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MySphereCollider [TT1T]

// 0000000000000
public class MySphereCollider : MonoBehaviour
{

0//00
[SerializeField]

Oprivate float radius;



0//00000
public float GetRadius()

0{

O0return radius;

0}

0//00000

public void ChangeColor(Color color)

0{

00// MeshRende rgAd000

MEshRenderer mr = GetComponent<MeshRenderer>();
O0mr.material.color = color;

0}

}

SphereCollisionCheck [TT]T]

// 0000000000000000
public class SphereCollisionCheck : MonoBehaviour
{

0//000000000
private MySphereCollider[] colliders;

Oprivate void Start()

0{

00// FindObjectsByType BOOOO0OOOCOCOOOOCOCOOCOCOOOO

gdolliders = FindObjectsByType<MySphereCollider>(FindObjectsSortMode.None);

)

Ovoid Update()

oo
00//0000000falseld
pool[] isCollision = new bool[colliders.Lengthl];

0o/vo vs 00000

figr (int i = 0; i < colliders.Length - 1; i++)



ood{
godfor (int j =i + 1; j < colliders.Length; j++)

oood
0000MySphereCollider iObje

colliders[i];

O000OMySphereCollider jObje = colliders[j];

HooOrooodoooa

fillogt distance = (iObje.transform.position - jObje.transform.position).magnitude;

HoOOnyoO0dooodo
figgt radiusSum = iObje.GetRadius() + jObje.GetRadius();

O0007rO0
ifildistance - radiusSum <= 0)

Oooo{
O0000isCollision[i]

true;
00000isCollision(j]
aooo

ooo}

oo}

true;

00/n000000000000000000

figr (int i = 0; i < isCollision.Length; i++)
004

goOif (isCollision[i])

Jdddcolliders[i].ChangeColor(Color.red);
O00else
gdddcolliders[i].ChangeColor(Color.white);
oo

ar

}
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MyBoxCollider [TT1T]

// 000000

public class MyBoxCollider : MonoBehaviour

{



// 000000000000
[SerializeField]

private Vector3 size;

// 0000000000
public Vector3 GetMax()

{

return transform.position + size / 2;

// 0000000000
public Vector3 GetMin()

{
return transform.position - size / 2;
}
// 00000
public void ChangeColor(Color color)
{
// MeshRenderer(00000
MeshRenderer mr = GetComponent<MeshRenderer>();
mr.material.color = color;
}

BoxCollisionCheck [TT1T]

// MyBoxCollider{0000000000

public class BoxCollisionCheck : MonoBehaviour
{

// 000000000
private MyBoxCollider[] colliders;

private void Start()

{

// FindObjectsByType = O000000C000000000C00COOCO00O

colliders = FindObjectsByType<MyBoxCollider>(FindObjectsSortMode.None);



void Update()
{
// 0000000Cfalse(d

bool[] isCollision = new bool[colliders.Length];

// 00 vs 00000
for (int 1 = 0; i1 < colliders.Length - 1; i++)
{
for (int j =1 + 1; j < colliders.Length; j++)
{
// 0000000000

Vector3 iMax = colliders[i].GetMax();
Vector3 iMin = colliders[i].GetMin();
Vector3 jMax = colliders[j].GetMax();
Vector3 jMin = colliders[j].GetMin();

// 000000
if (iMax.x < jMin.x) continue;
if (iMax.y < jMin.y) continue;

if (iMax.z < jMin.z) continue;

// 00000
if (jMax.x < iMin.x) continue;
if (jMax.y < iMin.y) continue;

if (jMax.z < iMin.z) continue;

// 00000

isCollision[i] true;

isCollision[j] true;

// 000000000000000000

for (int 1 = 0; i < isCollision.Length; i++)
{

if (isCollision[i])



colliders[i].ChangeColor(Color.red);
else

colliders[i].ChangeColor(Color.white);
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BoxSphereCollisionCheck [TTT1T]

// 0000000000

public class BoxSphereCollisionCheck : MonoBehaviour
{
// 00000

private MyBoxCollider[] boxes;

// 000000
private MySphereCollider[] spheres;

void Start()

{
boxes = FindObjectsByType<MyBoxCollider>(FindObjectsSortMode.None);
spheres = FindObjectsByType<MySphereCollider>(FindObjectsSortMode.None);

void Update()
{
// 00000000falsed
bool[] isBoxCollision = new bool[boxes.Length];

bool[] isSphereCollision = new bool[spheres.Length];

// 000000 vs 00000

for (int 1 = 0; i < spheres.Length; i++)
{
for (int j = 0; j < boxes.Length; j++)
{
// 00000000
MySphereCollider s = spheres[i];
MyBoxCollider b = boxes[j];

// 00000

Vector3 center = s.transform.position;

// 000000000
Vector3 max = b.GetMax();

Vector3 min b.GetMin();



// 000000000000, 0000C

Vector3 p = new Vector3();

p.x = Mathf.Clamp(center.x, min.x, max.X);
p.y = Mathf.Clamp(center.y, min.y, max.y);
p.z = Mathf.Clamp(center.z, min.z, max.z);
// 0000pC00000O0CODOCDOCOOO

float dist = (p - center).magnitude;

if (dist < s.GetRadius())

{
isSphereCollision[i] = true;
isBoxCollision[j] = true;
}
}
}
// 000000000000000000
for (int i = 0; i < isBoxCollision.Length; i++)
{
if (isBoxCollision[i])
boxes[i].ChangeColor(Color.red);
else
boxes[i].ChangeColor(Color.white);
}
for (int 1 = 0; i < isSphereCollision.Length; i++)
{
if (isSphereCollision[i])
spheres[i].ChangeColor(Color.red);
else
spheres[i].ChangeColor(Color.white);
}
}
}
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