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bool autoTraverseOffMeshLink
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1)

NavMeshAgent m_navMeshAgent; /// NavMeshAgent

void Start () {
N ATA2a )0 BB TROBZENLIIZT S
m_navMeshAgent.autoTraverseOffMeshLink = false;

}
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NavMeshAgent®d

bool isOnOffMeshLink
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if (m_navMeshAgent.isOnOffMeshLink) {
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}
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currentOffMeshLinkData
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N A IX9al) 0D IEEKRZ ER{F
OffMeshLinkData data = m_navMeshAgent.currentOffMeshLinkData;

/| 15 5 (& data.startPos THR{G A &E
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public static Vector3 MoveTowards(Vector3 current, Vector3 target, float maxDistanceDelta);
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CompleteOffMeshLink ()
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W T TA92a ) ODIEEFT TS /=CLZAgent| ZE 4]
m_navMeshAgent.CompleteOffMeshLink ();
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using UnityEngine;
using System.Collections;

N A TRy 2> OB BRI ERE I

WYL TNEDT, BHBEILE B Yo TOEL A, void InitOffMeshLinkMove () {
m_offMeshLinkMove.isMoveOnTheOffMeshLink = false;
public class DogController : MonoBehaviour { m_offMeshLinkMove.moveTime = 1.0f;
m_offMeshLinkMove nowDisitance = 0;
public GameObject TargetObject;  // B#¥tE m_offMeshLinkMove distanceOfOffMeshLinks = 0;
publicfloat  Jump=20.0f  // I—SzobDSr2TH &= ﬂCE m_offMeshLinkMove.moveSpeed = 0;
g m_ gent:  // [ )
}

W Z TRy > OB BHIEIAEE R
struct OffMeshLinkMove {
public bool isMoveOnTheOffMeshLink; /// AIAY Y OEBBHH

public float - moveTime; W A2A92 2l ORIEERIZANF B F

public float  nowDisitance; W A 2Ay22Y > ORI B OB R TOBMEM
public float d\slanceOlOffMeshLmks WA IAv22 Y oD R

public float moveSpeed; I—C1 DEBEEE

public Vector3  startPos; /// ATAY 2O DIER

public Vector3  endPos; VE 22V r I

b
OffMeshLinkMove  m_offMeshLinkMove; // 274wy SR BHIHIBHMEMRK

// Use this for initialization
void Start () {

//NavMeshAgenl:l/ —H R

L gent = GetC gt )

N A TAY2a Y VEEB TRUBALESIZT S
m_navMeshAgent. autoTraverseOﬂMeshLmk = false;

WA TRyl OB BRI E A EIRIE
InitOffMeshLinkMove ();
}

// Update is called once per frame
void Update () {

_/'/(NavMesh/J"iﬁﬁ'(‘?TL VBL5
if(m_r

1= NavMeshP; {

// NavMeshAgent!= B 49z~
m_navMeshAgent.SetDestination(TargetObject transform.position):

N A TAYZ2 YL IUYFNTNEES
if (m_navMeshAgent.isOnOffMeshLink){

W FTA2a Y O DIFRERE
OffMeshLinkData data = m_navMeshAgent.currentOffMeshLinkData;

N AT 2.
if (m_offMeshLinkMove. dlslanceOfOffMeshLmks =0) {
VA IR 1Y DEMERDS
m_offMeshLinkMove.distanceOfOffMeshLinks = Vector3.Distance (data.startPos, data.endPos);

/ BB DI FIEFEHES
transform.LookAt (new Vector3 (data.endPos.x, transform.position.y, data.endPos.z));

}
N ATAZ 2l -

1 BB
1 BB R COBBEFERHS
m_offMeshLinkMove.nowDisitance += Time.deltaTime * m_offMeshLinkMove.distanceOfOffMeshLinks / m_offMeshLinkMove.moveTime;

/) BB R E B REIEEL TR 300D 5/H TIFHIM T 5
Vector3 pos = Vector3.MoveTowards (data startPos, data.endPos, m_offMeshLinkMove. nalesﬁance)

1/ SinEEE> THPMREHS

float degree = (m_offMeshLinkMove.nowDisitance / m_offMeshLinkMove.distanceOfOffMeshLinks * 180.0f);

pos.y = data.startPos.y + (Mathf.Sin (Mathf.Deg2Rad * degree) * Jump); o o &
7oy zy b—=l

/W TEEEHOI-BFIZH AL YER

f Cegree > 80,00 { http://monoIizm.cor\n/sab/src/Navl\/IeshTest(F‘C\ﬁﬁ.’FEZ);‘EEEH}i.zip

if (pos.y < data.endPos.y) {
pos.y = data.endPos.y;
}

}
/ EEER

transform.position = pos;
/) BRE.

/BT T HE-

if ((transform. posmon x = data.ondPosx) &4 (transform posmon z = data.endPos.z)) {
m_navMeshAgent CompleteOffiieshLink (), 7% DEBESE 73#}» C&FAgent/ B4
InOfMoshLinkMove 0 VE s u./ﬂ;ﬂﬁf/wﬁsﬁxa HELHIE

}
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