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Combien de temps pour un
modele simple - Papillon

S jours, cours

2 semaines, modele conceptuel

2-3 semaines, le noyau du modele

3 semaines, les ajustements fins

4-8 semaines calibration

4-8 semaines de simulations (beaucoup
d'individus)

La reponse au probleme: 4-6 months
Prochaine fois: 2 mois



Structure SELES

» 3 types de fichiers:
— Scenario file (.scn)
— Model file (.sel)
— Landscape Event/Agent files (.Ise)

* Tout modele SELES est constitue d'au
moins un fichier de chaque type. Il peut
avolir plusieurs .sel ou .Ise



Scenario File (.scn)

* Indique a SELES:

— Quel fichiers, cartes, modéle utiliser
— Quel .sel

— Dimensions du modele (e.g., 100X100
pixels)
— Si commencer automatiqguement ou pas

— Comment arranger les fenétres (cartes)
dans une simulation SELES

— Contrble des simulation « batch »



LSEditor - [Wolf.scn]
Fil= Edit W%ew ‘Window Help Parse

21~ 1
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Scenario Information

o
e

HaplfPaclk=ID = gi= data~cell-HaplfPacl=ID
HabitatSuitability = gi=_data~cell~HabitatSuitability
EVSite=s = gi= data~cell~REV5ite=

Model Dimension=: MaplfPaclk=ID
Uolf ==l
SimPriority Low Prioritwy

MHinimize TemporarvWolfTransition
Minimize HabitatSuitability
Minimize PotentialTerritorwy
Hinimize Visited
Hinimize DistancelFromPacks

MHinimize RVSites
Hinimize HMaplfPacl=ID

Minimize MaplDisperser

Minimize FoundTerritorvHap

TILE
Variable=s for Output
SPopulationSizes



SELES Model File (.sel)
* Indique a SELES:

— Qu'est-ce qui indique les unités de temps
(ex.: “une journee”)

— Quels fichiers .Ise utiliser

— Quelles cartes (layers) vont étre intrants
(inputs) et lesquelles vont étre extrants
(outputs)

— Définition des variables globales ou
spatiales

— Définition des limites des variables



E| LSEditor - [Wolf.sel]
File Edit Wiew ‘Window Help Parse
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Seles Model

Time Unit=: Year Century 100 100

land=capse Events=:
Reproduction. lse DEBUG .~ ~Humber of new pups determined and main land=s=cape agent file for the wolf populstion p
Dispersal  lse DEBUG . How wolwes disperse and sslect a new area where they can establish a new territory and h
Territory.lse DEBUG -~ Spreading logic to determine the establishment of new wolf territories
FPresenceFresirea . l== DEENG -~ ~Spreading logic to determine 1f therse 1= another pacl near by

Variable—Input View Haps=:
HapOfPack=ID . Habitat Structurasl Stage map (=tatic)

HabitatSuitability .~ Should be a probability map linked to dependent wariable=s lavers

R¥Sites ~~ Should be a probability map of =ites available for reproduction linked to dependent wariables layers

Variable—Cutput View Haps:
WolfAlive ~»U=ed to track number wolwves at end =im to compare to pop =ize variable
HapWoliFounders . To === whers sach wolf (with the ID) 1=

HapDisper=ser -~ Shows where the dispersers start from

PotentialTerritory -
PackTerritories
WolfMovemnsnt . Wolf movement map {(on scresen only)
Vigited rEKeseps track of pizxels that a wolfi hasz moved to
DistanceFromYisited

DistanceFromPacls
FoundTerritorvHap

Global Constants:
WolfColor = 32
CellWidth = 1000 ~~in mneters
StartingHumnTerritories = 3

Global Variables:
Age[l0000] = 0
WolfSex[10000] = 0
WolfType[10000] = 0
WolfStatus[10000] =
HumPack= = 0
Tolflocation[l10000] = 0
DispWolflocation[10000]
DispWolflocation2[4.100
Di=pWolfID2[10000] = 0O
DispWolfID[10000] = 0O
Di=pWolflocationTemp[10000]
Di=pWolflocationTempZ [10000] =0
HumInEachPaclk[100] = 0
WhichWolf[1000] = 0
TerritoryAittemnpt=[10000] = 0
DispWolflocationTenp3[10000]

¢ WhichWolf3[10000] = 0

]

=0
0ol = 0

I
=

n
=

JuwCounter = 0
PackCounter 0
WolfCounter 0
Surviwve[1l0000] = 0
.
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Landscape Event ou Agent file
(.Ise)

 Indique a SELES:

— Le noyau de la simulation

— Les regles de mouvement (movement),
propagation (spreading), interactions entre
les cartes (layers)

— Modele des feux, des routes, de la
reproduction, de 'améenagement

— Normalement, chaque .Ise serait pour un
processus, mais on peut en avoir plus



EZ| LSEditor - [Reproduction. Ise]
ile  Edit  Wiew Window Help Parse

D(SlE| (@ &2 PR AsX[x]

LSAGENT: Reproduction ~Main landscape agent file for the wolf population process. surviwval and reproduction
DEFINITIONS
LAVER: AMapdfFfaci=sil Folfdliswma, MaplolrFoandars, Maplisparsar, Facklarrs fories, FooondTarrd foredan
GLOBAL WARTABLE: dod ], #ndfGi=e{ ], #odsTms ], FodrSesews[], NMunfacks, NuwinfacohFaci]]
GLOBAL WARIABLE: #odriiopmear, Juriiouefar, FRoidoopntar, Surerme ], Vuadlisparsars | rsparasrdis ]
GLOBAL VARIABLE: JuréraifiopSizs, FopuistlonSizs, JumanrisfiopSiss, Muabsedordlressd Mopberddul tirssd,  Shiocsssrulilrsparese i ]
GLOBAL VARIABLE: FSacddumcinisi[]. #odfdesfacdéionséron]), Sisnfodfionséionl], fispodflonationd ]
GLOBAL VARIABLE: NumSioFsrihisisasr
GLOBAL WARIABLE: Fod floeaédanl ]

GLOEAL CONSTANT: #iodsindor
GLOBAL COHNSTANT: Sésrcrog¥usi=res fories

POPULATION VARIAELE:

AGENT VARIAEBLE:

MIN OUTFUT VARIAELE:
ENDDEF

INITIALSTATE
INITIALSTATE =
ENDIS

HUMPOPULATIONS ~ This iz only run once at the start of the sinulation
HunSinFerihisifaser = 0
NunInEzohFaok = 0
Faohtiowe tar
ol Flnun tar
Hunis sparsars 0
## WoliLocation = 0

1]
i

HUMPOPULATIONS = Srarfrngdunimrersforress <0 1 decided to start with § territories, these should be the § real packs from the Cuned
Facktounter = Fackiountsr + 1
= Fackioemrar oo PackHum i= a pop war that I will use only here to s=tart the process
NunFizoks = Fackiounéar - This will keep going up until StartingHumTerritories is reached
s HapDisperser = 0

ENDNE

AGENTLOCATION

S<PackHun 1= a population wariable



Pour faire fonctionner SELES

» Créer un racourci vers seles.exe et le
mettre a un endroit utile (e.g., desktop)

e Quvrir SELES
 Choisir un .scn file

 Cliquer sur la fleche bleue (Simulation
Control) et essayer!



Pour editer les .Ise, .sel, .scn

« Creer un racourci vers Iseditor.exe et le
mettre a un endroit utile (e.g., desktop)

* Quvrir Landscape Editor
 Quvrir un fichier .scn, .sel, ou .Ise



