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D Vector2 point = Random.insideUnitCircle;
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(I // position tooooo
// hit 0ooooo
// distance 00000000

// NavMesh.AllAreas0000000000C00C0C00000
AllAreas = (00000000

NavMesh.SamplePosition(position, out var

hit, distance, NavMesh.AllAreas);
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// 0000000
public class RandomWalk : MonoBehaviour
{
// 0000
[SerializeField]

private float radius;

// 0000000000000

private NavMeshAgent agent;

// 000000

private void SetDestination()
{
// 000000

Vector2 point = Random.insideUnitCircle * radius;

// 3000

Vector3 target = new Vector3(point.x, 0, point.y);

// 10000000000000000000

NavMesh.SamplePosition(target, out var hit, 100, NavMesh.AllAreas);

// 000000

agent.SetDestination(hit.position);

private void Start()

{
// 0000000000
agent = GetComponent<NavMeshAgent>();
SetDestination();
}
}
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// 0000000

public class RandomWalk : MonoBehaviour
{
// 0000

[SerializeField]

private float radius;

// 0000000000000

private NavMeshAgent agent;

// 00000

private Vector3 lastPosition;

// 00000000

private float stopTimer;

// SetDestination()[J00000

private void Start()

{
// 1000000000
agent = GetComponent<NavMeshAgent>();
SetDestination();
// 00000000
lastPosition = transform.position;
}

private void Update()
{



// 00000

Vector3 nowPosition = transform.position;

// 00000

float distance = Vector3.Distance(nowPosition, lastPosition);

// 00000000000

lastPosition = nowPosition;

// 1000000000000000

if (distance > 0.01f)

{
stopTimer = 0; // O00000COO
return; // 100

}

// 0000000

stopTimer += Time.deltaTime;

// 0.5000000000000000000000

const float waitTime = 0.5f;

if (stopTimer > waitTime)
{
stopTimer = 0;

SetDestination();

GameManager ??7?

public class GameManager : MonoBehaviour
{

// 00000000

[SerializeField]

private GameObject chickPrefab;
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// 0000000000000000000
private void OnEggDetected(GameObject egg)

{

// 100000000000
EggHP eggHp = egg.GetComponent<EggHP>();
eggHp.Destroyed -= OnEggDestroyed;

// 0000000000000
GameObject copy = Instantiate(chickPrefab);

copy.transform.position = egg.transform.position;

// 00000000000
Destroy(egq);

CreateEgg();
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