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Baked Agent Size

Agent Radius 2

Agent Height 2

Max Slope 0 60
Step Height 110.9

Step height should be less than agent height.
Clamping step height to 2 internally when baking.
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52 Navigation [0RE]
Object | Baki
Name Cost
[ Built-in0 Walkable 2 ]

I Built-in 1 Not Walkable 1

[ Built-in 2 Jump 1

I User 3
User 4 1
User 5 1
User 6 1
User 7 1
User 8 1
User 9 1

L] User 10 1

[] user 11 1

[] user 12 1

: User 13 1

[] user 14 1

[] user1s 1

[ user 16 1

[ user17 1

[] user1s 1

[] user 19 1

[] user 20 1

[] user 21 1

: User 22 1

: User 23 1

[] user 24 1
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