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B. Tao cac doi turong co ban
1. Game Object

. Sprite

. Animation va diéu khién hanh ddéng nhan vt

. Prefab

. Script va mot s6 xur ly co ban

. Thanh phan vat ly va xtr ly va cham

. S&r dung Text

. S dung Particle System

. Chuyén doéi man choi

10. Sound

11. Design Pattern trong Game
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Thanh phan vat ly
Thém thanh phan vatly (Physics 2D)

= Vi du Game nhu: Mario, Contra hodc 1 s6 game don
gian hon nhu Flappy bird, Swing copter....

= C6 thé thay Object ngoai viéc co cac bién quan ly vé
Transform (vi tri, d0 xoay, scale) thi con can cac bién
khac vé: van toc di chuyén, van toc xoay. Cao hon Ia
can dén d6 ma sat truogt, ma sat lan, gia tdc trong
truong...

= D& cd dugc nhitng yéu td doé trong 1 Object ban chi
can add Component Rigidbody2d trong Unity la c6
thé thao tac dugc.

= Rigidbody2d |a thanh phan sé controll moi van
vat ly cla 1 Object da add né (moi obj
cO 1 component rigidbody2d)




Thanh phan vat ly
Thém thanh phan vat ly (Physics 2D)

= Khai niém Rigidbody 2D, céc doi tugng chi cé thé di
chuyén trong mat phang XY va chi cd thé xoay trén
mot truc vudng goc véi mat phang.

= Thém thanh phan vat ly & Hierarchy, chon dai tugng
MainCharacter (d6i tuong can thém) / Menu
/Component / Physics 2D / Rigidbody 2D

ct [ Component| Windo
Ce Add..
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Thanh phan vat ly
Thém thanh phan vat ly (Physics 2D)

= Ta sé thay & clra s Inspector khi chon dai tuong
MainCharacter sé thém moét Component nira Ia
Rigidbody 2D nhu sau: e

Mot so gia tri can luu y sau: o —

= Mass: |a khoi luong cua doi tuong

= Linear Drag: Suc can khong khi
khi di chuyén. Hé s6 ma sat cla |EEEaEESS
vt d8i v6i chuyén dong kéo. Di SRR
chuyén doéi tuong theo phuong
trinh tuyén tinh.

- Angular Drag Strc can khong Khi khl xoay. H 1
sO ma sat cua vat doi véi chuyén ._,
Di chuyén déi tugng theo tuofn tac X0




Thanh phan vat ly
Thém thanh phan vatly (Physics 2D)

= Gravity scale: Mic d6 anh hudng cua trong luc 1én
Object (chi theo ty 1&, dé 1 la binh thudong). Gidng
nhu hé s6 G trong vat ly (~ 9.81), chi sy anh hudng
cla luc hut trdi dat. Ta co thé dat = 0, tic la khong
anh hudng bdi luc hat trai dat.

= Fixed Angle: Cho phép doi tuong xoay khi tac bij tac
dung cua mdt luc moment xoay. Néu ban check vao
thi Object sé khong quay dudi su tac ddng cua luc
(Force) \m/
rigidbody2D.AddForce(Vector2 f): phuong thuc
tac dung mdt luc vao doi tugng

= |Is Kinematic: Néu check vao thi Object sé
chiu anh hudng cua trong luc cling nhuiCa
déng Ién no.



Thanh phan vat ly
Thém thanh phan vat ly (Physics 2D)

= Interpolate: Cach doi tuong di chuyén khi chiju tac
dung cua thay doi céc luc vat ly. N6i suy chuyén
déng tu cap nhat cac va cham vat ly.

* None: Khdng ap dung (mac dinh)

- Interpolate: Transform (bién do6i) dugc lam min
dua trén Transform cua frame (khung hinh) truéc
do.

- Extrapolate: Transform dugc lam min dua trén udc
tinh Transform cua frame ké tiép.

Mass

Mone



Thanh phan vat ly
Thém thanh phan vat ly (Physics 2D)

Sleeping mode: Cach Object tuong dung lai (chdm dan,
rung, ...)

* Never Sleep: Khdong bat sleep

- Start Awake: Object dugc "danh thirc" vao luc khoi
tao

- Start Asleep: Object khdi tao & trang thai "sleep"”
nhung cé thé duoc kich hoat bang 1 va cham.




Thanh phan vat ly
Thém thanh phan vatly (Physics 2D)

= Collision Detection: Cach goi cac event khi cac doi
tugng cham nhau

- Discrete: Phat hién va cham frame hién tai dua
theo theo va cham collider (mac dinh). Object gan
loai Discrete (gian doan) sé chi cé thé phat hién va
cham lién tuc véi cac object ding yén loai Discrete

- Continous: Object gan loai Continuous co thé phat
hién va cham lién tuc vai cac object dung yén loai
Discrete hay di chuyén loai Continuous




Thanh phan vat ly
Thém thanh phan vatly (Physics 2D)

= Cach dung luc tac dong lén Rigibody va thay doi
Transform déu lam object di chuyén. Tuy nhién thay
doi Transform khong thé nhan tac dong cua luc tu
moi truong

= D& diéu khién Rigidbody, str dung code dé thém luc
hodc m6-men xoan.

= Bang cach goi ham AddForce () va AddTorque ()
trén Rigidbody cua object.

= Chu y: khéng nén truc tiép thay doi Transform cua
Object khi dang sur dung vat ly.




Thanh phan vat ly
Thém thanh phan vat ly (Physics 2D)

= Dudi day la vi du vé cach di chuyén object:

= Vidu:
using UnityEngine;

using System.Collections;
public class ExampleClass : MonoBehaviour

{
void Update()

{

rigidbody.AddForce(Vector3.up * 10);
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