FixedUpdate, Update va
LateUpdate

Tiéu chi

Thoi diém goi

Tan suat

delta time dung

Gan véi

timeScale = 0

Nén dung cho

Tranh

Ghi chu

Revision #1

FixedUpdate()

Theo nhip ¢é dinh cua
physics (mac dinh 0.02s)

Cé thé chay 0, 1, hoac
nhiéu lan trong mot frame
dé “dudi kip” thai gian vat
ly

Tinme. fixedDel taTi me

Vat ly (PhysX): Ri gi dbody,
luc, va cham

Dung (physics dung)

Vat ly, tinh todn 6n dinh
theo thai gian

Doc input (khéng theo
frame), thao tac Transform
truc tiép gay xé véi Update

NéEu FPS théap, Fi xeduUpdat e
c6 thé chay nhiéu
lan/frame; gilt logic vat ly
G day dé két qua 6n dinh
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Update()

Méi khung hinh (phu
thudc FPS)

1 lan/frame

Ti me. del t aTi me

Logic frame: input, Al nhe,
Ul, timer

Dung (trir khi dung
unscaled time)

Poc input, cap nhat
gameplay, hoat anh tha
cbng, Ul

Goi API physics budc
I6n/kh6ng 6n dinh theo FPS

Logic phu thuéc hién
thi/frame-accurate nén dat
G day

LateUpdate()

Sau moi Update() trong
cung frame

1 lan/frame, sau Updat e()

Ti me. del t aTi me

Hau xu ly sau Update:
camera follow, can chinh vi
tri/rotation

Dung (trtr khi dung
unscaled time)

Cép nhat camera theo doi
tugng da cap nhat xong;
sap xép thi tu/dong bd
transform

Logic lam thay d6i dir liéu
ma Update() con phu thudc

Dung dé€ “di sau cung”:
camera muot, rang budc
cudi cung sau Update



