Chapter 1: Behaviors - Intelligent Movement
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Chapter 2: Navigation
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Chapter 3: Decision Making

= keep the previous action running

conditions transition

state A
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Chapter 4: The New NavMesh API
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53 Mawvigation
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Chapter 6: Agent Awareness

step 1:
detect enemies in the vision range

vision collider

step 2:
double check if really visible via raycasting

emitter

@ collider

receiver




step 1:

detect particlesin the smell range

smell collider

step 2:
calculate centroid to define direction
for keeping track of smell
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Chapter 10: Miscellaneous
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