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I, Comparative Analysis of Projectile

Collision Detection
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Fig. 1. Disadvantages of Collider Method
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Fig. 2. Advantage of Raycast Method
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Fig. 3. Disadvantage of Raycast Method

Tet ol sk Sish BAlS] 3 3 2 3 5 ofed Al
RayE 712 3gste] A= & ARt #A1] Meshr} B4+
Aolfe At Bojd % ik

|V, Conclusions

B =Rl Unity3DaRle] vzl 5 71A] SEA2] WH2lel
tisial Blasloict. Collider #H2le Meshe}l s Axjsl=
FEAE T F AR FE A FHE AolE Afoldl| 7 A
STt ke A FolEs dolke ©do] 3laL, Raycastid2le
Collider HF21213 A28+ Talels 271 sl Aolgol 717
Hol7le 43 dolub#] ¢iA| ok w8t Collider #H21e] 7$-
Triggerd/do] A A=H 'contects' £33 A8 & 5= §lA| ==t
of= 3] 2 whlo] Hrf. B FAKE oy nid 58
Tk AMShEY] FARPE FER] HEeE HEARES & ot
b e Aol 71 293 & St gl =7 whizolck: wEkA
Collider %212 g0 &7} o) =9 QHAE| ALg3fal,
Raycast2l2 &7} WE FARIE Fsk=t] Asith

References

[1] https://docs.unity3d.com/Manual/class-MeshCollider.html

[2] https://unity3d.comvkr/learn/tutorials/topics/physics/collide
rs

[3] https://docs.unity3d.com/ScriptReference/RaycastHit.html



