Hudng dan tao NavMesh cho ndi dung
diéu hudng

1. M& dau

Tai liéu hudng dan cac budc tao va thém NavMesh cho ndi dung diéu hudng st dung sau khi da cé Mesh
cla khu vue 3D tao ra dya trén video. Noi dung dwoc tao trén phan mém Blender va Unity Editor.

2. Vé mesh

Sau khi d3 c6 mesh, mé &rng dung d6 hoa 3D Blender va nhép file Mesh va md& ché dd xem Solid, goc
nhin ngang:

Xem mat cat 3D cla tirng tang dé v& bang cach nhan Alt+B va kéo tha chuot theo khu vuc cit:
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Thyc hién thém mot mesh mai va vé theo cac khu viee di chuyén:
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2.1. Mo&i modt tang duoc vé thanh mot mesh riéng tach biét véi nhau

Mbi mot tang nén duoc vé thanh mot mesh riéng tach biét véi nhau. Trong mesh clia mbi tang, cac
thanh phan khéac nhau ciling cé thé dwoc chia lam cdc mesh khdc nhau véi tén khu vue. Viéc nay gilp hé
théng didu hudng hién thi dwoc tén khu vie khi ngudi dung thue hién diéu hwdng. Néu khdng can hién
thi khu viee thi chi tao mét mesh ciing duoc.

2.2. Lién tuc thay déi qua lai gitta view solid va material preview

So sanh giita mesh solid dang v& va mesh cé anh dé xac dinh chinh xac minh cé dang vé ding khéng

2.3. Khdng v& Mesh tai nhitng khu vuc khéng thé di chuyén dén
Céc khu vuc nay bao gom:

e (Cotchéng:

e Quay hang, san khau:



e Bén dudichan cau thang:

Giéng trovi:




2.4. Dam bdo hudng quay clia NavMesh

Sau khi v& NavMesh h3y dam bao tat cd cac mat da vé déu huwéng lén trén:
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2.5. Xuat file d3 vé

Sau khi v& xong, ta thuc hién xuét file:

File | Edit Render Window Help Layout

New elect Add Object

Open Recent

Export Collada (.dae)

glTF Binary

Alembic (.abc)
External Data 2
R Universal Scene Description (.usd*)
Clean Up =
: Grease Pencil as SVG
Remember E}'FN'II'I' Defaults Grease Pencil as PDF
Quit Wavefront (.obj)
— = Stanford PLY (.ply) (experimental)
nciude e

Stanford (.ply)
Limitto « Sele S s
Visible Objects FBX (.flax)
gITF 2.0 (.glbr.gltf)

Wavel




3. Tao AssetBundle cho NavMesh
3.1. Chuan bibundle

Trong rng dung Unity Xense Editor/Unity Xense Asetbundle Builder, tao ra mot prefab méi bén canh file
Mesh d3 tao:

Demas > NavMesh 1

M& Prefab va thém mot gameObject con tén “NavMesh”, thyc hién thém Mesh d3 tao vao nhu
gameObject con ctia NavMesh:

Thay d&i tén mesh con thanh réng hoac tén khu vie, viéc nay gitip hién thi vi tri ngudi dung khi thue
hién diéu huéng.
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Thuyce hién thay déi trén NavMesh:

e Thay ddi layer thanh layer 6: “NavMesh”, thuc hién cung Itc cho cdc object con
e Thém thanh phan NavMeshSurface

e Chon: Use GeoMetry -> Render Meshs

e Chon: Object Collection -> Collect Objects -> Curent Object Hierarchy
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3.2. Chon Area Type cho Mesh

Trén mot Tang/Mesh cé thé cé nhiéu loai khu vire khac nhau nhu con déc, cau thang, c6ng mét chiéu,...
DE& dénh dau cac khu vuce nay, thuc hién:

e Thém mot GameObject véi component NavMesh Modifier Volume véi dung Layer
e Dichuyén object m&i dén khu viure va dit bound bao quat khu vire can thay déi
e Chon Area Type twong ing

Trwdng hop mudn thay ddi cd mdt mesh hodc tirng khu vue riéng trén mesh da dugc tach ra thanh cac
mesh khdac nhau, chi can thém NavMesh Modifier vao object mesh, Chon Override Area va chon Area
Type twong ing, trong vi du thi khu vue tAng 5 dugc coi 1a mot con déc (thuc té€ mesh tang 5 cd Area
Type |a Walkable v&i mot sé khu vire nho |a Slope), nhung ta cé thé thuc hién mdt trong céc cach:

e Tich Mesh tang 5 thanh khu vuc di b, con déc, cau thang,... Thém NavMesh Modifier cho tirng
mesh con

e  Gilt Mesh tang 5 |a m6t mesh riéng, thuc hién thém nhiéu GameObject véi NavMesh Modifier
Volume dé thay déi tirng phan cdia mesh
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3.3. D&t cac khu vuc di chuyén mét chiéu

Trong khéng gian diéu huwdng cé thé xuat hién cac khu vure dac biét chi cho phép di theo mét chiéu nhu
c6ng ra, vao tach biét thang cuén. P& thuc hién diéu huwdng qua khu viee mot cach chinh xac, ta thyc
hién:

o Thém mot GameObject véi component NavMesh Modifier Volume véi dung Layer

e Dichuyén object dén vi tri va dit Area Type |a Not Walkable

e Thém component NavMesh Link va di chuyén hai dau link d&n hai bén khu vyc twong (ng
e Start Point di chuyén dén vj tri vao

e End Point di chuyén dén vj trira

e Thay ddi gid tri Width (rng v&i chiéu réng thyc té cla khu vire.

e Chon Auto Update Position

e Chon Area Type tuong irng

Lwu y NavMesh Link c6 ho trg di chuyén hai chiéu néu chon Bidirectional.

74

Add Component

Trong trudng hop vi tri d3 khéng cé mesh thi cé thé khong can thém thanh phan NavMesh Modifier
Volume, twong tu vdi khu vire thang cuén mét chiéu, vi du & hinh dudi khi ngudi vé mesh chuwa vé mesh
cau thang nhung van cé thé thém NavMesh Link, thyc t& thi ngudi viét bai khuyén khich v& mesh cau
thang va dung thém NavMesh Modifier Volume nhu vi du vé khu vire cdia mot chiéu.



3.4. Build NavMesh

Trong cac Mesh con thuyc hién tit thanh phan Mesh Renderer

Trong “NavMesh” thyc hién nhan nut Build, sau khi build s& xuat hién mét khung hinh hdp mau trang
bao quanh toan bo khu viec Mesh:
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Lic nay ta can thay:

e Khu vy di chuyén dugc xuat hién Mesh xanh nhat (mau méc dinh cla Area Type loai Walkable),
bao quanh bé&i khung cé hinh hdp mau trang, vdi cac Area Type khac s& xuat hién cac mau khéc.




e Cac NavMeshLink c6 chiéu miii tén (nam & dau dudng cong) chi ding huwéng di chuyén, than
Link c6 mau xanh nhat. Néu chon Bidirectional thi s& cé miii tén & ca hai dau duwdng cong.

3.5. Build AssetBundle

Thuyc hién build AssetBundle nhuw binh thuong:

e Dat tén bundle cho prefab
e Chon BuildAssetBundle

4. Thém NavMesh trén CMS

Trong phan noi dung , tim dé&n 3D space dang duwoc dung NavMesh va thém duwong dan dén file bundle
vao treang nav mesh url (bd di doan post-fix):
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