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Ul

Ul (User Interface) — ue Bce, 3 Unm B3aeEmMoi€ rpaBeLb: KHOMKKU, NaHeni,
TEKCTU, iIHANKATOPU 300POB’A, MEHIO TOLLO.




IcCTOpPIA PO3BUTKY

Unity nponwna oBrnn wnax y po3BUTKY cBOEl cuctemmn Ul — Bia
npumitueHmx OnGUI() Buknunkis ao cydyacHoro Ul Toolkit, wo Haraaye

Beb-texHonorii (UXML + USS).
Po3rnaHemo eTanu eBOIOLLIT MO Yeps3l.




Legacy GUI (IMGUI, a6o
Immediate Mode GUI)

Y Hannepwwunx sBepciax Unity (go 2014 poky) iHTepdenc byaysaBca 3a .
nonomoroto Immediate Mode GUI (IMGUI).

void OnGUI()

{
if (GUI.Button(new Rect(10, 10, 100, 30), "Click I\/Ie"))
Debug.Log("Button Pressed!"); —




MpuHuun pobortu:

Ul enemeHTH BigmasniboByBa/IMCb KOXKeH Kaap (immediate mode
rendering).

Becb Ul nncascs yepes Koa, 6€3 Bi3yasbHOro peaaryBaHHA.
Buknukasca metog OnGUI(), aknn popmyBsaBs iHTepPenc niag yac
PEHAEPY Kapy.

[NepeBaru:

Mpoctnn ana gebary.

Migxoams AnA iHCTPyMeHTIB y peaakTopi (wo Unity pobutb i goci).
Heponiku:

BucoKe HaBaHTaXeHHA Ha CPU.

BiacyTHICTb NIATPUMKM aAaNTUBHOIO ANU3aUHY.

Hemoxnmnso ctBoptoBatu cknagHi Ul (meHto, HUD) 6e3 BennkKoi
KINbKOCTI KoAy.




Unity Ul (uGUI)

Y 2014 poui Unity npeactasmuna uGUlI — HOBY KOMMNOHEHTHY cuctemy Ul,
nobynoBaHy Ha Canvas, RectTransform i nogaiax.

KntouoBi ocobausocri:

BisyasibHe peaaryBaHHA NPAMO Y CLLEHI.
Mogaenb ocHoBaHa Ha noaiax (Event System).
AnanTMBHUU An3auH Yepe3 Anchors.
NiaTpMMKa aHimauiii, Layout Group, ScrollView ToLwo. E




[lepeBaru:

LLiIBUAKe cTBOpeHHA iHTepdencis 6e3 koay.

MorxkHa pepgaryBaTtu Ul aK 3su4anHi GameObject-w.
igTpmye aHimadu,ii, cTuAni3auito, macluTabyBaHHS.

Hepnoniku:

Canvas nepepeHaeproeTbCA NOBHICTIO NpU byab-AKiM 3MiHi (HU3bKa
NPOAYKTUBHICTb Y Be/IMKKX Ul).

[loraHo NigxoaAnTb ANA MAaCUBHUX CNUCKIB YMN “BipTyanbHoro” Ul.
BiacyTHICTb NOBHOT PO3Ai/1IbHOCTI MiXK NOTMKOKO U BUTNAAOM.




Ul Elements - Ul Toolkit

Unity noyana po3pobky Ul Elements, akKa
3rogom ctana Ul Toolkit.

OcHOBHa ipes:
Cteoputn Ul noaibHmnn oo seb-TexHonorin:
UXML — ak HTML.
USS — aK CSS.
Binokpemntn npeacrasneHHa (markup) sig,
noriku (C# scripts).




[lepeBaru:

Bucoka npoayKTnBHiCcTb, 60 He nepepeHaeptoe Becb UL.
Jlerka ctunisauia yepes USS.

OauH niaxig ana Editor Ul Ta Runtime UL.

MigTpmye peakTuUBHY apxiTekTypy (Binding).

Heponiku (Ha paHHiX eTanax):

MeHLWwa KiINbKICTb KOMMOHEHTIB NopiBHAHO 3 UGUI.

HenoBHa niaTpuMKa aHimauin i Canvas-nogibHUX MOXKINBOCTEMN.
IHWMW Niaxig Ao iepapxii Ta NoA4in, TOMY He MOBHICTIO CYMICHUU i3
ctapumu Ul npoeKkTamu.




OCHOBHI eneMmeHTU

r:ij + Canvas

ag Untagged

Rect Transform

Canvas

[ONOBHUW KOHTEUHEP OS5 BCIX €1eMEHTIB iHTepdency.
BunsHauae, ak Ul byge BigobpaxKatucb Ha eKpaHi.
Tunu Render Mode:
Screen Space — Overlay — Ul nosepx ycboro peHaepa.
Screen Space — Camera — Ul npukpinaeHuin 1o kKamepu.
World Space — Ul icHye sk 3D-06’€eKT y cUEeHi.

Mone

Everything

Add Component




RectTransform

AHanor Transform ansa Ul.

Bn3Ha4yae no3unuito, po3mip i npus’A3KM.

Mae Anchors (aKopi), AKi 403BONAIOTb aAanTyBaTH iHTEPdENC Nif, Pi3HI pO3MipK eKpaHiB.
Hanpuknag, KHOMKa, NpuKkpinaeHa Ao npaBoro HMXKHbOMO KyTa, 3a/IMWNTLCA TaM HaBITb
NpPn 3MiHI PO34i1bHOI 34aTHOCTI.

Rect Transform

Add Component




Event System

BinnoBinae 3a 06pobKy noain (HaTMCKaHHA, HaBeaeHHs, drag & drop).
Bukopuctosye Standalone Input Module, Touch Input Module, a6o Input System Ul
Module.

be3 Event System 3#00Ha KHOMKa He byoe rpayrosamul.

Single Mouse Or Pen But Multi Touch And "~

. DefaultinputActions (Input Action Asset] ®
UL~ Poin

UL~ Click
Ul# Mic
P

Ul.

P




OyHKLUIOHANbHI enemeHTH

KomMmnoHeHT [Npn3HayeHHA

Binobparkae TeKcT. Bukopucrosyire

10238 (el TextMeshPro nona Kpaluoi AKocTi.
Image [ToKa3ye cnpanT abo TeKCTYpY.
Button BUKNKMKAE Ait0 NP HATUCKAHHI.
Toggle MNepemuKauy (on/off).

Slider [TOB3YHOK (Hanp. ry4yHicTb).
Scrollbar Kepye NpOKPYTKOO KOHTEHTY.
Dropdown MeHto 3 BUBOpOM enemeHTiB.

InputField (TMP) BBig TEKCTY KOPUCTYBAYEM.




