Chapter 1: Designing User Interfaces
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Aspect Ratio Resolution

3:2 720x480 1280x854 1440x960 2880x1920
1152x768

4:3 640x480 1024x768 1440x1080 1920x1440
800x600 1280x960 1600x1200 2048x1536
960x720 1400x1050 1856x1392

5:3 1280x768 3000x1800

5:4 1280x1024 2560x2048 5120x4096

16:9 1024x576 1280x720 1600x900 2560x1440
1152x648 1366x768 1920x1080 3840x2160

16:10 640x400 1440x900 1920x1200 3840x2400
1280x800 1680x1050 2560x1600

Display 1

| Free Aspect

% | Scale

5:4
4:3
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+ Free Aspect
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Game
Display 1 #|| Fres Aspect + Maimize On Play | Mute Audis | Stats | Gizmos




# scene
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Game

Display 1 4| | Standalone (1024x768) _‘ Scale 0.58:




€ Game

Display 1 #| | Standalone (1024:768) *
Free Aspect

54
413
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16:10
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+ Standalone (1024x768)

Scale ':.)—

Add

Label
Type | Fixed Resolution % |

Width & Height AspeCt Ratio

10 v  Fixed Resolution

[ Cancel H oK I

€ Game

Display 1 Standalene (1024=768) 3
Free Aspect

Scale (r

16:9
¥ Standalone (1024x768)

Add

Label iphone 6

&

Type [ Fized Resolution T]
Width & Height 1334 750]

iphone 6 (1334x750)

[ Cancel “ 0K ]




iphone &6 (1334x750) +| Scale
Free Aspect

54

4:3

187

16:10

16:9

Standalone (1024x768)

+ iphone 6 (1334x750)

2 | | #

Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution

Default Is Full Screen* [,
Default Is Native Resolution o
Run In Background* ™=

Standalone Player Options

Capture Single Screen =
Display Resolution Dialog | Enabled =
Use Player Log o
Resizable Window ™=
Mac App Store Validation ™=
Mac Fullscreen Mode | Fullscreen Window With Menu Bar And Dock i |
D3D9 Fullscreen Mode | Fullscreen Window 4|
D3D11 Fullscreen Mode | Fullscreen Window 4|

Visible In Background ™=
Allow Fullscreen Switch 4
Force Single Instance =
¥ Supported Aspect Ratios
4:3 ¥4
5:4 4
16:10 4
16:9 ™
Others ¥4

* Sharad setting between multiple platfarms.




3 | 0 | #

Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution

Default Is Full Screen® )
Default Screen Width 1024
Default Screen Height [768
Run In Background* J

Standalone Player Options
Capture Single Screen J

Display Resalution Dialog | Disabled

A
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3 | Q |

Settings for WebGL

Resolution and Presentation

Resolution

Default Screen Width* 1024
Default Screen Height* 768
Run In Background* (|

| Create '|
» | 7 Favorites Assets » Editor

Y%Assets "1|
-
4L
w
© Inspector | - -=
PlayerSettings #,

L
Company Name DefaultCompany
Product Name Mastering Unity UI Project




Programs (1)
@ regedit

1 See more results

| | @ shutdown | » |

I 2% Computer
a- . HKEY_CURRENT_USER

a- . DefaultCompany

- | Mastering Unity Ul Project




Mame

ab] (Default)

_?5'9'] unity.player_session_background_time_h123860221
_?5'9'] unity.player_session_elapsed_time_h192694777
.?_-'9'] unity.player_sessionid_h1351336811

£ | | | # 5

Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution

Default Is Full Screen*
Default Screen Width 1024
Default Screen Height 768

Run In Backgroun

Standalone Player Options

Capture Single Screen
I Display Resolution Dialog Enabled

ar

Use Player Log o
Resizable Window ol
Mac App Store Validation J
Mac Fullscreen Mode [ Fullsereen Window With Menu Bar And Dock #]
D309 Fullscreen Mode | Fullscreen Window =
D3D11 Fullscreen Mode | Fullsereen Windaw |

Visible In Background
Allow Fullscreen Switch

Force Single Instance

r Supported Aspect Ratios
413

5:4
16:10
16:9
Others

boooOm j0od

* Shared setting between multiple platfarms.




Mastering Unity UI Project Configuration

Graphics | Input
Screen resolution | 640 x 480 - Windowed
; ) 540 x 480

Graphics guality 800 x 600
1024 x 768

Select monitor 1152 x B64
1280 x 960
1360 x 1024
1400 x 1050

[ pey | [ cqut

169 916
Landscape Porirait
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Settings for i0S

Resolution and Presentation

Orientation

Default Orientation® | Auto Rotation

Use Animated Autorotatio ¥

Allowed Orientations for Auto Rotation

Portrait 4
Portrait Upside Down o
Landscape Right 4
Landscape Left ¥4
Multitasking Support
Requires Fullscreen ™4
Status Bar
Status Bar Hidden 4
Status Bar Style | Default

Disable Depth and Stencil [

Show Loading Indicator | Dan't Show

* Shared setting betwean multiple platforms.

2 | D | w
Settings for Android
Resolution and Presentation

Orientation

Default Orientation™® | Auto Rotation

ar

Allowed Orientations for Auto Rotation

Portrait o
Portrait Upside Down [
Landscape Right )
Landscape Left 4

Use 32-bit Display Buffer'y
Disable Depth and Stencil [

Show Loading Indicator | Don't Show

* Shared setting between multiple platforms,

Resolution and Presentation

Orientation

Default Orientation* [(Aute Retation

ar

Portrait

Allowed Orientations f¢

Portrait Upside Down
Landscape Right
Landscape Left

Use 32-bit Display Buffer

Portrait

Portrait Upside Down
Landscape Right
Landscape Left

Auto Rotation

Down

@)
O
O
Portrait Portrait Landscape Landscape
Upside Right Left




Allowed Orientations for Auto Rotation

Portrait [
Portrait Upside Down (o
Landscape Right ¥4

Landscape Left [




Chapter 2:
Canvases, Panels, and Basic Layouts

= Hierarchy | &=
Create '| (erAll !
Create Empty =
Create Empty Child
3D Object 2
2D Object 2
Light 2
Audio 3
u1 3 Text
Particle System Image
Camera Raw Image
Button
Toggle
Slider
Scrollbar
Dropdown
Input Field
Canvas
Panel
Scroll View
Event System













Can't remove CanvasRenderer because Text (Script)
depends on it

@ Inspector
[+ Panel | [] static =

Tag [Untagged  #flayer(wr i




Global Mode Local Mode

¥ .~ Transform [@ % |v.. RectTransform WE-
Position ®|o Y0 Z0 center Pos X Pos ¥ Pos Z
Rotation %0 Yo z/o g @ [0 J[o J[o |
= - -
Scale x[1 Y[ z[1 = Width Height
e [100 [[100 | G R
¥ Anchors
Min X|0.5 ¥ |0.5
Max X|0.5 ¥ |0.5
Pivot X|0.5 ¥ |0.5
Rotation ®0 ro 'zo |
Scale x®[1 L lz]1 |
¥>2 RectTransform Q] ¥55  Rect Transform Q] %
center Pos X Pos Y Pos 2 stretch Left Pos Y Fos £
o [0 IC Jlo | 2 o J[o Jlo |
= Width Height = Right Height
2 [100 [[100 | G| R 2 o [[100 | G| R
¥ Rect Transform [ ¥5© Rect Transform [ #|
center Pos X Top FPos £ stretch Left Top Pos £
g o o [0 | 5 [0 o [0 |
i Width Bottom I @ Right Bottom
5 -
in [100 o | R i 0 o | iR




Rotation X0 |0 Z|17
Scale 0.5 ¥ 0.5 Z|1

Blueprint Mode off Blueprint Mode on

Anchor Handles

Y

Pivot Point




¥ Anchors ¥ Anchors
Min Min

Max Max

v2L  Rect Transform ) #
centar Pos X Pos Y Pos Z
Anchor E> P 0 o o |
3| HH Width Height
Presets ; 100 100 |
¥ Anchors
Min %[0.5 ¥ (0.5
Max %[0.5 ¥ [0.5
Pivot %05 [ [o.5 |
Rotation bl | o 'zo |
Scale ®[1 [ ]2 |z[1 |

'G ¥ |Canvas

Tag [ Untagged

ng Rect Transform

| Same values driven by Canvas.

==l

¥ Anchaors
Min H







Assets » Sprites




Default

Max Size [ 2048

Compression | Mormal Quality

Format | Auta

Use Crunch Compression [ |




P —T=T
Tag [Untagged  ¢|layer (LI ¢




O Inspector | =
G | HUD Panel | [] Static =
Tag [Untagged #] Layer [UI #]
ng Rect Transform y
left Pos X Pos Pos £
X 0 o |
g [] Width Height
1024 768 |

¥ | Anchor Presets
Shift; Also set pivot

Alt: Also set position

|eft
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Assets » Sprites

catSprites

pinkBackground

uiElements

uiElements_0

uiElements_1

¥ B3 ¥ Image (Script)

Source Image

Color

Material

Raycast Target

Image Type
Preserve Aspect

il
[I-luiElements_1 | @
| | #
|Nor‘|e (Material) | @
[
[Simple =]
]

[

Set Mative Size




Color =

Erightress
anH

Saturation

2
R ] [255]
CEET  [[z55]
B ] [255]
A [[z55)

Hex Color # FFFFFFFF

¥ Presets -

Lol




# scene € Game £ Asset Store = "
Display 1 % | Standalone (1024:768) 4| Scale ((r—— 0,74 Mazximize On Play | Mute Audio | Stats | Gizmes |~

¥ "4 ¥ Image (Script) #*,

Source Image “luiElements_1 -

Color | | #

Material ‘None (Material) -
Raycast Target [+

Image Type | simple 4]
Preserve Aspect )

[ Set Mative Size ]




# Seene € Game =
Display 1 T4 Maximize ©n Play | Mute Audia




vé@ Rect Transform

left

El

top

i
Pos X Fos ¥ Fos Z

[o lo o |
Width Height

[300 |[102 \

Inspector

o=
'a 4 |Character Holder ‘ [] Static «
Tag | Untagged +| Layer [ WL |
»5C  Rect Transform %,
Canvas Renderer £,
¥ "2 M Image (Script) #w
Source Image uiElements_6& (o]
Caolor v
Material Mone [Material) o]
Raycast Target [
Image Type | Simple m
Preserve Aspect [

I Set Mative Size




Vgg Rect Transform

Rotation
Scale

@ %,
Pos X Top Pos Z

(17 | [o |
Width Bottom

[75 14 | R
] 0

X0 ¥l

o ¥ 0.5

x[o [0 zfo |
X[t A jz[a |

[:] Inspector
[« |Character | [ Static =
Tag | Untagged +| Layer | UI &
135 Rect Transform &,
stratch Left Tap Pos Z
% [0 [0 |[o I
‘E E Right Bottom
5 =
i [ o | IR




| ® Inspector | a

G [ [Health Holder | [J static v

Tag | Untagged ¢ | Layer [ uI t]

%
Pos X Top Pos Z
-25 10 o ]
Width Bottorn
165 ez ]
X1 Y0
X1 Y|l
Pivot X1 Y05
Rotation %[0 lr[o |z[o ]
Scale X1 rl1 1z[1 |
Canvas Renderer L
¥ "5 M Image (Script) *,
Source Image L uiElements_z0 @
Color £
Material None (Material) @
Raycast Target 4
Image Type | Simple ™
Preserve Aspsct o

| Set [Mative Size

I ® Inspector | El o
(o
e —— ¥ [ £ | Q static ¥
. s Tag | Untagged +] Layer [UI ™
: L
Ygg Rect Transform &)
stretch Left Top Pos Z
a i o |
@ Right Bottom
p “ E \
®o Y0
X1 o
® 05 ¥ |0.5
Rotation 0 o zh
Scale X1 Jv (1 Jz[1 |
Canvas Renderer [
¥ "2 ¥ Image (Script) [ %]
Source Image uiElements_23 @
Color v
Material None (Material) @
Raycast Target [
Image Type | Simple al
Preserve Aspect -

[ Set [ative Size |




| I

| Gizmos +| (Al ” a I [Health Bar | [ Static =
Tag | Untagged +| Layer [UI i)
¥55 Rect Transform ]
left Pos X Pos ¥ Pos Z
s a [-0.5 o |
= @ Width Height
E 157 |23 ] (][R ]
¥| Anchor Presets
Shift: Also set pivot  Alt: Also set position 1.5
center right .5
s

@] [0]

bottorn middle  top

stretch

5] [0 [@][g]

=
e
fal

(@] (3]
= =5
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o %
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¥ HUD Canvas
¥ HUD Panel
¥ Character Holder
Character
¥ Health Holder
Health Bar







© Inspector L e
o Tags & Layers 2

= Layer Default

@ [Background Image | ] static =

Tag [Untagged ¢ Layer [ur <




[ Pause Panel | ] static

t| Layer (UL

Mone (Material)




[:] Inspector

Gizmos 7| (arAll S

- 9 [« Pause Banner | [] static =
= Tag | Untagged 4| Layer | UL i)
Y35  Rect Transform L=
stretch Left Pos Pos Z
= o Ca o |
] ig eig
" o /100 | R
¥ Anchors
Min wo Y1
Max ®1 Y1
Pivot w05 Y1
Rotation X0 Y 0 Z0
Scale X1 Y1 Z|1
Canvas Renderer &,
'E [ Image (Script) £,
Source Image |_EIuiEIements_2? |
Colar i
Material None (Material) @
Raycast Target [
Image Type [ Simple i)
Preserve Aspect [
[ Set Mative Size J

Add Component




Chapter 3: Automatic Layouts

'

Tag

¥ Horizontal Panel
Image
Image
Image
Image
Image
Image

¥ Vertical Panel
Image
Image
Image
Image
Image
Image

¥ Grid Panel
Image
Image
Image
Image
Image
Image




¥ Grid Panel
¥ Horizontal Panel
Image
Image
Image
Image
Image
Image
Image
Image
Image
Image
¥ Vertical Panel
Image
Image
Image
Image
Image
Image

¥ Horizontal Children are Left to Right
b1
2
>3
»a
L]
v.@Horizontal Layout Group (Script) @ #*,
¥ Padding
Left 0
Right 0
Top 0
Bottom 0
Spacing 0
Child Alignment | Upper Left &
Control Child Size  [| width "] Height
Child Force Expand [+ Width [+ Height




v [l ¥ Horizontal Layout Group (Script) [ #

¥ Padding
Left
Right
Top
Bottom

ol[=]e|e

¥ [l Horizontal Layout Group (Script) [ %
¥ Padding

Left 30

Right 30

Top 30

Bottomn 30

[l & Horizontal Layout Group (Script) [ %

¥ Padding
Left 30
Right 30
Top -30
Battom 30

| Upper Left +
v | Upper Left
Upper Center

Upper Right
Middle Left
Middle Center
Middle Right
Lower Left
Lower Center

Lower Right




Control Child Size [ Width [ | Height
Child Foree Expand [« Width [ | Height

Control Child Size [ Width [| Height
Child Force Expand [+ Width [| Height

Control Child Size [ Width [« Height
Child Force Expand (o Width [« Height




¥ vertical Children are Top to Bottom
1
b2
2
!
5

#

!EBVertical Layout Group (Script) ﬁ

¥ Padding
Left
Right
Top

Bottam

[=11=1=1=1 }=]

Spacing
Child Alignment | Upper Left

Control Child Size [ width || Height
Child Force Expand |« Width [+ Height

ar




|E| Upper Left

Upper Right
Lower Left
Lower Right

'V Horizontal
Vertical




Start Corner Upper Left
Start Axis Horizontal

1 2 3
4 5 6

Start Corner Lower Left
Start Axis Harizontal

Start Corner Upper Right [
Start Axis Haorizontal +

3 2 1
6 5 4

4 5 6
12 3

Start Corner Lower Right
Start Axis Horizontal 4

6 5 4
3 2 1




Start Corner | Upper Left a Start Corner [Upper Right

Start Axis [ vertical i Start Axis [Vertical

13 5 5 3 1
2 4 6 6 4 2

Start Corner [ Lower Left ] Start Corner [ Lower Right

ae [ fae

Start Axis [ wertical ] Start Axis [ vertical

2 4 6 6 4 2
1 3 95 5 3 1

| Flexible &
v Flexible
Fixed Column Count
Fizxed Row Count
T@Laynut Element (Script) ##*,
Ignore Layout ]
Min Width ]
Min Height -
Preferred Width -
Preferred Height L]
Flexible Width -
Flexible Height ]




'ELarnut Element (Script)

Ignore Layout -
Min Width W 0
Min Height ¥ |0

Preferred Width [« 100

Preferred Height ¥ 100

Flexible Width W 1

Flexible Height W 1

o]~ foofn]

BEBNE




viLl¥ Content Size Fitter (Script) i %
Horizental Fit | Unconstrained ol
Vertical Fit | Unconstrained &
| Unconstrained 4 |
v Uncenstrained )
Min Size
Preferred Size

v (s ¥ Aspect Ratio Fitter (Script) i %,
Aspect Mode | Mone ™
Aspect Ratio 1
wilh ¥ Aspect Ratio Fitter (Script) G #. |:> v il Aspect Ratio Fitter (Script) [ #
Aspect Mode | Mane = Aspect Mode | Mane &
Aspect Ratio [a/3] | Aspect Ratio 1.333333




Width Contrals Height

1=

Mone

v Width Controls Height
Height Controls Width
Fit In Parent

Envelope Parent

Parent has a type of layout group component. & child of a
layout group should not have a Aspect Ratio Fitter
component, since it should be driven by the layout group.

Horizontal Layout Group
" Panel
1 with Apsect Ratio Fitter
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Static =

Tag|Untagged ] Layer

_

i
' simple %]
|  SetMative Size |
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Chapter 4:

The Event System and Programming for Ul

v &/ ¥ Add Sprite (Script) 8
Script AddSprite Q
The Image "sUI Variables Example (Image) @
The Sprite . foodSpriteSheet_13 ]

@ Inspector | A -=
4 ¥ [EventSystem [] Static =
Tag | Untagged | Layer | Default cal
¥ .~ Transform £,
Position X0 0 Z|0
Rotation X0 0 Z|0
Scale X1 ¥l Z|1
v=Z ¥ Event System (Script) £,
Script EventSystem o]
First Selected Mone (Game Object) @
Send Navigation Events [«
Drag Threshold 5
vLgstam:lall:ml:: Input Module (Script) [ %,
Script = StandalonelnputModule @
Horizontal Axis Herizontal
Vertical Axis Vertical
Submit Button Submit
Cancel Button Cancel
Input Actions Per Second 10
Repeat Delay 0.5
Force Module Active -







Pointer Enter (BaseEventData)

List is Empty

r (BaseEventData)

"wEvent Trigger Example (Image) | o




&l
Pointer Enter (BaseEventData) -

"sEvent Trigger Example (Image) o

Pointer Click (BaseEventData)

- Main Camera (HelloWorld e







@ Inspector
o [Main Camera | [] static =

Tag [MainCamera  #|layer [Defaul ¢




@ Inspector

| [] static =
4| Layer [uI s |




Begin Drag (BaseEventData)

List is Empty

Drag (BaseEventData)
List is Empty

Begin Drag (BaseEventData) -

ntime Cn
¥ Main Camera | ©|




VEE  Ewvent Trigger (Script) i,

Begin Drag (BaseEventData)

(@Main Camera | O] /' No Function

+ -
GameQObject L4
Drag (BaseEventData) Transform 3 =
List is Empty Camera N
| GUILayer L4
+ -
FlareLayer 3
C Audiolistener 3
| — ShowHidePanels 4
Static Parameters DragAndDrop 3 I]
bool enabled
string name

bool runinEditMode
string tag

bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke ()

Drag ()

SendMessage (string)
SendMessagelpwards (string)
I StartDrag (GameObject)
StopAllCoroutines ()

StopCoroutine (string)

Begin Drag (BaseEventData) -

Runtime Qnly 4 || DragAndDrop.StartDrag

i~ Main Camera ([ @| ‘@None (Game Object)

Begin Drag (BaseEventData) -

Runtime Cnly 4 || DragAndDrop.StartDrag 3

= Main Camnera ([| @ “¥Food

Drag (BaseEventData) -

Runtime Only DragandDrop.Drag

o Main Camera ([ @




End Drag (BaseEventData) - I

- Main Camera (C_O|

End Drag (BaseEventData)

R u riti i on [}
_ Main Camera (€ 0]

Food




Drop (BaseEventData)
List is Empty

Drop (BaseE

None (Object)

Drop (BaseEventData)

Runtime On
- Main Camera (C_©| *Food (Image)




Reszet

Begin Drag (BaseEventData)

Runtime On 3 || Dragé&nd

Mave to Front

Move to Back
Remove Component
Move Up

Move Down

Copy Component I
Paste Component As New

Paste Component Values

Edit Script



Main Camera

Chapter 5: Buttons

Tag

¥ Canvas
Text
EventSystem
T ——|
o [Button | ] static =
Tag | Untagged 1| Layer |1 L
k.5 Rect Transform @,
& Canvas Renderer g&
¥ "y s Image (Script) o,
Source Image HUISprite e
Color [ ]2
Material [None (Material) | o
Raycast Target o
Image Type | Slicad i
Fill Center I
¥« ¥ Button (Script) Qe
Irteractable
Transition | Colar Tint |
Target Graphic MButton (Image) @
Nermal Calor [ rd
Highlighted Color [ &
Prassed Color I &
Disabled Color I ﬁ
Calar Multipliar Cr 1
Fade Cruration 0.1
Nawvigatian | Autematic |
'l Wisaalize |
on Click [}
List is Empty
+ -
Transition [ Mone i




v o [¥ Button (Script)
Interactable
Transition
Target Graphic
Mermal Color
Highlighted Color
Pressed Color
Dizabled Color

)

| Calor Tint =
[EsButton (Image) | @
[ 14
|
I,
L | 7

Button

Color Multiplier C (1 |
Fade Duration |0.1 |
Mavigation | Automatic =
I Wisualize J
¥ o [ Button (Script) @ %

Interactable I~
Transition | Color Tint
Target Graphic *®sButton (Image)

Normal Color

Highlighted Color

Pressed Color
Disabled Color

NN NN e o)

|

Color Multiplier .,
Fade Duration 0.1
Navigation | Automatic

[

Visualize

¥ o ¥ Button (Script) & =
Intzractable -
Transition | €olor Tint
Target Graphic *sButton (Image)

Normal Color

Highlighted Colar

Pressed Color
Disabled Color

S % %% o o)

Color Multiplier (.
Fade Duration |0.1
Mavigation | Autamatic

[

L]

Wisualize




S

R

uiElaments_29 uiElements_40 uiElements_41 uiElements_42

¥ "5 ¥ Image (Script) &,
Source Image [ luiElemnents_39 | @
Color | |
Material [None (Material) | @
Raycast Target [
Image Type | Simple m
Preserve Aspect [
I Set Mative Size I
¥ o [ Button (Script) [
Interactable [
Transition | Sprite Swap a
Target Graphic |SButton (Image) @

Highlighted Sprite
Pressed Sprite
Disabled Sprite

[l uiElemnents_40

[l uiElemnents_41

o]

[l uiElements_42

o]

ar

Mavigation | Autematic
I Visualize
Interactable O




 Inspector | Services a .=
4 |Buttor'| | || Static =
Tag | Untagged +| Layer | UI 4|
b Rect Transform #*,
Canvas Renderer £,
v "a ¥ Image (Script) ﬁv

Source Image . ButtonsPressed_0 Lo}

Color v

Material [None (Material) | =

Raycast Target [

Image Type | Simple a
Preserve Aspect [

[ Set Mative Size ]
¥ o [ Button (Script) [ %

Interactable [

Transition | Sprite Swap ™
Target Graphic EiButton (Image) | @
Highlighted Sprite |:°:ButtonsPressed_U | @
Pressed Sprite - ButtonsPressed_1 @
Disabled Sprite . ButtonsPressed_0 @

Mavigation [Autnmatic t]

[ Visualize ]




[:] Inspectar

4 |EuentSvstem | ] static =
Tag | Untagged t| Layer | Default al

» .~ Transform o,
vug ¥ Event System (Script) &,

Script »ZEventSystem [0}

First Selected [ ¥Button 1 |

Send Navigation Events 4

Drag Thresheld [5 |
YLgStandalonc Input Module (Script) G |

Script = StandaloneInputModule @

Horizontal Axis Horizontal

Vertical Axis Vertical

Submit Button Submit

Cancel Button [Cancel |

Input Actions Per Second |10 |

Repeat Delay 0.5 |

Force Module Active -

Scene Loads

Press right-arrow

key on keyboard
Mavigation | Explicit al
Select On Up Mone (Selectable) |
Select On Down Mone (Selectable) | @
Select On Left [None (Selectable) |
Select On Right [Mone (Selectable) | @







&)~

= Hierarchy
| Create ‘| o All

v € CchapterSStartScreen

Main Camera




v €{ Chapter5StartScreen

A Chapt

| create | f@e ;... 3 |

¥ € chapter55tartScreen*




-
&4

File Edit Assets GameObject Compenent Window Help

| = Hierarchy | | € Game |
|m pml
L

Set Active Scene

Sawve Scene
Save Scene As
Sawe All

Unload Scene
Remove Scene I
Discard changes

Select Scene Asszet
Add Mew Scene

GameOhject ’

v €« Chapter5StartScreen*







| © Inspector |

|| Static = |_| Static =

Tag [Untagged  #flayer(ur ¢ Tag|Untagged ¢ layer(uUr i




[:] Inspector

[+ [EventSystem | [] static =

Tag [ Untagged t] Layer [ Default é]

P~ Transform Gl %

v =g [+ Event System (Script) ) =

Script wZEventSystem o]

First Selected [ (#Play Button | @
Send Navigation Event:|«

Drag Threshold [5 |

IT Q Chalpter.'istartScreen* = i

¥ Background Canvas
Background Image
Main Camera
¥ Button Canvas
Play Button
Achievement Button
Leaderboard Button

Infa Butten

Facebook Button

Twitter Button
EventSystem
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Build Settings

Scenes In Build

Platform

rs
é" PC, Mac & Linux Standalone E i0s

Run in Xcode as

Development Build

ﬂ Android Autoconnect Profiler
WML Script Debugging
E WebGL
&y tvos

g Tizen
@ Xbox One
v

Add Open Scenes

Learn about Unity Cloud Build

| Switch Platform |[P|ayer Settings...

Build ]| Build And Run |




O

Chapters

| Explicit ]
« Twitter Button (Button

~ Achievement Button (Button
None (Selectable)
None (Selectable)

I 1ze

On Click ()

.

Chapters




E MNew Animation Conteller E

@'LH » Mastering Unity Ul Project » Assets » Animations - | +y | | Search Animations pel |
Organize = MNew folder EE= °
F
* Favorites it MName Date modified Type Size
m Bownloads Mo iterns match your search.
12 Dropbox
"5l Recent Places
Bl Desktop
Libraries
Art
Documents =
File name:  Play Butten -
Save as type: [cm:tml.le.l ']
[~ Hide Folders | swe | [ concel

Animations

4 Play Button

MNone (Avatar




lGimos | @Al [ ® |wa| | > | b |  [@ 1| |e0o
[ wormal <] samples. [80 1] s | Ua |l

Highlighted
Pressed
Disabled

Create Mew Clip...




[ @ [Ma b4 | > M | o |

| Mermal ¢ Samples  [80 || % | [a ]

| Mormal  +| samples 80 ||y | 4[]

M
|Fnl'l'"'ll'l"l > Bt o] 0 [z |||

N P —— TP







© Inspector ® Inspector
[ Music Button | [_] static = . [» | Sound Button | [] Static =

Tag W Layer LHJ—iJ Tag W Layer H

-50 50 0 50 =0 0
80 80 e B0 20
0.5 0 0.5 0
0.5 0 0.5 0
0.5 0 0.5 0
0 0 0 0 0 a
1 1 1 1 1 1
MuteUnmute_0 MutelUnmute_2







Chapter 6: Text, Images, and TextMesh Pro-
Text

9

Tag
& Inspector | o=
o [Text [[] static =
Tag | Untagged | Layer | UI al
ng Rect Transform =1
Canvas Renderer =1
¥ [V Text (Script) 2]
Text
MNew Text
Character
Font 4 Arial @
Font Style | Marmal 4|
Font Size 14
Line Spacing 1
Rich Text [
Paragraph
Alignment B:== 8-
Align By Geometry -
Harizontal Overflow | Wrap i]
Vertical Overflow | Truncate o
Best Fit ]
Color ——
Material Mone (Material) @
Raycast Target [

Fant Style | Marmal i
Font Size | v | Mormal
LI.I"IE Spacing Bold
Rich Text ]
ragraph Ttalic
Alignment | Bold And Italic
Alignment E§|=;| EE|E|




Harizontal Overflow Wrap

Vertical Overflow v Wrap
Best Fit
Color

Overflow

&

Wrap

ddadddddadaddaddddadad

adaa

Overflow

Wertical Overflow Truncate

Best Fit ¥ | Truncate
Color
Material

Truncate

dddddddddaddadddadddddd

dddddddadadadddadddad

Overflow

ddddddaddddadaadaaadaad

ddddddadaadadaadaaaa

‘aaaaaaaaaaaaaaaaaaac
daaa

\aaaaaaaaaaaaaaaaaaaaaaaa
Wrap

LELl dddddddddadadddadadadaadaaaad

Bold Text

Italic Text
Nested Text

I




Red Texi]

smal Normal B |g

BungeeShade-Regular Import Settings 1,
é Open
Font Size |16 |
Rendering Mode [ Smooth &l
Character [ Dynamic &l
Ascent Calculation Mode | Face ascender metric &
Incl, Font Data [
Font Mames Bungee Shade

| Reset |

" References to other fonts in project

These are automatically generated by the inspector if any of the font names
@ you supplied match fonts presentin your project, which will then be used as
fallbacks for this font.

Mo references to other fonts in project,




Incl, Fent Data

Font Names

)

Roboto

¥ References to other fonts in project

| Reset |

These are autamatically generated by the inspector if any of the font names
@ vou supplied match fonts present in your praject, which will then be used as

fallbacks far this fant.

4 Roboto-BoldItalic =]
4 Roboto-Italic @
Q

4 Roboto-Bold

Imported Object

Roboto-Regular

@ %

L] Inspector

Default Material
Ascii Start Offset
Tracking
Character Spacing
Character Padding
Convert Case

" Character Rects

Size

Font Rendering Mode

CustomFont @ #.
Dpen
Line Spacing 0.1 |

None (Material)

o

0




® Inspector | =
¥ [Image | O static
Tag | Untagged 4| Layer | UI 4]
¥35 Rect Transform L %
center Pos X Pos Y Pos 2
- o o o |
= Width Height
. 100 100 |
¥ Anchors
Min x[0.5 ¥[05 |
Max X 0.5 ¥ 0.5 |
Pivot x[0.5 l¥[0.5 |
Rotation %[0 v [o |2[o |
Scale x[1 v (1 lz[1 |
Canvas Renderer & %
¥ "5 ¥ Image (Script) @ %
Source Image None (Sprite) ]
Color vl
Material None (Material) Q
Raycast Target [
¥ " ¥ Image (Script) [
Source Image |“lcatSprites_0 | @
Caolor | | #
Material |None (Material) | @
Raycast Target [
Image Type [ Simple sl
Preserve Aspect -

[ Set Mative Size ]




Sprite Editor

Slice = | Trim

Sprite

Name
Fosition

Border

Fivet
Customn Pivot

roundedRectangle

xo v

W73 K73

| C— —
R 14 B 14

| Center

%05 y[o5 |

Image Type
Fill Method
Fill Origin
Fill Amount
Clockwise
Preserve Aspect

ar

| Radial 360

[ Bottom

ar

ar

4
[N

Set Mative Size




¥ 1 [¥ Shadow (Script) i,
Script Shadow @
Effect Color e
Effect Distance x[1 -1 |
Use Graphic Alpha [

¥ O [« outline (Script) #,
Script Qutline @
Effect Color 2

Effect Distance
Use Graphic &lpha




¥ [ ¥ Outline (Script) Ry
(o]

Script Outline
Effect Color Y
Effect Distance x[3 [¥[3 |
Use Graphic Alpha 4

¥ O ¥ Outline (Script) *,
Script Qutline @
Effect Color ———
Effect Distance X’-3—|Y|—3—|
Use Graphic Alpha [

¥ ™ [V Position As UV1 (Script) &,

Script FositionAsUV1 @




Create '| (oAl

Create Empty

Create Empty Child

3D Object

20 Object

Light

Audio

Ul Text

Particle System Image

Camera TextMeshPro - Text I
Raw Image
Button
Toggle
Shider
Scrollbar
Dropdown
Input Field

TextMeshPro - Dropdown
TextMeshPro - Input Field

Canvas
Panel
Scroll View

Event System




| TextMeshPro Text | [] static =

Tag | Untagged #| Layer [Default ¢

__LiberationSans SDF (TMP_FontAsset)

LiberationSans SDF Material

Shader | TextMeshPro/Mobile/Distance Field v




BBBEHE =] =2 A ]
(Enabled ¢t
(Character  &|[Character ¢

-

LiberationSans SDF Material &,

v Shader | TextMeshPro/Mobile/Distance Field |




Color Gradient [ Override Tags [ |

Gradient (Freset) [Mone (TMP_Color Gradient) | @
Top Left | | 2
Top Right | | #
Bottom Left | | #
Bottorn Right | | #
Font Size 68.8 Auto Size |4
Auto Size Options Min (18 | Max 72 | WD% O | Line 0 |
UV Mapping Options [ Character é] [ Character é]l
Enable Kerning? [ Extra Paddi v | Character
Line
Paragraph
LiberationSans SDF Material Match Aspect
Margins Left Top Right Bottormn
o [0 0 [0 |
Geometry Sorting | Marmal m
Enable Rich Text? [ Raycast Target? [
Parse Escape Characters [« Use Visible Descender o
Sprite Asset |Nor‘|e (TMP_Sprite Asset) | @

I'm a cat and, for some reason, I'm
collecting food!




[:] Inspector

[ | Text Canvas | [] static

Tag | Untagged t| Layer | uI &l

» 22 Rect Transform [
TDEEanva! L %,
Render Mode | Screen Space - Overlay &l

Pixel Perfect -

Sort Order [ |
Target Display | Display 1 al
@ %,

UI Scale Mode

Reference Resolution
Screen Match Mode
Match

Reference Pixels Per Unit

VEEanva! Scaler (Script)

| Scale With Screen Size

¥ 800 |7 600

| Match Width Or Height

Ot |

Width

Height

100

Main Camera
¥ Background Canwvas
Background Image
¥ Text Canvas
¥ TextHolderl
Image
Button
EventSystem

Siz k
¥ Text Boxes
Size
¥ Dialogue

Size

Next Scene

v || ¥ Animate Text (Script) ) #
Script AnimateText @
W Text Holder




¥ Text Holder

Size [z

Elerment 0 TextHoIderl (Canvas Group) |

Element 1 TextHnIderZ (Canvas Group) | @
¥ Text Boxes

Size H |

Element 0 [ Text [Text) | @

Element 1 [ Text (Text) | @

OJ1R2}374751617/819

OXR23314
B6789

© Inspector | Serviees e

[_1#

0 CustomFontMaterial %,
Shader | Standard v
Rendering Mode [ ©pague ™
Main Maps

CustomFontMaterial

© Inspector | ServieeR e

@ *

Shader | GUI/Text Shader

']

Font Texture

00854

CustomFontMater.. Tiling X|1 | B@ﬂ‘ !I:
Offset X0 Al | Select
Text Color [ 2

Render Queue From Shader % | 3000




UV H

1

columnCount

1

rowCount




B

column 2
column 4

row 1

280
- BG789Y

UV X = columnNumber x UV W
UV Y =rowNumber x UV H

@ column 0
Q column 1




UVX, UVY)

0,0.5) (0.2,0.5) (0.4,0.5) (0.6,0.5) (0.8,0.5)

G
B8 6 72 8 9

0,00 (0.2,0) (0.4,0) (0.6,0) (0.8,0)

0123456789
0, 17273542516127:819

0i12'3456789



Gizmos ™

o [Health Bar
Tag | Untagged ] Lay
Vgg Rect Transform
left Paos X
a 4
=+ Width
E 157
¥ Anchors
Min Xx|0
Max ® o
Pivot ® o
Rotation ® o
Scale ® 0.67




Main Camera
EventSystem
¥ HUD Canvas
¥ Top Left Panel
» Character Holder
» Health Holder
¥ Progress Holder
Progress Meter
b Bottorn Right Panel
» Background Canvas
> Popup Canvas
Drag Canvas

v % ¥ Image (Script)
Source Image
Color
Material
Raycast Target
Image Type

Fill Method

Fill ©rigin

Fill Amount
Clockwise
Preserve Aspect

a

lcircular meter_1

MNone (Material)

o % o

“

| Filled

| Radial 260

[Tap

&4
]

l Set Mative Size

Add Component




Paused

Paused

> = W T

Hex Color

¥ Presets

[ IO

2
| amess oW
ja— O
[ P
5

# [FFFFRFFF

Font Asset
Material Preset
Font Style

Color (Vertex)
Color Gradient
Gradient (Preset)

| LiberationSans SDF (TMP_FontAsset) R

| LiberatianSans SDF Material

(s J[ab

4 Override Tags ||
None (TMP_Color Gradient)

Top Left

Top Right

Bottom Left

Bottom Right

Font Size 43 Auto Size [

Spacing Options Char E Wur’dD Line D

e EEEEND =
Wrapping & Overflow | Enabled Overflaw

UV Mapping Options | Character ] | Character ]
Enable Kerning? 4 Extra Padding? -




Curve =]

Curve =]




Curve ]




Chapter 7: Masks and Other Inputs

b

Tag

With Mask

v

[« Mask (Script)
Show Mask Graphic

¥ Mask
Purple Triangle
Green Triangle

A

o | £l o=
a o Mask | [ static =
Tag [ Untagged +| Layer [ U1 ™
»o5  Rect Transform #*
Canvas Renderer @ =
¥ s ¥ Image (Script) By
Source Image L“luiElements_10 o
Color =z
Material Mone (Material) ]
Raycast Target [~}
Image Type | Simple n
Preserve Aspect -
[ Ser [Native Size |
¥ [¥Mask (Script) Q@ %
Show Mask Graphic *4

[ v = ¥ Rect Mask 2D (script)




0On Value Changed (Boolean)

List is Empty




0.1

Dynamic bool

enabled | Automatic s
runinEdithMode [ Visualize
useGUILayout [
I v ToggleWithParameter I | Fade $
Echeckmark (Image)

[None (Toggle Group)

Static Parameters

bool enabled lean)

string name
bool runlnEditMode

Chapter7Examples. TeggleWithoutParameter

Chapter7Examples. ToggleWithParametar

string tag 5
bool useGUILayout

BroadcastMessage (string)

Cancellnvoke (string) Lo

Cancellnvoke () GameObject 4
SendMessage (string) Transform 4
SendMessagellpwards (string) Camera 4
StopAllCoroutines () GUILayer 4
StopCoroutine (string) FlarelLayer 4
ToggleWithoutParameter () Audiolistener b
ToggleWithParameter (bool) Chapter/Examples »

On Value Changed (Boolean)

Runtime Cnly Chapter7Examples. TeggleWithoutParameter

- Main Camera (C @

[ Runtime Cnly =] [ Chapter7Examples. TaggleWithParameter

[= Main camera (c] | []

[ Runtime Cnly =] [ Chapter7Examples. TaggleWithParameter

[= Main Ccamera (C] 2]

¥ - ¥ Toggle Group (Script)

Script | . ToggleGroup
Allow Switch Off -




*sHandle (Image

PCPRRY

.
=

T =
H

~ Fill {(Rect Transform

- Handle (Rect Transform)

1]
1
[]

on Value Changed (Single)
List is Empty

On Value Changed (Sinale)

- Main Camera (C 0|

|Runtime Only ¢ [ Chapter7Examples.SliderWithParameter

[ Main Camera (€ @] |0

(Runtime Only ¢/ | Chapter7Examples.SliderWithParameter

[ Main Camera (C] @]




¥ _' ¥ Scrollbar (Script) @ %=

Interactable

Transition [ Color Tint &l
Target Graphic EHandIe (Image) ] @
Normal Caolor
Highlighted Color
Pressed Color
Disabled Color
Color Multiplier

O T I
|i

Fade Duration 1 ]
Mavigation [ Automatic al
[ Wisualize ]
Handle Rect |_ Handle (Rect Transform) | @
Direction [ Left To Right 4]
Value
Size

11

Number Of Steps

On Value Changed (Single)
List is Empty

[:) Inspector
e N [ | :
o ¥ [Vienport | [ static ¥
Tag | Untagged i) Layer [UI i)
Vgg Rect Transform &,
| Same values driven by SerallRect. |
stretch Pos X Pos Pos 2
5 £ o o ]
o W Delta H Delta
i [-17 |[-17 | LR
¥ Anchors
Min X0 Y0
Max X1 ¥l
Pivot X0 ¥l
Rotation x[0 1o 1z[o |
Scale X[1 Ix[1 1z[1 |
v ¥ Mask (Script) @ %
Show Mask Graphic -
Canvas Renderer oy
v " ¥ Image (Script) (@ %
Source Image @UIMask ]
Color ,_ y
Material [None (Material) aQ
Raycast Target [
Image Type | Sliced n
— rill Center o




Viewport Mask
Enabled

Viewport Mask
Disabled

<

d

JAN

on Value Changed (Vector2)

List is Empty




__Content (Rect Transform)

_ Viewport (Rect Transform)

‘' Scrollbar Horizontal (Scrollbar)
Permanent ¥

FScrollbar Vertical (Scrollbar)
Auto Hide And Expand Viewpaort

d

>

o ﬂ A o




Ul Dropdown TextMeshPro - Dropdown

[0 inspector LT © inspector

[J Template . & | Template
Tag[Untagged ] Tag [Untagged 4]
Option A ¥ Option A v
v Option A

UI Scroll View with
One Scrollbar




& | Template | [ static

Tag [ Untagged ¢ Layer [uI |

On Value Changed (Vectorz)
List is Empty

Scroll View Toggle

Scrollbar




TextMeshPro - Dropdown

Ul Dropdown

Options
— |Option A

Options
— |Option A =
None (Sprite)

|None (Sprite)
= |Option B
|None (Sprite)

— |Option B

|Mone [Sprite)
— |Option C = |Option C
|Mene (Sprite) |None (Sprite)

On Value Changed (Int32)

List is Empty

©On Value Changed (Int32)
List is Empty




On Value Changed (String)

List is Empty

On End Edit (String)

List is Empty




iOS Default Keyboard iOS Numbers and Punctuation Keyboard
QWERTYU I OFP 172 3 456 7 890
A S DF GHJ KL - ;) 8 & @ 7
4 Z X CVBNM®™ #a= , ? ! ! &
123 @ 0 space return ABC @ g space return
switches to switches to
Numbers and Punctuation Default (Letters)
Keyboard Keyboard
qwer r t yul op 12 3 45 6 7 8 90
a s d f g h j k | @ & % ? , = [ ]
H zZ X ¢ vVbnm X 4= _ = ¥ &
123 @ / .com return ABC & / .com return
1 2 o
ABC ) DEF
4 5 6
GHI JKL MNO
7 8 9
PQRS TUV WXYZ
0 &
1 2 3
ABC DEF
4 5 6 pause wait
7 8 9 x* H
PQRS TUuVv WXYZ
+x# 0 X 123 + &




QWERTYUIl OFP 1 2 3
A'SDFGH J KL 2 5 6
4 Z X CVBNM ®@ e 8 9
122 & ¢ space return ABC 0 &)
gwer t vy uil op 172 3 45 6 7 8 90

$ !~ & = # [ 1
#+= _ - + &)
ABC & space @ return

A S DF GH J KL -0 () 8 & @ 7
44 Z X CVBNM® #e= , ? ! ! &
122 @& O space @ # A @ O space return
qgwer t yuil op 172 3 45 6 7 8 90




0On Value Changed (Strinag)

Runtime Qnly

Chapter7Examples.InputFieldValueChangeWithoutParameter #

 Main Camera (Cha

[ Runtime Snly =] [ Chapter7Examples.InputFieldValueChangeWithParameter =]
[- Main Camera (Cha] @] [change static |

[ Runtime Qnly :] [ Chapter7Examples.InputFieldValueChangeWithParameter =]
[- Main Camera (Cha] @

+ -
On End Edit (String)
| Runtime Only 4 | | chapter7Examples.InputFieldOnEndEditWithoutParamter ™|
- Main Camera (Cha] 2]
Runtime Only 4 || Chapter7Examples. InputFieldOnEndEditWithParamter 3

( Main Camera (Cha| @| end static

| Runtime Only # | | Chapter7Examples.InputFieldValueChangeWithParameter t]
- Main Camera [Cha| 2|




¥[ | ¥ TMP_Input Field (Script) @ %
Interactable (o

Transition | Color Tint 4]
Target Graphic ETextMeshPro - InputField (Image) @
Normal Color i
Highlighted Color Vi
Pressed Color i
Disabled Color v
Color Multiplier - 1 ]
Fade Duration 0.1 |

Navigation | Autamatic m

l Visualize ]

Text Viewport _ Text Area (Rect Transform) Q

Text Component |_‘Te1(t (TextMeshProUGUI) | @

Font Asset __LiberationSans SDF (TMP_FontAsset) | @

Point Size 14

Character Limit 0

Content Type | Standard ol
Line Type | single Line i]

Placeholder |_‘Placeholder (TextMeshProUGUI) @

Vertical Scrollbar |None (Scrollbar) @

Caret Blink Rate 0.85

Caret Width O 1

Customn Caret Color [
Selection Color

OnFocus - Select All [+

Reset On DeActivation|«

Restore On ESC Key |
““Hide Mobile nput 1]

Read Only Q

Rich Text (o Allow Rich Text Editing [« I

On Value Changed (String)
List is Empty

On End Edit (String)
List is Empty

0On Select (String)
List is Empty

On Deselect (String)
List is Empty




[
® o< C§ O
PO QB
§ <= [} &

=

<= [[p © o< C3 O
2T A

;3%@’@&”@,

Parent/Child

Relationship Components
v SC]‘O“ ReCt Scroll Rect
i I
¥ Viewport vk
Cont
W Content La;.:; G:ﬁ,p
Item

Item




O Inspector | &=
| [Viewport | [ static =
Tag | Untagged | Layer | UL 4]
vé@ Rect Transform %,
stretch Left Top Pos Z
-160 [-150 o |
Right Bottom
-150 [[-150 |
¥ Anchors
Min X0 Y0
Max X1 h
Pivot X 0.5 Y 0.5
Rotation 0 v 0 ‘zlo ]
Scale x[1 RaE lzl1 |
Canvas Renderer L
¥ " ¥ Image (Script) 3 =
Source Image _uiElements_38 [}
Color 2
Material None [Material) o]
Raycast Target o
Image Type | Simple m
Preserve Aspect -

[ Set [Mative Size

Add Component




¥ Popup Canvas
¥ Inventory Panel
Inventory Banner
¥ Scroll Rect

¥ \Viewport
Content
b IternHolder
b ItemHolder
b ItemHolder
b ItemHolder
b ItermHolder
b IternHolder
b IternHolder
b IternHolder
P ItermHolder
b IternHolder
b IternHolder
b ItemHolder
b ItemHolder
b ItermHolder
b ItermHolder
b IternHolder
b IternHolder
P ItermHolder




0On Value Changed (Vector2)
List is Empty

Paused

1]

[] Static =
Tag ayer (UL ]




Paq;sed

7

pENEEEEE N
! |

© Inspector
o Arrow | ] static =
Tag | Untagged +] Layer [UI ™
2 1] 1]
50 1]
1 1]
1 1
1 0.5
4] 1] [¥]
1 1 1

uiElements_132

None (Material)




¥ Image | [] static =

Tag | Untagged ~ #llayer (w1 &




T

LA

® Inspector

[ [Label

| L] static ¥

Tag [ Untagged ¢ Layer [UI

|




[ Item Image | [] Static =

Tag | Untagged ~ #|iayer w4




Inspector

| Gizmos '| .O.'AII J a o [Ttem Label 10 static v
t'on ‘s Tag [ Untagged t] Layer U1 |
p [\ 733 Rect Transform @ %,
@ I = e Pos X Taop Pos Z
= 0 o I'o |
H |3 Width Bottomn
v Optlon A ’ [192 o | Bk
¥ Anchors
@ 1] Min X|1 Y0
Max X|1 ¥ [1
Pivot X|1 ¥ 0.5
Rotation ®0 Yo |z[a |
Scale X[1 B |z[1 |
| B T Canvas Renderer 0 &
v ¥ Text (Script) G |
Text
Option A
Character
Font |4 Arial ]
Font Style | Bold i)
Font Size |zs |
Line Spacing (1 ]
Rich Text I
Paragraph
Alignment BH== =BE=
Align By Geometry -

Option AL/
v Option A

Option Ao/
‘ Option A

Option B
%Optlon Cc




7]
7]

= |Dog
dogSprites_0 | e

On Value Changed (Int32)

" Dropdown (Play ©

0/&® 80




Chapter 8: Animations and Particles in the Ul

© Animation




=
=
"
E

=
&

» Animations » Animation Clips

EEEEEEEEEEEEEEE




© Animation
AL I N NIRE]

Samples 60 || & | [a

‘=:/Slider.Interactable
=2 slider.value
¥ "sHandle : Image.Calor
®dcolor.r
®dcalor.g
®dColor.b
®dColor.a

0800080

I Add Property I

|D=plshl!t| Curves |

[ Inspector I aes | @ Inspedor e
Animation Event @ = Animation Event @ =
Function: | (Mo Functian Selected) :] Function

Float 1]
Int 1]
String
Object __ Mone (Object) @

attached to a GameObject and .

N . otherwise
the GameObject is selected

Ve

Slider

e ——

Curves Pos: 0 Quat: 0 Euler: O Scale: 0 Muscles: O Generic: & PPtr: O

[ [slider | O statie +
Tag [ Untagged é] Layer [ ur é]
ng Rect Transform %,
b = W slider (Script) )
"== v Animator &y
Controller [Eslider ]
Avatar [Mone (Avatar) ]
Apply Root Motion -
Update Mode | Mormal i
Culling Mode | Always Animate i
Clip Caunt: 1

Curves Count: & Constant: 2 (33.2%) Dense: 0 (0.0%) Stream: 4 (66.79%)




Parameters

IntParameter
BoolParameter

TriggerParameter

L]

(=
o

Base Layer

Slider

Auto Live Link

Scenes/ExamplesInText/Chapter8Text/Animations/Slider.controller

|sliderExampleAnimationz | 2%,
" Tag | |
Motion |ﬂsliderExampIeAnimationz | @
Speed |1 |
Multiplier [ - [] Parameter
Mirror .| [ Parameter
Cycle Offset Cl [ | Parameter
Foot IK .|
Write Defaults [
Transitions Solo Mute
List is Empty
=




] Inspector

&= sgliderExampleAnimation -> New State i,
N
W 1 AnimatorTransitionBase

Transitions Solo Mute
- E
—_— SliderExampleAnimation -> New State

Has Exit Time s

¥ Settings
Exit Time [0.75 ]
Fixed Duration o
Transition Duration (s) |0.25 |
Transition Offset o ]
Interruption Source [ Mone &l
Ordered Interruption w1

Conditions

l= [FloatParameter | =] | Greater ¢ [o

8 Animator
| Layers || Parameters | & | Base Layer

Float
= IntParameter Int

BoolParameter Bool

TriggerParameter Trigger







2% Animator
Base Layer

| Layers || Parameters |" Auto Live Link

(arllame ] -+
= Highlighted
— Pressed ]
= Disabled 9

Animations/Play Button.contraller

imator
Base Layer

| Layers || Parameters |
(orName

= Choosez

~ Choose3 @ T e |

——




2 Animator
| Layers || Parameters = Statellayer

— StateZlLayer

= State3Layer

2 Animator
| Layers || Parameters - StateZLayer
+

= StatellLayer -3

— State3Layer

2 Animator
| Layers || Parameters - State3Layer

StatellLayer

= StateZLayer

| Layers || Parameters | -

(orlame 5

= IntParameter D
= BoolParameter [}
= TriggerParameter o




Transitions Solo Mute
— ChooseAState -> Statel o




s

| FadeAndScale  +| samples [0 1| %4 | Ou ||




@ [kdaH [ » [ |pH]

(© Animation
1]

FadefindScale

¢| Samples

60

NN

¥ Pause Panel : Scale
SoScale.x
SoScale.y
SC5cale.z

&

& ¢ ry
& & &
& ¢ r's

Add Property

Blocks Raycasts
== Enabled

EE Ignore Parent Groups
EE Interactable
b Pause Banner

F Dropdown

P Music Button

b Sound Button

(@ [ [ | v ||

| FadeAndscale = Samples

[® [1eaf1a > [ v [pi]

| FadeAndsScale | Samples

CamiEN

[HlPause Panel : Canvas Group.Alpha 0 o > FHPause Panel : Canvas Group.Alpha 1 &

[HPause Panel : Canvas Group.Blocks Raycasts [ ] o ' HHPause Panel : Canvas Group Blocks Raycasts (o @

[FlPause Panel : Canvas Group.Interactable [m] = [HlPause Panel ; Canvas Group Interactable 54 ¢ < 4

v Pause Panel ; Scale = ¥ Pause Panel ; Scale @ < 4

Ziscalex 0 o > SEScale.x 1 & < <
2iscaley o © P S0scaley L & <@ N
SEscale.z 1 ° P Siscalez 1 @ < ¢

8 Animator

| Layers || Parametars - Base Layer Auto Live Link
(arMame 1+

List is Empty




©mspector L e
¢ FadeAndScale | =B
Tag | |
Mation 'l FadeAndScale | ©
Speed [1 |
Multiplier - || Parameter
Mirrar - [ Parameter
Cycle Offset |0 | [] Parameter
Foot IK ]
Write Defaults [+
Transitions Solo Mute
List is Empty
| - |
Add Behaviour

Any State

Empty Create State
From Selected Clip Create Sub-5tate Machine
From New Blend Tree Paste

Copy current StateMachine




Make Transition

Set as Layer Default State

Copy
Create new BlendTree in State

Delete

® Inspector
m FadeAndScale [
Cpen
Length ©0.500 60 FPS
Loop Time -
Loop Pose m
Cycle Offset o |
Curves Pos: O Quaternion: 0 Euler; O Scale: 1 Muscles: O Generic: 2 PPt 0
Curves Total: 5, Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 5 (100.0%)
2.4 KB




] Inspector

[FadeAndScal=Out | &

Tag | |
Motion B FadeAndScale ]
Speed -1 |

Multiplier [ - [] Parameter
Mirror ] [l Parameter
Cycle Dffset o | [ Parameter
Foot IK ]

Write Defaults [
Transitions Solo Mute

l List is Empty

[ Add Behaviour

[#8 Animator [ 8 Animator

|Liy!rs || Parameters |' | Base Layer |Laylr5 || Parameters |' | Base Layer
forlame 1 arllame +.

List is Empty Float

Int

= FadeOut o

Bool

Trigger




Make Transition

Set as Layer Default State

Copy

Create new BlendTree in State

Delete




© Inspector

%= Empty State -> FadeAndScaleln .

w1 AnimatorTransitionBase

Transitions Solo Mute

- |

WSS Empty State -= FadeAndScaleln

Has Exit Time |
¥ Settings

Exit Time 0.9
Fixed Duration o
Transition Duration (s}  [0.1
Transition Offset [
Interruption Source [Nnne &
Ordered Interruption [

& Cannet preview transition: source state does not have metion

Conditions

1= [Fadeln [-]

L+ |

© Tnspecior [ R [ 6 nspector

= FadeAndScaleln -> FadeAndScaleOut * %= FadeAndScalsOut -> FadeAndScalsln o
== 1 AnimatorTransitionBase =& 1 AnimatorTransitionBase
Transitions Solo Mute Transitions Solo Mute

DL ey

- | & - &
#%  FadeAndScaleln - > FadeAndScal % FadeAndScaleOut - > FadeAndScaleln
Has Exit Time O Has Exit Time -
¥ Settings ¥ Settings
Exit Time 0.5 Exit Time 0.5
Fixed Duration m} Fixed Duration O
Transition Duration (%) [0 | Transition Duration (%) [0 |
Transition Offset o ] Transition Offset o |
Interruption Source [ 1one %] Interruption Source [ Mane i)
ordered Interruption ¥4 Ordered Interruption 4
@00 0:05 kg P00 0:05 g

Conditions Conditions
| = [Fad=Out ] =[Faden ]




‘!’@Eanvas Group
Alpha

Interactable
Blocks Raycasts

]
¥

oodie

Ignore Parent Groups

el
| €came |
(4:3) +| scal ™ On Play | Muts Aud || | Layers || Parameters Base Layer
E———
% 9

Lo M

04800

V [ Show Hide Panels (Script) %,
Script ShowHidePanels o]
Inventory Panel Anim |I: Inventory Panel (Animator) |
Inventory Up ]

Pause Panel Anim |I=Pause Panel (Animator) | [o]
Pause Up O
¥ 35 & Animator @ %
Controller & PopUpPanels [0}
Avatar MNone (Avatar)
Apply Root Motion -
Update Mode | Unscaled Time 2
Culling Mode Narmal 0
Clip Count: 2 - .
Curves Pos: 0 Qua Animate phy;lcs neric: 4
FPtr: O -
Curves Count: 10 v | Unscaled Time ) Streaam:
10 (100.0%)




Ad Q ChapterBExample2Starting -=
Main Camera
EventSystem

¥ Button Canvas
Background
¥ Button
Text
¥ Chest Open Canvas
Background
Chest
Coin
Heart
Powerlp
¥ Button
Text

@ Animation
| @ [ba| W | > [ b1 0]
| ChestFlyingIn

o1
60 1] %] Ou |

¢| Samples

Add Property




cotb - | (& |
B Inspeactor

& [Chest | [ static =
Tag [ Untagged 4| Layer [UI al

Rect Transform 2,
center Pos X Pos Y Pos Z
Width Height
[z20 260 ] [r]
Anchors
Min x[05 ¥ o
Max %05 ¥ o
Pivot X[0.5 Yo
Rotation x[o o ] z[o ]
Scals x[1 ] [1 ] z[1 ]
Canvas Renderer *,
¥ "5 ¥ Image (Script) -
Source Image lchestSpriteShest_0 o
Color [ &
Material Neone (Material) @
Raycast Target 7
Image Type [ simple :]
Preserve Aspect 7

[ Set Native Size

Add Component

© Animation
| @ [rafra | > [m ] o1
| ChestFlyingIn +| samples 80 | @4 | [ |

SEAnchored Position x &
5EAnchored Position.y 254 & <+ &
&b -

a6

Add Property

@ Animation
[® [wa|m v [m ][]
| chestFlyingln

o1
68 1| &% | Ds |

+| samples

ZoAnchored Position.x
SZAnchored Position.y 254

an

[ Add Property ]

Dopesheet

I o



@ Animation
[ @ [Wa|m > v [m]

[
| ChestFlyingln +| samples [60 || %y | [s

¥ . Chest ! Anchored Position
2 -Anchared Position.x

Qo
5l

[ Add Property I

|D=pl§hl!t‘ Curves |

@ Animation
[ @ [Wa|ma | > [ [om]
| ChestFlyingln

o1
+| samples [60 || @y | [s

¥ . Chest : Anchored Position
o -Anchared Position.x

[ Add Property

@ Animation
LAL I ARSI
ChestFlyingIn ¢| Samples |60 |®1. | U+

¥ . Chest : Anchored Paosition

Soanchered Position.x -737
Soanchored Position.y 254
oo 0

¥ ®,Chest : Image.Color
M color.r 1
Edcolorg 1
EdColorb 1

EacColor.a o ]




| ® |4

Create Mew Clip...

'n""l"““r"l_il 0
g 60 ||| ]







[ ]
[ ]
L ]
[ ]
[ ]
L ]
[ ]
[ ]
o
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— (loseChest——




~ShowChest-

OpenChest

¥|&| Chest Anim Controls (Script) [ %
Script . ChestAnimContrals o]

 Animated Items

Size 0




AnimatorProperties

ParameterProperties

|V Fioat Parem

Int Param
Bool Param
Trigger Param

TypesOfParameters



















- @ ||
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@ Animation

| Chestopening  #| Samples  [12 || %% | 4 || I

FPlayTheParticles




Chapter 9: World Space Ul

cgolt.:l (touch) .




resume
options
=




You're getting
slow out there, L
Friend




- @ Inspector .=
Gizmos v (CrAll o [Canvas | [ static =
Tag | Untagged 4| Layer [ UL 3]
Ygg Rect Transform &
Pos X Fos Y Fos 2
o IC [0 |
Width Height
4 E |
¥ Anchors
Min |0 0
Max X0 Y0
Pivot *®|0.5 0.5
Rotation %[0 |t o |Z[o |
Scale x[1 N lz[1 |
YDgCanvas &,
Render Mode [ world Space wl
Event Camera |Nor‘|e (Camera) | ]
Sorting Layer | Default :]
Order in Layer o |

ello




YDgCanvas

Render Mode | World Space +
Event Camera |None (Camera) | o]
Sorting Layer | Default m
Order in Layer |0 |

YgCanvas Scaler (Script) & #

UI Scale Mode | Warld :

Dynamic Pixels Per Unit |226.25

Reference Pixels Per Unit |100

Ignore Reversed Graphics [

v m ¥ Graphic Raycaster (Script) Q #
Script GraphicRaycaster @
Ignore Reversed Graphics [«

Blocking Objects [ Mane m
Blocking Mask | Everything m
v[_|# canvas [ %%
Render Mode | Warld Space 4
Event Camera |None (Camera) | @
Sorting Layer | Default 3]
Order in Layer o |
v/« canvas Scaler (Script) [ %
UI Scale Mode | Warld 3|
Dynamic Pixels Per Unit (350 |
Reference Pixels Per Unit (100 |
v [} ¥ Graphic Raycaster (Script) [ %=
Script GraphicRaycaster @

Blocking Objects [ Mane

Blocking Mask | Everything




| |Background

« Checkmark

~ DropdownArrow

DInputFiEIdBi:kgrnund

'.'I-::Zrujb
LIMask

[ JuiSprite

- on Click ()

Runtime Only % || MagelInteractions.ShawTheDialagBox

- Mage (Magelnteractions)







Assets Scene

@‘ ButtonAcceleratorOverSprit
@ ButtonAcceleratorUpSprite
[=] ButtonArrowOverSprite

[°] ButtonArrowUpSprite




Health Fill

on Click ()

i+ astronaut (ReduceHe E







Chapter 10: Mobile-Specific Ul

44 points
Apple 15.5mm
22 points
Google l:' 7.6 mim
Microsoft I:‘ 26 points
Grnm

$ees s
L el 2 ST

<

e e, e i Ao an o

Left Tab Zone Right Tab Zone




s and Hold

i  Ewvent Trigger (Script) [ %%

Pointer Down (BaseEventData) -

Runtime Qnly LongHoldButton.PressAndRelease :

- Button (LongHoldButton @] |y

+ -
Pointer Up (BaseEventData) -
Runtime Qnly # || LongHoldButton.PressAndRelease :

- Button {LnngHuIdButtun -







Main Camera
¥ D-Pad Canvas
W d-pad background
v lUp
Arrow
¥ Right
Arrow
W Left
Arrow
¥ Down
Arrow
EventSystem

.= | © Inspector .=
‘ \_j [ [Stick [] Static =
Tag | Untagged | Layer | LI ¢
¥>L  Rect Transform *,
center Paos X Pos Y Pos 2
o 0 0 0
2| HH Width Height
; 160 160
¥ Anchors
Min ® 0.5 ¥ 0.5
Max ® 0.5 ¥ 0.5
Pivat ® 0.5 Y 0.5
Rotation X0 Y0 Z|0
Scale H1 Y1 Z[1




YiE  Event Trigger (Script) Gl %

Begin Drag (BaseEventData)

Runtime Only FloatingAnalagStick StartingDrag
+ Stick Base (Floatingi|

Drag (BaseEventData)

Runtime Only 4 || FlaatingAnalagStick.Dragging
.- Stick Base (Floating) @

End Drag (BaseEventData)

Runtime Only 4 || FloatingAnalagStick StoppedDragging
.- Stick Base (Floating) @

[ Add New Event Type |

v &) Chapter10Example3 -=

Main Camera
¥ Canvas
Click Area
¥ Stick Base
Stick
EventSystem




[:] Inspector

[« Stick Base

Tag [ Untagged

=] Layer [UI

'3€ Rect Transform

Pos X

Pos ¥

-1

|[-1

Width

Height

(200

/200

Rotation

Scale

Canvas Renderer

=3

YEHO  Ewent Trigger (Script)

FPointer Down (BaseEventData)

¥ || ¥ Floating Analog Stick (Script) i+
Script .- FloatingAnalogStick @
The Stick | Stick (Rect Transform) | @
Drag Padding 30
Stick Move Distance 30
The Base | Stick Base (Rect Transform) |
Stick Added -

|;i1 #'

Runtime Snly FloatingAnalagStick.AddTheStick

- Stick Base (Floatin @




