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Unity 3D: User Interface

e O sistema de interface com usuarios da Unity permite a
criacao de interfaces de maneira rapida e intuitiva.

— Canvas
— Layout

— Visual Components

— Interaction Components

— GUI Components por Script



Canvas

O Canvas ¢é a area em que todos os elementos da interface do
usuario devem ser posicionados.

— E um GameObject com um componente Canvas;
— Todos os elementos da interface do usuario devem ser filhos de um

Canvas;

Modos de Renderizagao:
— Screen Space — Overlay;
— Screen Space — Camera;
— World Space;

8 Animator +=| © Inspector P
Maximize on Play | Stats | Gizmos |~ | -f'" Canvas [static +
Tag | Untagged + | Layer| vl sl

¥  Rect Transform L

‘Some values driven by Canvas. |

Pos X Pos Y Pos Z
273 246.5 0
Width Height e
| 664.5031 | 600 (o] [&]
¥ Anchors
Min X0 Y O
Max X0 YO0
Pivot xfos  jvfos |
Rotation X 0 Y 0 Z0
Scale X 0.82166 Y 0.82166 Z 0.82166
v || canvas &,
Render Mode | Screen Space - Overlay =
Pixel Perfect ]
Receives Events ™
Sorting Layer Default
Order in Layer (1}
> ference Resolution (Script) %,
» (& M Graphic Raycaster (Script) B,

[ Add Component ]




Layout

 Rect Transform:
— Translate, Rotate, Scale

* Anchor presets:




Componentes Visuais

* Text:

v ¥ Text (Script) L #.

Text

Hella World!

Character
Font | Arial e
Font Style | Hormal :]
Font Size 114 | n—
Line Spacing [1 | Hello World!
Rich Text [

Paragraph

Alignment E_|=;] EE'E]
Align By Geometr|[ |
Harizontal Overfla| Wrap

Vertical Overflow | Truncate

Best Fit -
Color I
Material None (Material) )

Raycast Target [



Componentes Visuais

* Image:

v "4 ¥ Image (Script) i,
Source Image | ButtonArrowUpSprite | o
Color | |j
Material 'None (Material) -]
Raycast Target [

Image Type | simple |

Preserve Aspect [ |
[ Set Mative Size ]




Componentes Visuais

* Acessando os componentes por script:

using UnityEngine;
using UnityEngine.UI;

public class TesteText : MonoBehaviour {
private Text meuTexto;

void Start ()
{

meuTexto = GetComponent<Text> () ;

}

void Update ()
{
meuTexto.text = "FPS: " 4+ (1.0f / Time.smoothDeltaTime) ;
}
}



Componentes de Interacao

¥ o [« Button (Script) ﬁ ,
° B . Interactable [+
utto n . Transition [ Colar Tint i
Target Graphic  |®sButton (Image) o]
N Marmal Colar | |ﬁ?
Highlighted Color | | #
[ BUttOﬂ J Pressed Color | | #
Disabled Color | | #

Color Multiplier O

Fade Duration 0.1

— OnClick:

Mavigation | Automatic ¢ |
| Visualize
public class TesteBotao : MonoBehaviour { On Click ()
prlvate Text textoBotao: | Runtime Only# || TesteBotas.SendMessage =
’

|. Button I['ﬂ CligueBotao

void Start () {
textoBotao = GetComponentInChildren<Text> () ;

void CligqueBotao () {
textoBotao.text = "Clicado!";



Componentes de Interacao

* Toggle:

v

Toggle

"

public class TesteUI

MonoBehaviour

private Text textoBotao;
public Toggle meuToggle;

volid Start () {

textoBotao = GetComponentInChildren<Text> () ;

}
void CliqueBotao () {

1f (meuToggle.isOn)

textoBotao.text
else
textoBotao.text

"Clicado 1!'";

"Clicado 2!'";

v v [¥ Toggle (Script) @ #

Interactable [

Transition | Colar Tint &l
Target Graphic  ®sBackground (Image) (o]
MNormal Caolar | | #
Highlighted Color | | #
Pressed Color | | 2
Disabled Color | | #
Color Multiplier  C»

Fade Duration 0.1

Mavigation | Automatic &l

| Visualize |

Is On [

Toggle Transition | Fade ¢

Graphic *s Checkmarlk (Image) (o]

Group None (Togale Group) o]

On Value Changed (Boolean)
List is Empty




Componentes de Interacao

v = ¥ Slider (Script) [ %,
Interactable [
° Sl Ider' Transition | Color Tint +]
* Target Graphic | ®sHandle (Image) @
Mormal Color | | #
TN . Highlighted Color | | #
( l:u:l J Pressed Color | | #
Disabled Color | | #
Color Multiplier 1
Fade Duration 0.1
. . Mavigation | Automatic 4|
public class TesteUI : MonoBehaviour { I — |
I1sualize
private Slider meuSlider; _ _
) Fill Rect Fill (Rect Transfarm) @
pUbllC Text teXtO; Handle Rect Handle (Rect Transforr| @
Direction | Left To Right 4|
vold Start () Min Value 1]
Max Value 100
{ Whale Numbers -
meuSlider = GetComponent<Slider>(); Value O 50
} On Value Changed (Sinale)
| Runtime ©nly# || TesteUI.SendMessage ]
vold Slide rChange () |- Slider (T ©| SliderChange
( + -
texto.text = "Valor: " + meuSlider.value;
}



Componentes de Interacao

v v [« Dropdown (Script) ﬁ o,
. Interactable [
* Dropdown: s i ]
Target Graphic ®sDropdown (Image) @
. Mormal Color [ | 2
Highlighted Colar | | #
Optlon A “/ Pressed Color | | #
Disabled Color | | 22

Color Multiplier (e |1
Fade Duration 0.1

Mavigation | Automatic al
public class TesteUI : MonoBehaviour { ' 2izualize |
0 t D d. D d . Template Template (Rect Transfo @
prlva e rop own meu rop OowIl; Caption Text Label (Text) o]
pU.bliC Text texto; Caption Image None (Image) @
Item Text Item Label (Text) @
. Itern Image MNone (Image) @
volid Start () {
Value ]
meuDropdown = GetComponent<Dropdown> () ; options
} — |Option A
MNone (Sprite) @
a = |Option B
vold DropDownChange () { None (Sprite) o
texto.text = "Selecionado: " + = Pt
one (Sprite) @
meuDropdown.options [meuDropdown.value] .text; +
} On Value Changed (Int32)
} [ Runtime Onl:,#] [TesteUI.SendMessage #]

|. Dropdovﬂ DropDownChange




Componentes de Interacao

* |nput Field:

F

public class TesteUI : MonoBehaviour {

public InputField input;
public Text texto;

void CligqueBotao ()
{

texto.text = "Nome: "

input.text;

¥ 1 [ Input Field (Script) ﬁ o,

Interactable [

Transition | Calar Tint 4|
Target Graphic ®s InputField (Image) @
Mormal Color | | #
Highlighted Color | | #
Pressed Color | | #
Disabled Color | | 2

Color Multiplier (O |1
Fade Duration 0.1

Mavigation | Automatic 4|
| Visualize |

Text Component Text (Text) @

Text

Character Limit 0

Content Type | Standard 4|
Line Type | Single Line 2

Placehaolder Placeholder [Text) @

Caret Blink Rate — p— [o.85 |

Caret Width —— ]

Custom Caret Color [

Selection Color | | 2

Hide Mobile Input [ ]

Read Only -

0On Value Changed (String)
List is Empty

0n End Edit (String)
List is Empty




Componentes de Interface por Script

Além de criar componentes visualmente, também é possivel
criar elementos de interface no evento OnGUI:

volid GUI.Label (Rect position, string text);
bool GUI.Button (Rect position, string text);
string GUI.TextField (Rect position, string text);

string GUI.TextArea (Rect position, string text);



Componentes de Interface por Script

e Label:

using UnityEngine;
using System.Collections;

public class MeuScript : MonoBehaviour {
private Rect helloPos;

vold Start ()

{
helloPos = new Rect ((Screen.width/2)-50, (Screen.height/2)-50,100,30);

}

void OnGUI ()
{
GUI.Label (helloPos, "Hello World!");
}
}



Componentes de Interface por Script

* Button:
public class TesteGUI : MonoBehaviour ({
public string textoBotao = "Clique";

volid OnGUTI ()

{
if (GUI.Button(new Rect (10, 70, 50, 30), textoBotao))
{

textoBotao = "Clicado!";

}

}

}



Componentes de Interface por Script

e TextField:

public class TesteGUI : MonoBehaviour ({
public string texto = "Hello World!";

volid OnGUTI ()

{
texto = GUI.TextField(new Rect (10, 10, 200, 20), texto, 25);

}
}

Outros Componentes: https://docs.unity3d.com/Manual/gui-Controls.html|

Customizacdo (GUI Style): https://docs.unity3d.com/Manual/class-GUIStyle.html
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