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3. Upcatzd UpdateHeaknui :

= This method now updates the sprites of the Feart icons based on the current
health

4  CGame OverlLogio:
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heart-based Ul

Seftting Up in the Inspector
1. Assign the Heart Ul Elements:
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AI is an incredible
technologqy, but great tools
require work at the
intersection of technoloqu,

design, and understanding
people and the world.

-Sam Altman, OpenAl
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2 challenges within the
human-computer interaction
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e don't anticipate a
learning curve

* needs the right context
e and the right amount
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llhen users expect
magic, even good
results can feel
like failure.




llhen users expect
magic, even good

results can feel

like failure.

Magic Window (Powered by Claude 3.5 Sonnet)




Too subjective #* too vague * too complex

Could you reorganize our
level to have a better
game experience? Can you do it

yourself please?

Improve my lighting

Fix it

Generate a 3D
Add a spamning landscape
system to my game
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Howm to make
too0l easier

Inspiration
showm realistic
examples

Tutorials
teach valuable
use-cases

Example b

Snap the attached objects to the ground with Raycast T

@ Attach /] Shortcuts

2900 What's New

What's New

Use the "/" shortcut to switch routes (change functionality)

® Attach

Meet Assistant

Assistant is designed to enhance your workflows and boost
praductivity. You can answer project-specific questions using the
Jask command, as well as use our new preview /run and /code
commands that automate repetitive tasks and generate compiled

code.
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How to integrate
AI into workflows

W

Howm to make
* to00l easier

Keyboard hot-key §
for fast access

Right-click shortcuts
to quickly add context
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Help users recover from imperfect results




GraceihuiNdegnradaitaion

Assets > Obstacles

P=p=

>




Assets > Obstacles

P=p=

>

Obstacle

> Animator Assistant

+ Conversation New conversation

+ See what's new in 8.2

Example

Generate prefab randomly from the list of attached Objects T

add 4 ham rtyrs |

® Attach (7] Shortcuts

= History




keeps the user moving toward their goal

> Animator Assistant

4+ Conversation Adding Multiple Okjects in Unity

add 4 hammers to my scene

?
Add hammer prefabs to the scene

Tasks Preview

The hammer prefab Nonz (Game Object) @ \lill be instantiated 4 timesin

the scene.

Each instance m position within a range.
Comman,. @ Copy +/ Edit P Contribute

"¢ Run

@ Copy de Goodrecsponsa @ Poor recporce

@ Allach

> Animator Assistant

4+ Conversation Adding Multiple Okjects in Unity

add 4 hammers to my scene

?
Add hammer prefabs to the scene

Tasks Preview

The hammer prefab Nonz (Game Object) @ will be instantiated 4 timesin
the scene.

Each instance will be placed at a random position within a range.
Command logic @ Copy +/ Edit P Contribute

"¢ Run

@ Ccopy d Goodrecsponsa @ Poorrecpornce

A Add hammer prefabs tothe scene % Undo history

A Hammer prefab not found &t the specified path.

@ Allach




keeps the user moving toward their goal
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Add hammer prefabs to the scene
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The hammer prefab Nonz (Game Object) @ will be instantiated 4 timesin

the scene.

Each instance will be placed at a random position within a range.
Command logic @ Copy +/ Edit P Contribute

"¢ Run

@ Copy de Goodrecsponsa @ Poor recporce

@ Allach
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4+ Conversation Adding Multiple Okjects in Unity

add 4 hammers to my scene

?
Add hammer prefabs to the scene
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The hammer prefab Nonz (Game Object) @ will be instantiated 4 timesin
the scene.
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Generate a texture >




AssistantWindow

© Animation

Creating CGrass Texture in Unity

Generate a grassy texture

?
Generate a grassy texture

Tasks Preview

A grassy texture will be generated with dimensions 512 x 512

RGBA(QC.200, 0.800,

0.200, 1.000) and

The texture will use a blend of colors
RGBA(0.100, 0.600,

0.100, 1.000) :
Assels/GeneratedTe
The generated texture will be saved as an asset in xtures/GrassyTextur

-~ .‘\'\l‘d.

-

Command logic € Copy < Edit % Contribute

*$ Run

€ Copy o Goodresponse ™ Poor response

i Project
+ -
* favorites > GeneratedTextures
QQ All Materials
Q All Models
Q All Prefabs o

@@ Assets
B 2D Pixel Art Platformer Bis GrassyText...
e Cars
e Cincinnati
s Cute Birds
e Free 2D Cartoon Parallax
e Free_Pack
e GeneratedTextures
e Mountain Dusk Artwork
e Pixel Adventure 1
i Pixel Skies DEMO
e PixelFX_voll
s Prefabs
s Scenes
e Settings
e TextMesh Pro
e YourGameAssets

M Packages v Bl Assets/GeneratedTextures/GrassyTexture.png
Q Font Asset [Oswald Bold SDF] Units Per EM set to 2048. Please commit the

newly seriali;
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(B save [E Capy

craated with assiatance Trom Unity
f¢ Artificial Intelligence product

1119 UnityEngine;
aneapace Unity Muse, 4dgent Dynemic

‘fuplicate Platfarn Gamelaject®)]
onscript ; IagentActian
!
[AztionParaneter]
inT n

public voild ExecutalictionAttachnent attachmants, E..
!

/4 Get attachad abject
GamabDbiect Platfarn = attachnents. Get«<Ganebaiec,,
=f (Platfaorn '= aull)

far {int 1 = 8; 1 <= n_Caunt; i++)

result _Regast
result.Lag( 98 was ¢

result  LagMarnzngl "Flat

publzr void BuildPreview(PreviewBuilder builder)
)

i
builcur. dapend( 'The attuched Platforn Gunelujen

code block

Duplicate and move attached object

Tasks

@ Platform @ will be duplicated 10 times

The duplicates will be positioned 10 units above the original object

at random x-z positions

» Command logic 8 Copy <> Edit

command
previem

frun  Did you want to run this as a command?

Duplicate the attached object

Sprite Generate asset

kitten

Generate preview

Generate s

internal
links

P

o create platforms in a 2D platformer game that can move in
different directions and appear/disappear, you can use Unity's
Iransform and Coroutine functions to manage their position and
visibility. Here’s a breakdown of how to achieve this:

Step 1: Setup Moving Platform

1. Create a Platform GameObject:

» Add a 2D sprite {e.g., a simple rectangle or custom sprite) to

represent the platform.

« Add a Collider2D (e.g., BoxCollider2D ) to let the player
interact with it.

« Optionally, add a Rigidbody2D set to Kinematic if you want the
platform to have smooth movement and not be affected by
physics.

2. Add a Movement Script:

« Create a new C# script {e.g., MovingPlatform } and attach it
to the platform GameObject.

natural language




Research ]_ UX ]

Ul

|

Implementation

Find opportunity in the back-end




Research UX UI Implementation

© Inspector Assistant > Animator

0 + Canversation Slowing Down Animation in Unity = History

speed In tne Animator or Animation component, Here's noOw you can do T2

Find opportunity in the back-end

Option 1: Adjust the Sample Rate

1 The Sample Rate determines how many frames are sampled per second.
Lowering the sample rate will effectively slow down the animation.
1. Locate the Animation Clip:
» |n the Unity Editor, navigate to the
Assets/Cincinnati/SunAnimation.anim file in the Project window.
2. Edit the Sample Rate: Y
» Select the SunAnimation clip.
In the Inspector window, find the Sample Rate field (currently set to
12 ).
Reduce the value {(e.g., change it to 6 to make the animation play at
half speed).
3. Save Changes:
I h t t « The animation will now play slower based on the new sample rate.
e c o n e n 1 s Option 2: Adjust Playback Speed in the Anhimator
If the animation is part of an Animator Controller, you can adjust its playback
speed directly in the Animator:
‘ 1. Open the Animator:
e e X e r I e n C e » Select the GameObject that uses the SunAnimation clip.
« Open the Animator window.
2. Modify the Speed:
Select the state that plays the SunAnimation clip.
In the Inspector, find the Speed field under the Motion sectian.
Reduce the speed (e.q., set it to 0.5 to make it play at half speed).
J More
Adinet Dlavhanrk Snood via Serint
|

® Attach Shortcuts
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(> Now in beta & unity.com/ai I

Design for
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An ecosystem of
modular components
reliably renders
unpredictable
output
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Find opportunity
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Sit with engineers
to bolster the
content experience







