Using NavMeshSurface read this Documentation or watch following video:

Unfortunately NavMeshSurface.cs is not a part of standard Unity Bibliothek, its a part of High
Level APl Components for Runtime NavMeshBuilding. So for Using NavMeshSurface please
go to https://github.com/Unity-Technologies/NavMeshComponents

choose you Unity Version from Branch:
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Copy the contents of Assets/NavMeshComponents to your Assets package.

Now you can use
InfinityDungeonNavMeshSurface.cs


https://github.com/Unity-Technologies/NavMeshComponents

DungeonManagerNavMeshSurface.cs
DungeonGeneratorNavMesh.cs
from Infinity Dungeon Generator Asset.

Add NavMeshSurface script to your ground/floor component
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Use Collect Objects argument with Volume value. Another way it will bake everything
around the object.

Now open InfinityDungeonNavMeshSurface.cs ,DungeonManagerNavMeshSurface.cs
,DungeonGeneratorNavMesh.cs and do following:

C# DungeonManager.cs C# DungeonManagerh

Words Regex 25 matches

select all and then remove comments in all scripts from NavMeshSurface package.
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