Open the script health.cs from Game Kit Controller and add this code:

healthcs #* X GKCUniversalAlDama...ectioninterface.cs
-':-“Assembly—CSharp #3 health
= UnityEngine;
System.Collections;
UnityEngine.UI;
System.Collections.Generic;
UnityEngine.Events;

UniversalAI;

health : : UniversalDamageable

healthAmount = 100;
maxHealthAmount = 168;

generalDamageMultiplerEnabled =

generalDamageMultiplerActive;

generalDamageMultiplier = 1;
originalGeneralDamageMultiplier;

regenerateHealth;

using UniversalAl; and , universalDamageable

Rename the file GKCUniversalAlIDamageDetectionInterface.txt as .cs and attach it to the
Universal Al objects:

ameObject Component Game Kit Controller Universal Al Window Help

@ Inspector & Pr
=
= @ v Cougar Proxy Attack (1)
: 7 Tag Untagged Layer Default

Transform

World Space

= v Animator
+ v Nav Mesh Agent
B v Universal Animal System (Script)
B  Uuniversal Animal Animations (Script)
8 v capsule Collider
B Universal Al Animal Events (Script)
B GKC Universal Al Damage Detection Interface (Scrips)

B Decal Type Information (Script)

Add Component

And that is all needed, the damage detection will be applied between both characters, GKC
player and Universal Al objects.



