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const NavMeshInstanceHandle& navMeshInstance = SGameDesk->Navigation->GetNavMeshInstance (isActorIgnoreNavMesh, 
isWallNavMesh, actorCamp);
if   (! navMeshInstance)
{
    result. navLoc = srcLoc; 
    result. collided = true; 
    return;
}

if (delta. data.x == 0 && delta. data.z == 0)
{
    result. navLoc = srcLoc; 
    result. collided = true; 
    return;
}

int32 edge= -1; 
VInt3 srcLocalPos, destLocalPos;
NavLoc destLoc = srcLoc + delta;
ConstNavNodePtr node = NULL; 
const NavMeshHandle& navMesh = navMeshInstance->FindNode (node, srcLoc, destLoc, edge, srcLocalPos, destLocalPos, 
entity->GetLayerFlag());
if (! node)
{
    result. navLoc = srcLoc; 
    result. collided = true; 
    return;
}
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