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1. Outline of Scenario Data Setting

The scenario is defined as the set of the Event, which is given by

the Trigger and Action pair in SEdit.

There are three types of the Event, the System event, Vehicle-

object event and Pedestrian-Object event.

The Trigger data for three events is common, and the action data

is different among events.

The trigger data assigns the conditions when the Action happen.

It is represented by the combination of following trigger elements.

o gk e

Time Trigger

Position Tigger

Velocity Trigger

TTC Trigger

Function Extender Trigger

External Trigger

The action data specifies what to happen.

The following actions are prepared in SEdit.

System Event: Vehicle/Pedestrian Event:
1. Teleportation 1. Appear

2. Change Traffic Signal 2. Control

3. Change Speed Info 3. Send UDP Data

4. Send UDP Data 4. Disappear

The vehicle/pedestrian object have multiple events, it is called Slot

in SEdit Scenario Editor.

— Scenario

System Event 1

Trigger - Action

— System Event Ns

Trigger - Action

Trigger - Action

Slot 1

— Vehicle 1 Pedestrian 1
siot 1~ Vehicle-Object Event stot 1 Pedestrian-Object Event
Trigger - Action Trigger - Action
slot N[~ Vehicle-Object Event siot N[ Pedestrian-Object Event
Trigger - Action Trigger - Action
— Vehicle Mv Pedestrian Mp
Slot 1 [~ Vehicle-Object Event Pedestrian-Object Event

Trigger - Action




2. The Graphical User Interface (GUI )

Important

The scenario editor can be shown by selecting the “Show Scenario Editor” from the Tool menu.

B DS02-Canopus | 5-Edit

File

Show Map Image Dialog

Show Scenario Editor

Show Resim Files Output Dialog

Show Config-File Manager

Show Setting Dialog

You should press “Apply” button when you
edit the data to reflect the data changes.
SEdit scenario editor do not automatically

change stored data inside.

. Scenario Editor

M

LL Add System | | & Add Vehicle | & Add Pedestrian X Delete

Trigget Gondtions

System Vehicle Pedestrian

AND -
No Trigger

Time Trigger

Fosition Trigeer

Melocity Trigger

TTG Trigger

FuncExtend Trigger

External Trigger

V| MNeed confirm to delete

Olmin] || | 0.00[zec]
® Abzolute Time Time from appear
X:0.000m] < || v:0.000m] -
Pass Direction:0.00[dee] -
Width:10.000m] | %

Target Object ID: | -1 =

0000kmsh] |5 (@) Faster Slower

Tarest Object 1D | -1 =
TTC:000[z=c]
Target Chjsct ID: | -1 =

®) Calculate TTC to Point

3:0.000m] 2| | v0.000m] -

Calculate TTG to Object

Actions
fctions | Teleportation -
0.00[m] < X000(m]
Orientation 0.00[d=e]

Mearest Lane ID: -1

Target Object I 0

Move Surrounding Objects together

Teleport only once

Clear Lateral Offset

v Apply
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You can save data to the file as usual.

The extension of the SEdit scenario data file is .ss.txt.

New Data Load Data Save Data Save Data As
\ S_:Enariﬂiﬁnr /
. E § i i
: THH
Al Add System | |4 Add Vehicle || & Add Pedestrian X Delete v Meed canfirm to delete
System Vahicle Pedestrian Trigger Condtions
AMD -~

Important Notice that to load the saved scenario data, you should open the road data file in advance.



3. The Trigger Data Setting

Trigeer Condtions:

You can select the trigger to use by checking the checkbox.
AND -
For multiple checks, the AND/OR combination of the conditions can be set.
Mo Trigeer
[J No Trigger
Time Trigger I[min] = 000[zec] |2
The action starts when the simulation starts.
& Abzohte Time Time from appear
[ Time Trlgger Position Trigger H000[m] = | 000Lm]
You can assign the time the action happen.
The option “time from appear” is only valid for vehicle/pedestrian-object events. Pass Direction00ldee] |2
" . Wicth: 10 00[m] =
[] Position Trigger
The action will happen when the target object pass the assigned position with Tareet Object ID: | -1 -
assigned direction. See next page for more detail how to set the trigger. Velocity Triseer D00k~ e Faster o
L 1
[ Velocity Trigger Targst Object I0: | -1 s
If the speed of the target object is faster or lower than the assigned value, the action
) TTC Trgeer TTC000[zec] —
will happen.
Target Object ID: | -1 =
L] TTC Trigger
Calculate TTC to Poi
The TTC of the target object to the specific point or to assigned object is calculated, S Salowitie 110 tn ok
and if the value of the TTC is smaller than the threshold value, the action happen. H0.000m] 2| | vo00fm
See the following sections for more detail. )
Calculate TTC to Object
[J FuncExtend Trigger _1 -
The function extender program of “Sirius” can initiate the trigger by sending UDP command.
FuncExtend Trigger
[] External Trigger External Trigzer Fi -
This is the trigger fired by the keyboard operation.



3.1 Details of Position Trigger

Trigger Condtions
You can set the position trigger by following steps.

1. Check the Position Trigger checkbox

2. Press the Blue-Flag button Sl
3. “ALT”+ Left Click the point of map where you want to set the trigger
4. “ALT”"+ Left Click another point of map to define the pass direction of target object Mo Trigeer
5. Set width of object pass judgment
6. Set Target Object ID which initiate the trigger Time Trigger Olmin] || | 0.00[zec]
7. Press “Apply” button to reflect the data
1 8 Abzolute Time Time from appear
Important If target object ID = -1 for vehicle/pedestrian object event, it means that the target object is itself. 3. ~
sitin:un Trigger #:0.00[m] = | v000nlm]
4
Pasz Direction:0.00[dee] -
5
Width: 10.00[m] |5 ]
6. (

Target Chject ID: | -1 .




3. “ALT” + Left click to get trigger position

[ MDS02-Canopus | S-Edit - C:/MDS: MDS02/Canop: I ple/CityMapData.se.txt - o X

File Tool

4. “ALT” + Left click to define pass direction

pass direction

X=-22.2641, Y=47.1684

@ Press “Apply” button

B MDS02-Canopus | §-Edit - C/MDS: MDS02/C lation-Sample/CityMapData.se.txt - o X

File Tool

>

After Step 4, the position and direction data is set GUIL.
Notice that these are temporally, should press “Apply” to fix the data.

V| Position Trigesr | %-2346[m] |2 | Y:47.90[m] Bi3

| Pass Direction:-88 84 [dee] |=|

Whidthc10.000m] |3 |

Target Ohject ID: | -1 =3

5. Width If the target object pass the point outside the width,

SRR MRt the trigger won'’t fire.

X=-24.4374 Y=46.7184




3.2 Details of TTC Trigger

Important

You can set the TTC trigger by following steps.

1.

S

Check the TTC Trigger checkbox

Set TTC threshold value

Set Target Object ID, the TTC for which is calculated

Select calculation reference, point on map or other object

In case the reference is the point on map, press Blue-Flag button and “ALT” + Left Click the map
In case the reference is another object, set object ID

Press “Apply” button to reflect the data

If target object ID = -1 for vehicle/pedestrian object event, it means that the target object is itself.

The reference object ID can not be -1 if “Calculate TTC to Object” is selected.

B8 MDS02-Canopus | S-Edit - C/MD p I ple/CityMapData.se.txt - o x

File Tool

X=-148.179. V=48.6068

S. “ALT” + Left click to get TTC reference point.

Yellow circle appear if “Apply” button pressed.

Trmgaear

TTC0000sec] | ]

7

Tareet Cbject I (-1 |* ]

] }ab.ﬂate TTC ta Point

R0 00[m] .| | ¥:0.00[m]

[jal:ulate TTC to Object




Calculation of TTC is as follows.

Reference: Point on map

Reference Point

Target Object

If |le] <1.5andx>0.0and v> 0.1, TTC is calculated as
TTC=x /v

and if TTC < TTC_threshold, the TTC trigger fire.

Reference: Other Object

Reference Object

Target Object

If |e| <1.5and x> 0.0 and v=v-v,, > 0.1, TTC is given as
TTC =x [ v,

and if TTC < TTC_threshold, the TTC trigger fire.
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4. The Actions of System Event

Firstly, create system event by pressing “Add System” button.

The created system event is listed in the system event view.

“Add System” button

system event view

. Scenaric Editor

=l

AL fdd Svstem

|

Swztem Vehicle Pede=ztrian

& Add Vehicle | | % Add Pedestrian ® Delete

Trigeer Gondtions

AND -

Mo Trigaer

Time Trigeer

v Meed confirm to delete

Olmin] |5 | 0.00[zec]

@ fbzolute Time Time from
Pozition Trigger ¥=-2345[m] = | Y:47.90[m]
Demm Mlivmmdimane = 00 04 TA~~1 —
Important Click the item in the system event view when setting data and apply data to distinguish which event to assign the data.
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“ALT” + Left click to set teleportation position

4.1 Teleportation

B N | “ALT” + Left click to define the direction

This action realize the teleport of the target object with using position trigger from current position to assigned position.

Another typical usage is to set initial position of DS vehicle for “Sirius” application.

To set the teleportation goal position and direction, press “Blue-Flag” button and “ALT” + Left click on the map twice.

Press “Fit to the Lane” button if you want to set the position just on the nearest lane.

direction after teleportation
—.

“Set Teleport goal” button

Actions

“Fit to the Lane” button o @ Press “Apply” button

10502 Canopus 5 61 - CIMOS seex MDSG oo R Svuahcn: Sample CtyMagOna s st - o x
5

Actionz | Teleportation b

H0.00[m] 5| A000[m]

L

O ieritation: 0. D0[dee]

4k

Mearest Lane Ik =1

Target Object I0: 0 [+

Move Surrounding Objects together

Teleport only once
Press “Fit to the Lane” button @ and then “Apply” button
Clear Lateral Offset 0 57 A - o x

Ble Tool

Target Object ID is the ID of the object to be teleported.

The option, “Move Surrounding Objects together” is checked, the surrounding object around target object is also
teleported. See next page for more detail.

If the “Teleport only once” is checked, the event do not repeat again.

The “Clear Lateral Offset” option is used to clear lateral offset after teleportation, see next page.




500[m]

Target Object

Lateral Offset -

Teleportation goal

Surrounding Objects
Objects around Teleportation goal are disappeared

if “Move Surrounding Objects together” is checked.

@ System event “Teleportation” occurred
Surrounding Objects also teleport if
“Move Surrounding Objects together”

Target,Object is checked Target Object

Lateral Offset (I)

The “Clear Lateral Offset” option is checked.
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4.2 Change Traffic Signal

This action can change the signal display of assigned traffic signal( and the traffic signals relating to the same intersection).

To set the target traffic signal, press the “Blue-Flag” button and “ALT” + Left click the traffic signal you want to change the signal display.

Actions

fictionz | Change Traffic Sienal -

Target TS ID: 0 o g

-

Signal Dizplay Ihdex: 0

Dizplay OFF
fpply to &ll Signals

The signal display index is the number of the row - 1 of the display
pattern table shown in the Traffic Signal Property dialog.

The “Display OFF” option is used to turn off the traffic signal, which
means that the intersection is no more controlled by the traffic signal.
If both of “Display OFF” and “Apply to All Signals” are checked, all the
traffic signals in the simulation turned off.

These options will not be used so frequently.

. Road Object Property

Mode Lane Traffic Signal Stop Line

i} 18 -

[Type]
For Wehicles

[Contral Infol
Related Mods : 40
Contral Lee < 1
Gontrol Lane : -1

[Sienal Pattern]
Pattern[}: Yal=1 Dur=55

Pattern[1]: Wal=2 Dur=3
Pattern[2]: Wal=4 Dur=62

Start Offset: | 60[s] s
Digplay Pettern:
W fidd Row | | == Remove Row

G AY R =« *
1|

>

Pedestrian Lane

+ Apply Data

Duration[s]

55
3

62

14



4.3 Change Speed Info

This action can change the speed information given to the lanes.
You can assign Speed Limit and/or Actual Speed.
The target lanes should be set in the entry as shown in the figure below.

You can pick the target lanes by “ALT” + Left click by pressing “Blue-Flag” button.

Actions

Actions | Change Speed Info b

v Change Speed Limit
v Change Actual Speed

Change to 2000k msh] |5

276,302 .

15



4.4 Send UDP Data

This action can send the data by UDP packet to assigned IP address and Port number.

This function is provided to work with other application programs and the contents of data to be send is completely depend on the user.

Though the data should be pairs of integer and floating-point number, with comma-separated format as shown in the figure below.

The integer represents the index of data and the floating-point value represent the value of data.

Actions
fctionz | Send UDP Data -
IP-Address (1270 0 1
Port aono =
Data 1.1.0220

When the “Repeat sending the data” is checked, the trigger is reset and fire again if the trigger condition is satisfied.

Repeat zedning the data

The format of the data send by this action is illustrated as follow.

If the number of (int, float) data pair is N, the total data length would be 8*(N+1) byte.

Header int nData=N int index_1 float val_1
‘F ‘v’ ‘m ‘D’ | integ!er data‘ | integ(;r dataT | ﬂoat‘data | .o
(0] [4] (8] [12]
int index N float val_N
. | integér da‘caT | ﬂoatxdata |
[8+8*N] [12+8*N]

See the Re:sim source code for more detail.
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5. The Actions of Vehicle-Object Event

To create vehicle-object event, press “Add Vehicle” button.
The created vehicle-object is listed in the vehicle-object view.
Then click the object in the view, press “Add Slot” button.

The slot of the vehicle-object is listed in the slot view.

“Add Vehicle” button
. Scenario Editor

“Add Slot” button

# Add Pedestrian K Delste v Meed confirm to delete

Vehicle Object view Trigeer Condtions

Syztem

AMD -
Ohject: Slats:

No Trigger

Time Trigger Olmin]l || 0.00[=
@ Abzolute Time

Pozition Trigeer #0.00[m]
Pass Direction:0.00

LAY
=

Width: 1000[m] | <

Tovmmt Mikimmd TR |

Slot view

Important Click both the object in the vehicle object view and its slot when setting data and apply data to distinguish which object and slot to assign the data.



5.1 Appear

This action is used to generate a vehicle object in the simulation.

The initial position, orientation, speed, and vehicle model ID should be assigned.

In addition, vehicle route information should be provided as either Node-list type data or Path-list type data.

“Set Initial position and orientation” button

fictions “Fit to the Lane” button
Actions |F'||:|pear - |

[ 3:000[m] |:| [ v:0.00[m] The initial position and orientation can be set in the same way as setting
' Mearest Lane ID < -1 teleportation goal described in section 4.1.

: . By pressing “Apply” button after picking the points on map, the vehicle-
| Orientatior:0.00[dee]

shape is drawn at the given initial position and orientation as shown below.

| Speed:0.00[km/h]
| Wehicle Model ID: 0 @i : —
(® Mode Foute
| i} Set || ¥ Clear |
(1 Path Route
| L Set || ¥ Clear |
Foute Tnfo:

Appear again

Important To set Node-list type route data, complete set of road data should be prepared in advanced of scenario data setting.
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To set Node-list type route data, press “Set” button and “ALT” + Left click of the nodes in order of the visit.
The yellow line will be drawn during picking the nodes.
To end the node picking, “ALT” + Right click, and the route info is displayed as shown below.

By pressing “Apply” button, the route data is fixed and lane-list to trace is illustrated as follow.

(B MOSG2-Canopus | S-Edit - C:/MDS-senes/MOS02/Canopus/Resim-Simulation- Sample/CityMapData.se.trt - a x

Bl Tool

Actions

“ALT” + Left click to pick nodes [

“ALT” + Right click

X=-440642 Y=326954

(B M0502-Canopus | S-Edit - C/MDS-senies/MDS2/ Canopus/Resim- Simulation-Sample/ City MapData.se.txt - o x

fle ool

¢

“Apply” button

Xe-364729, Voba.6498

fictions | Appear -

#-497.94[m] = | ¥:10658[m]
Mearest Lane 1D : 245
Orientation—4 44[deg]
Speed:0.00[km/h]

Wehicle Model ID: 0

(8 Node Route
i Set *K Clear
Path Route
i Set *® Clear
Route Info:

[1] In-Dnir = -1, Mode = 39, Out-Dir = 0
[2] In-Dir = 1, Node = 37, Out-Dir = 2
[3] In-Dnir = 0, Mode = 34, Out-Dir = 1
[4] In-Diir = 0, Mode = 36, Out-Dir = -1

Appear again

4F 1)

4

19



To set Path-list type route data, press “Set” button and “ALT” + Left click on the map to define the paths.
The yellow line will be drawn during picking.
To end this, “ALT” + Right click, and the route info is displayed as shown below.

By pressing “Apply” button, the route data is fixed and lane-list to trace is illustrated as follow.

8 M52 Canopus 5 £t - CIMOS senes/MOSKZ/Canopus Res Somple/CyMapOatase st -~ o x

fle ool

Actions

Actionz |P.ppear - |

[> [ 3-407.94[m] [2] | v:106580m]
| Nearest Lane [0 : 245

|
|
| Crientation:—4 44[dee] |=|
|
|

“ALT” + Right click

| Speed:0.000kmsh]

| Wehicle Madel ID : 0

Xewtoavemmnm () Mode Foute
| s Set | | K Clear |

.Mtb,\.‘ Canopus | $-E0 - C/MDS-senes/ MOSI/Canopus/Resim- Smulation - Sample/ CtyMapData se. tt - o x il Path Route

Eie Tool -
| i Set | | X GClear |

Route Info:

[l]}{——#UBEIQY 963764, Z = 00, D =-126431
[2] X =-389.721, ¥ = 92,1384, Z = 00, D = -37.1918
[3] X =-380894, ¥ = 757198, Z = 00, D =-76.7415
[4] X =-381424, ¥ = 582419, Z = 00, D =-109.311
[6] ¥ =-394.135, ¥ = 412937, Z = 00, D = - 147056
[6] ¥ =-41126 ¥ = 374098, £= 00, D = -167.234

<] Appear again

“Apply” button

Xo-amn 664 V1200



Important The initial position and orientation can be set using “Fit to the Lane” function even for the Path-list type route, if after the route data is set.

The nearest Lane ID in this case will be -1.

. MDS02-Cancpus | S-Edit - C:/MDS-series/MDS02/Canopus/Resim-Simulation-Sample/CityMapData.se. txt - o X Aotionz

File Tool

Actions |P|ppear - |

K- 402 54[m] 2| ¥:96.450m] 2] 2] [+l«]

| Nearest Lane 1D : -1 |f|

| Crientation=—10.54[dee] | =

| Speed:0000km/h] |'.‘ [

[ Vehicle Model 10 0 2]
) Mode Route

| it Set || XK Clear |

(®) Path Routs

| ¥ Set || K Clear |

Fioute Info:

[1] ¥ =-407 0564, ¥ = 976106, Z = 0.0, D = -185705

[2] X =-386511, % = 907004, Z =00, D= -46.7448

[3] X =-381536 = 722525 Z =00, D = -83.4737

[4] X =-382017 v'=H8E104, 2= 00, D =-1158876

[6] ¥=-39261, ¥ =5613882 Z =00, D =-15856

[6] X =-403202 % = 497832, Z = 00, D = -173.608

[F] % =-412901 "= 490719, Z = 00, D = -175.318

fppear again

X=-395.911, ¥=93.2079

Important The control-mode of the scenario vehicle object is the agent-control.

If other control-mode should be applied, you should prepare the Control action which is explained next subsection.
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5.2 Control

This action changes the control mode of the target vehicle object.

In addition, Acceleration/Deceleration and Steering override command can be defined by
checking the checkboxes.

You can set these three checkboxes simultaneously though the override commands have

the priority to normal control mode of vehicle object.

Aictions

Actions | Contral hd

Change Control Mode

If “Apply again” is checked, the action is conducted again if the trigger conditions are met.

fccel Brake Input

Steering Ihput

Apply again

fizent Logic

Target Object ID: -1
Tareet Speed: 60.000km h]
Headway Time: 1.00[=]

Headway Diztance: 5.00[m]

Time[s] Speed[km/h]
3 000[m] S| v nonlm]

Time[s] Accel[G]

Time[s] Steer[deg]

4k

b fdd
o Del

I Graph

o fdd

K Del
W Graph

¢ Add
oK D=l

I Graph

22



5.2.1 Change Control Mode

There are four control modes as shown below.

Headway Distance Control
Speed Profile Control

Stop Control

» Agent Logic

Vehicle object moves by Re:sim driver-agent logic.

» Headway Distance Control

Vehicle object conducts headway distance control against the object assigned
by target object ID.
The reference headway distance for headway control is determined as follow.
H1 = Headway Distance r
H2 = Headway Time X Vehicle object speed
reference headway distance = (H1 > H2 ? H1: H2)

If Headway Time and Headway Distance is set 0.0, the setting will be ignored.

» Speed Profile Control
The vehicle object speed will be varied according to the speed profile table data.
See next page for more detail.

» stop Control

The vehicle object will stop at assigned position.

You can pick the point of stop by “Blue-Flag” button and “ALT” + Left click on map.

Change Contral Mode

fzent Logic -
Target Object I0: -1 =
Target Speed: 60000k m/h] —
Headway Time: 1.00[=] —
Headway Distance: 5.00[m] -
Time[s] Speed[km/h] oo fdd
¥ Del
I Graph
¥ 0.00[m] = | 0.000m] v|| 2
Important = The parameters in this dialog, which is not

relevant to the selected control mode, is ignored
(not used) in Re:sim program.

See Re:sim source code for more detail.
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The following figure shows the example of the speed profile data set.
“Add” button insert a row in the table and you can enter the values there.

The data set in the table can be visualized, press “Graph” button to show the time vs. velocity and distance vs. velocity graphs.

If no graph is drawn,
press “Update” button.

Chanege Gontrol Mode | fgent Logic s B specd Profic - x
- - Update Cloze
Target Object ID: -1
“Add”/”Delete” the row Wlkmh]
Target Speed: 60.000kmh] = of the table
Headway Time: 1.00[] =
Use last speed
Headway Distance: §.00[m] = for over time
T Speed[km/h & s 9 1 W
imels] peed(km/h] i Add Shows the graph
0 30 1[=]
1 x Del Wlkmh]
2|4 B0 & Graph
3(10 &0
L
415 10
19860
¥ 0.00[m] S 0000m] 2| = st
Important If the time over last value given by the table, last value of speed is used as a reference value.

During the speed profile control mode, steering control of the vehicle object is done so that the vehicle object runs along the target lanes provided by the route information.

24



5.2.2 Accel/Brake, Steering Override

Important

To override Acceleration/Deceleration and Steering inputted to the vehicle, check “Accel/Brake Input” or “Steering Input” and set

profile data to the corresponding tables.

How to set the data in the table is same as speed profile data.

. Accel/Brake Override

Accelerate

Cloze

N

V| ficcel/Brake Input Time[s] Accel[G] = on fdd
Update
] 0
1 X Del Aceel/DecellG]
10
2/1 0.2 W Graph
3|3 0.2
4/ 3.5 ]
5 4.0 -0.5 v
v Steering Ihput Time[s] Steer[deg] o Bdd 0
1[0 a * D=l
2|2 o W Graph
3|3 an
4[5 90
-10

tls]

Braking

Use last valu
for over time

Update

Steer[dee]
180

Cloze

-180

The steering override data set in the table is relative to the initial steering angle, which is the steering angle just when the event start.

Thus the absolute steering angle will be:

Absolute steering angle = initial steering angle(angle at event start timing) + steering angle given by the steering override table

tls]

25



5.3 Send UDP Data

This action can send the data by UDP packet to assigned IP address and Port number.

See Section 4.4.

5.4 Disappear

This action is used to leave the vehicle object from the simulation.

If “Apply if appeared again” is checked, this action can be occurred repeatedly.

fctions

Actions | Disappear -

fpphy if appeared again

26



6. The Actions of Pedestrian-Object Event

To create pedestrian-object event, press “Add Pedestrian” button.
The created pedestrian-object is listed in the pedestrian-object view.
Then click the object in the view, press “Add Slot” button.

The slot of the pedestrian-object is listed in the slot view.

Add Pedestrian” button Scenario Editor

“Add Slot” button

dd Svetem | | & Add Vehicle

& Add Pedestrian

Pedestrian Object view System icle | Pedestrian Trigeer Condtions
AND -
Ohject: Slots:

Mo Trigger

Time Trigeer Olmin] |5 000[zec] 2
® Abzolute Time Tin

Position Trigeer #0.00[m] =IRRHI]

4/. Pazz Direction:000[dze]
Width: 10.00[m] |5
Slot view Tareet Object ID: | —1
Important Click both the object in the vehicle object view and its slot when setting data and apply data to ;:iilsti'hg—u.ish which -c;bjéét ar‘1d slopt to assign the data.

X Delete v Meed confirm to delete

27



6.1 Appear

This action is used to generate a pedestrian object in the simulation.
The initial position, orientation, speed, and pedestrian model ID should be assigned.

In addition, pedestrian route information should be provided as Path-list type data.

. “Set Initial position and
Actions orientation” button

Actions |F'||:||:|ear - |

| s0.00[m] |:| | 0.00[m] The initial position and orientation can be set in the same way as setting

| Mearest Lans 1D - — 1 teleportation goal described in section 4.1.

By pressing “Apply” button after picking the points on map, the pedestrian-

| Orientation:0 00[dee] |= shape is drawn at the given initial position and orientation as shown below.
| Speed:0.00[m/s] | =

| Pedestrian Model ID: 0 |: - an

| & St | | % Cloar | 0 BE AEBUILT (2 unbuilt)

Foute Info:

PEDESTC11] APPEAR

Appear again

Yo 58881 2343550



To set Path-list type route data, press “Set” button and “ALT” + Left click on the map to define the paths.

The yellow line will be drawn during picking.

To end this, “ALT” + Right click, and the route info is displayed as shown below.

By pressing “Apply” button, the route data is fixed and the trajectory of pedestrian object to follow is illustrated as follow.

[ MDS02-Canopus | -t - C/MOS. (Resim- Simulation- Sample G - o x
file ool

Actions

Actions | Appear -

[ =58 74[m] [2] | va0420m)
E: : | Nearest Lane I0: -1

| Orientation:000[dee]

il

“ALT” + Left click to pick points

ir

“ALT” + Right click
| Speed:0.00[m/s]

1ip

| Pedestrian Model ID: 0

1ip

X=-19.224 Y=253565 | 1 Set | | XK Clear |
Foute Info:
H}{=-EB.458]. 144272
2-Cancpus | $-Edit - 1 = 21 ¥ = -49.2909, -0.03765831
:!u::c.m,_m @ ple/Ciy 0. % [3] ¥ = -34.1667,

[4] ¥ =-32.038, Y
[5] ¥ = -30.7673,

Appear again

=

“Apply” button

X=-79.3045, Y=324652
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6.2 Control

This action changes the control mode of the target pedestrian object.

There are four control modes as shown below.

Constant Speed
Speed Profile Control
Run Out into Street

» Agent Logic

Pedestrian object moves by Re:sim pedestrian-agent logic.

» Constant Speed

Pedestrian object moves at given target speed.

» Speed Profile Control

The pedestrian object speed will be varied according to the speed profile table data.

» Run Out into Street Control

The pedestrian object will move to the direction assigned by Run-Our Direction,

relative to the pedestrian path line, just like “Run-Out into the Street”

Run-Out Direction

fictions
fctions | Gontral -
figent Logic
Target Speed: 1.00[m=]
oo Add ¥ D=l I Graph
Time[s] Speed[mys]
-

Fun-Cut Direction: 0.00[dee]

fpply again

L

ik
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6.3 Send UDP Data

This action can send the data by UDP packet to assigned IP address and Port number.

See Section 4.4.

6.4 Disappear

This action is used to leave the pedestrian object from the simulation.

If “Apply if appeared again” is checked, this action can be occurred repeatedly.

fctions

Actions | Disappear -

fpphy if appeared again
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7. How to use SEdit Scenario Data in Re:sim simulation

To use the scenario data, configure Re:sim simulation data with the scenario data file in the Re:sim Files Output dialog.

Check “Assign Scenario Data” and select the scenario file( *.ss.txt) to use.

. Re:sim Files Qutput —

Cutput Filename :
Cutput Folder : Mot selected.

Max Azent Mumber : 1000

o

fzzigh Scenario Data :

Scenario Filename : Mot zelected.

Cnly File Mame :

}—"1 Cutput

The Re:sim scenario file *.rs.txt ( not SEdit scenario file) include necessary data for raise the scenario event.

LA sample.txt - EmEditor - O *
TR R/EE BEES =RV Y-MM O UEAW) ALTH)

D-2kH| %8| Do,y EEEE B-HFE| % vl

DU | 5] sampletxt x

-
i Rerzim Scenario File 4

&b

Road Data File ; sample.rr.txty
+

Sigral Data File ; sample.ts.txty

+
ax Mumber of Azent ; 10004

Scemario ID 3 04

End Condition ; Op

End Target ; -14

End Trigger Position 5 0 ;
%ndTime:U:U:U:U:U:D.L
Yehicle ID; 104

Yehicle Event Type ; 01

Yehicle Event Trigzer External 10
21|¥ehicle Event Trizger Intermal 3 0 5 1 H
22|¥ehicle Event Param Float 3 -128.25 H
23|¥ehicle Event Param Integer 3 0 3 23 ;03 3
24|Yehicle Event Param Boolean ; 14
25|¥ehicle Route Multi-Lanes 3 1 ;2 ;0 34




The scenario vehicles and pedestrians are labeled as [snr] in Re:sim simulation, color of the polygons are light green as shown below.

- MDS02-Canopus | Re:sim - O X

REe:

Tirme:  0[d] O[h]: O[m]: 7.260(s]

|E| |I‘ ‘I‘ ‘I‘ Simulation Spesd Control |5O :‘ - 5 ‘ X Srapshot ‘
Show D Label | ShowPathlabel | Show TS Label | | Stop Graphic Update FortScaler ©

|| Fix Camers to Object | ID1 2
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