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Dinh luat Newton

Pinh luat I:

Mot vat khong chiu tac dung cua luc hodc hop luc bang 0, sé gilt nguyén trang thai dirng yén
hoac chuyén déng thang déu

Pinh luat Il:
e A A < s . L . —
Gia tdc cua vat ti | thuan vdi luc va ti 1é nghich véi khoi lwong cua vat: F — ma
Pinh luat lll:

Khi mot vat tac dung luc [én vat thir hai, vat tha hai tac dung moét luc cung d6 |6n va nguoc
chiéu vé phia vat thir nhat



Luc

Trong tu nhién, moi vat mudn di chuyén duoc phai co luc tac dung lén nd

Luc cé thé dugc tinh bang nhiéu céch

Céach don gian nhat la |ay khoi lwvgng nhan vdi vector van toc va chia cho thai gian

Qua cong thire trén, ta c6 thé thay rang néu vat cang nang, ma luc tac dung lai
khoéng d6i, thi van toc cua vat cling khong tang



Hop luc

Luc la dai lugng vector nén chiing cé thé cong
lai v&i nhau - hop luc

Hop luc cua ching tuan theo quy tac hinh binh
hanh (nhu hinh bén)

Ngoai ra, hudng cta hop luc chinh [a hudng di
chuyén cua vét




AddForce

Trong Unity, dé thém luc vao vat ta dung
phuong thic Rigidbody.AddForce

Ngoai ra, doi tugng dugc thém luc can
c6 mot so yéu cau sau:

- Phai chira Rigidbody

- Rigidbody khéng dugc la
Kinematic

- Phai chtra it nhat 1 Collider




ForeMode

AddForce dua trén thoi gian va

khoi luong

Unity cung cap 4 ché do dé
ngudi dung tién st dung

Nhin chung, Force va

Acceleration dugc viét trong

Update(), con Impulse va
VelocityChange thi khong

ForceMode

Know the Difference
for rigidBody.AddForce(f, ForceMode)™:

time
dependent

e Force

dependent same as:
vi=f xdt / m

mass Acceleration
independent Sane as:
v += f % dt

Use these when you want to apply

a force continuously, each frame,

like a rocket engine, jetpack
magnet. .

time
independent

Impulse

same as:
v+=f / m

VelocityChange

same as:
v += f

Use these when you want to apply
an instantaneous force, such as
on collision reponse, shooting a
bullet, kicking a ball..

Use these when force
depends on mass. E.g.
the same amount of
gunpowder fires a
small bullet at a high
velocity, and a big
one at a low velocity.

Use these when the
mass doesn’t affect
the change of
velocity. An example
is gravity, which
accelerates all
objects equally.

* The same rule applies to all related functions that use ForceMode as a parameter

#UnityTips

@nothke




PID

PID = Proportional Integral Derivative

PID la cach dé giam t6i da sai s6 bang
viéc diéu chinh gia tri dau vao

PID cé rat nhiéu (rng dung trong Unity:
may bay phan luc, tén Itra dudi, xoay
dau xe tang, quay ngudi khi chay
nhanh,...

* Mot video giai thich rat hay vé PID:

https://www.youtube.com/watch?v=y3K
6FUgrgXw



https://www.youtube.com/watch?v=y3K6FUgrgXw

Velocity

Mode = VebkocityChange
F=10

Diéu khién viéc di chuyén vat thé
bang AddForce c6 vé khé khan,
liéu cé cach nao don gian hon
ma van gilr dugc tinh vat ly cia
Unity?

That may man, két qua cuoi
cuing cua céac phép tinh
AddForce la Velocity, nén ta cé
thé truyén truc tiép Velocity vao
trong Rigidbody

Tuy nhién, cach nay sé khong
tinh dén khoi luong cua vat nén
chi dung cho céc truong hop
nhu luc hat tréi dat hoac cam
nam véat thé trong VR



Velocity follower

FixedUpdate ()

offset = transform.position - target.position;

rb.velocity = offset / Time.fixedDeltaTime;




Velocity follower with Hand VR

Chi can thay target thanh
controller va follower thanh
ban tay trong VR la dugc




Grab with Hand VR

Ta can luu lai offset gilra tay
va vat

Néu ta di chuyén vét theo tay
thi sé xay ra truong hop vat
Xuyén qua tudng

Do vay, giai phép la ta luu lai
offset gilra tay va vat, réi cho
tay di chuyén theo vat, vat di
chuyén theo controller




