Collision Detection

Khai niém
e Cach Unity/PhysX (3D) hoac Box2D (2D) xac dinh hai collider c6 cham nhau trong buéc
mo phéng.

e Muc tiéu: tranh “xuyén vat” (tunneling) khi vat thé di chuy&n nhanh hoac collider
mong.

Rigidbody 3D

Ché dé Mo ta Dung khi
Discrete Mac dinh. Kiém tra tai cdc mau théi Hau hét vat thé di chuyén cham/trung
gian roéi rac (moi budc physics). binh.

Nhanh nhat nhung cé thé xuyén néu
qud nhanh/madng.

Continuous Kiém tra swept gilra hai vij tri Vat thé di chuyén nhanh, va tudng
(last—»new) dé giam xuyén qua static = mong.
colliders.

Continuous Dynamic N&ng cap cua Continuous cho DPan/vat thé rat nhanh, va cham

Rigidbody déng nhanh va vao doéi doéng-dong.
tugng continuous khac.
Tén chi phi hon.

Continuous Speculative Du dodn va cham (speculative) & buéc = Vat thé nhd, téc d6 cao, can chi phi

k& tiép. On dinh, chi phi vira, hiéu quéd  hop Iy.
v@i vat nho/nhanh.

Continuous/Continuous Dynamic tén hiéu nang hon Discrete; chi bat cho vat thé that su
can.

Rigidbody 2D

Ché dé Mo ta Dung khi

Discrete Mac dinh, ré. C6 thé xuyén khi rat Vat thé cham/trung binh.
nhanh.



Continuous Giam xuyén qua bang ki€m tra swept Vat thé nhanh hoac collider méng.
2D.

Trigger vs Collision

Loai Dung cho Callback
Collision (va cham) Vat thé chan nhau (phan luc, ma nGol | si onEnt er/ St ay/ Bxi ¢
sat...)
Trigger Khéng chan, chi d& bat su kién EnifrifggenEntien/iStay/iEdit

Best Practice

Vat nhanh/nhé: dung Continuous/Continuous Dynamic (3D) hoac Continuous (2D).
Gilr collider don gian (h6p/cau/capsule) dé giam chi phi va én dinh ti€p xuc.

Di chuyén Rigidbody bang physics (AddFor ce, MvePosition) — tranh transform Transl ate
dé khéng bd qua md phdng.

Interpolate (Rigidbody Interpolate) chi muot hinh anh, khéng thay déi va cham.

Kiém soat va cham bang Layer Collision Matrix; tat nhing I6p khéng can dé tiét kiém.
Néu van bi “xuyén”: tang Fixed Timestep (mdé phdng day haon), gidm téc dd dinh, hoac
tang do day collider.
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