OTTOU O KABE €vag €xel TOTTIKI) PVAUN Kal

OI0QPOPETIKO peUPA BEDOUEVWV

Yty epyacio avt Oa emkevipmbovpe oto vropoviélo PRAM: Parallel Random Access
Machine (ITapdrinin Mnyavy Toyaiog [Ipoonéraong) , F-PRAM koaw A-PRAM.

2.2.3 Movtédho PRAM

To povtého PRAMI5] eivan éva povtédo kowvoypnome pviung (Zynuoe 2.5) 6mov éyovpe
P TOVOUOLOTUTIOVG GLYYPOVIGUEVOVS emeepyaoTtés kol o kdbe €vag dwabétel Tomkn
pvnun. Xpnoiporotovy Ty KOvOYpnoTH LVIUN OC LEGO EXKOVOVING OOV UItopOovV Vo,
Thpovv T dEGOUEVA E1IGOO0V OO OVTNV KO VO, KATOYPAYOLV EVOLAUESH ATOTEAECLOTO
N dedopéva €£600V og avTn . 10 Pactkd HOVIELO eV UTOPOVV dVO EMEEEPYUOTESG VAL
yphwovv 1 va dafdcovv omd Kown kvyeAido pvhiunc. O ypdvog mpocPacng mov
ypedleton o kaOe emeEepyaotng mpog v kKowvdypnot whiun eivar O(1). To poviérho
avtd Katatdooetal otny kotnyopio SIMD. To povtédo amoteleite amd cuyypovicuéva
fruota. Aniadn oe éva Pua dev umopovv dvo emeepyaotég Vo eKTEAOLV OVO
SlpopeTIKEG epyacies, ite Ba ektehovy TV 1010 €ite 0 évag amd tovg dvo Ba pévet
adpavEG Ko Oo eKTEAEL TNV EVTOAT NO-0p UEXPL TO EMOUEVO P Y10 TV GOGTY| EXiAvon

ToV alyopiBuov.



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 gpdmpo kabopiletor amd
tov 1010 Tov PRAM mov ypnoiponoteitat. ‘Exovpe 4 drapopetikovg tomovg PRAM, pe

Bdon TV TEPLOPICUDY BTNV TAVTOYPOVT TPOGRUCT GTI| LWVHUN:

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 eneEepyacTés va dtafdcovy amd v idta KuyeAida TovTtdypova, oAAL

povo évog Pmopel va ypayel oty 1010 KOYEAIdM TG KOWVOYPNOTNG TOVG LVAUNG.

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 KowdypNoTNG TOLG LVIAUNG.
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
KoyeAda LViUNG dev Tapovotdlet kovéva TpdPAnLa ool anid dstodlovy TV TUn 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 ool 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 povtého autd Olot ot emefepyaotég mpémel va yphwyovv v S Ty ot
GLYKEKPIUEVT] KLYEAIDO KOVOYPNOTNG VUG
e Arbitrary(av0aipeto) CRCW PRAM

‘Evag amd toug ene&epyaotéc and avtods mov Tpoontafovy va yphyovy oty il
KOWEAMOO PviUNG emiéyeTon avbaipeta Kot Katagépvel va ypawel autdg Tnv S| TV
.

e Priority CRCW PRAM

Ye autd 10 povtédo B€tovpe o TpotepandTNTA pe TV omoia Kabopilovpe TOV
eneEepyaoctn tov omoio Bo EMKPOTNGEL M TYWN TOL HETA TNV E€YYPOON OTN
OLYKEKPIUEVN KLWeEAMOa pvAung. To mopdoetypo m emAoyn umopel va yuvel
YPAPOVTOG TAVTO, TNV TIUTY TOV ENEEEPYOGTT LE TOV LKPATEPO TPOSOTIKO OPlOUO 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 ko 1o Priority CRCW PRAM 10 mo ghootikd poviéro. ‘Etot

KOTOTACCOVLE TO LOVTEA GE oL lepapyio duvoptkdTnTog pe v e€Ng oelpa:

EREW — CREW — Common CRCW — Arbitrary CRCW — Priority CRCW

‘Evag odydpiBuog o omoiog oxedidotnke yw €vo mo adOvoto Hoviélo pmopel vo
EMOVOOYEONOTEL Y10 VO TO SVVATO HOVTEAD UE TNV 1010 TOAVTAOKOTNTO YPOVOL Kol
KOGTOVG G€ £val Lo duvaTO PovTéELD. Aev cupPaivel To 1010 kol oty avtifetn mepintwon
a@oL Yl va, Tpocopolwet Evag alyoplBpog amd Eva duvatd HOVTELO GE £Va TTO A dVVATO
Ba ypelaotel peyarvtepo apBud emeEepyact®dv Gpo Kot KOGTOG 1 LEYAADTEPO YPOHVO

EKTELEOTC.

11



Ortav viomolovpe €vo odyoplBpo o€ KAmO0 HOVIELO TPEMEL Vo £XOVUE LIOYN TOVG
TEPLOPIoUOVC. [0 TapAdety Lol ov To LOVTELO oG OEV EMITPETEL TAVTOYPOVY] YPOPY| TOTE

0€ KOVEVO ONUEID OV EMTPEMETAL VO, YPNCUYLOTOMGOVLE TAVTOYPOV YPOOT).

‘Eva mapdderypo alyopiBupov mov ypnoiponotei PRAM kot viomoteitan oty mapodvoo

gpyacia ivor n TapdAANAn dbpoion

2.2.4 Movtélho F-PRAM

To F-PRAM cegivor mavopoidtomo pe 1o PRAM 6mov kAnpovopei oyedov ola ta
YapaKTNPLOTIKA TOV[5]. AnAadn givar éva GuyypovIGHEVO HOVTELD OTTOV Ot ETEEEPYOOTES
petafaivovv amd To Eva o 6To EMOUEVO UE TOV 1010 pLOUO KO EYOVV L0 KOTVI) LIV
otV omoia &yovv mpocPacm oe O(1) ypdvo. X1o PRAM odpwg or emelepyactég dev
UTTOKEIVTOI 6 cQAApaTa Katdppevong evd oto F-PRAM vrdkevtan . Avtr| glvai ) kOpla
Spopd TV 6Vo HOVTEAWMY 0oL 6To povtédo F-PRAM ot emelepyaotés mapovsialovv
COAALOTA KOTAPPELONG KOL TO LOVTEAD £vOl OXEOLAGUEVO e OVTO TOV TPOTO £TGL MGTE
va ovtipetoniloviot Kol va cuveyilovv Tov alyoplfuo ot ev Asttovpyeio eneEepyaoTég

KoL va dtvovv Avon.

Xeaiua koatdppevong opilovpe otav €vag emeepyootng 0€ OTMOLNONTOTE GNUEIO TOL
VTOAOYIGHOV GTOUATIGEL TNV AEITOVPYEID TOL KO OEV EMOTPEYEL TIOW® GTOV VITOAOYICUO.
INo éva vrohoyiopd Aéue 6t veokertat g f opdipata katdppevong av amd TV opyn Tov
VTOAOYIGHOV HEXPL TO TEAOG UTopohV va Katappedoovy o oAl péxpt T emelepyootéc.
Amoapoitntn mpobmodBeon yo TNV 0AOKANPwON TOov TPOPAUOTOS €ivor v VIApPYEL

TOVAAYLOTOV €Vag EMEEEPYNOTNG GE Asttovpyin o€ OAa T onpeiot Tov aAyop1Opov.

"Evag aiyopiBpog viomomuévog oe F-PRAM o onoiog Abvet Eva cuykekpiuévo Tpofinua
QITOOOTIKA KO OVEXETOL COAALOTO KATAPPELONG ENEEEPYOTTAOV Ovopaletal evpwatog. O
OYEOICOC TOVG eivar OpKETA OVOKOAOC KOl TOAOTAOKOG €medn Yoo va. avéndetl
amodoon mpémel va pelwbel o ypovog ektédeong N 0 aplBuds TV eneepyacTOV KO Yo

Vo aveyTov e GOAANATO TPETEL VO Yivel akp®dg To avtifeTto, OnAadn vo HelwBovV.

‘Eva mapddetypo edpwotov alydpifuov to omoio vAomoleitor oty mopovca epyacio

etvon to Write all (Algorithm W)[5]
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2.2.5 Movtého A-PRAM

To povtého A-PRAM egivar vrropovtédo tov MIMD. H kdpia dtapopd pe 1o anhd PRAM
gtvor 0Tl ot emelepyaoTtéc evepyolv evieAd¢ acvyypdviota[5]. Xto poviélo avtd ot
eneepyaotég Umopovy vo. dfacovy 1 vo YpAWouv GE OTOLOONTOTE KLWEAIDD TNG
LVAUNG Opws M TpocPacn oty uvAun pmopel va mdpet dtapopetikd ypoévo. O évog
ENEEEPYAOTNG UTOPEL VAL ELVOL TTLO YPTYOPOS OO TOV GAAO KO TO LOVTEAO OVTILETOTILEL
o@aipata katappevonc. O xpovog dev mailel KovEVa OVGLUGTIKO POAO GTO GYESIACHO
aAyopiBumv pe To povtédo avtd kot gival 0 dVVaATO va SLOKPIVELG av Evog emeEepyaoTng

&xel Katappevoetl 1| elvan ToAd apyoc.

2e aUTO TO0 HOVTEAO OEV LTTAPYEL N £VVOLd TNG TALTOYPOVNG TPOGLOCTC GTNV VI OALG
VILAPYEL 1 £vvola TNG aTopkoOTnTOS. ANAadn kébe akolovdio acvyypodvicTOV TpocPioemv
amd Tov 1010 M Kot SlPOPETIKOVG EMEEEPYOOTES GE L0 GUYKEKPIUEVT KLWEAIDOL LviUNG
umopet va tomofetn0el oe peptkn dtaTaEn. ZuyKekpIEVaL 1) T Tov O ETGTPEPETL LE TV
avayvoon amd o KOYEAMOOG LVAKUNG Vo ivor 1 TEAELTOI0 OAOKANP®UEVT YPOPNG 1) 1) TIUN
ov cvpPaivel To 1010 Ypovikd Sdotnuo  yoPic va €xel ohokANpmOel. AkOun oyveL M
OTOULKOTNTO oV 1] TYUN oV Bl emMGTPEYEL 1| EMOUEVT avayvmoT TG KuyeAidag eite Ba elvan
10100 HE TNV TTPOTYOVUEVT avAyvVOGoT €ite Bal Eyel TNV TN HOG YPOPNG TOV £YIVE LETA TNV

TPONYOVUEVT AVAYVOCT

2 ovvéyew Olvoviol KAmow Topadeiypata Yoo TG TEPUMTAOCEL, mapoPiaong g

ATOHKOTNTOG Kol o Oa Empene va £ivol T0 GOOTO ATOTEALECLLA.

Ymv wepintoon avt (Zynpa 2.6) PAénovpe moapafiocn Tng TPOTNG TEPITTOONG TNG
ATOLUKOTNTOS 0OV 1) Ypapn £xel OAOKANPpwOel pe v T 8. 'Etol ot cuvéyeia mov
owPalet v Tyun o emeEepyaotng Oa Empeme va dtafalet Tnv Ty 8 mov tvar 1 TUn ™G

tereLTAlOG OAOKANPOUEVNG YPpapns kot Oxt v Ty 0 mov odPace(Zynua 2.7).

read ack (0)
X =0 | |
| |
write (B) ack
Yynpa 2.6
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read ack {ﬁr

write (8) ack

Xypa 2.7

210 emdpevo mopdderypo (Zymua 2.8) PAémovpe O6TL GTNV TPOTN TEPIMTOON COOTA
evépynoe o ene&epyoactnc mov dtdPface v Tiun 0 yroti nTov 1 teAevTaio OAOKANPOUEVT
ypaen. AAAG otV 0e0TEpT MepinTmon Ba Enpene va dafdcel TNV Tiun 8 aod N ypoen
&xet oAokAnpwBel Tpv v avdyvoon g Tyne. ‘Etot AavBaospéva dafalet mv tiun 0.

read ack (0) read ack(0)
XxX=0 | | |

write (B8) ack

Yympo 2.8

210 tehevtoio mapddstypa (Zynua 2.9) o emeepyaotng £xel dwuPdost v Tiun 8 g
YPAONS oV yivetar TV 1010 otryun poll pe v avayvmon mov givol cwotd pe facn tov
TPAOTO KOVOVO, OTOLKOTNTOG OV OVOQEPAUE. XTIV 0e0TEPN TEPimTON AovOacuéEva
owpaler mv Ty 0 o emelepyootng a@ol dpmvel pe Tov 0g0TEPO KAVOVA TTOV
avaPEPOLE aPOD OeV €YEL TNV TIUN TNG TPONYOVUEVIG OVAYVOGNG OVTE TNV TIUN HI0G

petayevéotepng yYpaons. Apa Ba émpeme 1 tiun vo etvon 8.

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

write(8) ack

Yympoa 2.9
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Kepdiaro 3

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 mayvidio aAAd 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 dNUOVPYNGOLV Ty viola ta omoio Byaivouv Kot 6TV 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

exkudOnon[1].

O meplocdtepeg evépyEleg UmopovV va Yivouv 1000 yYepoKivnTa 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
1§ YA®ooeg mpoypoupaticpod JavaScript, C# ko Boo[l1,7]. v mapovoa 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 emroyég cov eivar mapa moAAég. [To cvykekpuéva umopeic va
emAé€elg Aettovpywd Windows, Mac, Android xou oe i10S, 1 okOépo Kor o€

oy vidounyaves 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 daywviotnke oto Apple Design Awards kot Byfike 6£0TEpO 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 emlé€el éva vmdpyov €pyo avtd avoiyel ko to emefepyaletar, av emAélel va
ONuovpyNoet £va véo ToTe Kaleiton va EMAEEEL TO Gvopo Tov £pyov, oL Ba amodnkevTet,

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
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< 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 0 meP1BdAlov. kot o otny omoia eaivetot Tt Oa delyvel n Kapepa 6TV TPAOTN GACT

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

Yta aplotepd Ppioketar To “hierarchy”(Zynuo 3.3) 6mov Ppickovtar OA To AVTIKEILEVQ,
OV VTAPYOLV TNV GLYKEKPUEVN 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 SNUIOVPYNGELS TO. avTIKEILEVA OV ¥petdlecal 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 tonobeoelg Omov BELeIC 6T KNV GoL Kat pe To “add component”
va mpocBécelg 0Tt Béhelg oe avtd. Emiong vmdpyel 1o “tag” 1o omoio Ponbd otnv

OLLOOOTOINGCT TOV OVTIKELLEVOV GOV.

| © inspector | P
o [Prefab []static +
Tag | Untagged i | Layer | Default ™
Prefab | Select | Rewert | Apply |
¥ .~ Transform 2%,
Position Xo Yo
Rotation X o Y 0
Scale X1 Y1
¥ . Cube (Mesh Filter) &,
Mesh il Cube []
v iy M Box Collider #*,
Edit Collider
Is Trigger -
Material None (Physic Material) @
Center
|0 Y0 Z|0
Size
H1l ¥l Z(1
¥ |2 M Mesh Renderer [ #
Cast Shadows [ en 3|
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 UTOPEIC HE KOJKA VO KOAELG TNV SNUIOLPYIC QVTOV TOV OVTIKEILEVOV
KOl OTr GLVEYEWD TO TPOTOTMOlElG O™ €6V B€AelG. O KMOKOG aWTOG YiveTol pe v
dnuovpyio evog script kot ypaeovtag eKel €vioAég oe M OO TG YAMOOES
npoypappatiopov C#, Javascript 1 Boo ko faovroag to script oavtd oépvovtag to mhvm

oto prefab.
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Kdrto Bpicketar to “project” ko to “console” (Zynua 3.5) 6mov oto “project” Bpiokovtan
TOL TAVTO TO. OTTOL0, ATOONKEVGEC Y10, TO TAPOV 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
nayviol og 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 Vv 0AOKANP®OGT) TNG GKNVIG GOV UTOPELS VoL TV OmoONKeVOELS KO VoL EEKIVIGELS oL
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 eivar éva Toyvidt avTég o1 GKNVES pUmopel va elvar ta 6Téda 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 ko Zyfua 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

2ynuo 3.8 opaderyua 3D oo Unity 2ynuo 3.9:Hopdderyuo 2D oro Unity
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Kepaiaro 4

AlyoprOpog Hapaiining AOGporonc

4.1 TIpopAnua 21
4.2 Yeprokdg AlyopiBuog 21
4.3 I[MapdAiniog AAydpBuog 22
4.3.1 [eprypapn AlyopiBuov 22
4.3.2 I'pagwn Avarapdoctacn AlyopiBuov 25
4.4 Béhtiotog AhyopBpog 36
4.4.1 Teprypapn Alyopifuov 36
4.4.2 T'pagwn Avanapdotacn Bédtiotov AlyopiBuov 37

4.1 Ipopipo

To mpoPAinua g mapdAining aBpoiong eivar to €&Ng: dedouévov uiag Aiotag amd n

ap1luoi¢ mpénel va vroloyicovue to dhporoua S tovg.[2,5]

4.2 Teprokog AlhyéprOpog

2V TEPINTOGT TOL GEPLAKOD VITOAOYIGLLOV, OOV YOV pLE ONAAOT| LOVO Eva ETEEEPYUTTY|
avtdg o emelepyactng Bo Kavel oeplokd to afpoicpato Yo vo pog 0MGEL TV AVOT).
Yvykekpyéva Ba oPadel éva mpog éva tovg N apBuovg kou Ba Tovg TpochHitel 6To
oAKO dBpotopa kot Ba yperootel N-1 abpoicpata. TTo kdto @aivetor To KOPLO KOUUATL

TOV KOOKO KO 1] TOAVTAOKOTNTO TOV.
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SetS=al
Forj=2tondo
S=S+qj

end do
IMolvmdokdtra: T1(n) = C1(n) = O(n)
O ypo6vog extédeons Tov odydppov avtod givar O(n). Onwg @aiveTol Kot omd To To
TOVO KOUUATL KOOKA 6TO TPAOTO Prjpa o aAyopiBuog 0€tel To ABpoiopa ¢ ToV TPAOTO
apBuod g Alotag mov awtd amortel otabepd ypovo O(1). X cuvéyewn puraivel oe Eva
Bpoyyo 6mov mpochitel Tov apBud mov Safalel 6to ABpolGHa Kol avTd amontel emiong
otafepd ypovo O(1). H dwdikacio tov Ppdyyov emavorappdveror N-1 @opég yua va
dwpactovv to vworowma N-1 otoyeia mov dev elyav daPaoctel kot va TpooTteBovv 610
apywo pog abpotoua. ‘Etol o ypodvog ektéheong tov oeiprakold alyopifpov dbpoiong
ATOOEIKVVETAL TG Eivar B(N) , OTMG Kol TO KOGTOG TOV aPOV YPNCULOTOLOVUE LOVO Eval

eneEepyaotn .

4.3 Mapdrinrog AlyoprOpog

AxoAovBwg yivetal Teptypaen tov adyoplBpov mapdAAning dBpoiong Kot AETTOUEPELES

Y0 TNV YPOPIKT OVOTOPAGTAGT] TOV VAOTOMONKE GTNV £pyacia.

4.3.1 Ileprypaen AryopiOpov

To mpdPAnpa 0TS KoL 6TN GEPLUKT LOG EMIAVOT) TOPAUEVEL TO 1010, 1| ABpOoLoT dNAadT|
n apOuov. H ovclaotikn dtopopd pe Tov oeplakd alyoplfuo eival n ypnoyLomoinon
TEPLGGOTEPOVG O €va emeepynotég ol omoiol Ba kdvovv v abpoton ava (evyn pe

oKomd 1 emilvon va yivetal ypnyopotepa.

['a Ttov adyopBuo avtd ot apBuol pog Ba Ppickovtol 6e N CLVEXOUEVEG KOWEAMOESG TNG
KOWNG HvAung ko Oa ypnoipomomoovpue N/2 enelepyaoctés. Xto mpmTo friua o Kabe Evag
Ba avatedel oV KLYEADA THG KOWOXPNOTNG LVAUNG oTNV BE0M e TOV TPOGOTIKO TOV
apBud eni dvo tov omoio Ba dwuPdoet kKo Ba Tov mpocsbicel e Tov emduevo apOud
dAadn tov mpoowmikd tov apBud eni dvo ocvv Eva (KM[(i*2-1)]+KM[(i*2)]). T

mapaderypa o eneepyactig pe mpoommikd aptOpd 0 0o avartedel oty BEon (1*2-1) kot
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otV Béom (1*2) dpa o11g B€oelg éva Kat d00 avTioTOL O GTNV KOWVOXPNoTN LVALY. AVTO
yivetar and 6hovg toug N/2 emefepynotic ko puetd v mpdcbeon tov 0o apldudv
amoOnkedovv 10 dBpoicua oty B€omn pe Tov TPoowTIKO TOVG APlOUd GTNV KOVOYPNOTN

LV UM KoL OVTIKOOIGTOUV TNV TTOALL TIUN.

Metd TV OAOKANp®OT) TOL TPAOTOL PLaTOg 01 AP0l Tov HaG LEVOVY VO VTTOAOYIGOVLE
€xovv petvel ol ool oAAG o1 eMeEEPYAOTEG LOG TAPAUEVOLV O 10101. [ Tov Ady0 avtd
eMELON M dtodkacio wov Bo akoAovOncove ota endueva frpata eivain idta pe To TPOTO
Prua ot oot emelepyaotég dev Ba kKavouv kapia Aettovpyia (Ba eivor og Katdotaomn No-
0p). Zvykekpyéva, o1 TPp@TOL Uicoi eneéepyaotéc amd Toug omoiovg apyicaue. Anladn ot
enelepyaotés pe mpoocommikd apldud 1<=n/4 Oa dwPalovv Tovg aplBpods g
KOWOYPNOTNG UVNUNG otV B€om e TPosmTKO aptBpud SITAAG1o amd To 01KO Tovg Kot Ha
TOVG TPOGHEGOLV e VTOVG OV €ivan 6TV B€om pe SIMAGCI0 GLV €va OTTOC TO TPDTO
e amoBnkevovtag Toug otn Béon e Tov Tposwmikd Toug apBpd. H dradikacio avt
Oa emovoarapPavetar kot ot 0o pEvouv pieol kabe opd LEYPL VoL PTAGOVLLE GTO TEAEVTOLO

Brina 6mov Ba Exovpe pdvo dvo apldpovg.

Ortav etdoovpe oto Televtaio Prpa mov Eyovpe LOVoO 600 apBpods o emelepyactng e
TPocOTIKO apBpd éva Ba mpocBiécel tovg Vo apBLovg otTig Béoelg éva kol 6v0 NG
KOWOYPNOTNG LVNUNG Kol Ba amobnkevoet 1o TeMkd amotédecua oty Béon éva avtng,

10 omoio Ba glvar 1 Ao Tov TPOPANUATOS LOG.

Ola Ta fripato ekteEAoVVTOL GUYYPOVIGUEVE Kot TOPEAANA amd TOVG emeEepyaoTé Yo
TOoV AOY0 aTd avaueiopfntnta ypnoiponoteitor poviéAo PRAM yia v avémtuén tov
alyopiBuov. ITo cuykekpiuéva ypnoiponoteitor to poviého EREW-PRAM. Avtd yiveton
EMEWN O©€ KOWO TEPIMTO®ON OTNV  TOPAAANAN  €KdoyN TOL OAYOPOHOL  TOL
YPTCLOTOMCAUE OEV XPEWOTNKE TALTOYPOVN EYYPAPN N AVAYVOOT] GE KATOWO PripoL.
Yvykekpyévo o kabe Pua ol emelepyaotég owofdlovv tov apBud oty Béon pe tov
TPOGOTIKO TOVG op1OUo emi 6v0 Kot Tov Tponyovuevo aplBud and avtdv €101 EPNACTE
olyovpor 0tL dev Ba vmapEovv dvo enelepyaotég ol omoiot Ba mpoomabncovv va
dwpdcoovv M va ypayouvv e Ko KuyeAido ¢ pvnqune. o tov Adyo avtd Ha
emAé€ovpe 10 EREW mov givat 10 mo meploptotikd HovIELO TOV OTMC AVAPEPALE fvat

OPKETA EOKOAO OO VOl TEPLOPLOTIKO LOVTEAO VO TO LETATPEYOVLE GE £VOL IO SLVVATO.

23



'V avtd emAéyovpe mhvta To HOVTEAD LE TIG TTO AlYEG SLVATOTNTES TO OTOT0 OUMG oG

IKOWVOTIOLEL.

210 akOAovOO KopATL KMOOWKO QaiveTal 1) dadikacio 1) 0Toio TEPTYPAPETOAL TTLO TAVE® Y10,
™V TapdANAn aBpoton N apBudv pe n/2 eneepyactés kat akoAovOel | moAvTAOKOTHTO

™me.

Processors i = 1 to n/2 do in parallel

shared array sum [1...n]

private j, a, b

setj=1

while (i<n/2j)
a=sum[2i - 1]
b = sum|2i]
sum[i]=a+b
j=jtl

end while

end do

Xpovog ektéheong aryopiBuov: Taz(n) = O(log n) - ©(1) = B(log n)
Kootog akyopifuov: Cnz(n) = O (log n) - n/2 = G(n log n)

O yp6vog extéleong Tov aiyopibuov givar B(logn). Avtd opeiletar 0Tt og KGOe Py ot
eneepyaoctés yperdloviar otabepd xpovo Yoo TV ovayveoon tov opliudv, yu Tov
VIOAOYIGUO TOV 0BPOiGHATOG KOt Yo TV Ao KELGT TOVG GTNV KOWVOYPNOTN UV UN

Y& kabe Prpo Eyovue 0 TOAD N/2 eneepynotéc mov awtd dev mailel KAmoo onpaciol
aALG aVTd OV Kpivel Tov xpdvo elvar o aplBudg Tov Pnpdtov. Xe Kabe emduevo Prpa o
apBpog TV apBumv mov pévouy yia vo tpocstedolv eivan kdBe popd o picdg and to
nponyovuevo. ‘Etol yuoo tqv oAokAnpwon tov Pnudteov Oo mpémel vo yivoovv logn
EMOVOANYELS OOTE VAL VTTOAOYIGTOVV OAOL Ot apBuol OTmg aiveTat Kot amd tov Ppdyyo
61OV 0 TV Kddwa. Etot o suvolikdg xpdvoc tov aryopifuov Ha eitvar o apBudg tov

Bnudrov eni tov xpovo ektéleons tov kdbe Pripatog apa B(logn) * O(1) = G(logn).
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To k6610¢ TOV AAYOPIOHOL divetar amd TO YIVOUEVO TV eMeepyaoTOV ML TOV YPOVO

ektéleonc tov akyopibuov , apa (n/2)* B(logn) = @(nlogn).

Onwg giyope 6e1 0 KOAITEPOG GEPLAKOG 0AyOp1Oog dbpotong ypetaldtav kdotog O(N)
Kot Ommg elyape eENyNoet o TapIAANA0g aAyOPOOS Yo va ivorl BEATIOTOC TPEmEL TO
KOGTOG TOVL va elvar 160 pe T0 KOGTOS TOL KOADTEPOL GEPLUKOV alyoptOpov. Apa otnv
ePInTOON pog 0 alyopiBuog dev givor k6oToLg PEATIOTOG OAAG Bal LA GOV E Yo QVTOV

GT1 GLVEYELN TOL KEPOAOLIOV.

4.3.2 Tpagwn Avarapdotact AlyopiOpov

>10 onueio avtd Ba doBovv Aemtopuépeleg Yo To TG vAomomOnke o pun PEATIOTOC
aAyopOpog mopdAining dbpotong oto Unity xor Papoa mpog Pruo mog Ttpéxel o
aAyopiBpoc. Katapydg tpéyovpe 1o ekteléopo. H mapaxdrto euwova(Zynpa 4.1) ivor n

TPAOTN KOV TOL PAETOVUE LOAC TPEEOVIE TO EKTELEGILO

Parallel Search . ja . T Parallel Sort

Zymua 4.1: TIpo ewdvo eKTeELEGILOV

1 ovvéyela emAéyovpe To TpdTo kovuni tov Parallel Sum émov givatl o akyopBpog o

01010 LEAETALLE GTO GUYKEKPUUEVO KEPAAALO.

25



€3

By Step

Serial

Yymua 4.2: Apywkn Ewova

AxoAovBwg gpeaviletor 1 wo whvo apyiky eikovo(Zynpo 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 amotereiton omo:

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 kovuni Reset 1o 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 adkydpiOpog Tpoympd 610 eXdUEVO akpPdg Prpa

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 kovpmid givat aveEaptnta 1o £val Pe To AL dNAQON oV TPOTA EKTEAEGOVLLE £VOL BT LLoL
pe to kovuni By Step matdvtog akoAovbwe to Go Ba oAokAnpwbel o akydpBpog amod

exel Omov &lye petvet.

Mo mv dnpovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
HECQ £VaL AKOUO OVTIKEILEVO TO 0010 omoTeEAOVTAV 0Tto £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 Kovpumi KOAOLGE TNV avTicTOol(n GLVAPTNOY| LE

QLTI OV EMPETE VO EKTEAECEL.

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 Ba avarvBel Eva mapaderypa pe 32 apBpotg ko 16 enelepyootés.

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 akdAovOn ekdva. (ZyMua 4.3)

Onwg mapatnpeitatl 610 KAt pHéPog eppaviCovror 16 kovtid apBunuéva amd to 0 péypt
t0 15 mov eivar 0 apBpdc N mov €xovpe Padet 010 2 dnAadr| To 32 Tov pog divel Tov apouod
tov eneEepyaotov. Kdbe Eva kovti avtiotoryel pe éva enelepyaotn kot Tov £xetl avaredet
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: Apyiké Brpa pe 32 apBpovg

To xéBe ypopa avrikatontpiletor and éva Pabud koxkivov, éva Babud pmie kot Eva
Babud mpdotvov mov maipvouy Ty amd 0-255. Tty kovedra pog ot apbuoi yuo v
dnuovpyia evog ypopatog nTav amd to 0 uéyxpt to 1y’ avtd dnpovpyndnkav ta dpia
avtd. ['o v dnpovpyio TV YpoUdToOV apytkomomdnkay Tpeic HeTaPANTES Le KAToleg
Tipéc. o kdbe 2 apBpovg ot omoiot dnpovpyovvTay, o TN TPOBETOTAV GE AVTEC TIg
petafintég ko £tol GAAale 10 ypopa Tov emodpevov enegepyaoty. Ta ypopoTa oavtd
dtnpovvtav g Eva mivako avdloya pe Ty avtictoyr 0€om tov enesepyaot.

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 Y1 TO TPAOTO P 6€ OAOVG €ivol TO UNOEV OOV aKOU OEV EYOVV KAVEL KATOLO

Tpagn

[Mavw amd toug eneEepyactég PmopoHLe va dStoKpivoupe 32 KOUTd Le TUYaiovg aptBpong
0G0 ONAOT TO N TO 0010 EYOVE EIGAYEL GTNV APYN YPOUATIGUEVE v dVO LE Eva KpO
Kevo evoldpeca Toug. Avtd yiveton yati o ke emeepyootng dwfdlel tnv Tiun mwov
Bpioketan otov mpocwmikd Tov apBuod ent 2 kot v emdpevn. ITo mave Exel avapepOel
ot dwPdlovpe ™V T TOV TPOSHOTLKOD aPlBUoV €l 2 Kot TV TPONYOVUEVT aTd AVTY|
AL QVTO YVOTOY GTNV TEPIMTOOT TTOL 1 opifunon tev eneepyactdv 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
eppavifovtav ypnoporomdnkay o otadepn Tiun n omoio avéovotayv o kabe Prina yio
VoL TPOYMPA GTOV A0V Y KoL 1) TN 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

‘

Hons®l

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

210 fpa ovtd PAETOLLE TMG Ol EMEEEPYACTEG GTO KAT® PEPOG £XOVV KAveEL OAOL OTd oL
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 KOTAYPOQPN OTIC OVTIGTOLYES
0éoe1g otV UVIUN HOG LE TOV TPOoOTIKO Tovg aptBud (ot mepintwon pog 0-15) , ot
eneepyaotés avarifevranl Eavd og dvadeg dmov Ba vroioyicovv véo dBpotoua. o Tov
VROAOYIOUO TOL €mOpUEVOL Prinatog Exovpe 16 apBpovg 6mov tovg avorapfdvovy ot
npatol 8 emelepyootés (0-7 mpocomikd apBud) kot ot vroiourotl 8 (8-15 mpoocwmikd

apBpd) ektelobv Tpaén No-op.

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

Y10 PApa avtd ot apBupoi €yovv vmoduthaclootel OnwC Ko oe KABe Pruo. Xto
ocvykekpipévo Prpa ot apBuol €xovv yiver 8 kot dmwg PAETOLUE GTO KAT® UEPOS OL
appol tov enelepyactdv pe mpocmmikd apBud 8 péxpt 15 &yovv mapapeiver ot idrot
yoti dev extédecay Kamola Aettovpyio. MeTd ToV VTOAOYIGUS TV 8 AVTOV OPOU®OVY Kot
TNV ONovpyio TV VEOV KOVTIOV QUTE YPOUATIGTNKOY 0VAAOYO LE TOVG ENEEEPYUOTES

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 fruna 3 (Zymua 4.6) ot apBpoi £xovv vTodmAacIAoTEL E0VA. XTO CLUYKEKPLULEVO PrLLa
ot apBpoi Exovv yivel 4 kot 610 KATO PEPOC Ol apOLOl TV ETECEPYOCTAOV LE TPOCHOTIKO
apOpd 4 péypt 15 €xovv mopapeiver ot idtot yloti dev extédecav kamota Asttovpyia. 'Etot
010 Map®V Prua Topapévovy 4 apBpoi ot omoiot Ba yivovv 2 abpoicpata amd Tovg

TPMOTOVGS 2 emelepyaoTég

3] 1]
o1fas7sos]aesl o] os Jres zorfriefraz] vo | v  co for [rrf e
ymua 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
Brna pévouv ot 2 apBpoi mov dofnKav omd ta 2 VIO-0EvEpa TOV TEAKOD oV Bl dDGOVY

TO TEMKO OTOTEAEGLOL

Num(Opt Ver)
i

6 |

osa]rrJaoe]omslaso s Jimm]ons[viafma] va | s f s o Jevr s

Zympa 4.7: Biuo 4

Y10 teMKko Prpa (Zynua 4.8) o enefepyaotig pe Tpoowmikd apBpd 0 maipvel Tovg
apBpovg otg Béoeg 0 ko 1 g xowdypnotng pUvAung Kot vroroyilel 10 TEAMKO

OTOTELEGLO, KO TO avaypdeel otny 0Eomn 0 TG KEVIPIKNAG UVIUNG.

To xoppdtt kOdka Tov dnuovpyel Eva kovti og éva Prpa, vroloyilel To dBpoioua Kot
TOV avOBETEL YpOUa SIveTaL O KAT®

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

inta =table [2 * i];

intb =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 dmuiovpyodue por kabvotépnon yio vo yivetol mo

avVTUANTTO OTO LATLO TOV XPNOTN TG AELTOVPYA O OAYOPOLLOG.

s

(L] 13] 14]
perqr71faosfsse]sro ss Jresfzor]11efisaf 7s | e J oo f o7 frir] o4 |

Zymua 4.8: Tehkd Brjpa Kow Amotéreopa
>t ovvéyela Oa dovpe to kovpmi serial(Zynuo 4.9) T AELTOVPYEL YPTOYLOTOUDVTOS
Eava 32 apiBpode. To apykod Pripa givar to id1o dnradn Palovue tov apBud oto input
field kou matape OK. Xtn cvvéyeto natdvrag to serial BAémovpe g O Asttovpyovoe av
ntav povo o enelepyonotng otnv 0éon 0. O omoiog amAd vroAoyilel To dbBpoiouo TwV

TPOTOV 2 aPOU®V KoL TO 0VOLYPAPEL.

@

oo

o o |
o ofololelolofolole]e o folo] o]

yMua 4.9: Zeprokdg adyopifpog Prpa 1
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211 GLVEYELD Y10L GKOTTOVG €VYPNOTIOG diveTan To mapddetypa Petd and 8 Prjpata OTov
&xovv voroyiotel 9 apiBpol ko mapatnpeitar 6t povo o eneEepyastng 0 Exel voroyicet

KATL 6TO KAT® PEPOG.

D ER QR ?‘ﬂ |
‘5[gt£:j

| | 1] ]
£33 0 0 I 3 T N N i

Zymua 4.10: Zeproxog alyopBuog rpa 9
Télog divetar to TeAKO amotéleopa av TatHoElS To kKovumi serial apketég popéc wote o

eneepyaotng 0 va olokAnpdcetl Tov akydpifpo.

1573

= =] 200 o

- = = & = = =
O DR RO R 000008 @ Kaa
(388 ooog

oE

Zyqua 4.11: Zeproxog adlyoptOpog teAkod amotéAecio
To xovuni Go pmopet vo GupuTANpOGEL TOV aAYOPOUO GE OTOLOINTOTE GTAOIO UEYPL TNV

OAOKANP®OT] TOVL.
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¥t ovvéyela Oo avapepbovpe oto Patching. Patching sivar n coprdAnpmon mov yivetan
otav o apBpog dev etvar moAlomAdcto Tov dvo. O alydpBpoc owtdg dnpovpyndnke e

TPOTO MOTE VO, GUUTANPDOVEL LUE UNOEVIKA UEYPL TNV TANGIEGTEPT] OVVOUN TOV dVO.

2 ovvéyela Ba dove Eva Tapdostypa 6ov o aplfuog Tov divetat givar to 28.

8 |=]

Yynua 4.12: Patching Apyiké Bipa

[Mopatnpodpe oto Zynua 4.12 tmg ot TpdTot 28 apBpoi £xovv cuumAnpwbet pe Toyaiovg
aptBpovg Ko ot TeAeVTOiol 4 He UNOEVIKG OTMG avapEPONKE MO TAVE®. ZTN CLUVEXELL O
aAyOpOpHOC TPEYEL KavoVIKA OTmG e&nynoae Kot Tatdvtoag o kKovuri GO maipvovue to
TEMKO omoTéAespa (Zyfua 4.13) pe po pkpr KabBuotépnon evoldpeso Towv fnudtoy yo

va Egywpilouv.

(3|2

i k. 2] ]
pegisfovfirfiefimsfioe] o [ el m | s Jm 0 [ 0

Yynuo 4.13: Tehkd Anotéleopo Me Patching
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4.4 Béhtiotog AhyoprOpog Iapdrining ABpowong

Axolovbwg yiveton meprypaen tov BEATIOTOVL aAYOp1OUoL TaPAAANANG GABpoiong dmov
emAvEL 10 1010 TpOPANUe pe tov adyopBpo oto Kepdiaio 4.3 oAhd pe 10 kaAvTEPO
duvatd kéotoc. Emiong divovior AETTOUEPEIEG YO TNV YPOQIKY OVOTOPACTOCT) TOL

vAomomOnke otV gpyacia.

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 CEplakoD. To kOOTOC TOL TPONYoHUEVOL aAyOplBLoL TTOV
O(nlogn) kot Tov KaAdTEPOL GEPLoKkod O(N). ['a v peimon Tov kKOGToVG 68 O(N) TPEmet
ot enefepyaotés va LetmBovv yiati OTmg PAVINKE GTOV TPOTYOVLEVO aAYOPIOUO GE ThpaL
TOALG Ppata ot emelepynotéc pog 0ev ektehovoay Kamola Aettovpyia. ‘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 oeplakoy 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 T'pagiki) Avarapdactocn AlyopiOpov

>10 onueio avtd Ba 60000V AesmTouépeleg Yoo TO TAOC LAomomOnke o PEATIOTOC
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 TI'papwn Avamopdotacn AlyopiBuov 45
5.1 Ilpopinpa

To wpdPAinua g mapdAAnAng avaltnong eivotl 1o NG : dedouévon uiog taltvounueévns
AMorog omo n op1duovg Xi,Xz,..,.Xn ka1 evog apiuod Y npémet vo, ffpebei o deiktng K o omoiog

Xk <=y < Xi+1 (Xo = - 0, Xn+1 = + ). [2,5]

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 givar peyaridtepo (X,<y) tote 1 S1odtkooio ETavaAaBAvETOL GTO HEYOADTEPO
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 ototyeio 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 YPOPIKT] OVOTOPECTOGT TOV VAOTOONKE GTNV EPYaciaL.

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 oE pia
ano tig p+1 vrd-Aiotec.

H dwadikacio avt) tedeidvel otov €yovpe Bpet 1o Y 1 1o uéyebog g Alotag pog oev
Eemepvd Tov apBUd TV EMEEEPYASTOV. LTNV deVTEPT TEPIMTMOOT YivETOL L TOPEAANAN
avalntnon o6mov o ke emelepyaotng avorapfdver péxpt éva otoryeio Kot €101
pumopovpe va PBpodue v B€om tov TEAELTAIOL PEYOADTEPOL GTOXEIOL TNG AlGTOG TO

omoio givol pKpOTEPO O TO Y.

[a v cwot| Aettovpyio ko TomoBénon tov enetepyastdv pog o€ kKabe Prpa Ha
YPNOOTOcoVpE dV0  Kowdypnoteg petaPintég v left ko right ot dvo
Kowoypnotovg mivokeg tov ¢/0...p+1] ko last/0...p+1]

Koatd apydc o P1 apyikomotel o¢ e€ne:

-Left=0, right =n+1

-c[0]=0,c[p+1]=1

211 GLVEYELD Y10 VOL AEITOVPYNGEL OTL avapEPONKE Mo Thvw, 6TV apyn KAOE eETavAaAnYNG
éyovpe [2]
-0 P1 6éten last[0] = left xan last[p+1] = right
-0 ka0¢ ene&epyactng 1 <i < p kdvet
« last[i]=left+i[right-left/(p+1)]. (vroroyilel Tn Béon ToL si)
* Avy >si (xlast[i]) tote c[i] =0
s Avy <sitotecli] =1
* 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]
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O)la o rpoto ekTEAOHVTAL GUYYPOVIGUEVA KOl TOPAAANAL OO TOVG EMEEEPYUOTEG Y1a
OV AOY0 avTd avapeiopntnra ypnoiponoteitor poviého PRAM yio v avémtoén tov
aiyopiBuov. Mo ovykekpyéva ypnotponoteiton to poviého CREW-PRAM . Avto
yivetow Yo Tov A0yo OTL o€ KavEve onueio dgv LIAPYEL TEPIMTMOON VO TOPOVGLACTEL
TOVTOYPOVO YPAYLO GE KON KOWEAIdO uvnung , Opmg Ba cuppel olyovpa tawtdypovo
owapacpa. Tavtoypovo draPacuo yivetor 610 TPp®OTO P 6ov dAot ot enelepyaoTég
Tantdypova Safalovv tov aplBud y. Xt ovvéyewn o kdbe emnefepyaothg dwafalet
SLPOPETIKT VILO-AGTA, OLUPOPETIKOVS aPlOLLOVG KoL YPAPEL o€ SLopopETIKEG BETELS TNV
pvnun €tot dev ypetdletan Eavd tavtdypovo ddfacpa 1 ypawipo kot to CREW elvar to

KOTOAANAOTEPO HOVTELOD Y10, TO TTPOPANL ALTO.

Eipaote BéParot yro tnv opBotnTa tov akyopiBuov emetdn og kKGO frypo n ta&vopunuévn
Mota yopiletar € cuveyOueveG VTTO-AioTEG 01 0TOiEG eivart Kot o Tég Tagvounuévec. 'Etot
eEaopariletan 0TL o€ KAOe Prpa amoppintovtag ototyeia 0e€1d 1} aploTEPA GLYKPIVOVTOG
TO Y HOVO LE TO TEAEVTAIO0 GTOLYEl0 TNG LITO-AloTOG, slpaote BEPatol mwg Ta oToLKEiR TOV

amoppiyape Exovv anoppipbel cmwoTa.

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

210 TPAOTO PrHa Yo TOV Ol®PIoUO Kol avibeon TV AMOTMOV OTOVG EMEEEPYOUOTEG
ypetdletarl otabepd ypovo O(1).

Av 10 péyebog g AMotag dev Eemepvd Tov aptBpd TV enelepyastdv TOTE 1) €0pECT TOV
detlktn tov k vrohoyiletar o€ xpovo O(1) (H mepintwon avt pmopet va givar 6to apykd
016010 TaipvovTog pa pkpr| Aloto 1 LETA amd Eva aplOd avadpoUmV)

Apa pével va VTOAOYIGOVUE TOV HEYIOTO OPLOUO ETOVOANYE®DY TNG AVAOPOUNG AVTNG. X
KkGOe emavainyn 1o péyebog g Aotag pikpaivel katd 1/(p+1). ‘Etor oy 1-oot
emavaAnym éxovpe n/(p+1)".

‘Eoto 10 péyebog éptace oto p+1 o€ A emavainyelg

Tote égovpe n/(p+1)*1=p+1 => n=(p+1)* => 1= 0(log n/ log p))

‘Etot éxovpe O(log n/log p) eravornqyelg 6mov 1 kabe emavainyn ypetdletar G(1) ypdvo

apa 0 GuVOAMKAC ¥povog Tov akyopdpov givar O(log n/log p)

Xpnoomotovpe P emeepyaotés pa To KOOTOG Hag eivan 0 xpdvog enl To p
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Kéotog : Cy(n) = O(p log n/log p)

Onwg EEpovpe yia va givorl 0 ahyopOpog BEATIOTOG TPEMEL TO KOGTOG TOV v givat 160 pe
T0 KOGTOG TOL KUAVTEPOL GEIPLOKOV TOL OTMG AVAPEPUUE TO KOGTOG TOL KAAVTEPOL
GELPLOKOV Y10, TO GLYKEKPLUEVO TPoPAnua eivar O(logn). ‘Etot o akydpbpog awtdg eivar

BéLtioTog Yo otafepd apBud enelepyactmv

Emiong elvar ko ypoévov PéAtiotog yuori o ypodvog avtdg elvarl To KOTOTEPO PPAyUL
avo{ntmone.[2,5]

Avtd amodewcvoetar yloti kabe odyopiBuog mov ypnowonolel p <= n enelepyaotis,
pmopel va. cuykpivel éva ototyelo y 10 moAd pe p otoryeia pog AMotag A tavtdypova.
Metd amd ovTég TIg GLYKPIGELS KOL TNV Sty PO TOV GTOLYEIWV TOV Giyovpa OV 1IGOVVTOL
LE TO Y, M VTO- MOTO TOV TAPOUUEVEL TTPETEL VO £XEL LEYEDOC TOLAGYIOTOV:

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

Metd and A emavarfyerg, £xovpe o AMoto ueyéovg [(n+1)/(p+1)"] — 1 /Etot 0 aptOudc
TV enavalnyemy eivol tétotog, wote Q[(n+1)/(p+1)"] -1<=0

Apa A = Q(log n/log p) mov gival 10 KATOTATO QPAYLLAL.

5.3.2 I'pagukiy Avarapactacn AryopiOpov

>10 onueio avtd Ba 60000V AemTouépeieg Yo T0 TAOC vVAomomONnKe o  aAyoplOuog

TapAANANG avalntnong oto Unity kot Prjno mpog Prue mmg tpéyel 0 alyoptOpog.

Kotapydg tpéyovpie To ektEAéESIUO .

Zyfua 5.1: Tlpot ewkdva exteAéciion
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210 Zynua 5.1 givor n Tpodtn €Kdva Tov PAETOLUE LOAMG TPEEOVUE TO EKTEAECTIO.XTN
ovvéyelo emaéyovpe to kovuni tov Parallel Search 6mov givar o aAydpiBpog o omoiog

UEAETALE GTO GLYKEKPIUEVO KEPAAQLO.

AxoArovBwg eppaviCetor n ekdva 610 Zynua 5.2. Xe onoladnmote onueio mov TpEYEL TO

TPOYpappe ToTtdvTag To Kovuni ESC mmyaivovpe oty apyikn emioyn oiyopiBuov 1

nat@vtag To P yiveton madon.

Zyfpa 5.2: Apyn Ewova

H apyw| eikdva amotereiton amo:

3 input fields ta 6moa o ypNoTng TEPVA TINEC:
-Eva yuo 1o mAn0o¢ tov eneepyactdv
“Eva yio 1o mAn00g apBpdv g AMotog
-Eva yuo tov apBuo y tov omoio yéyvovue otnv Mota
e To xovuni OK pe 1o omoio Kataywpeite 10 TANB0G emelepyacT®V Kot aptOpdv g
Motag og 6vo petafAnTég avtioTorya.
¢ 'Eva kovumni 1o kovuni Reset 1o omoio kdvet reset tnv oknvn otV apyiky g Hopen
Y10l VO, EKTELEGEL VEO TAPADELYLLOL O YPNOTNG
e To kovuni Go to onoio Tpéxel Tov alyoptOHo OAOKANPO LE pia pikpr| Kabvotépnon
petald Tov fnpdtov Yo va dtakpivoviot outd.
e To xovuni By Step pe to omoio o akydpiOpog mpoympd 610 endevo akppag Prpa

e To canvas mov péca 6g avTO fTav O TO TO TAV®.
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Ta kovpmid givat aveEaptnta 1o £val Pe To AL dNAQON oV TPOTA EKTEAEGOVLLE £VOL BT LLoL
pe to kovuni By Step matdvtog akoAovbwe to Go Ba oAokAnpwbel o akydpBpog amod

exel Omov &lye petvet.

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

ePLocOTEPOLS aplBovs pmopel kot ot apBpol avtol va mapapévovv dtakpttol 6To pdrtt.

Mo mv dnpovpyio Tov odydpiBuov avtol ypnoiporombnke Eva prefab to omoio eiye
péoa Eva akOUa aVTIKEILEVO TO 01010 omotelovTaV 0md va text mesh 6mov 6t cuvéyela

og avtd 10 text mesh amoBnkeveton kot epeavietor o aptOpdg.

o mv dnuovpyia tov KMdKe ypnolporomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CANVAs Kot TO KAOE KOV KOAOVGE TNV aVTIGTOLYT GUVAPTNOY| LE

0T TOV EMPETE VO, EKTELEGEL.

Av o0 ypnotg mpoomabncel va matnoet to kovpuri OK ywpic ta 2 npota input fields va
Exovv TN 10T dev Bal apyKoTotoEL TNV OKNVA HoG. AV dgv apytkomotnBel 1 oknvi pog
Kavévo omd o GAAe Kovpumid dev Asttovpyel. Eniong ta kovpmd Go xor By Step dev
AEITOVPYOVV UEYPL VO LTTAPYEL pioe T oto Tpito input box. Mg tov tpomo avtod
nepropilovpe Tov YpNoTN Od TO VO VITOTECEL GE AOKOTO, COAALATO Kol OMNUIovpYEiTOL

po koAOtepn aAAnAenidpaon pe tov mpdypoppo Kon to Ul .

O ary6p1Bpog eivor vAomompévog e tétoto Tpdmo dote vo vrootnpilet péypt mAnbog 36

aplBudv oty AMota kot 36 EveEpymV ENEEEPYACTMV.

2 ovvéyewn Ba avaivBet Eva mapaderypa pe 36 apBpoig kot S eneEepyaoTéc.

O ypnong yphoet tov aplBud 6 oty nepintmon pog oto mpmto input field (Enter num
of proc) kat tov ap1Ouod 36 oto devtepo input field (Enter num of n) kar axoAovBw¢ matd

to Ok button. Xt cvvéyelo mopompei va epeaviletar otv 006vn tov M akdlovdn

ewova.(Zynpa 5.3)
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Zyua 5.3: Epedvion eneéepyaostdv Kot aptOpucoy

Onwg PAEmovpe gpeaviCovtar 36 kovtid pe oplBuovg Onmg Eyovpe emAéEet ol omoiot
etvarl ta&wvounuévol. Emiong PAErovpe to kovti proc ko dimia 5 kovtid éva yuo kKOs
enefepyaotn pe 1o ypopo mov Oa ypopatiler i evépyeleg mov ektedel. o xdtw
axpipag PAémovpe Tov wivaka C Tov omoio Ba ypnoonotel yio va Bpet o€ moto vd-AoTta
Bpioketor 0 aptOpog kat t€Aog to Sol 6mov Ba 600t 0 ap1Budg K.

Ta ypopata yo toug enegepyactés Ppickoviat pe tov 1010 TpoOTo OTMS GTOV AAYOp1OLO0

TapdAANANG GOpotonc (PA. celida 28).

Onwg kot n dnuovpyio kot TorobEon Tov KovTudv €)EL Yivel pe Tnv evtoin instantiate
dnuovpydvrag to prefab mov éxer emiong avagepbei otov aAydplOpo mopdAANANG
GOpotonc (BA. oekida 29) . H dwopopd pe v mopdAAnAn dOpoion eivor 011 oTOV
GULYKEKPLUEVO ahyOp1OL0 Yia TOV aplBpd Tov VILAPYEL 6TO KOVTL KABE Popd vtoroyildTay
évag tuyoiog pkpoc aplBpds kol yvotov TpOcHEST LLE TOV TPOTYOVUEVO Y10, VO

drtnpnBetl n ta&vopnuévn Aot v otnv TapdAANAn NTav omAd Toyaiog.

¥t ovvéyela tatdvtog Palovue tov apOud mov embovpovue oto 3o input box (Enter
search num) z.y. oto mapaderypo pog falovpe tov aptBud 19 kot Totdue pio eopd to By
Step. BAémovpe v axdiovdn ewova va epgaviCetor mov givol To TpdTO Prio Tov

alyoppov.
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Zymua 5.4: Briuo 1

Ov enefepyaotég avarapupavoov n/(p+1l) opBpodc. Apo 610 TOPAOEIYUO  LOGC
avarapBavoov 36/6 = 6 apBuovs. Onwg @aivetar oty mo mdveo ewova o kébe
eneepyaotng €xel ypopaticel and 6 apBuovg kol pévovy ot televtaior 6 apBuol ot
omoiol dev &xovv ypouatiotel (o1 televtaiol apBuol propet va eivar avico to TA00g

TOVG LE TIG TPATEG VIO-MOTES OmAd pe Tov apOuod 36 ywpiletor akpifmg).

2m ovvéxeln o kbbe emeepyaoctng £xel TonobeBel oto TEAELTAIO GTOKEID TNG VTO-
Motog g omoiag éxetl avaAdpet. Avtd eaivetar otov mivaka last 6mov o ene&epyootrg

0 €ye1 tomoBetnBei 6to 18,0 1 610 37,02 610 57, 0 3 670 83 KO 0 4 GTO 96.

¥t ovvéyela o kaOe ene€epyaocthc cuykpivel To otoryeio last Tov pe tov apOpd mov
&yovpe mepdoetl oto input box. Av o ap1Budg y sivar peyadvtepog amd to last tote ypaoet
0 otov mivaxa C onv avtictoyrn Béon av sival pikpdtepog Ypapet 1 av eivar icog toTE
&yovpe Bpet Tov aplBuod Tov omoio Yl vape. XTo TUPASELYLO OGS THPOUE To akOAOVO

e 18<19->c¢=0

o 37>19->c=1

e 57>19->c=1

e 83>19->c=1

e 96>19->c=1
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AxoAroVBwg PAémovpe to onueiov TOL KOJKO TO omoio elvar vmevBuvo Yoo TOV

vroloyioud tov last kot ¢ og k@Oe Priuo.

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;
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(c[i]<cli+1]{
left = last [i];
right = last [i + 1];

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

length = right - left;
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21 ovvéyeln Tatdpe To Koopuni By Step kot mapoatnpeitor ) eikdvo oto Zynua S.5.

X

-
By Step

oz} soafrsofsfriaf s

Zymua 5.5: Bripo 2

Onwg tapatnpeital 6Ty mo Tove eiova el yivel emdoyn g debtepng vTd-AMoTog yio
va cvveyioet 0 akyopiBuog. Avtd yiveton yiati oe dV0O cuveydueveg BEoelg Tov Tivaka C
éxovpe 0 kan 1 avtiotorya. Avtd onpaivel 6Tt 0 aptBrdc Tov Yayvov e eival peYaAdTEPOG
tov last oty mpd VId-AioTa Ko pikpdtepoc tov last oty devtepn vd-Aioto. Apa
elpoote PéParor 0Tt Ppioketar evdldpeco omd avTOVG KOl GTEAVOLUE OAOLG TOVLG

eneepyaotés va yaEovv Ty vd-AoTa ovTH).

To xoppdtt KOOKA TOV KAVEL TNV AEITOVPYiD VT PAIVETOL EOM
for (int i=1; i<=proc; i++) {
if(c[i]<c[i+1]D{
left = last [i];
right = last [i + 1];

¥
b
if c[0]<c[1]){
left = last [0];
right = last [1];
¥
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"Etot 610 Prjna avtd n véa pag Aiota mov amotereiton amd 6 aptBpovg ywpileton Eavd o
6 vo-AMoteg o yio Kabe emelepyaotn Kot po wov dev eAgyyetan amd kavéva. H kabe
Vo-Mota tdpo amotereite and 1 povo apbpo. O kabe eneepynotng avavemvel to last
TOV UE TOV aplBpd avtd OTmg Paivetar mo mave pe 19,24,26,27,32 avtictoro 0mov ot
tedevtaiotl 4 Bpiokovv g 0 aplBuog avtdg ivor peyoddTEPOS Omd AVTOV TOL YAYVOLLLE

EVO 0 TPpMTOG eMeCepyaotng pag Ppioket Avon.

[Motovrog to By Step Oa eppovietei 1 Aon 6mmg gaivetal mo katm. (Zynuo 5.6)

COEmEm

Yymua 5.6: Tehkd amotéleoua

Onwg &yovue avapépel 1 Ao éxet Ppebel and tov mpdTo enefepyact omov gival o
apBpdc 19 ko €xet Bpet o€ mo onpeio g vrd-AMotag Bpicketar o apBudg avtdc. 'Etor
Eépovpe 0 apBuoc y and ndsovg aplfpots eivarl pHeyaAddtePog 1 160G Kot ovorypapeToL
dimha oo to KeVO Kouti S0l Onmg paiveTan otV o TAVE® E1KOVO. XTO TapAderyua Hog 1
Abom elvar to 7 mov eivar opOn a@ov o apBuog 19 eivar peyaidtepog 1 icog and 7

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

AkyoprOpog Hapdriining Xvyyovevons ko AryopiOpog IMoapdriining

Ta&wvopnong

6.1  AkyopiBuog [MapdAining Zvyywvevong 53
6.1.1 TIIpopinua 53
6.1.2 Xepraxodg Alyopuog 54
6.1.3 TlopaAiiniog ALlyopiBuoc 54
6.1.3.1 Ieprypagn AlyopiBuov 54
6.1.3.2 I'pagn Avarapdotacn Alyopipov S7
6.2  AkyopiBuog IMapdAining Tagwvounong 64
6.2.1 TIpopinua 64
6.2.2 Xeplaxodg AlyoptOpoc 64
6.2.3 Tlopdiiniog AlyoptOuoc 65
6.2.3.1 Ieprypaon AlyopiBuov 65
6.2.3.2 I'papwn Avanapdotacn Alyopipov 67

6.1 AhyoprOpog Mapariining Tvyy®dvevong

>10 onueio avtd yivetal mePLypaen TOL TPOPAUATOS GLYYXMVEVONS KOOMG Kol TOV
oelplokod aAyopiBpov yoo v emilvon tov. Emiong meprypdpetor kot o adyopiOuog
TAPAAANANG CLYYMVELONG HE AETTOUEPELES Y10 TNV YPOPIKT OVATOPACTACY TOV 7OV

vAomomOnke otV epyacia.

6.1.1 Mpopinpa

To mpoPAnpa g cuyymdvevong eival To €ENG : Aedouévo 000 talIvounuevmy ety
A=(al, a2, ..., am) kau B = (b1, b2, ..., bn). Zyteiror va ovyywvevbodv o1 dvo Aioteg ko

va oynuoticovy v talvounuévy Aiota C = (cl, ¢2, ..., cm+n) [2,5]
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6.1.2 Zeproxkdg AlhyoprOpog

2NV TEPINTOGT TOL GEPLAKOD VITOAOYIGHOV, OOV Exovpe ONAadT| LOVO Eva ETeEepyaoTn
avtdc o emelepyaotrg Oa petakiveitor pe 600 deikteg Eva oe Kabe AMota (Zynqua 6.1) ko
Ba eléyyel molog apBpdg ivor LIKpOTEPOS OTIS dLO OVTEG MOTEG GTOV OEIKTN AVTO. XN
ocuvéyewn Ba Tov ypapetl oty tpitn Alota C kot o petakivel Tov dgiktn amd v AMota

oL TNPE TOV aP1OUO.

L

in|
w
=

2| 4]6]8|10] 20

(N T N [ I N

Yynua 6.12]
O ypbévog ektéleong Tov oeplakod odyopduov eivar T(M+n)=0(m+n) émov eivor o
xPOVOG oL YpeldleTor 0 emeEePYAGTNG Y10 TNV TPOSTEAACT) TV dVO MOTOV.
"Etot ka1 1o k6610¢ Tov akyopdpov ivor C(M-+n)=0(m+n)

6.1.3 Hoapariiniog AryéprOpog

210 VTOKEPAANO OLTO TEPLYPAPETOL O OAYOPIOUOG TAPAAANANG CLYXDOVELONG LE

AEMTOUEPELEG Y10 TNV YPOPIKT] OVOTOPEGTOGT TOV TOV VAOTOONKE 6TV gpyacia.
6.1.3.1 Ileprypa@i) AryopiOpov

[o 10 TpdPfAnua avtd otov mapdAinAio vroroyiopd Oo Ppickovpe mapdAinio mov
KOTOTACOETOL TO KAOe oTol elo TG HkpdTepng Alotog av to farovpe oty Tpatn. o

vo. 1o enttvyovpe avto Oa ypnoyomombodv to rank émwg eoaivetat To KaTw.

rank(a; : A) : Eivai o apBuog tov ototyeimv otnv Mota A mov givar pikpotepa 1 ioa. pe

TO aj vaL oviKeL oty AMota A.
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rank(bi : A) : Eivar o ap1Opog tov ototyeimv oty AMota A mov givar pukpotepa 1 ioa pe
10 bi va avikel oty Aioto B.

H 6¢om tov otoyeiov ai ot Alota C givon rank(ai : C = A+B) =rank(ai : A) + rank(a; : B)

Mia Alota B=(by, b, ..., bn) katatdocetar otnv Aiota A av vroloyicovpe v Alota
(r1,r2,...,r) omov ri=rank(bi:A).

Avtd cvpPolriletar g rank(B : A) = (r, r2, ..., )

"Etot 1o teAKo mpofAnua Advetat pe tov vwoAoyiopd tov rank kébe otorygiov g Motog

A 1M B ot Aiota A+B=C

[Mapdoerypa :
A=(2,5,6,8,11)
B=(3,7,13)

Rank (A:B)=(0,1,1,2,2)
Rank(B:A)=(1,3,5)
C=(2,3,56,7,8,11,13)

¥t ovvégelo Oa avapepBeli mwg pmopel va vmoloyiotel ypryopo to rank vy
eEoovounom ypOvoL Kot KOGTOVG.
‘Ecto 6t éxovpe 600 tagvounuéveg Aloteg v A kKou B mAnBovg n ko m avtioctoryo.

mY2 sroryeimv 1 kaOe pio.

[parto yopilovpe v Aoto B oe mY2vro-Moteg,
21 ocvvéyela Ba voloyicovpe TV Kotdtaln Tov TELELTAiON GTOXEIOL TNG VIO-AIGTOG
YPNOUOTOIOVTOS  TopdAANAe  Tov  AAyopiOpo moapdAAnAng avalntmong Ommg
TEPLYPAPNKE GTO TPOTYOVEVO KePhAato pe N2 emelepyaoTéc.

Axolo00m¢ Yo kdOe emeEepyaotr eléyyxetan Av r(i) = r(i+1), tote rank(Bi : Ai) =(0,...,0).
Awapopetid vroroyiletar avadpopukd to rank(Bi:Ai).

Téhoc av to 1<=k<=m, Sev givon moAlomidoio oo mY2, ko | = floor(k/m*?).

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

1 cuvéyetn divetar Eva mapdaderypa vroroyispuov 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 I'pagiki] Avarapdactacn AlyopiOpov

2m ouvvéyelr Bo d0000V AemTOUEPEEG YO TO TMG VAOTOONKE O  aAyOplOuOg
TopOANANG cvyydvevong oto Unity ko Pripa mpog Prpa mog tpéxet o alydplOpog.
Koatapydc tpéyovpe 10 eKTEAESIHO . ZTO oyNua 6.2 givor 1 TPOTN €1KOVO TOL PAETOLLLE

HOMG TpEEOVIE TO EKTEAEGILO

= S

Do

. e
Parallel Search | ‘ 1Y 17 Parallel Sort

ymua 6.2: TIpd eikdva eKTEAEGILOV

1 ovvéyela emhéyovpe to kovuni tov Parallel Merge 6mov givat o akydpiBpog 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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Yymua 6.3: Apywkn Ewova

Evdidpeca oe kamowo Pruato ypnowwomoteiton 1 ovvaptnon destroyall yuo va
KATOOTPEPOVTOL KATO0 KOLTLA T 0TToi0 OPLadOTOINCa Y10 Vo, OHovPYELTOL YDPOG 6TV

006vn

H apywn eikdvo amoteleiton omo:

3 input fields ta 6mota 0 ypNoTNG TEPVA TIUEG:
-Eva yio 1o mAn00g apBpdv g Aotag A
-Eva yio 1o mAn00g apBudv g AMotag B
e To kovuni OK pe to onoio Kataywpeite o TANO0G¢ TV dVO0 AMCTMOV GE OLO PETAPANTES
avtioTotyo.
¢ 'Eva kovuni 1o kovpuni Reset to omoio kdvet reset tnv oknvn otV apyiky| g Lopen|
Y10l VO, EKTEAECEL VEO TTAPADELYLLOL O XPNOTNG
e To kovuni GO to omoio Tp€xel TOV AAYOPIOHO OAOKANPO UE Ui pIKPY KaBvoTépnon
petald Tov fnpdtov yo va dtakpivoviot outd.
e To xovuni By Step pe to omoio o akyopiBpog mpoympd 6to endUEVO akplPds Prpa

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

Ta kovpmid givar aveEdptnta 1o £va e To GALO dNANON oV TPOTA EKTEAEGOVLLE EVaL BT LLoL
pe to xovuni By Step moatdvrog akorovBwg to Go Ba odokinpwbet o akyopBpog and

exel Omov &lye petvet.
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H xduepa givor o 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 0010 omoTeAOVTAV 0mto £vol 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 koloboe TV avticToryn GLVAPTNOY LE

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 KOLUTid dgv Asttovpyel. Me tov TpoOTO 0wTo 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 AloTa.
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.

1 cvvéyetlo Tapotpei va epeaviletar oty 006vn tov 1 akdiovdn ewdva. (Zynua 6.4)
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Zyua 6.4: Epedvion eneéepyaostav Kot aptOpuay

25
OK Go

25 By Step

Reset

Onwg PAémovpe epeaviCovtar 4 oepég pe 25 koutid pe aptBpovg. H devtepn oepd sivon

N AMota A kou n Tpitn oepd 1 Alota B mov amotelodvion omd 25 apBpovg onwg £xovpe

emAé€el o1 omoiot eivan Ta&vounuévot. TTo kdte akpionc PAémovpe tov rank yo kade

ap1Ouo g Alotag B mpog v Alota A dmov oty apyn Exovv apyikomoindel pe unoév.

Téhog n TpdTN e glvat pia emovainymn g AMotag B 6mov ekel Oa tpé€et o alyoppog

HLoG.

21 ovvéyewn matape to kKovuni By Step ko fAémovpe 10 mopakdTod amoTEAEGLO GTHV

006vn pog. (Eymua 6.5)
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ZyMua 6.5: Brpa 1
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Ta ypopata yio toug enelepyaotés Ppickovtar pe tov 1010 Tpdmo Onmwg otov aAydpdpo

TapdAANANG GOpotonc (PA. ceAida 28).

Onwg kot n dnpovpyio kot TorobEon Tev KovTudv €)EL Yivel pe Tnv evtoln instantiate
dnuovpydvrag to prefab mov éxer emiong avagepbei otov aAydplOpo mapdAANANG
aOpotong (PA. oehida 29) .

Ot enelepyaotés pog £xouv avorapetl omd pio voO-AloTo TNV 0Toio £Y0VV XPMUATICEL Kot
Tnyaivovtog oto televTaio ototyelo tng vo-Alotag (mov elvar ypopoTIcUEVO YaAdllo
010 Zynua 6.5) Kavovv mopdAANAn avalntnomn omwg £xel e&nyndel oto mponyodevo
KEPAAO.

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

YPOLO avarypaeeTaL Yo To ototyeio yiveton n avalnnon.

Téhog apov €xet Ppebei n Béom Tov Topatnpeitan Ot Ta rank otov kKatw wivaka £xovv

oALGEeL avaroya pe v Béom TV otoyeiov oy AMota A.

1 cuvéyelo Totovtag 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 4 2 6
az.... Az....... [ E .ﬂ (B s as | s0 | 4sflas | s0
Rak 0 2 1 & N (87 N 48

81 A N 2 M N o2 M

80 A0 1z 1z

Zympa 6.6: Bruo 2
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Y10 Bfjua awtd dnpovpyodvran ot vd-Aioteg Bo péypt to Bp-1(ap1Buod eneepyootav -1)
otV mepintwon pog Bo-Ba pe ta vrorowma ototyeio tng kdbe vd-Alotag mov dev el
axoun Ppedet to rank tovc. Xtn cuvéyeia SNUOVPYOVVTOL KOt Ol AVTIGTOLYEG VITO-MGOTES
Ao-As pe to otoyyeia g Alotog A mov givar pukpdtepa amd tov aplBud mov elye Kavel
avalnmon o kdBe enelepyaotig oto mponyovpevo Prpa. Ovcloctikd amotedeital and
T0 oTotyeio Tov givan evdldpesa Tov rank tov oTolyEiov Tov TPONYOLLEVOL BILOTOG.
(.. yuoo v ved-AMota Al égovue rank(1)=5 kon rank(2)=12 6o avikovv o€ avt TO

ototyeia oty Béom 6 péypt v B€om 12 g AMotag A.

Axorovbmg 1 kGOe vd-Aiotag B omdlet kot o1 eme&epynotég avorappdvooy ta last g
Kot pe TapdAANAn avalnmon Bpickovv to rank tovg oty avtictoyn vrd-Aioto A.

21 ovvéyeta 1 eikdva mov PAémovpe oAAALEL OV TNG Kot ToUpVEL TNV aKOAOVON LopPT.

(ExNpe 6.7)

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

Reset
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Zympa 6.7: Biua edpeong K
AxoloObwg Bpickovtal ta(mpocwpivd) rank twv tedevtaiov apOumv. 1o mapdderyua

pog M otadtkacio £yl eKTEAESTEL oL POPE aVOSPOLIKE GE peyoADTEPO TOPOdELY AT

umopet va, ypetalotov meptocdtepeg uéxpL va Ppebovv ta rank ke otoryeiov.
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Téhog eppaviCovror ot apBpoi pe tov apdud K amoxdto toug. Av o aptBuog ovtdg dev

1/2

givar moAlamhdoto tov m< tote rank(bk : A) = r(i) + rank(bk : Ai) aAMdg Topapévet To

1010.

K dducag Y10 vrohoyiopd tov aptdpdv mov sivon 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));
by
}

[Motape yio tehevtaio opd to kovuni By Step kot maipvovpe v eikdva 6to Zynpa 6.8
5

Agoitm 4 partd - omm
25 oK Go
25 By Step

Reset

sla]a]s|rz)e]ro)2sfar)aa]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)

sl 4 a1z ]eaje)z)ar

2

32|34 37 |3afazas |40 |50 |55 o7 s8] se|ed)es

sl 5| 2|4 |6 |1218[19)25]31 )34 Q35 (a7 faofas st fise(ez|ee)rofr1for|ve)sz]as

8

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

Yymua 6.8: Briipo evpeong K oAokAnpng AMotog

Av mapotnprioovpe ypriyopa v ekdvo mov gpeaviCeton to rank oto kdto pépog g
ewovag gtvar ta it pe avtd Tov Ppnkape mpv. Metd amd pa pkpt kabootépnon UG

1/2

vroAoyiletan Eova yio tor moAAamAdsio Tov K pe 1o apyikd opmg topa Me 1o teMko

rank yio tov ké0e apOuo.
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Téhog eppavileton n tedikn pog Alota C O6mog @aivetor 6TV MO KAT® €KOVOL

tagvounpévn Tov ovto fTav to embvuntd arotédeoua. (Zynua 6.9)

25
oK Go

25 By Step

Reset

s|lalafzr|z)s]|e]e|rz)a)rafre]rofzz]2s|zr|arfar]az2]ae]as]as)ae]or|ar|aa)ao]ez]as|ec]|eo]so)st|ss]|se]sr|sa]sefez)esfec]asfrofri|rr|rafaz]es

s|la)a|e)rzfra|rs]2s)arfae)as)arfeo|ss|st|sefez]eefrorif77|re]ez]es]so
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Zynua 6.9: Tehko anotéhecpa
6.2 AlyépOpog Mapaiining Tagivopnong
210 onuelo avtd yivetar meprypar] tov mpoPAnpatog Tasvounong kabmg Kol Tov
oeplakod aAyoplBuov yu v emilvon tov. Emiong meprypdeetor kor o adyopiOpog
TAPOAANANG TaSIVOUNONG LE AETTOUEPELEG YIO. TNV YPAPIKT OVOTAPACTOGT TOV TTOV
vAomomOnke otV epyacia.
6.2.1 Tpépinpo
To mpdPAnua TG cvyymvevong eivar to eNg @ Adedouévov Ott pag Oiveton pio. un-
talivounuévy Alota. A = (a1, a2 ..., an) , {yreiton vo tadivounbel koo ovéovoa
(a1 <= az <= ... <= an) 1} pbivovoa (a1 >= a >= ... >= ay) oeipd.[2,5]

6.2.2 Xeprakog AhyoprOpog

IMa v ceprakn| eniivon Tov TPofAnLaTog VIdpPYoLY ToAAOL dladedopévol akydpifpot

tavounong:
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e Bubble-sort: ®(n?)
e Quick-Sort: O(n?) aAAd katd péco dpo O(nlogn)
e Merge-Sort: ®(nlogn)

Omnov 6mwg mapatmpeitar 1 KaAdtepn ogplokn Aoon ypealetat xpdvo O(nlogn).
[Mapdaderypa:[2] (Zyua 6.10)

A=(3,5,2,1,564,2)

1,2,3,5 2,456

GO O G
OJONOJONONONORO,

Yymua 6.10
6.2.3 Hoapariiniog AryéprOpog

210 VTOKEPOANO OVTO TEPLYPAPETOL O OAYOPIOUOC TOPAAANANG Ta&vouUNnoNg e

AEMTOUEPELEG Y10 TV YPOPIKY] OVOTOPAGTOGT] TOV TOL VAOTOMONKE 6TV £pyacia.
6.2.3.1 lleprypagn AkyopiBpov

210V TopIAANA0 VITOAOYIGUO TO TPOPAN LA TOPAUEVEL TO 1010 dNANOT | TASIVOUNOY] HLOG
un tagvounuévng Alotag oe avéovoa 1 eBivovca cepd. Xtov adyoplBuo avtd Bo
yxpnoonom0el o adlyoptOpoc TapIAANANG GLYXDOVELGNG O OTTOI0G TEPTYPAPTKE TLO TIPLV

010 Ke@aloto avto. Eivat ovclaotikd  mapdAinin ekdoyn tov adydpidpov Merge sort[]

‘Eotow 6Tt érovpe por un-to&vounuévn Alota pe N opiBuovg, OBa ypewootel vo
ypnoonomocovpe O(N) eneEepyaotéc. ZEKVOVTAS amd T GUALN TOV VONTOH AVadikov
0évdpov Ba avePaivovpe Ta enineda cuyywvevovtag To (YN VITO-MOTOV , OTOL G€ KAOE
Brua To TAn0og twv apBudv ot kdbe (edyoc Ba dumlacialetor HéEypL vo PTAGOVUE GTO

TAN00¢ ™G apyIkng pog Alotog.
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Y kdbe eminedo Tov 0EVOPOVL, £xoviE GUVOAKA N GTotKEld TO omoia ival YWPIoUEVA GE
vno-Moteg ioov peyébovg. To kdBe Cedyoc Ba ypnowomoleitan o AlyopiOuog
Yvyyovevong (1 o Béitiotog ALyopiBuog Zvyydvevong yia koAdtepo k6otog). Etot

LOAMG ptdoovpe ot pila Tov dévdpov N AMota pog Oa £xetl tavounOei.

Ola ta Pripata ektelobvTon cuyypovicuéva Kot TapdArnia and tovg eneEepyaotés yio
TOV AOY0 aTd avaueiopfntnra ypnoiponoteitor poviého PRAM yio v avémtuén tov
aAyopiBupov. Mo ovykekpyéva ypnotponoteitor to poviého CREW-PRAM . Avtd
yiveton Yo Tov A0yo OTL 6€ KavEVe onueio dev LIAPYEL TEPIMTMOON VO TOPOVCLACTEL
TOVTOYPOVO YPAYLO GE KON KLOWEAId pvniung , dpmg Ba cupPet oiyovpa tavtdypovo
owapacpa. Toavtdypovo dwaPacuo Oa yiver emed] o ahydpOUOC YPNOLOTOLEL TOV
aAyOopOpo TOPAAANANG cuyydvevong o omoiog eivar og poviého CREW-PRAM dpa
AVOYKOGTIKA 0 0AYOPIOLOG 0L TOG TPETEL VOL YPTGLLOTOINGEL TO 1010 TEPLOPIOTIKO LOVTELO

1N axou” 1o yorapo.

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

‘Eotm 611 Ba ypnoorombel o Bédtiotog ALyopiBpoc Zvyymvevong o omoiog £xet
T=0(loglog n) kar C=0(n). 'Etor oe «déOe eminedo, ypnoiponoleitar o Béltiotoc
AlyopBpog Zuyymvevong, tapaiinia yio ke (e0yog vIO-AMGTOV.

* Av 10 péyebog t@v vto-Aotdv givar X <= N, 10t€ Teeoyonc= O(loglogx) kot Ceesyon = O(X)
* Xg Kabe enimedo vadpyovv N otoyygia, omdTe £Yovpe N/X VId-AioTeg

* ['a k00 eninedo Temmeson= O(l0glog n) kot Cermeson= O(N)

* Yrapyovv O(log n) emineda

Apa logn*loglogn pog divel tov tedkd xpovo adyopifuov wov givar O(log n loglog n)

Xpnoomoovpe p eneepyaotés dpa 10 KOGTOG oG gival o ¥pdvog emt To P OTOV TO
loglogn tdpa yiveTon moAd pikpd Kot Tapaieinetat.

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

O aAyopBpog avtdg eivor PEATIOTOC Kol apKETA YPNYOPOS. YTAPYEL O TO YPNYOPOS
Bértiotog adyopBuog tov Cole o omoiog emiAverl To TpOPANLA e TO 1010 KOGTOG GE YPOVO

O(logn).
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6.2.3.2 I'pagui] Avarapdoctacn AlyopiOpov

>10 onueio avtd OBa 60000V Aemtouépeleg Yoo T0 TAOG vAoTowOnke o  alyoplOuog
napdAiniov merging oto Unity kou frpa tpog Pripa mmg tpéyet o adyopiduoc. Kotapyds
Tpéxovpe to ekteléoyo . H mapakdto ewovo (Zynqua 6.11) givor n tpd eikdva, mov

PAémovpe LOAG TPEEOLLE TO EKTEAEGLLO

Parallel Search |

Zynpa 6.11: Tlpdtn e1kdva eKTEAEGLOV

X1 ovvéyela emléyovpe o kovuni tov Parallel Sort 6mov givar o akyopbpog o omoiog
UEAETALLE OTO GLYKEKPIUEVO KEPAAQLO.

Axolovbmg eppaviCetor n o Katm apyikn ewova (Zynuo 6.12)

2& OTOLONTOTE GNUELD TTOV TPEYEL TO TPAY PO TaT®VTAS To Kovuni ESC nnyaivoopue

TNV aPYIKN EMA0YN olyopiBuwv 1 matdvtog to P yiveton movon.

H apyin ewcdva amotereiton amo:

e 1input field to 6moto o ypHotng mEPVE TIRES Y10 TO TANOOC aptOpumdv T AMoTag

e To xovuni OK pe to omoio xataywpeite to TAN00¢ TV aplBumdv g AMotog ot
petafint kot Eekvd n Asttovpyio Tov aAyoplOpov

e 'Eva xovuni to kovuni Reset 1o omoio kdvel reset mv oknvn oty apyikn g Lopen

Y10l V0L EKTELECEL VEO TP ADELYLLOL O XPNOTNG
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e To kovuni GO to omoio Tp€yel ToV aAyOPIOHO OAOKANPO UE pia piKpY KabBvoTépnon
petald Tov fnudtov Yo va dtokpivoviot ouTd.
e To xovuni By Step pe to omoio o adkydpiOpog mpoympd 6to endUEVO akpPdg Prypo

e To canvas mov péca o€ avTo fTav OAN TO TO TAV®.

Zynua 6.12: Apyr Ewova

Ta kovpmd givar aveEaptnta To £val e T AL dNANON 0V TPOTO EKTEAEGOVULE EVOL BrLLoL
pe 1o xovuni By Step motdvrog akolovBwg to GO Oa oAokinpwbei o alyopOpog omd

exel Omov &lye petvet.

To péyeboc g kdpepag yio peyoAvTepo aptBpd N piKpoivel Kot PLEYUAMVEL avTioTOor(o
wote va vrootnpilel péypt 64 apBpovg Kot ot apBpoi avtol va Tapopuévouy dlakpitol

0TO MATL

Mo mv dnpovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye
HEoQ £Va aKOUO OVTIKEILEVO TO 0010 ooTeEAOVTAV 0Tto £val text mesh 6mov 6t cuvéyeia

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

Mo mv dnuovpyioc tov KM®KE ypnolporomdnke povo €va SCript to omoio Mrav
EVOOUATOUEVO GTO CANVAs Kot T0 KABe KoOupumi KOAOLGE TNV avTioTOl(N GLVAPTNOY| LE

OLTY) TTOV EMPETE VO, EKTEAECEL.
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Av o0 ypnotg npoocmadncel vo mathoet to kovuni OK ywpig to input field va éyel tun
to1E dgv Bl OPYIKOTONOEL TNV GKNVY| HOC. AV 0V apykoTotn0el 1 oknvn Log KovEva,
oamd o, GAAe Kovumid ogv Agttovpyel. Me tov 1pomo ovtd epropilovpe Tov ypnotn amd
TO V0L VTOTECEL GE AICKOTOL GOAALLOTA KO dNUovpyeiton pia KaAHTePT OAANAETIOpOOT) LLE

tov Tpoypoppa kot to Ul .

2m ovvéyewr Bo avaivBel éva mapdoetypo pe 30 apBpodg O6mov OBa dodue mwg
vrootnpiler kou patching n Avon pog (PA. cedida 35 patching otov akyopiuo
TapdAANANG dOpotong

O ypnotg yphoet Tov apBud 30 oty mepintwon pag oto input field ko axorovbmg
natd to OK button. Xtn cuvéyelo mapampet va eppaviletar oty 006vn tov 1 akdAovin

gwova. (Zynuo 6.13)

Zyqua 6.13: Epedvion eneepyactdv Kot aptudy

Onwg PAémovpe gppaviCovror 30+2 kovtid pe aptBpovg 0nwme Exovpe emAEEetl ol omoiot
etvar tagvounuévot. Ta 30 sivar ot apBpol wov emiéSape kot To 2 undevikd ivot avtd
7OV TPOoTEOM KAV Yo TNV OUaAR Agttovpyia Tov adkyopOpov(pathing). Exiong BAémovpe

10 Kovti proc kot dimia 15 kovtid éva yuwo KGbe emeEepyactn pe To ypdUA TOL Oa
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ypoupatilet Tig evépyeteg mov exterel. [apatnpeite 6Tt 610 TPDOTO PriHa o1 emelepyaotés

&xovv avorapet amd Eva (gdyog aplOpav.

Ta ypopata yio toug enegepyaotés Ppickovtat pe tov 1810 TpOmo OnmG 6ToV aAYOpLOpo

TapdAANANG GOpoiong (PA. cerida 28).

Onmg ka1 m dnuovpyio kot TorohETnon Tov KouTidv YL Yivel pe TNV €vToAr instantiate
dnuovpydvtag to prefab mov éxel emiong avagepbel otov adyopOuo mopdAINANG
GOpotong (PA. cerida 29) .

21 cvvéyeln TaTAE po opd to kovumi By Step ko fAémovpe v axdAovdn swcdva va

enpaviCetar Tov givar To akdlovbo Pripa tov olyopduov. (Exnua 6.14)

Zyqua 6.14: Biupo 1

BAénovpe mog ta {edyn apBumv éxovv petvetl ta picd oniadr and 16 &xovv peiver 8.
Eniong o1 vé-Aioteg Exovv dimAaciaotel kot Exovv amd 2 tavounpéve oTotyeia Tmpal.
210 Ppa owtd cuveyilovv Hovo ot TpdToL 8 emeEePYAOTEG Kot 01 GAAOL EKTEAOVV EVIOAN

no-op.
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211 GuVEYELD TATAUE o opd To Kovumi By Step kot fAémovpe v axdAovdn ewcdva va

eupaviCeton mov givor To axdAovBo Pripa Tov adlyopBuov. (Zynua 6.15)

Yymua 6.15: Bpa 2

H dwowcasio mapapéver n idta. Aniadn| ta (evyn aplBudv €xovv peivetl Ta puod, amd 8
&xovv petver 4. O1vmd-AMoteg Exovv dmAactootel Kot Exovv and 4 taivounuéva otoryeio
TOpa. 10 o owtd cvveyiCovv ot pool emetepyactéc and mpv dnrodn ot 4 Kot ot

VIOLOUTOL EKTELOVV EVTOAN NO-OP.

2T GLVEYELN TOTAUE Y10 KO pio opd To kKovuni By Step kot fAEmovpe Tnv axdAovin

ewova va epeavifetot mov givotl 1o emdpevo tov adyopdpov. (Zynua 6.16)

IMo axopa o eopd Tapatnpeitot 1 1d1a cvumepipopd. Aniadr| ta {evyn apBumv Exovv
petvetl ta pod, and 4 €xovv peiver 2. Ot vmd-Aoteg €govv dimAactoctel Kot £xovv and 8
tavopnuéva otoryeio Topa. 1o Pripo avtd cuveyilovv ot piool eneepyaotés amd mpv

OnAadn ot 2 kot o1 VOAOUTOL EKTELOVV 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 mpoteievtaio Prjpa tov akydpidpov.

Yymua 6.17: Tlpotehevtaio Prjpa

Téhog ta (ebyn apBudv £xovv petvet povo 2. O1vmo-Aioteg £xovv SImAAGLOCTEL Kol £XOVV
ard 16 ta&wvounuéva otoyelo topa. Xto Prjua owtd ocvveyilet pOVO 0 TPOTOG

eneEepyaoTnG Kat 01 VTOAOUTOL EKTEAOVV 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 74
7.2 Tleprypaen AlyopiBuov 74
7.3 T'papun Avamopdotacn AlyopiBuov 78

7.1 Ip6prnpe Write-All 6to F-PRAM

To wpdéPAnua to omoio Egovue va avtipetonicovue givor to Write-All oto F-PRAM
povtédo[]. To F-PRAM 6nmg £xet avagepbel eivorl Eva cuyypoviouévo Hoviélo 6mov ot
enelepyonotéc vmokewtol o o@dApata  kotappevons. 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 enilvon tov mpoPAnuotog Write-All o ypnoomomoovpue tov adydpiBuo
W][2,5,6]. O aryopiBpog anvtog amoteAeiton omd 4 @doelg 6mov gival aptOunuéves omd 1o
éva PEXPL TO TEGGEPN KoLl EKTEAOVVTOL O1000YIKA HEXPL VO TAPOVUE TO OMOTEAEGO TO
omoio Bélovpe. NV TP®OTN POPA OV ekTEAEITAL O OAYOPOLOG EeKvA e TV Pdion 3 ot
ocuvéyeln eKTeELel TNV edomn 4 kat cvveyilel ekteddvtog tov Bpdyo pe v edon 1 uéypt 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 EVEPYDOV eneepyaoTtdv . Xpnowonoteital £va didvucua 61 T0 0moio
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 torobetnBobv 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 aplfudg ivol VTEPEKTIUNGN TOV TPAYLATIKOD aptOoD Yo TOV
Adyo Ot kdmolog eme€epyaotng Omov Eypaye v T 1 oe apyd otddo pmopel va

KOTEPPLYE TPV TNV OAOKANp®oT TS edone W1

Hopdderypo

5,[1] q | = YTep-ekTipnan

0,[2.3] 11 2

05,4567 [Of[ 1] 11

Yynua 7.1[2]

1 devtepn edomn Tov aAdyopiBuov v W2, ot eneepyaotés KaTavELOVTOL GTO GTOLYELO
¢ Aotag pe 1€1010 1600VYIGHEVO TPOTO MGTE VO YiVOLV Ol gpyacieg mov Ogv £xouv
exteAeoTEl aKkOpa. AVTO yivetal ypnollomoldvtag éva odvuoua Oz (Zymua 7.2),
aVATOPIOTAREVO ¢ €va. VONTO 0LadIKO 0Evopo. To dévdpo 10 dévdpo mpooddov. Ot
enefepyaotés Eexvouy and v pila kot katefaivovv Tpog Ta Katm dtaiéyovtag av Oa
oy aploTepd 1 6eE1d avAAOYa e TO DVTOAEWOUEVO UNOEVIKA TG AMoTag 6To POALN TOV
0évdpov. Avtd yivetar pe to pnum to omoio vmoAoyiletan amd v @edon W1 ko tov
apBud tov omoio vmoAoyiletar otnv eaon W4 mov Bpioketanr otnv pilo ko givor
extiunomn twv ototyeiowv mov £xovv Tov apBud 1. Emiong ypnowonoteitol o mopakdtom

TOTOG,.
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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 6e&10 modi, p TaTEPAG,

v[i] apBudc eneEepyactdv mov ndve 610 1,

omov apywd p =1 (pila) kan v[1] =01[1])

Hopdderypo

‘Eotm dvo evepyol enelepyaotéc e mposmmikons aptBpovg 1 kon 2 aviicToyo.

5,011 2 1.2
502,31 2l o {} (1.2}
56,4567 |1]|/1| 0] 0 ({0 {2
Yynua 7.2[2]

Yy tpitn edon tov aryopiBuov v W3, ot enelepyactéc Ppiokovior ota @UALL TOV
dévdpov poddov e Pdomn o mod TomobetOnKay and v edon W2 . O kdabe evepydg
eneepyaotng aAAALEL TV TN TOL GTOLYEIOV TOL AVTICTOLXEL GTO PVALO TTOL PpioKeTan

oo 0 oe 1

Xy t€taptn edaon tov aAyopiBuov v W4 yivetor n Aeyopevn a&loAdynomn mpoodov.
Anhodn ot evepyol emefepyonotéc Eektvobv amd To GUAAN TOL 0EvOpov TPoddov 62
(Zypa 7.3), mov Bpébnkav otnv wponyovpevn edon W3 kot avefaivouv mpog ta mévem
EKTEAMVTOG UL €KOOYN TOL aAyopiBuov moapdAAning dbpoiong oe PRAM, vy va
vroAoyicovv tov apBud twv ctoyeimv mov Exovv v T 1. O cvvolkog apBudg Towv
otoyeiov mov €yovv v T 1 amobnkevetan oty piCa. O apBpog avtdc eivon pio

VTOEKTIUNGN TOL TPAYHOTIKOD ap1BUov Yo ToV AdY0o OTL o Epyacio 1 omoia £ytve otV
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eaon W3 av dev vmbpyel emeEepyooctng va v petagépel mpog v pila dev Oa

VTOAOYIOTEL.

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

mN0B0g TV oToyEiwV TG AloTag.

[Mopdoerypa

5,[1] 5 | =—— Ymo-exTiunan

5,[2,3] 2|0

0,[4,5,6,7] T({1]11(0

Yymua 7.3[2]

[Mopakdro @aivetar o TpOTOG eKTELEOTG TOV OAYOpiBUOL Kot M GEWPA pe TNV oToia

EKTEAOVVTOL O PAGELS TOV (ZyMua 7.4):

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

end do

O(log n)

3ion T

Qlila SEVEpOL TPoddon

Yynua 7.4[2]
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7.3 I'pagiki Avomapaotacn AlyopiOpov

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

d 2
pZ & -

7 o/
Algorithm W

7

Choose Patall

|

=
=

Parallel Search  |EEETEETsa—— 1 ;" T Parallel Sort

Zyua 7.5: Tlpodtn eikdva eKTEAEGILOV
1 ovvéyela eméyovpe to kovpmi tov Algorithm W émov givat o akyopiBuog o omoiog
UEAETALE OTO GLYKEKPIUEVO KEPAAOLO. AKOAOVOMC ep@avifeTon M MO KATO opyIKn
ewova (Zymua 7.6) Xe 0mo1adnTOTE ONIELO TOL TPEYEL TO TPOYPOLLLLY TOTMOVTOS TO KOV

ESC myaivovpe oty apykn emhoyn adyopifuwv | tatdviog to P yivetol movon.

<Q Algorithm W - =

[Enter t 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

Yyua 7.6: Apywr Ewova
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H apyum eikdva omotereiton amd:

1 input field to omoio o ypnotg TEpva to TANO0G apdudY g Aictac.

To kovuni OK pe 10 omoio kataywpeite 1o TAn0og avTo.

"Eva xovuni to kovuni Reset to onoio kdvet reset tmv oknvi 6ty apyikn g Lopen

Y10 VO EKTEAEGEL VEO TTAPAOELYLLDL O YPNOTNG.

To xovuni W Full Algorithm to omoio tpéyet Tov odlydpiOpo oAOKANPO pe pia pikpn
kaBvotépnon petadd Tov PnudTov Yo va stakpivovtol avTd.

To xovuni Next phase pe to omoio 0 alyopOpog Tpoywpd otV axpPdc exduevn
@don.

To xovumi Show tree numbs 6mov petatpénet to d1 (66vOpo ¢ Phone Wl) o 6£vdpo
7oV Oglyvel Tg elvar aplOuNuéveg ot BEGELG TOV Kat e TO TATNHO E0VA TOV KOLUTLON
EMIOTPEPEL GTNV OPYLKT| LOPPT.

7 axoun Kovpmd 2 yia ké0e pa and 116 4 pdoelg (ektog g W3 n omoia €xet povo 1)
T OTtOi0L TO £Vl EKTEAEL OAOKAT P TNV (AGT Kot TO GALO eKTEAEL LOVO TO ETOUEVO TNG
Prpo.

‘Eva toggle box 1o omoio o ypnotng pmopei vo emré€el av ot emeepynotéc Oa
KOTOPPEOLY O1OPACTIKA 1) TUY AL,

To canvas mov péoa e oV To NTOV OAO TA O TAVE.

H xdapepa givor og opBoypoaeikn mpoPorn pe size 10 dote vo yopei otnv 006vn 660

TEPLOGOTEPOLG ap1OLOVE pmopet Kat ot apfpol avtol vo Tapapévouy dlakpitol 6To pATL.

o mv dnovpyio Tov adyopiBuov avtod ypnoiporombnke Eva prefab to omoio eiye

péoa Eva akOpa avTIKEILEVO TO 01010 amotelovTaV 0md Eva text mesh 6mov 6t cuvéyela

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

lNo v onuovpyio. tov KOSKO ypnoworombnkay dvo script. To éva nrav

EVOOUATOUEVO GTO CANVAS Kot e TIG GLVAPTNAGELS Y10 KAOE Kovpmi , Ta omoio KaAoVoV

TNV avTioTo(n cLVEPTNON HECO AVTOV Kol TO GAAO NTAV LIELOHVLVO Yo TNV KATAPPELON

TOV ENEEEPYACTMV LE TO OPLOTEPO KAK TOV TOVTIKIOU .
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Av 0 ypnotng tpooradnoet va matioet To kovuni OK ywpig input field va &yet tun tote
dev Ba apykomomoet TV oknvn pag. Av dev apytkoromel 1 oknvi| pog kavéva omd to
Ao kovumid dev Aertovpyel. Emiong ta kovumid v gacewv TPENEL VO TOTIOVVTOL LE
TNV 0OOTH GEPA 0AM®G dev Bydlovv amotélesa. Me tov Tpomo avtd meplopilovpe Tov
YPNOTN A0 TO VO VTOMEGEL GE (GIOKOTO GOOAUOTO KOl OnNUovpysitonl po KoADTEPN

aAnienidpaon pe tov mpdypappo kot to Ul .

O ary6p1Bpog sivor vAomompévog e T€to10 Tpdmo doTe vo, vtootnpilet uéypt mAnbog 16

aplOUdY oV AT Kol TOV aVTIGTOL(®V ENEEEPYUCTOV.

1 ovvéyeto Oa avaivbei éva mapdderypa pe 16 apbpovg pe v emthoyn interactive vo
unv givar emieypévn £tot To opaipata pog Oa ivat toyaio. e 0mo10dNTOTE GNUELO TOVL
alyoppov matwvtag oto D 1 010 A tov emelepyaoti) LTOPOVLE VO EVEPYOTOMGOLLLE 1|
VoL KOTAPPEVGOVUE TOV avTioTol 0 emeepyaotr). ®a avaivbodv Ta PrHaTa e PAGELS Kot

oyt e to By Step kdbe pdong

O yxpnotg ypapetl tov apud 16 oty nepintoon pog oto input field kot axoAovBmg
notd to OK button. Xtn cvvéyeio mapatnpei va eppaviCetor otny 006vn Tov N 1kdvo 6T0

2Mua 7.7 .

&

=

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 AJAJALA]LA AfALA

Yymua 7.7: Epedvion enegepyaot®v Kol KOTAGTAUCNG TOVG
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Onog BAEmovpe eppaviCetor o apludg TV enelepyaoct@v mov €yovpe emMAEEEL KoL
Toyoio BAEmovE KAmOwoLG emesepyacTéC ot omoiot ypdpovv v Tiun D xon givon

KOKKIvol. Avtol etvar o1 ene&epyacTég TOV £X0VV KOTAPPEVLGEL GTO GUYKEKPIUEVO PripLal.

Mohg Eexvnoet 1 extéheon tov aiyopiBuov, mpv €16éABeL 6t0 Ppdyy0, ekTEAOVVTOL
npota ot daocelg W3 kor W4, "Etol 1 viomoinon Ba Eekivioetl pe v vAomoinon g
eaong W3 yia va cuveyioet pe tic don W4 kot akohovBwg o pmet 6ty ektélecn Tov
Bpoyyov péxpt va mdpovpe to teAKO embountd amotédecpa. Apa yio TNV ETOUEVT] GAOT

0o matoovpe todpo to Next Phase 1) to W3 yia v extéleon .

Edm extedeiton n edon W3(Zynua 7.8 6mov o kdbe evepydc enelepyaostnc YpageL v
T 1 ota @OAAA TOL VONTO 3EVOPO TO 0010 SNUIOVPYELTAL AVAAOYO LE TOV TTPOCOTIKO

OV aplOpo.

IMa 10 8évdpo awtd yivetal xpnom Tov SvVOGHOTOS &2, SNANAN TOL SEVTPOL TPOAAOUL.
Onwg eaiveton 6To TapadetypLo OAOL Ol EVEPYOL ETEEEPYOTTES KATAPEPAY VO YPAYOLY TNV

TN 1 yopic va kotappedoovy .

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

Zyuo 7.8: ®aon W3

[atdvtoac topo to Next Phase 1 to W4(1) to By Step) kot exteleiton n emdpuevn aon .
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16 OK | W1 Continue |1 By Step

W Full Algorithm W2 Continue Iwz By Step

Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

Zyua 7.9: ©aon W4
v edon W4 (Zynua 7.9) ot enelepyaotés “ktiCovv” to 86vopo mpoddov 82 Tpog To
mhve. Ot enelepyaoTéc mOv EUEVOV EVEPYOL OO TNV TPOTYOVUEVT] GACT] KOl EYPayay
v T 1 extedodv pa ekdoyn mopdAAning dfpotong péxpt v piCa. Opmg PAémovue
TAS VIAPYEL 1) VIOEKTIUNGN aPoV Eyovv voloyiotel povo 10 gpyaocieg oty pila evod av
TapaTnpioovue Exovy odokinpwbei 12 epyaciec pe v edon W3. Avtd yiveton yroti av
pocéLovpie katappeHooy akdun 4 eneEepyaoTéc oL 0moiot paivetol 0Tt KokKivilovv otV
emopevn ewova. Av o aplBuog stvar icog pe o N o akydpiBpnog orokAnpaveral. Omwg
napamnpeitar omv pila dev eivar o opOudg 16 dpa o aiyopiBpog Oev  €xel
orokAnpwOei.ITatdvrag topa to Next Phase 1 to W1(f to By Step) ko exteleiton 1

EMOLEVT] PAOT.

10 o | Wi Contrne w1 by S
W Full Ngortnm W2 Contewe | W2 Dy Se
Rosat wi

Show ree namide W Contionss | W4 By S

Neat Prase

yfua 7.10: daon W1
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2y edon W1 (Zynua 7.10) ot eneepyaotés “ktilouv” 1o 0évopo katapétpnong o1. Ot
opfpol  tomoBetodvtan pe ota EOAAM pe Pdon TOV TPOGOTIKO TOLG OPOUO Kot
ONUIOVPYOLV TO OEVOPO TTPOG T TAVE®  YPNCUOTOLDOVTOG o €KY TNG TOPAAANANG
dBpowong O apBudéc mov vmhpyer ommv pilo eivor vIEPEKTIUNOT TOV EVEPYDV
eneEePyacT®V, OAALG GTO TAPASELY LA LG OEV £XEL KOTAPPEVGEL KATO10G GTO Prpa avtd
v Tov A0yo avto givar cwotds. Emiong vroAoyiletatl To pnum tov kdOe apBpod 6mov
Ko Snuovpyndnke o ypoappn kKato amd 1o A/D pe avtd yo kabe eneéepyootn, 1o omoio
Oa ypnolpwomomostl  endpevn eaon tov aiyopiBpov n W2. Tatdvroag topa to Next

Phase 1 to W2(1} o By Step) extedeiton n emdpevn aon.

’Q‘ ﬁ,goﬁthtw =

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

ADN A A A A AJALA A

1g1jojzjojr1jogprjzprjojogjogqogi1jo

===l === e e e =
Syqua 7.11: ddon W2
Yy edon W2 (Zynua 7.11) yivetar  avabeon tov enelepyactdv pe Ty xpnion evog
vontov dvadkol 6&vopov. To vontd dvadikd dEvopo avtd tvat To 1010 pE TO divVLGHa
02 10 dévopo mpoddov o dmoto dnuovpyndnke amd v edon W4. Opwg yuo vo unv
OAAO1O0VV Ot TIHEG TOV S1oVOGHOTOG OV TOD OMOVPYELTAL EVa TPOCOPIVO dtdvoouo 63
pe opywés TéS Tic 1dteg pe to 62. Ou emegepyootéc Eekvovuv amd v pilo Ko
katefaivouv Tpog T KAT® pEYPL va ovatefovv woluyiopéva ota @UAAL Ta oTtoia Oev
&yovv mépet v T 1 axoun. Avtod yiveton pe v fondela TV TIUOV TOL TOIPVOLLLE
omd To 03 Yo TO VTOAEWTOUEVO UNOEVIKA Kol TO Ol ylo TV eKTiUnom TV EvePYDV

eneEepyact®V e To pnum tovg. [apatnpeiton tog Kato and To pnum &yet dnuovpynei
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10 W2 10 omoio glvar 1 tedikn 0€om ot0 6€vOpo M omoia Oa avateBovv.ITo kKdtw @aivetol
KOUUATL TOV KMOTKO TO 0TOT0 ONovpyHONKE Y10 TOV TPOTO avAOESN G TV EMEEEPYATTMV.
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];

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

count [child1] = 0;
else

count [childl] = Mathf.RoundTolnt ((float)(count [currentv2 [i]] *
(Mathf.RoundTolnt ((float)(w2size / 2)) - auxv2 [i, childl])) / (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));
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31 ovvéyeto matovpe To Kovumi Show tree numbs yia va dovpe ma Béom avticToyel pe

avtég mov Ppnke o W2, (Zymua 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

10 1
T 3 2 3
4 3 2 1 4 5 ] ¥
2 2 1 2 2 0 0 1 L] 9 10 1" 12 13 14 15

1|T"g1|1Qo|TQg1(Tg1|TQo|OQgoO(OpQg1]|O 16 (1718|1920 (21 #2223 024 |25 92627 28|20 Q3031

ADQR A | A A A AJARA A

el 1T Q1 JOj2joQ1jo1jzpr1jojojojojrjo

wzl] 20 ulolzelolnlolza 2 nlololololnln

Yynua 7.12: Show tree numbs

"Etot epopaviCovron ot avtiotoryeg apBunuéveg 0éoeig apyilovtag v apibunon pe tov
apOuod 1 and v pila uéypt o (2*n-1). H apibunon yivetar kord mAatog tov dEvOpov.

Me 10 matnua tov Next Phase 1} tov W3 ekteAeiton n) enduevn gdon .

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

10 1
Ll 3 2 3
4 3 2 1 4 5 ) T
2 2 1 2 2 o 0 1 8 ] 10 1" 12 13 14 15
AN EEEN RN EEEN RN NN RN 16 (17018 |19 20|21 22|23 024 |25 Q26|27 028 |20 Q3031

il lelzleol oz el i]o
wzljzo |z ] o |2s] o [zr|o|zz|zz]zs|c|o]o]o]=]e

Yynpa 7.13: ddon W3
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Avdroya pe 1o moh TorofenOnKay ot eneEepyaotéc amd v edon W2 ntdve kot ypdpouvv
mv 1 1 ota avtictoyo evAka (Zynuo 7.13) Onmg avaeépape Kol 6TV TPOTN
extéheon tov W3

Me 1o matnua tov Next Phase 11 tov W4(BYy Step) extedeiton ) exdpevn gdon .

16 oK | w1 Continue |w1 By Step
W Full Algorithm ‘W2 Continue JW2 By Step
Reset w3
Show tree numbs (W4 Continue | W4 By Step
Next Phase
15 1
s 7 2 3
4 4 4 3 4 5 [ 7
2 2 2 2 2 2 2 1 ) 9 10 1 12 12 14 15
B B B B B B EBEER BEE B B BB B e e B BE
o a ] a A A alala A
il ozl el alz)ifofo]fofef ]e
wzljzo|2s| o |25 o |z7] o |ze]ze|2s| e | o] o]o]ze]0

Zyua 7.14: daon W4
Onog kot wpv n eaon W4 exteleitan pe tov 1010 tpomo kot tdpa. fAEmovpe oty pila
TOV 0€vOpoL Tov aptBpd 15( Zynua 7.14). Apa o alyoptBpoc pog dev £xel oAokAnpmOel
Kot TPEMEL VoL EKTEAEGEL Eava TOV BpOYYO .

Me 1o matnua tov Next Phase 1) tov W1(By Step) ekteleitar 1) exopevn eaon .

16 OK | W1 Continue |W1 By Step

W Full Aigorithm

W2 Continue

W2 By Step

Reset

w3

Show tree numbs

ADE A A A AJARA

ol 1 203 jJogajosjejvjojojogogrjo

ofefefelofelele]le]le]e]fefe]e]e]e
ymua 7.15: ©don W1

W

N
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W4 Continue| W4 By Step

Next Phase



Extedelton Eava m @don W1 (Eyqua 7.15) mov avty v @opd mapotnpeiton
VREPEKTIUNGT ooV M pila Yphpel 7 evd Egovpe 6 evepyols emeepyaoTéG KOL 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 OTMG PAIVETAL GTNV ETOUEVT] EIKOVOL

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 CLUTANPAOGCEL KoL TOV TeEAeLTOio aplBuod 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) kot etdvovv oty pila pe
Tov opBud 16. O apBpdc 16 sivar icog pe tov apBpd tov omoio mépace o ¥pNoTNG, 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 AELTOLPYOVV 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 JW2 By Step
Reset w3

Show tree numbs W4 Continue | W4 By Step

Next Phase

16 1
8 8 2 3
4 4 4 4 4 5 6 ¥
2 2 2 2 2 2 2 2 8 9 10 1" 12 13 14 15
1(1Tg1|(rg1|Tg1|TQr|TQr|T QYT Q|1 16|17TQR1E8 |19 Q2021022 |23 Q24 (25 26(27 Q28|20 Q30|21
ADR A A A AfLAfA

1 2joj3jopgajopsyegvjojogogog [+]
stfefofo]o]e]e
Zyua 7.18: daon W4 kot telkd amotédecua

wzl;slnlo Mlol:ulo I E

1o TyMua 7.19 omog paivetar Exet emleydei to interactive box pe 16 eneéepyaotés. Zov
TPOTO 6TAd10 eppaviotnkay 16 encEepyaotéc Aot alive kat pe to Tatnua Tov apleTeEPOn
KAMK 010 Kouti TOo omoio @aiveror £ywve kOkkivo kou dead. Xe kavévo onueio tov

alyoptBpov dev Ba Katappedoel ENEEEPYAOTNG EKTOG LOVO OV TO EMAEEEL O XPNOTNG.

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 AJAJAJAJAJAJAJALA AjAajajJajala

Yynuoa 7.19: Interactive
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Kepdiaro 8

AlyoprOpog X

8.1 IIpoPpanua Write-All oto A-PRAM 90
8.2 Ileprypapry AdhyopiBuov 90
8.3 I'pagikn Avarapdotacn AdyopiBuov 93

8.1 popinpa Write-All oto A-PRAM

To npofinue o omoio &yovpe va avtipetonicovue sivor to Write-All oto A-PRAM
povtédo[]. To A-PRAM o6mmg £xet avapepbei eivar évo acvyypdvioto HOVTELO OOV OL
eneepyaoTég EVEPYODV EVIEANDG ACLYYPOVIOTA Kot Lopovv va dtofdcovy 1) va ypdyouv
o€ OO0 TOTE KLWEAIS L TNG LVAUNG Ko 1) KABE tpdoPacm pmopel vo TapeL S1apopeTIKO
xpovo. Eniong umopet va vronéoovy oe opdipata kotappevons. To mpofinuo Write-All
(6mwg avapEépOnke Kol GTO TPOTNYOVUEVO KEPAANLO) OVOPEPETUL GTNV TEPITTMGT OOV
dedopévou o Alotag N otoyeiov 0mov avtd apykd £xovv v Tun 0, ot TIWES TV
otoyelov mpémel va petatpamovv oe 1. Oa ypnowomombovv P acvYXpOVIGTOL
ene&epyaotég oto poviého A-PRAM 6mov dniadn pumopodv va katappedoovy uéypt f<p

eneEePYOTEG.

8.2 Ileprypa@n AlyopiOpov

Ytov adyopiBpo X[2,5,6] dmwc avaeipape ypnopuonotel N eneepyaotis yio Ty enilvon
tov poPAnuatog Write-All n apiBudv, 6mov ot enelepyaotéc avtoi EvEPYOoDV EVIEADG
acvyypoviota. O  odydpiBuog ypnowomotel €va  odvoopo  peyéBovg  2n-1,
AVOTOPLOTAUEVO MG €vo vONTO dvadtkd d€vopo pe n VUAA. To didvvoua avtd elvan
ATOONKEVUEVO BTNV KOWVOYXPNOTI LVIAUN TOV EXEEEPYOUCTAOV GE VA LLOVOSIAGTOTO TIVOKOL
11 tov omoiov apykd ot Tég eivar 6Aeg 0. Ta otoryeia Tov TpoPAnuaroc Write-All oty

apyf Ppiockovral ota eOAAA TOL dEvOpov (dnAadn ota [1[Nn],...,[1[2n-1]).
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O enelepyaotég oy apyn TOToBETOLVTOL GTOL VAN TOL OEVOpoV avdAoyo LE TOV
TPOCMNIKO TOVG apOud Y. 0 eneEepyaotnc Ue TPOoOTIKO optOpd i 6mov 0<i<n+1 ,

tomofeteitan oo I1[n+i-1].

210%0¢ TOoV ahydp1Opov avToL eivar ot emeEepyactéc vo aveBokatefaivouv Tave KaTm
yphoovtog v Tipn 1 otig Kuyerideg ot omoieg £xovv v Tun 0 péyxpt n pila Tov dévdpov

va TapeL Kot vt TV Tipn 1.

H dwodikacio avt) exteheitan pe Tov mopakdto 1pdémo. O eneEepyactnc avaloya Le TV
tayvto Tov Oa mpoomadnosl va ypayel 1 omv Béon mov Ppioketar. Av givon 0 o
ene&epyaotne Vv aALAlel oe 1 kon avePaivel enimedo. Av Opmg Eva ALOC emelepyaoTig
Exer mporaPetl kar ypdwyetl 1o 1 ekel 101 0 emeEepyaotng Oa avéPet Eva Ppa Tpog Ta Thve
kot Oa StoPdoel v T Tov TATEP , OTOL Ba TPOYWPA TPOG TA TAV® PEXPL VO, BPeL Eva
koppo pe yun 0. To avéPacpa oo dEvOpO yivetar dtapmvrtag tnv 0éom mov PplokopacTte
ow 2. Mol Bpebel o kOpPog pe to 0 eéyyovpie mo amd to dvo madid £xel tnv Ty 0 (
0éon tov modiov givan | B€on tov Tatépa ent 2 Yo 10 aplotePd mondi ko n 0Eon Tov
matEPa £l VO GLV &va Yo To 0eE1d Tadi.) GOV VILAPYOLV TECTEPLS TEPIMTMOGELS.

e Av kol o 000 mwodld Eyovv TV TN 1 TOTE UETOTPEMOVUE TNV TN TOL
Bprokdpaote og 1 ko o eneEepyaotng avePaivel éva enimedo mavo.

o Avoumg 1o aplotepd modi etvor 0 kot o de&1d £va TOTE TYaivOLLE GTO aPLoTEPE
, av gtvat 1o avtiBeto myaivovpe oto 0e&Ld .

o  Ymhpyel Opwg kot n wePinTmon 1 omoia kot ta dvo moudid eivon 0. Ze avtn TV
TEPIMTOON ANYAIVOVUE OVAAOYO HE TO O1Pi0 TOV TPOCMOMIKOD 0apPlOUoy TOv
enefepyaotn. LVYKEKPUEVA 0 ENeEepYaoTng VITOAOYILEL TO dVAdIKO apBUd Tov
TPOCHOTIKOL TOV aplfpol Kot aviloya pe To eninedo eAEYYEL TO d1pio avTd. Av 1
Tiun tov bit avtov givar 0 Thetl aprotepd av givor 1 wdaet de&id. ['o mapaderypo av
0 emelepyaotng e mpocwnikd apBud tpia Ppioketar 6to devTEPO £mimedo Ba
eléyEel Tov dLOOIKO ToL apBUd 6To deVTEPO O1Pio. AnAadn 0 SVOSIKOS TOL
ap1Ouog mov eivar to 01 Ba de1 Tg 10 devTEPO d1pio eivan To 0 Ko Ba TpoywpMCEL

070 aploTEPE O,

O TepmTdoELG AVTEC YivovTol PEXPL Vo TAGOVUE GE GUALO TOV dEVOPOL it G€ KATO10

KOUPo o omoiog Ta wadid Tov givon ko ta dvo 0. MOAIG pTdoove o o omd aVTEG TIC
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OV0 TEPUTMOCELG OTMG AVaPEPALLE KOt TP aAlGlovpe Tnv Tun o€ 1 kot avePfaivovpe Eva

eninedo.

O alyopBpoc avtog teppatilel otav n pila maper v Ty 1. Zvykekpiuévo pHoAg ot

eneepyaotég dwuPdoovy ot I[1]=1 teppatiCouv.

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 @UAXO
WA [where]=1
where = Llwhere/2d SaveBoaivel enimedo
else if (WA[where] # 1 && where < n-1) then %bxL og @UANO

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

WA [where]=1 S%teAelwuévo UmOdEVIPO

where = Llwhere/2d %Sovepaivel emimedo

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

if (WA[2*where] = 0 && WA[2*where] = 1) then
where = 2*where $xkatefalivel enmimedo

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

if (j—log (where) =0 ) then

where = 2*where %010 aplLotepd matdi
else where = 2*where + 1 %oto deél{ maldi

end if
end while

end do

(70 iiog(x) svpPoriler Tnv i) Tov log(k)°™" drpiov g log(n)-dvadukig avarapdctacns tov i)
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8.3 I'pagiwkn Avanapdaotacn 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 AVTOG TPEYEL.

210 oynua 8.1 givon n eikdvo mov PAETOLE HOALG TPEEOVLLE TO EKTEAEGLO.

Parallel Search |

Zynupa 8.1: TIpdn ewcdva eKTELEGLOV

X1 ovvéyela emdéyovpe to kovumi tov Algorithm X 6mov ivon o akyopbpog o omoiog
UEAETALE OTO GLYKEKPIUEVO KEPAAOLO. AKOAOVOMC ep@ovileTon M MO KATWO OPYIKY
ewova (Zynua 8.2) Xe omoladNnmote oNpeio TOL TPEYEL TO TPOYPOLULLO TATMOVTAG TO KOV

ESC myaivovpe oty apykn emthoyn adyopifuwv | tatdviog to P yiveton movon.

[ v vAomoinon Tov aAyop1BoL aVTOV ¥pNOLUOTOIONKE Evag TIVOKOS Yo Vo KpoTd
TANPOPOPIES Yo TNV KatdoTtaon Tov KAbe emeepyaotr| av ivor evepyog 1 Oxt.

Eniong ypnowwonomOnkav 600 wivaxeg yo tnv fondsio vToAoyIGHOD TOL TPOCHOTLKOD
apBpod kébe emeepyaotn oe dvadwkn popen. ‘Evag pe tov omoio kpatovoaue tov
apBud TV Sveinv Kot £va d10d1A0TATO oL Elxe o KAOe emimedo Tov £va dupio Tov
enefepyaotn my. yw tov eneEepyaoctn pe npoocwmikd apdud 3 (11 oto dvadikd) oto
TPMTO €Mimedo lxe Tov apBud 1 ko 610 devtepo 1, dpa otov mivaka pag otnv Béon

I1]2,0]=1 kou otV 6éon I1[2,1]=1 .
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H apywn eikdvo amoteleiton amo:

e 1input field 10 omoio o yproTNg MEPVA TO TANOOG aP1OU®OY TNG AioTog.

e To xovuni OK pe to omoio katoywpeite To TANOOS 0VTO.

¢ 'Eva kovuni 1o kovpuni Reset 1o omoio kdvet reset tnv oknvn otV apyiky tg Hopen
Y10 V0L EKTELECEL VEO TP ADELYLOL O YPNOTNG.

e To xovuni X Algorithm 1o omoio tpéyet tov aikyopiBuo oAOKANPO HE pio Pikpn
kabvotépnon petaéd tov fnudtov yio va dtukpivoviot autd.

e To xovuni By Step pe to omoio o akydpiOpog exterel Eva Prjua.

e ’‘Eva toggle box to omoio o ypnotng umopei va emAé€el av ot enefepyaotéc Oa
KOTOPPEOLY O1OPACTIKA 1) TUY A,

e To canvas mov péca 6e aVTO fTay OAQ TO O TAV®.

X algorithm
By Step

Yymua 8.2: Apywkn Ewova

To péyebog g Kdpepag ylo peyoAdTePO aptBpd N PIKPaiveL Kot PHEYOAMVEL aVTIoTO(OL
wote va vrootnpilet puéypt 64 apBpovg kot ot apBpol avtoi va mapapévouy dtakpirol

GTO HATL
o mv dnovpyio Tov adydpiBuov avtol ypnoiporombnke Eva prefab to omoio eiye

péoa Eva akOUa aVTIKEILEVO TO 01010 omotelovTaV 0md Eva text mesh 6mov 6t cuvéyela

og avtd 10 text mesh amobnkeveton kot epgavifetor o aptOpudg.
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o m™mv onuovpyio tov K®OdKo ypnoorombnkav dvo script. To éva nMrov
EVOOUOTOUEVO GTO CaNVas kol glye TG CLVOPTNGELS Y10 KAOE Kovuni , Ta omoio kKoAovoav
TNV QVTioTOLY(T GLVAPTNOT LEGO AVTOV KOt TO GAAO MToV VIELOLVO Yo TNV KATAPPELON

TOV ENEEEPYOGTAOV [LE TO APLGTEPO KALK TOV TOVTIKIOV .

Av 0 yprotng mpocnabnoet va totnoet o kovuri OK yopig input field va €xst tiun tote
dev Ba apyKomomoet TNV oknvn Hag. Av dev apykomotn0el n oK HoG KavEva omd To
Ao Koopmid dev Aettovpyel. Me tov tpomo avtd meplopifovpe Tov gpnotn and 10 va
VIOTEGEL GE ACKOTO COAALLOTO KOl Onpovpyeital po KaAHtepn aAAnAeniopaocn pe tov

Tpoypappa kot o Ul .

>t ovvéyeto Oa avorvOei Eva Tapdaderypa pe 16 apBpodc pe v emthoyn| interactive va
unv givar emieypévn €161 To ceaipata pog Oa givat Tuyoio. e 0TO0ONTOTE GNLELO TOVL
alyopiBpov matmvtag oto D 1 610 A tov gmelepyaoti) LmopoVLLE VO EVEPYOTOMGOLLLE 1|
va Katoppeboove Tov avtiotolyo enelepyaotr. O ypriotng ypdoet Tov apBud 16 oty
nepintoon pag oto input field kot akolovbwg matd to OK button. Ttn ocuvvéyea

napatnpel va epeavifetar oy 006vn To0L N akdAlovdn ikova. (Zynua 8.3)

16 m X algorithm
Reset By Step

Yyua 8.3: Epedvion eneéepyactdv Kot vonTov 0EvOpov
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Onwg mapatnpeiton epeaviotnroy oy 006vn 16 enelepyaotés pe avtiotoyyo ypdpoTa
ot omoiot pepkoi givar “alive”(A) kot pepikoi “dead”(D) avtd yivetou tuyaio enedn to

interactive dev gival emAeyuévo OTMG PaiveTal Kot amd TOV o KATH KMOOKA.

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";
}

210 onpeio avTd TaiPvoLV TYEG O dVO TIVAKES Y10l TOVG OLASIKOVS APBOVS Ol oToiot

avapéptnka mpv (PA. oeAdida 96) pe tov e€Ng KOdKO.

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);
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Emiong dmuovpyeitor 1o avtiotoyo vontd dvadikd dévopo pe emimeda log(n) omov
epupaviCetoar otnv 000vn pog pe opywés twég 0 oe dAovg tovg kOUPovg Kot ot

enefepyaotég ivor TomofeTnuévol otol UALN TOV OEVOPOUL.
Axoun gpoaviletor £vo AoTpo KevO KOLTL KAT® Ao Toug eneepyactég Onov o€ EndUEVa
Prurota Ba deiyvel mol0g eneEepyaoTNG EKTEAEGE AEITOVPYIN GTO GLYKEKPUEVO Prpa 1) TO

TAN00G TOVG av NTavV TEPIEGGOTEPOL OO £VOLG.

21 ovvéyeln matdpe to By Step kot epeaviletor n mapakdto suwova (Zynquo 8.4)

16 m X algorithm
Reset By Step

Zymua 8.4: Briuo 1

210 ovykekpyévo onueio mapoatnpovpe OtL 3 emeEepyactés EKTEAECAV TV AgtTovpYia.
Kol Eypoyov tov aplBpud 1 oto @OAAO 1O omoio Ppiokoviav. XvykeKpEVO O
enegepyaotg 2,3 ko 11. 'Etol kdtow and tovg eneéepyaotés mapatnpeite 0TL TO KOLTI
&xel mapel v T 3 pr 6mov cvuPolrilel mwg 3 processors Eypoayov v Tun 1 oto Prpa

avtd Kot avEPnKay éva eminedo TPog To TAVE®.

O kmdKog yio To eOAAQ givat 0 akdAovhoc:
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if (done [where [faster]] == 0 && where [faster] >= check) { //if you are at leaf make the
value 0 and move 1 Ivi
done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1, colortable [faster]));
where [faster] = where [faster] / 2;
Ivl [faster]++;

execute = 1;

2m ovvéyelon Qo mapoatmpnoovpe 1o emduevo Prpa(Zymua 8.5) omov pdvo évag
eneepyaotng £xel eKTEAEOEL Agttovpyia TV cvuyKeKpuévn eopd. Onwmg eaivetor oty
akolovdn swéva o eneEepyactc 1 Tav o ypnyopotepog kat Eypaye v Ty 1 oto
@OAAO 10 omoio Ppiokodtav. 'Etol 610 onueio 10 omoio ypdgel molo¢ emeEepyaosTnS
eVEPYNGE YPAPEL TOV TPOCSHOTIKO aplBUd TOL eMEEEPYACTN KOL TO XPMOUA TOV OOV GTO

mapadetypa pog eivar 1 pe ypopa kaes.

O oo opoon

Zynupa 8.5: Brua 2

AxolovOwg yiveral to 1010 akpimdg oto Prpa 3(Zymua 8.6) pe tov eneEepyaotn 11 dmov

yphoet v Tun 1 610 pVUALO 10 omoio PpiokeTat.
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16 m X algorithm
Reset By Step

O Dpooon J oo

Zynpa 8.6: Briijpa 3
2N OCUVEXEWL UETA TNV EKTEAECT] OPKETMOV PNUATOV TNPOUE OF OTOTEAECUO TNV
akolovdn swdva(Zymuo 8.7) mov OT®G TAPATNPOVUE KATOLOL ENEEEPYACTES Ol OTOTOL

NTaV EVEPYOL TOPA £XOVV KATAPPELGEL Kot £ovV TtapetL TNV Tiun D.

Zymua 8.7: Evoldpeco Bipa

21 cuvEKELD TOPADETETE TO KOUUATL KMOKO LE TOV VTOAOYICUO TOV OTOi0 €KTEAEL O
ypnyopodtepog emelepyaotng o kdOe Prpa yoo to mov Ba ypdwyet v Ty 1 ov dev

Bpioketor o€ UALO.
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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) {
/lif 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)
/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 O 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;
}
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}

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]++;

"Etot 0 akyopiBuog cuveyilet v Aettovpyia tov péypt to onueio mov @aivetot oty mo

Kdto ewova (Zynqua 8.8)

Zynua 8.8: Telkd amotéheca
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O aAyop1Buog £xel ohokAnpwbel 6To onueio avtd yorin piCa Exet mapet v Tiun 1. Avtd
onuaivel 6t ta 2 wodio TG Exovv Ko avtd TV TN 1 Ko avtd cvveyileton péypt to
TeAeVTOio emimedo mov eivar o VAN Apa 0 odyoplOpog pog €xel dmogl AVoTn G6To
TPOPANUO pog aeov 6Aot ot kopPot €xovv aArdaéel Ty amd 0 og 1. 'Etol o endpevog
eneEepyaotng 6mov Kot va Ppioketon Oa avéPetr péypt v pila 6mov Ba det tnv T 1 ko

Oa teppotioet Tov adyopOuo.

210 MOPAdEYHO aVTO EMAEYNKE 1 Un OdPACTIK) AVGN TOL aAydpiBuov Omov ot
Katappevoelg eneepyactov Ntov toyxaies. H dwdpactikn Avon matmdvtag 1o kovumi

interactive Aettovpyel akpimg pe Tov 1610 TpdTO OTT™G Ko 0 aAydpOpog W (BA. oehida
89).
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Kepdiaro 9

Eniloyog

9.1 Enihoyoc 103
9.2 TlpoPAquota YAomoinong 104
9.3 Opén Aumhopotikng Epyaciog 105
9.4 Meirovtikn Epyocia 105

9.1 Emihoyog

Khetvovtog v avagopd yia tnv duthopotiky autn epyacia Bo nTav mopdienyn vo unv
avoQeEPH® OTO CLUTEPAGHOTO KoL TO OQEAT TNG €PYOCING OVTNG. XTO KEPAAOLO OVTO
emiong B avapepBOVV TPOOTTIKES OV VIAPYOLV Yo LEALOVTIKY| Epyacia Yo To Béua

oTo.

Méoa and TV SUTAOUATIKY €pYOCI0 QUTY] LWTOPECULE VO, OVOTOPUGTIIGOVLE YPOUPIKA UE
mv xpnomn tov Unity d1dpopovg akyoptBpovs kat vo e€nyncovpe Toug AOYoug TOUG
omoiovg 0 TapAAANAOG VTOAOYIGUAC fval TOGO GNUAVTIKOG GTN CNUEPIVI ETOYN KOl TIG

SLVOTOTNTEG TOL OGS TTOPEYEL.

Yy apyn €ywe o ovagopd oto game-machine Unity to omoio ypnoipomomnke yio
TNV YPOOIKN avamapdotact Kae alyopiBuov oty SMAG®UATIKY 0UTH. ZUYKEKPUEVA
avapePONKapE OTIG SVVATOTNTEG TOV, GTOLXELN YU aLTO KOl KON EYIVE L0 OVOPOPA OE
Baocuéc yvooelg Yo Tnv dnpovpyio evog €pyov pe TNV XpNom Tov ePYAAEIOL avTOV Kol

eMeENYNOELS 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 adyopibumy ot onoiol TapovcldoTnKay.
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2 ovvéyeto pedetnonkay €1g fabog o kibe aAyop1O0g ¢ TPOG TL TPOPANUA AVVEL , TOV
GEPLOKO TPOTO EMIALONG TOV TPOPANUATOV OVTOV, TMOG UTOPOVUE VO TO AOGOVUE TO
YPNYOPQ LLE TNV XPNOT TOPUAANAMGLOD KOl 0VAPOPA MG TPOG YPOVO Kol KOGTOG EKTEALECTG

OV K0BEVOG.

210 TéAOG vAomOMONKE M YPOEIKN OVOTOPACTOON TGV TOPIAANA®V oiyopiBuwmv
dtvovtog Aemtopépeteg yio avt]. Ot aAydpiBpot ot omoiol TapovcidoTnKay NTov ot EENG :
un Péitiotog adyopOpog mopdAining dbpotong, BéAtioTog adyopOlog mapAAANANG
dOpotong, akydp1Bpog mapAAANANG avalnong, aAyopOnog TapdAAnAng cuyymvevong,
aAyopBpog mapdAiniov taSvounong , adyopBpog W kot téhog o adydpiBpog X.

7.2 Hpopipota Yromoinong

2NV Topovco. SITAMUOTIKY OV TOPOVCIAGTIKAV LEYOAN TPOPANLLOTO GTNV VAOTTOINGN,

T TEPLGGOTEPA NTOV AOYO amepiag e to mpoypappo 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 kot Mrav 0vokolo va PBpeBovv ot cuvvretayuéveg tov Kabevdg oe kdbe

alyopiOpo.

Eniong éAlo mpoPAnpo to omoio elye avrtipetomodel NTov o ypopaTiIcRds TOV
eneEepyaoT®V V10Tl 68 peyAAo aplOud enelepyaot®dv ol emeEepyaoTég elyav TapOUOLL

YPDOLOTOL.

Axoun vapye éva mpoOPAnua petad to Prpato tov aAdyopiBuwmv oémov Empeme va
BdaAovpe po pkpn Kabvotépnon yia va dtakpivovror avtd. ['a mapdderypo o ahydptOpog
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 pikpo mpdfAnua mov avtipetonicdnke ntav o tpdmog He Tov omoio £kave
dwupéoeig  C# og dekadtkong aptfuovg OToL YpeldalovToy Vo LToVY TOAAES LOOMUOTIKES

GUVOPTNCELS Y10, VO, TAPOVILE COOTH ATOTEAECUATOL.

Téhog 0 P€Y1oT0G apBpdg emeepyacT®V Kot aplOU®Y TOV HIropovsope vo Alovpe HTay
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®GN NG TOPOVCHS SUTAMUATIKNG €PYACIOG OMOKOMGO TaPa TOAAG
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 katdeepa vo To UAB® Kol va @Ep® €15 TEPOS TNV €pyocio ovTH.
[Ipoypappotiotikd emiong pe pondnoe va pabw v yAdooo C# , va BeAtioom Tig

TPOYPOUUATIOTIKEG LOV TKAVOTNTEG KO TOV TPOTO GKEYNG LOV.

Eniong pov 860nie n euvkapia vo 0o g ivat vo SOVAELELS OE pia LeYGAN epyacio, Thg

va opyovmBEig YU auTy| Ko TG VoL TV GUYYPAYELC.

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 GLVELINTOTOINGA TOCEG OVVATOTNTEG EXOVLV Kot
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 elye okomd vo LAOTOMGEL d1APOPOLS

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

gvKolo. Me TV Ypagikn avamapicTacT) TOL KAOE ahyoptOpon Kot e TV bAoToinom va
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etvar 10100 doTe KABE aAyOp1B0g va pmopel va mpoywpdel Pna pe Pna métvye tov

oKOTO NG EpYaciag og peyaro fadud.

Ouwg oty gpyacio avtn vAomomndnkay €51 dtapopetikol adlyoptOpol amAol OTMS avToOg
™G mopdAAnAng GBpoong oAl kot mo moAOTAOKOL Omwg Tov aAyopiOuo W. Qg
peAlovtikn epyacio Oa mpoTeva va dnpovpyodviav kot GAAOL TapdAiniotl akyopipot
pe tov 1010 TpOémo MOTE Vo LITopovV va d1dayTohV Kot ovtol koAvtepa. o Tapdderypo

0o propovce va viomombel o akydpiBuog tov Euler.

Eniong Ba pe v mépodo tov xpoévov kot v 61dackoiio tov alyopiBumv avtdv Oa
TAPOVE TANPOPOPIES YO TO TOL VOTEPOLV OTNV eKpAOnom ko tn Bo umopovoe va

BeAtiwBel dote va givor o kaTavonTtd Tt Kavel o kaBe alyopiBog Kot mTog.

Téhog oV epyacia avty to TAN00¢ TV aplBudv mov giye ypnoyorondel dev Mrav
peydAo ywo tov A0yo 0Tt ot apifuoi dev dwokpivovtav pe peyoAvtepo mAnbog. Oa
pumopovce va Ppedel KAmolog TpOTOG EKTOC A TNV AMOUAKPVVOT] TNG KAUEPOAS DOTE Ol
apBuoi va eivar otaxprrol Kou 6e peyardtepo mAndog. o mapdaderypo 6tav o ypnoIg
TeEPVA T0 KEPoopa TAve amd €va aplBpd avtog va peyebuvotav. ‘Etol oe peyoiivtepo

mAn0Bog ot apBpoi Ba propovoay va mapapeivovy dtokpirol.
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Hopdaptnpo A

K®owag amwd AlyopiBpovg mov YroromOnkayv

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 (numOfProcessorsText.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);
GameOhiject 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);
GameObject 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<12; 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);
GameObiject 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
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(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);
GameObiject 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<cli+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;
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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);

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";
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);

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 = "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 (obl1, 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) {
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(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 ((sqrint * 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,
search2 [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<sqrint-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 + 0.7f), 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) + (sqrint * 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 [Kk], 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 [Kk], 0.6));

}

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-++;

A-41



clicktimes++;

A4 AkyoprOpog Mapariniov Merging

using UnityEngine;

using System.Collections;
using System;

using UnityEngine.Ul;

public class Merge : MonoBehaviour {

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
user
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
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;

}

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 (col1, 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 (ab, 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(i%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);
GameObject 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 W1lver2 () {//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,]] '=-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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("Value").GetComponent<TextMesh> ().text == "A") {

i].transform.FindChild ("Value").GetComponent<TextMesh> ().text = "D";

i].GetComponent <MeshRenderer> ().material.color = Color.red,;

random = 100;
}
if (tableobject [2 * i].transform.FindChild

if (random <= possibility - 8) {
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;

i}f (tableobject [2 * i +
if (random2 <= possibility - 8)
tableobject [2 * i +
tableobject [2 * i +

alivecount--;
StartCoroutine

(waittransf (tableobject [2 * i + 1], tableobject [2 * i + 1].transform.FindChild ("Value").GetComponent<TextMesh> ().text, se));

j]]-transform.FindChild ("Value").GetComponent<TextMesh> ().text == "A")

I
if(alive[children[2*i+1 j]]=="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));
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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, )] !=-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] =
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=""+1i;
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 w20obj = 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 GameObject;

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);

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;

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
/Iwhich 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++) {

A-70



object

object

leaf make the value 0 and move 1 Ivi

colortable [faster]));

{/lif you are not on a leaf

1] == 1) {//if both children are 1 make your value 1 too

[faster]], 1, colortable [faster]));

futher than leaves

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

else
StartCoroutine (waitcolor (fast, count+" pr*, Color.white));//color the fast

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

done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where [faster]], 1,

where [faster] = where [faster] / 2;
Ivl [faster]++;
execute = 1;

if (done [where [faster]] == 0 && where [faster] < check && execute == 0)
if (done [where [faster] * 2] == 1 && done [where [faster] * 2 +

done [where [faster]] = 1;
StartCoroutine (waitcolor (treeobjects [where

where [faster] = where [faster] / 2;
Ivl [faster]++;
execute = 1;
} else if (execute == 0) {
if (where [faster] * 2 <= check * 2) {//you cant go

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

[faster].Length < IvI [faster]) {

1;

=log - IvI [faster];
(bincut [faster, loglv] == 0)

child = 1;

child = 2;

where [faster] * 2;

if (binstrings

child =
}else {
int loglv
if
else
}
}
Ivl [faster]--;

if (child == 1)//go left
where [faster] =

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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