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Cai dat

¥ Runner Simulate Physics 3D (Script)

RUNNER SIMULATE PHYSICS 3D
: uthority Fusion

DE physics ¢ thé hoat dong vdi Fusion, ta phai thém hy Fixed Update Network
component RunnerSimulatePhysics3D vao GameObject ' JLLbizedod s
chira NetworkRunner

Sau khi th&r nghiém cac cach khac nhau, thi cai dat nhu DeltaTime Multiplier
hinh bén gitp di chuyén mugot nhat déi vai vat ly cam nam TR Al
cho ban tay




Runner.SetlsSimulated(Object, true);

Trong ban cap nhat cua Fusion 2, tinh nang chay FixedUpdateNetwork() trén proxy khong con la
mac dinh

Dé bat no 1én ta phai dung ham SetlsSimulated:

Object: la NetworkObject can tinh nang nay
true/false: la viéc bat/tat tinh nang nay

Daoi vaéi vat ly cdm nam cho Fusion thi bat tinh nang nay 1én la can thiét

*proxy: la nhitng ngudi choi khac trén may cla minh



Utilities

Dé tinh van toc, ta |dy pos2 trir pos1 roi chia cho dt

Cach tinh van téc goc thi hoi khac moét chut!

SetVelocity ( Rigidbody rb, Vector3 posl, Quaternion rotl, Vector3 pos2,

Quaternion rot2, dt)

{

rb.velocity = (pos2 - posl) / dt;

rb.angularVelocity = GetAngularVelocity(rotl, rot2, dt);




Utilities

Ta can quy doi ra angle va axis roi mdi chia cho deltaTime

*Viéc quy ddi la can thiét vi Rigidbody.angularVelocity chi nhan Vector3

Vector3 GetAngularVelocity (Quaternion current, Quaternion target,

(target * Quaternion.Inverse (current)) .ToAngleAxis ( angle, axis) ;

return (angle > 180 ? angle - 360 : angle) * Mathf.Deg2Rad * axis / dt;




RenderTimeframe

Tinh ndng nay cho phép thay déi Tick gitra Local va Remote
Cach ap dung:

- Neéu véat dang duoc cam bai Player: Doi sang Tick Local
- Neéu vat dang dugc cadm badi Proxy: Doi sang Tick Remote

*Day chinh la nguyén nhan khién vat bi lag sau khi ném

Object.RenderTimeframe = hasInput ? RenderTimeframe.Local : RenderTimeframe.Remote;




public struct InputData : INetworkInput

{

public
public

public
public
public

public
public
public

public
public

Vector3 HeadPosition;

Quaternion HeadRotation;
Vector3 LeftHandPosition;
Quaternion LeftHandRotation;

GrabInfo LeftGrabInfo;

Vector3 RightHandPosition;

Quaternion RightHandRotation;

GrabInfo RightGrabInfo;

Vector2 MoveDirection;

Vector2 RotateDirection;

public enum GrabberSide

{

Left,
Right

public struct GrabInfo : INetworkStruct

{

public

public
public

public
public

GrabberSide GrabberSide;

NetworkBehaviourId GrabberId;
NetworkBehaviourId GrabbleId;

Vector3 PositionOffset;

Quaternion RotationOffset;




Implement

Player.cs

Oninput()

Grabber.cs

Grab() «

Grablnfo

Grabble.cs

GetGrabinfo()

FixedUpdateNetwork()

SetGrabber()

b

Check condition




Demo




