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Application Development (Games)
Lecture 8 Lab Tutorial Exercise
Creating the NavMesh
Recall that the NavMesh is the walkable area of the game world.
1. From the main menu, go to Windows  Navigation. You should get a window similar to the following.
[image: ]
2. Go to the hierarchy window, and select all the static game objects (in this game, it is simply the plane) that you want to form part of the NavMesh (walkable) area of the game world (Note: you can select multiple game objects at a time). In the Navigation window, set the following:
a. Static: check this box, to identify it as a static game object.
b. Navigation Area: walkable, to identify it as a walkable area
Note: I do not believe the game world we have created has any gaps. If yours does, then you may want to check the Generate OffMeshLinks box and read more about building Off-Mesh Links automatically here.
[image: ]
3. Click on the Bake tab and you can adjust the bake settings to match your agent’s size (you can start with the default first). Unity is likely to give you a recommended Max Slope setting (if your height and slope combination are not okay).
a. Agent Radius: defines how close the agent centre point can get to a wall or ledge.
b. Agent Height: defines how low the spaces are that the agent can reach.
c. Max Slope: defines how step the ramps are that the agent can walk up.
d. Step Height: defines how high obstructions are that the agent can step on.
4. Click the Bake button. It should highlight all the baked areas in blue.
5. [bookmark: _GoBack]You will also see that a new folder has been created and the new folder contains the Nav Mesh generated for the scene.
6. You can come back and adjust these settings as needed.

Adding the Waypoints
1. Add a new empty game object to the hierarchy window called Waypoints.
2. Add a number of empty child game objects to the game object added in the last step.
a. Position them around the scene – think of these as areas the AI character is going to patrol.
b. You can add as many waypoints as you wish.
[image: ]
3. Select your AI character in the scene. In the hierarchy window:
a. Locate the Waypoint Controller script attached to the AI character. If it is not available, attach the script.
b. Add the waypoints – see example below.
c. Configure the other options as you wish.
[image: ]
4. Save your scene.
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