JlabopaTtopna po6ora Ned
InTepdeiic rpu (UD)

Mema: o3HaiiomutHcs 3 0OasoBumu enmementamm Unity User Interface
HABYUTHCS CTBOPIOBATH MEHIO 1 CHCTEMY 3JI0POB’S JJIS TPH.

Jlimepamypa

Creating Ul Buttons: https://learn.unity.com/tutorial/creating-ui-buttons#
Creative Core: Ul: https://learn.unity.com/project/creative-core-ui
Creating a Screen Space Overlay Ul: https://learn.unity.com/tutorial/creating-a-screen-space-

overlay-ui#
Working with Ul in Unity: https://learn.unity.com/tutorial/working-with-ui-in-unity#

3micT podoTn

3aeoannsa. Cmeopumu menio 0o 2D epu, euxopucmosyouu Onsi Ybo2o
enemenmu ynpasninua GUI.

MeToau4Hi pekoMeHaamii

B ocuoBi Ul nexars Tpu xommoHentu: Canvas, Rect Transform i Event
Trigger.

Canvas (Ilonomno) — 1ie 0671aCcTh, BCEPEIMHI SKOI 3HAXOAATHCS BC1 CIEMEHTH
Ul (kopucTyBanbHHUIILKOTO 1HTEpPEICY) 1 BUSHAYAE peKUM perdepy. IlomoTHO - 11€
irpoBuii 0o0'ekt (Game Object). Bci enementr Ul moBuHHI OyTH JOYIpHIMH O
Canvas. Takux KOHTEITHEPIB Ha CLIEH1 MO€ OyTH OLIbII OJHOTO.

Rect Transform - meii KOMIOHEHT J03BOJISIE 3aJaTH IOJIOKEHHS 1 pO3MIp
IrpoBOTr0 00'€eKTa, BUKOPHCTOBYIOUM 3pY4YH1 BI3yallbHI KOHTpoJM. BiH BBOIUTH
MOHSATTS IIMPUHU 1 BUCOTH.

Unity Event - nonpankoBana cucteMa mojii, a came komroHeHt Event -> Event
Trigger sikuii BKIIOYa€ KOMIIOHEHTH BI3yaJIbHOTO YIIPABIIHHS BUKIUKOM TTOIH.

Cmeopenns mento. Tlepeq TUM SK PoO3MOYaTH CTBOPIOBATH MEHIO IOTPIOHO
BU3HAYUTH BCl MYHKTH (KHOMKH), sKi HeoOximHi y rpi. Exementun Ul na Canvas
3'SIBJISIIOTBCS. B TOMY K TIOPAIKY, B SKOMY BOHU poO3TamioBadi B iepapxii. [leprmmii
JOYIpHINA €JIEMEHT, BIIMATIOBAHUM MEPIIUM, APYTUNA - 32 HUM 1 Tak jam. SAkmo aBa
enemeHTH Ul HakIagarOThCA OWMH HA OJHOTO, MOJAHUM Mi3HIIIE OyJie MOBEPX TOTO,
110 OyB I0AaHUM paHile.

1106 3MIHUTH PO3TAIIYBAHHS, MPOCTO MOMIHSMTE MICISIMU €JIEMEHTH B 1€papXii
HUIAXOM TMepeTsaryBaHHs. [lopsikoM TakoX MOMKHA YIPaBIsTH 3a JOMNOMOTOIO


https://learn.unity.com/tutorial/creating-ui-buttons
https://learn.unity.com/project/creative-core-ui
https://learn.unity.com/tutorial/creating-a-screen-space-overlay-ui
https://learn.unity.com/tutorial/creating-a-screen-space-overlay-ui
https://learn.unity.com/tutorial/working-with-ui-in-unity

CKpUIITUHTA,  BUKOPHUCTOBYIOYM  Taki  MeTond  KommoHeHta  Transform:
SetAsFirstSibling, SetAsLastSibling 1 SetSiblingIndex.

1. JIynst cTBOpEHHsI KHOIIOK MEHIO HEOOXIJHO CTBOPUTH HOBY ciieHy MainMenu.

Assets » Scenes

Q MainScenl
Q MainScenz
2. Ha cieny nmotpi6HO BcTaHOBUTH (POH, AJIS IHOTO CTBOPITH MaHesb: Game
Object ->Ul -> Panel. BctanosiTh GpoHOBE 300pakeHHs HA MAHEIb Ta KOJIp:
Canvas Renderer i,
¥ ¥4 ¥ Image (Script) B,
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Image Type | Simple 4]

Preserve Aspect [ |

[ Set Mative Size ]

7 |
" .

0

Brighenans

ey

r‘

H;
S
LV |

g
IS IO
| A — 5
Hex Colar & FFYFFFFF |

¥ Prasats -
S Clhek to 044 new preset

3. HanamryBatu Canvas:

TEEEI‘IH’E! Sc i
UI Scale Mode | Scale With Screen Si 4 | —|

Reference Resolution

® 800 | ¥ 600 |
Screen Match Mode | Match Width Or Heig # |
Match ﬂ 1

Width Height
Reference Pixels Per 100 |

4.  Ha nactymHoMmy erami ctBoproemo knorku Game Object ->UI -> Button.



v € MainMenu*
~ Main Camera
¥ Canvas
_Panel
¥ Button
Text
¥ Button (1)
Text

pa

Buxia

EventSystem

TR
Button - xHomKa CKIIaJa€TbCA 3 KApTHUHKHU 1 TCKCTY Ta CHGHiaHLHOFO CKpHIITa
KHOIIKH. TeKCT pOSTaHIOBaHI/Iﬁ SIK OKpGMHI?I CJIICMCHT BCGpCI[I/IHi KHOIIKH.

. Interactable — MoxMBiCTH HATUCHYTH KHOTIKY.
Transition - moBexiHKa KHOIIKA
* . . A ¥ ok W Button (Script) i,
JUUIS. KOSKHOTO 31 CTaHIB: Bfipe ]
ColorTint Transitian | Calar Tint a2l
- oloriin - AOMaBaHHA KOHBOpy Target Graphic *sButton (Image)| @

(GbOHY KHOTIKH B 3aJIEKHOCTI BiJ] CTaHy. Normal Color | |2
- . . . Highlighted Color | |j
noBeAinku. HatucHiTe kHONKy "Auto Generate Disabled Color | P

Colar Multiplier ((r———1

Animation" 1100 CTBOPHUTH HEOoOX11H1 :
Fade Duration 0.1

KOMITOHEHTH W aHIMamli JUIs KOXKHOIO 31 CTaHIB
KHOMKHU. [1oTIM MOHa iX JIETKO pejaryBaTd B
peaakTopi aHiMarlii.

Mavigation | Autamatic

ar

| Visualize [

- SpriteSwap - 3amiHa cripaliTy KHOTIKH B 3aJIS)KHOCTI BiJl CTaHy.
— None - HiYoro HE pOOUTH.

. OnClick() - sixi mozil Oy 1yTh BUKIMKATHCS IPU HATUCKAHHI Ha ITH0
KHOIIKY

Bcroro € 4 crana:

. Normal — 3Buuaiinuii cTaH.

. Highlighted - na kHOTIKY HaBeaeHa MuIKa a00 KHOMKa OyJia oOpaHa.

. Pressed - kHomnka OyJia HE HATUCHEHA.

. Disabled - kHomnka 3a610k0BaHa 1 Ha Hel HEMOKHA HATHCHYTH 200
obOpartu

5. CTBOPIOEMO KOHTPOJIEP MEHIO:

— CTBOPUTHU HOBUH Script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuController
public void StartGame()

: MonoBehaviour{



{
}

SceneManager.LoadScene(1);

public void Exit()
{

}

Application.Quit();

}
— JIOJaTH Y MCHEKEP HOBY CIICHY:

¥ sScenes/MainScenl 1
¥ scenes/MainScenz 2

— noxaru script Ha nmaHens Add Component -> script
— JIOJaTH MO0 HAa KHOTIIKY:

Honatu moxiro ayxke nerko. Cmepmry Tpeba HatucHytu "+" B mpaBomy
HIDKHBOMY KYTKY. Y CHHCKY 3'SBUThCSI HOBWUH TYHKT, B MEpIIy uepry Tpebda
NEPEeTATHYTH Tyau OO0'€KT, a TOTIM BUOpaTH TOTPiIOHMI MeTon, sKuil Oynme
BUKJIMKAHWUN TTPU HATUCKAHH] HA KHOTIKY.

on Click ()

Runtime C# [| MenuController.Exit %

+ -

— Bcra"noBuTH MOCHIIOBHICT CIIEH:

|

‘!’ Next Level Loader (Script) By
Script MextLevelLoade @
Load Scene Whis Id |1 |

KoHTpo/bHI NMTaHHA:

OnuniiTe €Tany CTBOPEHHS HOBOI CIICHHU.

[Ilo Take Canvas?

[Ilo Taxe Rect Transform?

o Take Unity Event?

SIK CTBOpUTH KHOTIKH?

Sk nonaty oAl Ha KHOMKY?

Sk nonaTy KOJbOPHU KHOIKHU B 3aJIEKHOCTI B1Jl CTaHy?

Nouok~owhdE



