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 o0'ekt (Game Object). Bci enement Ul moBuHHI OyTH JOYIpHIMH [0
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 IIUPUHU 1 BUCOTH.

Unity Event - nonpankoBana cucteMa mojiii, a came koMmmnoHeHt 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 pO3TamioBadi B iepapxii. [leprmii
JOYIpHINA €JIEMEHT, BIIMATIOBAHUM MEPITUM, APYTUA - 32 HUM 1 Tak faji. Skmo aBa
enemeHTH Ul HakIagarOThCA OWMH HA OJHOTO, MOJAHUM Mi3HIIIE OyJie MOBEPX TOTO,
110 OyB I0AaHUM paHile.

1106 3MIHUTH PO3TAILYBAaHHS, IPOCTO MOMIHAWTE MICIISIMU €JIEMEHTH B 1€papXii
HUIAXOM TMepeTsaryBaHHs. [lopsikoM TakoX MOMKHA YIPaBIsTH 3a JOMNOMOTOIO
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https://learn.unity.com/tutorial/creating-a-screen-space-overlay-ui
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https://learn.unity.com/tutorial/working-with-ui-in-unity

CKPUTITUHTA,  BUKOPUCTOBYIOUM  Taki  MeToau  KommoHeHTa  Transform:
SetAsFirstSibling, SetAsLastSibling 1 SetSiblingIndex.

1. Jlnst CTBOpEHHS KHOIOK MEHIO HeOOX1AHO CTBOPUTH HOBY ciieny MainMenu.

Assets » Scenes

€} MainScenl
Q MainScenz
2. Ha cieny nmotpi6HO BcTaHOBUTH (POH, AJIS IHOTO CTBOPITH MaHesb: Game
Object ->UI -> Panel. BcranoBith (hOHOBE 300paKeHHS Ha IMaHeIb Ta KOJIp:
@  ranwvas Renderer i,
¥ ¥4 ¥ Image (Script) ﬁiu‘-
Source Image | 1513428 o
Colar 2
Material ‘None (Material) e
Raycast Target [
Image Type | Simple 4]

Preserve Aspect [ |
[ Set Mative Size ]

Hex Colar # FFFFFFFF |
¥ Presats .=
S Chek te 284 vew preset

3. HanamryBatu Canvas:
1. Render Mode

e Screen Space - Overlay

Hns cranpaptaoro 2D Ul (mento, HUD).
e Screen Space - Camera

Jns Ul, sixkuit Mmae 3anexatu Bil kKamepH (mapanakc, epekT mocT-oopoOKH).
e World Space

s Ul y cBiti (3D-knonku, Tabmuuku, Ul Hax 06’ exTamn).

2. Sorting Order (sxmo Camera / World)
BuxopucToByBaTu A KOHTPOJIIO MOPSAKY BigoOpakeHHs Mk Kijbkoma Canvas.



4. HamamryBatu CanvasScaler
1. Constant Pixel Size

e Po3mip enemeHTiB pikCOBaHUM y MIKCEIAX.
e Ilimxomutsk pigko (tool-maneni, pexakropcbki U).

2. Scale With Screen Size (ocHOBHWMIA BapiaHT IS irop)
o Reference Resolution: manpukiaan 1920 x 1080 a6o 1080 x 1920 (moprper).
« Screen Match Mode:
o Match Width Or Height: gacto 0.5 sx xoMmpomic.
o Jnst MmoGineHEX y mopTpeti — 3cyBartu B 0ik Height (0.6-0.8).
3. Constant Physical Size

o Jlns cienuivHAX KeHCiB 3 (PI3MYHIMHU PO3MipaMH JUCIUICIB.

Screen Space - Overlay

Display 1
Mothing

Constant Pixel Size
1

5. Ha HactymHoMy erarmi ctBoproemo kHoriku Game Object ->UI -> Button.

v € MainMenu* =

Main Camera
¥ Canvas

¥ Button
Text
¥ Button (1)
Text
EventSystem

Button - kHoMKa CKIIaJa€eThCs 3 KAPTUHKU
TEKCTY Ta CIHEI[iaIbHOTO CKPHUITA KHOKH.
TekcT po3TamoBaHui IK OKPEMUHN €JIEMEHT
BCEpEeNHI KHOIIKH.

. Interactable — MOKJIUBICTh

HAaTUCHYTU KHOIIKY.
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¥ or ¥ Button (Script) i,

Interactable o
Transition | Colar Tint s
Target Graphic |'-Buttor1 [Image]|| @
Mormal Celor | | #
Highlighted Color | | #
Pressed Color | | #
Disabled Color | | #
Color Multiplier (r———— |1 |
Fade Duration |CI.1 |
MNavigation | Automatic m
J

l Visualize




. Transition - moBexiHKa KHOTIKY JIJIsl KOKHOTO 31 CTaHiB:
- ColorTint - nogaBaHHs KOJIbOPY (POHY KHOIKH B 3aJIEKHOCTI BiJl CTaHy.

- Animation - animMarrii g KoxxHoi moBeAiHku. HaTtucHiTh KHONKY "Auto
Generate Animation" mo6 cTBOpUTH HEOOX1THI KOMITOHEHTH W aHIMAIIi1 11T KOKHOTO
31 cTaHiB KHONKU. [10TiM MO’KHa 1X JIETKO pelaryBaTy B pelakTopi aHIMallii.

- SpriteSwap - 3amiHa cripaiiTy KHOIIKH B 3aJICXKHOCTI BiJl CTaHy.
- None - HiYoro HE POOUTH.

. OnClick() - sixi moii OyayTh BUKIMKATHCS IIPH HATUCKAHHI Ha IIFO
KHOIIKY

Bcroro € 4 crana:

. Normal — 3Buuaiinuii cTaH.

. Highlighted - Ha kHOTIKY HaBeeHa MuIKa a00 KHOMKa OyJia oOpaHa.

. Pressed - kHomnka OyJia HE HATUCHEHA.

. Disabled - kaHomnka 3a610k0BaHa 1 Ha Hel HEMOXKHA HATHCHYTH 200
oOparu.

6. CTBOpIOEMO KOHTPOJIEP MEHIO:

— CTBOPUTHU HOBUH script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MenuController : MonoBehaviour{
[SerializableField]
private Button _startGameButton;

private void StartGame()

{
SceneManager.LoadScene(1);
}
private void Exit()
{
Application.Quit();
}

}
— JI0JIaTH TMO/III0 Ha KHOIIKY:

private void Start()

{
_startGameButton.onClick.AddListener(StartGame);

}
— J0JIaTH Y MEHEI’)KEpP HOBY CLICHY:



¥ scenes/MainScenl
¥ scenes/MainScenz

— nonxatu script Ha manens Add Component -> script

— BcTaHoBUTH OCHIIOBHICTE CLEH:

v|e Next Level Loader (Script) [ %,
Script MextLevelLloade @

Load Scene Whis Id |1 |

KonTpoabHi nuTanHs:

OnuIriTh eranu CTBOPEHHS HOBOI CLICHU.

[Ilo Take Canvas?

[Ilo Taxe Rect Transform?

o Take Unity Event?

Sk CTBOPUTH KHOIIKHU?

Sk nonaty moAir0 Ha KHOMIKY?

Sk nopaTy KOJbOPH KHOIIKH B 3aJICKHOCTI BIJl CTaHy?

NoohkowhE



