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Ul IN UNITY




USER INTERFACE SYSTEM

m Ul Fully Supported f
m Various Modes b
m Camera Stacking

m Three Options
> Ul Toolkit

» Unity Ul

» ImGUI
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UNITY Ul TOOLKIT

m Newest System

m “Classical UI”

m Integrated Editor
m HTML + XML + CSS
m Performance
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+ v Addnew selector.
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Inspector
Unity D v Preview i ¥ Vi -
Name Menu
View Data Key
Picking Mode  Position -
Tooltip
Usage Hints None -
Tab Index 0
Focusable
 Stylesheat
Style Class List
Add Style Glass to List
Extract Infined Styles to New Class
Matching Selectors
My Game ¥ Inlined Styles
Display
| > position
Flex
| > nign
size
Width Height
Size 380 px 414 [px
Min - Max
Width Height
Max none  [=1 none =
Width Height
Win ato  [H ao  [E
Margin & Padding
Text
Font 4aNone (Font) o]
Font Asset B None (Font Asset)  ©
Font Style B I
Size 1a ox
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UNITY UGUI

® Inspector GitHub ER
. ¥ MyButton Static v o
7 Tag Untagged v Layer Ul -
® Rect Transform e i
‘center Pos X PosY PosZ
2 &2, Width Height
Pivat X 0.5 Y 05
Old S t Rotation X 0 Yo
[ ] er System i -8
. © Canvas Renderer e i
m Based on GameObjects -
El v Image I
ey Source Image Ulsprite ®
m Utilizes Assets  TT——ml
Material None (Material) ®
m Code Integration
Maskable v
@ v Button e i
Transition Color Tint. -
Target Graphic = MyButton (Image) ]
o ol Color __ N
 Panel Highiighted Color I
@Tent Pressed Color I
~ ) WyBution Selected Color I
Disabled Color — ————p3
Color Multiplier 3 1
Fade Duration 01
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UNITY IMGUI

Main Menu

Start Game

m Based on ImGUI
m Immediate Mode
m Good for Programmers ot ancs ©

m Debugging & Tools -

var menuYPos = 512;

public class ImGUITest : MonoBehaviour {

GUI.Box ( position:new Rect(menuXPos, menuYPos,
width: 100, height:9e) , text:"Main Menu");

i (GUI.Button(positioninew Rect(XmenuXPos + 10, Y:menuYPos + 30,
width: 8o, height: 20) , text:"Start Game"))
{ Debug.Log(message: "Started the Game"); }

4 (GUI.Button (position:new Rect(XmenuXPos + 10,Y:menuYPos + 60,
width: ge , height: 20) , text:"Exit"))
{ Debug.Log(message:"Exiting the Game..."); }
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AUDIO IN UNITY




AuDIO OVERVIEW

7 (v Audio Source L2
AudioClip None (Audio Clip) [}

m Hierarchy Integration e e —
m Audio Source & Listener

Play On Awake v

Loop

m 2D and Full 3D o @
m Audio Asset Support e G
m Profiler Section —

¥ 3D Sound Settings

m Tracker Modules pomtes :

Volume Rolloff Logarithmic Rolloff -
Min Distance 1

Max Distance 500
Listener

. , Spatial , Reverb
Volume = pB%'S Spread = jort
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AUDIO MIXING

Reverb (Audio Mixer Group Controller) 9
PrimaryMixer

m Spatial Blending & Distance = . 100,00 %

m Equalizer — Groups e =

m Filters, Parametric Equalizer : .

u Lowpass
ﬂ—' o b h Cutofffreq ® 5000.00 H:
m Effects: Reverb, Echo, ... cuan g . i
= Compressor Lol
Thresheld @ 0.00dB
R i Atack ® 50.00 ms
Exposed Parameters (0) v
Release L 50.00 ms
B Mixers +  Master Reverb Musie Voice e s 0.00 dB
PrimaryMixer (Audio Listener) - Ina = = = =1 P g
SlEoapeheta + o) - Vo) b} = Distortion e
‘Snapshot * Level L 0.50
I Groups + = L = G " ParamEQ -]
® v Master a0 "
®  Reverb " & a0 &
®  Music R— - -— @ —= 0
®  Voice
-B0.048 -80.0 08 -80.0 B -80.0 0B
16 Views + B00 B0 B8O B0
View Attenustion Attenuation Attenustion Auenustion - 2 42 P
B erimens 2k 103z 332 Hz 1kHz iz 11k
o comprewor ||
e | Center freq ° 8000.00 H:
©faemfd Octave range L ] 1.00 octave
Add... ... Add.. Add... Frequency gain L 1.00
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ADDITIONAL RESOURCES

m [Doc] Unity Ul System Comparison

m [Doc] Unity ImGUI Elements
m [Doc] Unity Audio Effects

Source: Binary Domain “
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https://docs.unity3d.com/2020.1/Documentation/Manual/UI-system-compare.html
https://docs.unity3d.com/Manual/gui-Controls.html
https://docs.unity3d.com/Manual/class-AudioEffectMixer.html
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