Chapter 1: Movement
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Add scripts to the custormn order and drag them to
reorder.

Scripts in the custem order can execute befare or
after the defaulttime and are executed from top ta
bottamn. All other scripts execute at the default time
inthe order they are loaded.

(Changing the order of a script may modify the meta
data for more than one script.)
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Chapter 2: Navigation

Original path Smoothed path

Grid representation Vector representation
(general purpose)
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Chapter 3: Decision Making
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Chapter 5: Agent Awareness

step 1: step 2:

detect enemies in the vision range double check if really visible via raycasting

vision collider
emitter
collider
receiver :
step 1: step 2:
detect particles in the smell range calculate centroid to define direction

for keeping track of smell
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smell collider



Chapter 8: Miscellaneous

uniform distribution

what we have

what we want

normal distribution

Tag: SideWall

rival's area

—Tag: GoalWall

Tag: SideWall =

player’s area

Tag: SideWall




	Chapter 1: Movement
	Chapter 2: Navigation
	Chapter 3: Decision Making
	Chapter 5: Agent Awareness
	Chapter 8: Miscellaneous

