Utilities Assignment
Due 12/9/2019

Purpose: To enable you to be able to build and access your own library (API) of reusable code snippets in python and c# and share those libraries with others and learn from your peers and their own libraries. 

Description: 

Finalize your utilities project with reusable code snippets from earlier assignments that accomplishes at least half of the following requirements.  Finalize your jupyter notebook with commenting sections explaining what the code below does for each of the in class challenges. Write comments for the methods and classes in your utilities.cs file explaining what the code does for your future reference and to show me you understand how it works.
 
Deliverables: 

1. A unity project that is stored on github (or at least the utiltiies.cs code file), provide the link and the .cs file
2. A jupyter notebook stored on gitub, provide the link and the notebook file. 
3. The utilities.cs file with at least 5 of the below required utilities functions.
4. Add one snippet of code not on these requirements you found useful that you wrote yourself or found and used in one of your projects this semester.  When you submit this assignment in the submission comments let me know what this is, how it works in your project, and how you came to write it yourself or find it online.  Post it to the discussion board I set up in blackboard and take a look at and comment on at least one of your peers posts for useful snippets of code, and be prepared to explain it in class on the last day of class.

At least 5 of the following code snippet tasks should be in your utilities project:
1. Detects and send over a network player position and behavior
2. Detects and send over a network AI behavior
3. Set up a custom UI for a unity network so that buttons connect a user to an ip in code
4. Moves an AI around
5. Detecting collisions of an AI and doing something when those collisions happen
6. Spawning and destroying gameobjects over a network
7. Moves a player around from user input using a rigid body, player controller, and direct transform assignments.
8. Sets up a state machine AI
9. Syncs an animation over a network
10. Deactivates and destroys certain things if not the local player over a network
11. Utilizes ML agents
12. Utilizes or sets up any other AI algorithm (behavior trees, ANN, CNN, etc).
13. Saves permanent data to a server or locally
14. Handles deaths and respawning
15. Handles sound in some way.
16. Controls animations in some reusable way.


