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Static Collider # 2 nf s 22

These are GameObjects that do not have a Rigidbody attached, but do have a Collider attached.
These objects should remain still, or move very little. These work great for your environment
geometry. They will not move if a Rigidbody collides with them.
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Rigidbody Collider Rl & 2%

These GameObjects contain both a Rigidbody and a Collider. They are completely affected by the
physics engine through scripted forces and collisions. They might collide with a GameObject that
only contains a Collider. These will likely be your primary type of Collider in games that use
physics.
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This GameObject contains a Collider and a Rigidbody which is marked IsKinematic. To move this
GameObject, you modify its Transform Component, rather than applying forces. They're similar
to Static Colliders but will work better when you want to move the Collider around frequently.
There are some other specialized scenarios for using this GameObject.
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You use Character Controllers if you want to make a humanoid character. This could be the main
character in a third person platformer, FPS shooter or any enemy characters.
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These Controllers don't follow the rules of physics since it will not feel right (in Doom you run 90
miles per hour, come to halt in one frame and turn on a dime). Instead, a Character Controller
performs collision detection to make sure your characters can slide along walls, walk up and
down stairs, etc.
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Character Controllers are not affected by forces but they can push Rigidbodies by applying forces
to them from a script. Usually, all humanoid characters are implemented using Character
Controllers.
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Character Controllers are inherently unphysical, thus if you want to apply real physics - Swing on
ropes, get pushed by big rocks - to your character you have to use a Rigidbody, this will let you
use joints and forces on your character. Character Controllers are always aligned along the Y
axis, so you also need to use a Rigidbody if your character needs to be able to change
orientation in space (for example under a changing gravity). However, be aware that tuning a
Rigidbody to feel right for a character is hard due to the unphysical way in which game
characters are expected to behave. Another difference is that Character Controllers can slide
smoothly over steps of a specified height, while Rigidbodies will not.
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The Controller does not react to forces on its own and it does not automatically push Rigidbodies
away.


http://game.ceeger.com/Components/class-CharacterController.html

EHIZASXINET B & LR AMB RN, WA ESHT MR, (XEREFWE, BARLRSE—
AR IR SE B — A2 8%, RIRRSBHETTI . WRE NEE SRR, PRERE! D

If you want to push Rigidbodies or objects with the Character Controller, you can apply forces to
any object that it collides with via the OnControllerColliderHit() function through scripting.
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On the other hand, if you want your player character to be affected by physics then you might be
better off using a Rigidbody instead of the Character Controller.
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http://game.ceeger.com/Components/class-Rigidbody.html
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Collision detection occurs and messages are sent upon collision
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