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BBeneHne

JNyywmm nonb3oBaTtenbCckum UHTEpHENC - TOT, KOTOPOro He 3aMeyaellb.

Monb3oBaTenbcknn nHtepdenc (Ul) nrpaet BaxxHenwWwyro ponb B 060N urpe. XopoLuo
peann3oBaHHbIN MHTepdENC He3aMeTeH U OPraHMYHO BCTPOEH B NpUoXxeHue. MNnoxo
peann3oBaHHbIN, HAMPOTMB, pasgpakaeT Nonb3oBaTenen U MeLlaeT NoyYyaTb YA0BObCTBUE
OT Urpbl.

KauecTtBeHHbIn Ul npogomkaeT Bu3yanbHbI CTUb Urpbl. COBpeMeHHas ayantopus oxuaaeT
NPoAyMaHHbIN, MOHATHBIN MHTepdenc, KOTOPbIN €CTECTBEHHO coYyeTaeTcs C NpunoxeHnem. OH
CIY>XWUT UrPOKaM OCHOBHbIM MCTOYHUKOM BakHOM MHGOPMaLMK - OT NoKasaTenien cocTosHUS
nepcoHaxa A0 3KOHOMUWKU UIPOBOro Mupa.

Mo Mepe yCcnoXxHeHust MHTepPeNCoB pacTET U MacTepPCTBO MX co3paTtenen. Hag ansanHom Ul
rnaBHbIM 06pa3oM paboTatoT cneunanucTbl ABYX HanpaBneHui:

XypoxHuku no Ul. OHM BnageroT ocCHoBaMu An3aniHa, Teopuen LeeTa, GopMon, Tunorpadukomn
N KOMMOHOBKOM. Xy[0XXHMKU CO30ak0T MHTepdelnc c y4ETOM LeNleBon ayauTopum 1 UrpoBoro
MUpa, a BHUMaHUe K AeTasisiM NoMoraeT UM [o6MBaTbCsA TOYHOCTM BNJIOThb A0 KaXX40ro
nukcens.

UX-gu3anHepbl. OHM U3yyatoT NoBefdeHue nosb3oBaTtenen u 6onee WMpokmne NoTpebHoCTH
KOHeuYHon aygutopuun. UX-gusanHepbl onpeaensitoT cCnocobbl B3aMOAeNCTBUSA YenoBeKa C
LMOPOBbLIM MPOAYKTOM W BbICTPaMBatOT HaBUraLMOHHbIE CLEHapumn Tak, YTobbl paboTa C HUM
6bl/1la MaKCMManbHO MOHATHON U MPUATHOW.

3Tu cneumanncTbl TECHO B3aMOAENCTBYIOT APYr C APYroM, a Takxe ¢ apyrumu 2D- n 3D-Xyf0XHUKaMK 1
Av3anHepamu. VIMeHHO Takoe COTpyAHMYECTBO NO3BONSET Co3aaBaTh 6onee LenbHble N 3GPeKTUBHbIE
UHTEpdencsl.
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Ewé ogHa BaxkHasa ponb npuHagnexut Ul-nporpaMmMuUCTy, KOTOPbI TECHO COTPYAHMYAET C
nepeyvmcneHHbIMu cneunanuctamm. OH paboTaeT C BbiIGPaHHbIM TEXHONOMMYECKUM CTEKOM,
BbICTpanBaeT NpoLecc Uin KoHBenep npespaleHns gusanHa Ul B paboTtatowwne nHtepdencsl,
cBA3bIBaeT urposon kopg ¢ Ul n nepepaét gaHHble U3 nHTepdenca o6paTtHoO B UrPOBLIE
CUCTEMBI.

B npepplayLuen aneKTpoHHOM KHure «IpoekTupoBaHme 1 peanusaums nosb3oBaTebCKOro
uHTepdenca B Unity» Mbl MoKasanu, Kak XygoXXHUKK u gnsanHepsl Ul MoryT co3gasaTtb
uHTepdencol B Unity ¢ nomoLLbio ABYX cucTeM: 6onee paHHen Unity Ul Ha ocHoBe
GameObject 1 coBpemenHon Ul Toolkit. Mbl Tak)xe pacckasanu, Kak CTyauun NpoeKkTUpyoT
UHTEPdENC C HYNA U UMMOPTUPYIOT rpaduky B Urpy. To pyKOBOACTBO 6bI/1I0 NOArOTOBNEHO AN
Unity 2021LTS.

B 3TOM 311EKTPOHHOM KHUre oCHOBHOe BHUMaHue yaeneHo Ul Toolkit B Unity 6. Cuctema
paccuynTaHa Ha BbICOKYHO MPOU3BOAUTENIBHOCTb 1 MOBTOPHOE NCMOJSIb30BaHUE KOMIMOHEHTOB, a
€€ paboume npoLecchbl BAOXHOBMEHbI Be6-pa3paboTkon. AuzanHepam Ul ¢ onbiTom
Be6-pa3paboTKN OHU NOKaXYTCHA 3HAKOMbIMU U NOHATHbIMK, a Ul-nporpamMmucTbl nonyyat
SICHOe npefcTaBneHme o Bo3aMoxxHocTax Ul Toolkit npu cosgaHum urp.

Bnarogapsa MoaynbHON CTPYKType pa3fenbl PyKOBOACTBA MOXHO YMTaTb B NOGOM NOpsiAKe, MOSTOMY KHUMa Takxke YA0GHa Kak CnpaBOYHUK
no Ul Toolkit. Mpuctynum.

OCHOBHOW aBTOP M YYACTHNKMN

OCHOBHOW aBTOp 3TOr0 PYKOBOACTBa M co3gatenb AByx npumepos Ul Toolkit - Yunmep
JInH, onbITHBIN XyA0XHMK No 3D-rpaduke u Bu3yanbHbiM abdekTam, pa3paboTumK u
npenopasaTerb.

3HauuTenbHbIM BKNag B pykosoacTso u npumep Ul Toolkit Sample - Dragon Crashers BHEC
Sp,yapp,o Opuc, cTapLwmit MeHeaXXep No KOHTEHT-MapKeTuHry Unity n rpapudeckmi
AusanHep.

ELWE oanH KNYeBOM yYacTHUK, paboTaBLUMA Hag PYKOBOLACTBOM M npumMepoM QuizU, -
Tomac Kpor-Ako6ceH, cTapLlinii MeHeaXep Mo ynpaBfeHUo KOHTEHT-MapKeTuHrom Unity.

[pyrve yyacTHUKM co cTopoHbl Unity

Kamunb by3naun, paspaboTymk NporpaMMHOro oéecneyeHus
MapTeH KoTe, cTapimin pa3paboTumk rpadmyeckmx TeXHONornm
Yro byppe-[lemape, cTapLimin pa3paboTymk NporpaMMHOro o6ecreyeHuns
BeHya [tonton, CTapLUni TEXHUYECKUA MeHeaKep NpoayKra

Kapn [>OHC, CTapLinit MHXeHep-NporpaMmmucT

AHTyaH [laccose, BegyLmit pa3paboTymK NporpamMmMHOro o6ecrneyeHus

MapTeH Mapaau, BeayLwmii pa3paboTymK NPOrpaMMHOro oGecneyeHns

CrtedaHus Banopoco, MeHeaxep v NpoAyKTOBbIA An3anHep
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YctaHoBka Ul Toolkit n
NMPUMEPOB MNMPOEKTOB

Ul Toolkit BxoguT B cocTaB 6a3oson nnatdopmbl Unity 6, noatomy ans Unity 6 n 6onee no3gHux
BEPCUM OTAESbHBIN NakeT yCTaHaBnMBaTb He TpebyeTcs. YTo6bl pa6oTaTb C MaTepuanamu
9TOro PYKOBOACTBA, AOCTaTOYHO CO3A4aTb HOBbIN MPOEKT Ha OCHOBE OAHOr0O M3 AOCTYMHbIX
LabnoHOB.

[N N Package Manager
= Package Manager

¥  Sort: Name {asc) «

In Project Q, Search Built-in UlElements

@ Updates From Unity Registry by Unity Technologies Inc.

»

Physics

com.unity. modules.uielements
) - Physics 2D il e !
Unity Registry

My Assets Screen Capture e

Built-in Subsystems

Description  Dependencies

Terrain
kit Tenrairibhyics The UlElements module implemeants the UIElements retained mode Ul framewaork.
Tilemap
ul
UlElements
Umbra
Unity Analytics
Unity Web Request
Unity Web Request Asset Bun...

Unity Web Request Audia

4

QO @0 000000 EE OO

Last refresh Dec 16, 13:55

UIElements - npocTpaHcTBo uMéH Ul Toolkit, Ul Builder 1 cBA3aHHbIX C HUMU BO3MOXHOCTEN, KOTOpble Tenepb BXoAsaT B Unity 6.
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OdunumaneHsle npumepbl Ul Toolkit

B 31O anekTpoHHOM KHMre Bo3MoxkHocTh Ul Toolkit B npoekTax Unity npenmyLiecTBeHHO
OEMOHCTPMPYIOTCS Ha cnepytowmx npumepax. Kaxapin n3 HUX MoxHo 6ecnnaTHo 3arpy3untb u3 Unity Asset
Store.

Mpumep Ul Toolkit - Dragon Crashers

B aTOM pemoHcTpauumn nosepx GpparmeHTa gyxmepHon mnHn-RPG Dragon Crashers
peann3oBaH NONHOQYHKLUMOHANbHbIV MHTEPOENC, BKNOYasA CUCTEMY IMTaBHOMO MeH. Ons
Hero Ucnonb3yeTcs COBPeMEHHbIN pabouni npouecc Ul Toolkit BoO BpeMs BbINOMHEHUS.

Mpumep paccumTaH He Ha HOBUYKOB, @ Ha OMNbITHbIX pa3paboTynkoB Unity, cnoco6HbIX
CaMOCTOSTENbHO N3yunTb CTPYKTYPY Ul, nepemellaTbCs Mo NPOEKTY M pa3bupatb
KOHKpEeTHble peanu3auun. M3HayanbHO AeMoHCTpaums 6bina BeinyweHa gnsa Unity 2021LTS, a
3aTeM o6HoBneHa o Unity 6. B Heln MoXHO nogpoGHee N03HaKOMUTLCS CO ClefyroLWwuMm
TemMamu:

- CTpyKTypa nNpoeKTa 1 cornaweHs o6 UMeHoBaHUn

- Micnonb3oBaHue Tem A8 co3faHus BapmanTos Ul ¢ moaaepsKKon KHUXHOM 1 anb6oMHOM
opueHTaLmu

- CnoxHble 31IeMeHTbl: MEHIO C BKIagKamu, MHBEHTapy, COOBLLEHUS U NMOMb30BaTeNbCKUE 3NIeMeHTbI
ynpaeneHus

- cnonb3oBaHne SafeAreaAPl, 4To6bl coaepXXMmMoe Ha MOBUIIbHBIX 3KpaHax oCcTaBanochb
B Npepenax 6e3onacHon o6nacTtu

- icnonb3oBaHue Localization gnsa noagep>XXKn HeCKONbKUX SA3bIKOB
- MpuBA3Ka faHHbIX, yNpoLlaoLas CUHXPOHU3ALMIO AaHHbIX C KOMMoHeHTamu Ul

- Mpumepbl peanu3auum pacnpoCTPaHEHHbIX MHTePdEeNCcoB KasyalbHbIX Urp

B1aeopyKoBOACTBO MO NMpMMeEpPY U caM NPoeKT JOCTYNHbI B Asset Store.

feugiat in erat in, interdum vulput

Witch Ciorgia) Aenean § auctor nibh. Suspendisse I
mauris tortor,

['naBHbIN 3KpaH B anbGOMHON U KHUXKHOW OpueHTaumm
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QuizU

[JeMOoHCTpauUnOoHHbIM NpoeKT QuizU npeacTaBnsieT MHTEPaKTUBHYIO BUKTOPUHY, CO34aHHYIO C
nomotbto Ul Toolkit B Unity. MpoekT paccumTaH Ha pa3paboTynkoB Ul 1 3HAKOMUT ¢ paGoummm
npoueccamu Ul Toolkit, COBbITUMHON apXUTEKTYPOM U MHOMOKPaTHO MCMOb3yEeMbIMU LWABNOHaAMK
NPOEKTUPOBaHUSI COBPEMEHHbIX UFPOBbIX MHTEPOENCOB. [JeMOHCTpaLMs NoKa3biBaeT, Kak:

- O¢pdeKkTnBHO opraHnsoBbiBaTb anemMeHTbl Ul ¢ nomoubto UXML-0bannoB 1 BAOXEHHbIX BU3YanbHbIX
hepeBbeB

- MpumeHATb Npasuna cTunen, cenekTopbl USS 1 nceBgoknacchl, YTOObl UHTEPAKTUBHbIE
ANeMeHTbl pearnpoBann Ha OencTBMA Nonb3oBaTens

- icnonb3oBaTb Flexbox ana rmbkux agantueHbix MakeTos Ul
- IMHaMnyeckn HaxoguTb U U3MEHSTb anemMeHTbl Ul ¢ MoOMOLLbIO CenekTopoB

- MHKancynupoBaTb 06paBoTKy COBbITMI B MOBTOPHO UCMOMb3yeMblX Kflaccax,
peanusys Takue B3aMMOLENCTBUS, KaK NepeTackmBaHne U MynbTUTay-XecTbl

- Ncnonb3oBaTb gucnetyepmsaumio cobbiTui (Event Dispatch), o6pabaTtbiBaTb Co6bITUSA MO Ppaszam n
YNpaBnsaTb UX PacnpoCTpaHEHNEM

- Ncnonb3osaTtb nepexopl USS ansa nnasHom aHumMaumm n adpdekToB anemeHTos Ul,
HacTpauBas NPOSOMKUTENBHOCTb U QYHKLMIO MIaBHOCTU

container-1 container-2

slider-1 ——(——

UQuery

UQuery provides a way to find specific visual
elements within the visual tree hierarchy based on
certain search criteria. This can include:

+Name: Each element in the Ul hierarchy can be container-3
assigned a unique name, serving as its identifier.
UQuery allows you to search for these names when
you need to reference specific Ul elements.

« USS class: USS (Unity Style Sheets) classes
assign styles to your Ul elements. These classes can
be used as selectors in a UQuery, letting you find all
elements of a specific class. (e.g. applying changes
to a group of elements sharing the same class).

* Element type: You can query for elements based
on their type (such as Buttons, Labels, Images, etc.
derived from VisualElement). For example, you can
retrieve all the Button elements in your U, and apply
a specific interaction or styling to them.

Query Selector FCha

Queries can be combined to create more complex Q<VisualElement>(name: "button-1")

search criteria. . e e
Q<VisualElement>(name: "button-2")

MORE—> Query<VisualElement>(className: "round-outline-button”). ToList()
Q<VisualElement>(className: "outline-slider”)

Q<VisualElement>(className: "outline-slider").Q<VisualElement>(name: "unity-dragger”)

CHUMOK 3KpaHa ,eMOHCTPaLMoHHOro npoekTa QuizU

MpoekT QuizU, nepBoHayanbHO BbiNyLweHHbIM ana Unity 2022 LTS, nonyymn NoAAepXKY
HOBbIX BO3MOXHOCTeln Unity 6. Tenepb B HEro BXOAAT NpakTU4YeckKne npumepbl Co3gaHus
Nonb30BaTENbCKMUX 3fIEMEHTOB YNpaBneHusl, HaCTPOMKM NPUBA3KM AaHHbIX U peanusauum
nokanusauuu.

[pOoeKT MOXHO 3arpy3unTb U3 Asset Store.
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3HaKoOMCTBO ¢C U

Toolkit

Ul Toolkit o6nagaeT CyweCcTBEHHbIMM NPEMMYLLECTBAMU Nepes TPagUuLMOHHON CUCTEMON
Unity Ul, Takxe nssectHomn kak uGUI, n yctapeslen cuctemon IMGUI gns MHCTpYyMeEHTOB
penakTopa. 3To 60nee COBpeMEHHOe, rMbKoe N NPOon3BOANUTENBHOE peLleHne, KOTopoe nyylle
MacwTabupyetcsa ans 6onblumHcTBa NpoekToB. Ul Toolkit Takxxe MoXeT oxBaTbiBaTh BECb
NPOU3BOACTBEHHbIN KOHBENEP: UHCTPYMEHTbI pefakTopa, Urpbl U NPUNoXeHus, paéoTtaroLme
BO BpeMsi BbIMOMHEHMS.

Mo cpaBHeHMIO C NpexHUMKn cuctemamm Ul oHa npepocTasnseT crnegytowme npemmyLlecTtsa:

- bonee 6bicTpble Tepauun. MnobanbHoe ynpasneHne CTUASMU U pefakTUpoBaHue C
HeMeaneHHbIM 0To6GpaXKeHneM pesynbTaTta NO3BONAIOT paboTaTb U BHOCUTb U3MEHEHUs BbicTpee.

- MpounsBoanTenbHOCTb peHaepuHra. Render Hints n gnHamuyeckune atnachl TEeKCTyp AakoT
60blLUe BO3MOXHOCTEN ynpasiaTb Npon3BoAUTENIbHOCTbIO UTPbl.

- bonee yno6Has coBMmecTHas pa6oTa. Pasgenerue noruku (kog C#), ctpyktypbl Ul
(nokymeHTbl Unity XML, unu UXML) n ctunen (Unity Style Sheets, nnn USS) cokpalgaeT umcno
KOH(MKTOB U yNpoLlaeT KOMaHAHyo paboTy.

- MoBTOpHOE ncnonb3oBaHue. CTUAN U BULKETHI MOXHO COBMECTHO MCMNOMb30BaTb B O4HOM
WM HECKONbKMX MNPOEKTaX, a TakXXe NepeHOCUTb MeXAy PefakTopoOM U CPefon BbINOHEHMS.

Ul Toolkit ocHOBaH Ha noaxopax Be6-TEXHONOIMI, NO3TOMY pa3paboTymkam BeG-NPUIoXeHUN
npotle oCBOUTb 3Ty cucTeMy. [1na TeX, KTo BNepBble CTanKkMBaeTCs C A3blkaMU pasMeTKu, TakKuMu
kKak HTML/XML, n
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KackagHbiMu Tabnuuamm ctunen (CSS), sHakomcTBo ¢ Ul Toolkit cTaHeT oTnMyHoM
BO3MOXHOCTbK OCBOWUTb MOLLHbIN HaGop OTpacNeBbIX CTaHAAPTHbLIX NHCTPYMEHTOB.

Ul Toolkit Tech Stack

Ul Tools

Ul Debugger Ul Builder

Ul Systems Ul Assets

‘—“
Ul Renderer Event System

Mo cyu, untepdeitcel Ul Toolkit cTposTcs us painnos UXML u USS: cuctema Ul Toolkit ucnonbayeT ux ans popmupoBaHus MakeTa U opopmaeHus.

Pecypchl nHTEpPENCa

OCHOBHbIMW CTpoUTENbHbIMK 6nokamu uHTepdenca cnyxat pannsl UXML n USS. UXML
(Unity XML) onucbiBaeT cogepxunmoe u cTpykTypy Ul n HanoMmUHaeT Takue A3blIKU Pa3MeTKH,
kak HTML n XML.

USS, cosgaHHbIM no o6pasLy KackagHbix Tabnuu ctunen (CSS), onpepensieT BHELWHUA BUA, 1
cTunu cogepxxmmoro Ul. B aTom pykoBoacTee ucnonbsyrores 1 UXML, n USS.

Ul Toolkit

Structure & Layout Interactions

}

}
<[>

UXML

Cxopctso Ul Toolkit ¢ Be6-TexHonornsmu
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Ul Builder

Pecypchbl nHTEpdEica MOXXHO co3gaBaTth B BUAe kKoga B BolopaHHou IDE nnu BusyaneHo, B Ul
Builder, koTopbin BxoguT B Ul Toolkit. UHTepdenc Ul Builder no3sonseT xyAoXXHUKaM u
AnzanHepam pepaktuposaTb Ul u cpa3sy BMAETb ero B MpoLecce Co3gaHus.

Ul Builder*
StyleSheets Viewport Inspector
4+ v Addnew selector... Filev 25% ¥ Fit Canvas Active Editor Theme v Preview i Canvas Size
List is Empty
Size

Match Game View v
Hierarchy

This option automatically resizes the Canvas to match the
Game view resolution.

MainMenu.uxml
M #background-cursor
B #HomeScreen HomeScreen.uxml y Canvas Background
MainMenu.uxmi* & (al
& ] ~l -
E - D)4 '» o
Document Settings
Editor Extension Authoring

Enable this option to create Editor extensions in this file. The Ul
Builder displays additional features for working with Editor Ul.
To enable Editor extension authoring by default, edit the Ul
Toolkit Project settings.

Level Name

Standard Project

. el
B CharStatsPanel.uxml
B GameloseScreen.uxml
B GameScreen.uxml
B GameWinScreen.uxml
B Gearltem.uxml
B HealthBar.uxml
B HomeScreen.uxml
B InfoScreen.uxml
B InventoryScreen.uxml
B MailMessage.uxml
B MailScreen.uxml
MainMenu.uxml
B MenuBar.uxml
B OptionsBar.uxml v|UXML Preview -MainMen 4 |USS Preview
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[logrotoBKka rpapmnyeckmx

PECYPCOB M LUPUPTOB

3HauuTenbHas YacTb paboTbl Hag gu3anHom Ul BeinonHaeTcs 3a npegenamu Unity, B
NPUNOXeHUAX Ansa co3gaHust undposoro koHTeHTa (DCC). B 3aBUCMMOCTH OT CTUASA U
npegnoyteHnin Ul-xyaoXKHUK MOXET NPOoeKTUpoBaTb NHTepdenc B pefakTope pacTpoBoOn
rpadukun, Hanpumep Adobe Photoshop, nnu B BekTopHOM pegakTope. O6bIYHO KaXkabln
rpadudecknn anemeHT Ul akcnopTupyeTcs B BUAE PacTPOBOro N306paXKkeHns ¢
NPo3payvyHOCTbIO U CXaTueM 6e3 notepb, Hanpumep PNG, a 3aTeM o6beguHsieTcs ¢ Apyrumu
3aNeMeHTaMm B atnac TeKCTyp paan adHeKTMBHOCTM BO BPEMS BbIMOSTHEHUS.

Ecnu Bbl paboTaeTe B BekTopHOM DCC-npunoxeHun, ons ucnonb3osaHus rpapuxu s Ul
Toolkit eé noTpebyeTcsa aKCNOPTMPOBaTb B pacTpoBbii dopmarT. MNogpobHee cMm. pasgen
«BeKTopHble N306paXKeHna».

PacTpoBble n300paXxeHus

Unity nogaep>kmBaeT 60/bLIMHCTBO pacnpoCTpPaHEHHbIX popmaToB n3obpaxeHunn: PNG,
BMP, TIF, TGA, JPG n PSD. Nocne po6aBneHuns Takmx ¢pannos B nanky Assets Unity
UMMNOPTUPYET NX Kak pecypcbl Texture 2D gnsa TPEXMEPHbIX MPOEKTOB MW KaK CNpanTbl Ans
OBYXMepHbIX. [Mocne nmnopTa TN MOXHO M3MeHUTb B none Texture Type nHcnektopa. Ul
Toolkit nogaep>xuBaet o6a popmaTa pacTpoBomn rpadukm nHtepdenca.

TeKkcTypa NoYTH He COAEPXKUT CBEAEHUA MOMUMO pa3MepoB 1 GpopmaTta nsobpaxkeHus, Torga
Kak cnpaunT o6nagaeT SONOMHUTENbHbIMU CBOMCTBaMU, KoTopble ncrnonb3yet Ul Toolkit.
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CnpanTsl

CnpanTbl - 3TO TEKCTYpPbI, MOArOTOBEHHbIE ANA ABYXMEPHbIX UrP U NpeAHa3HayYeHHble as
KoMmnoHeHTa Sprite Renderer. B Unity aByxmMepHble cnpanTbl MOXXHO 3aMOCTUTb, CHabauTb
CKeneToM U CKMHHMHIOM AN aHUMauuK, 3agatb UM NMob30BaTENbCKYH FrEOMETPUIO Un
[OMNONHUTENbHbIE KapThbl 415 4BYXMEPHOro ocBeleHus. B aTom pasgene paccmaTtpuBatoTcst
TONbKO NapameTpbl, oTHocsAwmecs K Ul Toolkit. Mogpo6Hee o AByxMepHoON rpadnke MoXKHO
6yneT NpounTaTh B U3AAHUUN 3/IEKTPOHHON KHUMK «2D-rpaduka, aHnMaums 1 ocBelleHne» ans
Unity 6 Ha cTpaHuue https://unity.com/resources.

BonbwmHcTBO rpadpumyeckux pecypcos Ul BLIBOAMTCA B 9KPaHHOM MPOCTPAHCTBE, a He B
MacwTabe mupa Unity, roe ogHa eguHULa COOTBETCTBYET KYBGMYECKOMY MEeTPy TPEXMEPHOro
npocTtpaHcTea. Ul Toolkit ynpaenseT maclutabom Takon rpapuku, ogHako 3HadyeHue PPU
(Pixels Per Unit, nukcenen Ha egnHuLy) BNUSIET Ha pa3mMep crnpaunTa B uHTepdence. Hanpumep,
€C/1 Ha O4HY eOuHULY CETKM OO/MKHO NpUXoanTbea 128 nukcenemn nsobpaxkeHusl, 3agante
PPU paBHbiM 128.

Sprite Editor npegocTaBnseT MHCTPYMEHTHI peAakTUpOBaHUa rpaduku: Hanpumep, o6pesky
CUHUMMK MapKepammn 1 HapesKy 3enéHbiMU. C X NOMOLLBIO N306paXKkeHne MOXHO NOArOTOBUTb
K MO3aWyYyHOMY 3amO/THEHUIO UMM MPUMEHNUTb TEXHUKY AEBATUCErMEHTHOIO MacluTabupoBaHua
(9-slice), Wwnpoko ncnonb3yemyro Ans cCo3gaHns MacliTabupyemMblix 3/1IEMEHTOB.

CnpanTbl NpefCcTaBnatoT COG0M ABYXMEPHbIE TEKCTYPbI, HAaNOXEHHbIE Ha MIOCKNe
NPSIMOYro/ibHble TPEXMEpPHbIE CETKU. [1pn MNopTe NO YMONYaHUIO NCMNOIb3yeTCsl NapamMeTp
Mesh Type: Tight. OH NOArOHAET CETKY NOA, KOHTYP HEMPO3paydHbIX MMKCenen cnpamnta. 9to
NOBbILIAET MPON3BOANTENBHOCTb 3@ CYET YMEHbLLEHMS N3ObITOYHOM OTPUCOBKHK, Korga GPU B
OJHOM Kafpe HeCKOJIbKO pa3 pUCyeT OAMH U TOT Xe NUKCEeNb N3-3a NepekpbiBatoLLmMXCa
npo3payHbix o6nacten. CeTKy MOXHO BPYYHYH YTOYHUTbL M ONTUMU3NPOBATL B pa3gene
Outline okHa Sprite Editor.

MonesHbin NnapameTp Sprite Mode BbIGMpaeTcs B MHCMEKTOPE pecypca cnpanta u
nogaepXXnMBaeT cnepyowme pexmnmbi:

- Single. PeXu1m No yMONYaHuio: TeKCTypa COAEPXUT OGHO M306paxeHue.

- Multiple. BbibepuTe aTOT pexunm, eCnm UCxXogHasi TEKCTypa COAEPXMUT HECKONbKO
anemeHTOB. B Sprite Editor ykaxuTe nx pacnonoxeHue, 4to6sl Unity cmorna pasgenutb
n3obpaxkeHne Ha oTaeNbHble Jo4YepHUe pecypchl. [locne Hapeskn Kaxxabln rpapuyeckumn
3/1EMEHT CTaHOBUTCS CAMOCTOSITENbHbLIM CMPANTOM, KOTOPbIA MOXHO OTAENbHO
ucnonb3osaTb B Ul Toolkit.

- Polygon. Jlyywue BCcero NogxoauT ansa KpyriblX M306paxkeHnin U NpaBuibHbIX MHOTOYFONIbHUKOB. Pexum
NO3BONIAET 3aAaTb KOHTYP, TOYHO MOBTOPSAIOLLMIA GOPMY U306PaXKEHMS, U NONYUYNTb Goslee akKypaTHbI
pesynbTar.
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Pecypc Render Texture

Render Texture - 3TO TeKCTypa CO CHUMKOM M306paKeHUsi KaMepbl, KOTopas 0GHOBNSETCS B
KaXkgoMm kagpe. Takon pecypc MOXHO co3faTb Yepes MeHto Assets > Create > Rendering, a
3aTeM ykasaTb B MeHto Output komnoHeHTa Camera. B Ul Toolkit 3Tn TekCcTypbl N0O3BONSHOT
0oTOBpaXkaTb MUHN-KapTbl, 9KpaHbl BbiGOpa MepCoHaXka 1 ApYryto BHYTPUUTPOBYHO rpaduKy,
KOTOpYyto TpebyeTca BCTPOUTb B MHTepdenc.

B Ul Toolkit Sample: Dragon Crashers Render Texture ncnonb3syeTcs, Hanpumep, Ans
npeAnpocMoTpa NepCcoHaXka Ha HAMKATope YPOBHA U 3pPeKTOB YacTul, noBepx KHomnok Ul.

Bo3moXeH 1 o6paTHbIN cLeHapuin, Korga nHtepdenc Hy>XHoO nokasaTb BHYTPU UFPOBOMO
o6bekTa. MNMpeacraBbTe TPEXMEPHYHO MOAENb KOMMbIOTEPA C PaboTaroLWUM NHTEppencom,
co3pgarHbiM B Ul Toolkit. MHTepdenc Ul Toolkit MmoxHO oTpucosaTb B Render Texture,
Ha3HauuTb eé B Panel Settings n Camera, a 3aTemM NpUMEHUTb K MaTepuany TPEXMeEpPHON
Mogenu.

L Il
Open

Checkin  Undo

r Texture 1

1
UNorm 4.0 MB

MapameTpbl Render Texture n NnpocTble TecTbl

MomHuTe, uto Render Texture TpebyeT 3HaUMTENbHbIX PECYPCOB. VICNonb3ynTe Takne TeKCTYpbl YMEPEHHO U
06513aTeNIbHO NPOGUANPYITE NPOEKT, YTOGBI ONTUMU3MPOBATL MPOM3BOAUTENIBHOCTL. B MONHO3KpaHHbIX MHTepdencax,
rae OAHOBPEMEHHO He BbIMOSHAKTCS APYrue akTUBHbIE 31eMEHTbLI MFPOBOro NpoLecca, AONONHUTeNbHbIE ahdeKTh
Takoro pofa, ckopee BCEro, He BbI30BYT CEPbE3HbIX MPOBNEM C NPOU3BOANUTENBHOCTbBIO.
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2D PSD Importer

Mo ymonyanuto Unity nmnoptupyet PSD-¢dannbl Adobe Photoshop kak cBefgéHHblE TEKCTYpbI.
YT06bl COXpaHUTb CTPYKTYPY CNOEB, B MPOEKTE AOKEH ObiTb yCcTaHOBNEH nakeT 2D PSD
Importer. ®opmat PSD 06bI4HO NCMOMb3YIOT AN XPaHEHUSI HECKOMBbKMUX M306paXKeHUN Ha pasHbIX
cnosix B 0gHOM ¢aise; 3KCnopT B HEro nogaep>XxXmsaet 60bWMHCTBO DCC-MHCTPYMEHTOB.

Adobe Photoshop 2022

#Hh 4 Auto-Select: Layer v (3 Show Transform Controls - share  Q [ v

i

NS NE Y

»
N

P RPEOYHD P ITRN

=l W

i

x Ul_atlas.psd @ 200% (XP_Hud_frame, RGB/8#) *

Color Swatches  Gradients  Patterns

D.l
AO

Properties  Adjustments  Libraries

Layers Channels Paths

Q Kind vEdTOAE®

Normal v Opacity: 100%  ~

Lock: o | Fill: 100% v
=1l

S XP_Hud_frame
L

F XP_Hud_bg

r Main_menu_icon_05
.

r Main_menu_ean_08

200%

Main_menu_icon_03
o

ain_menu_icon_02

Main_menu_icon_01

a

ain_menu_selector

2048 px x 2048 px (72 ppi) " b
= Main_menu_bg

Timeline fx O @

Co3spanue pecypcos Ul B Photoshop. O6bIYHO KaX Al 3neMeHT pa3MeLLatoT Ha OTAENbHOM CNoe, B OTAENbHOM rpynne unm oGopMstoT Kak CMapT-06bekT.
CMapT-06beKTbl NO3BONSIOT PeakTUPOBaTh 3/1EMEHTbI HE3aBUCHUMO U COXPAHSILOT UX UCXO[IHOE paspeLleHie, aXe eCu No3aHee U3MEHUTb pasMep B OCHOBHOM
[OKYMeHTe.

PSD-¢annbl ynpowaroT paboymnii NPOLLECC: UX MOXHO UMMNOPTUPOBaTb HEMOCPEACTBEHHO B
Unity, He aKcnopTMpys KaXkabln CON B OTAENbHbIM $ann 1 He NOBTOPSA 3Ty onepauuto nocne
KaXkAoro U3aMeHeHwusl.

YctaHoBuTe nakeT 2D PSD Importer yepes Package Manager, 3aTeM npoBepbTe NapameTpbl
umnopta PSD-danna B uHcnekrope.

@ Inspector
Fei_Cel_group (Texture 2D) Import Settine

Importer  + UnityEditor.Texturelmporter (Default)
UnityEditor.U2D.PSD.PSDImporterQOverride

Texture Type Sprite (2D and Ul)

Bbi6epute PSD Importer B MHCnekTope, 4ToGbl NPOCMOTPeTh NapameTpbl 06paGoTku paiina.

© 2025 Unity Technologies 18 u3 147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.2d.psdimporter@10.0/manual/index.html

Q | 3HakomcTBO ¢ Ul Toolkit | MoaroToska rpaduueckux pecypcos 1 wpnéTos | Ul Builder |

Mpu paboTe ¢ pecypcamun Ul oTknounTe B MHCNeKTope napameTp Use as Rig B pasgene
Character Rig. OH Hy>XeH TOnbKO Ansl CKeneTHOM aHMMaunn ABYXMEPHbIX MePCOHaXKemn u He
TpebyeTcs anemeHTam Ul. 3gecb Xxe AOCTYMHbI NapamMeTpbl UMMNopTa C/I0EB: Hanpumep,
UCKJTFOYEHME CKPbITbIX CMI0EB N FPYNNMPOBKa 06bEKTOB MO COAM.

Ul_atlas (Texture 2D) Import Settings =z+- Ul_atlas Import Settings (PSD Importer Overr
F UnityEditor.U2D.PSD.PSDImporte v
Importer UnityEditor.Texturelmporter (Defe v " Importer UnityEditor.U2D.PSD.PSDImporte ¥

Settings Layer Management

General
Sprite (2D and Ul)
Multiple
100
Tight

AR

ixwramdo-s 4 . sk “H(RASHERS  ERASHERS:

2
craee =

g, - = = e DC_logo_...
Open Sprite Editor

Layer Import
nclude Hidden La

'(RASHERS
Ul_atlas

Use Layer ID
Import Mode Individual Sprites (Mosaic)

DC_logo icon_rari... icon_rari...
Character Rig

Texture
Wrap Mode Repeat

- - - - Ul_atlas
icon_rarl... icon_att... icon_att...

IR wam@io~o 8
C} {?
O _da
= o
o-{l . -

|SEERENe

I:] O+ere (L
, | -|e n 7
icon_cha... icon_cha...

MepekniounTech Ha PSD Importer, UTo6bl NOMYYMTL AONONHUTENbHBIE NapaMeTpbl
uwmMmnopTta.

Co3spaHHble 13 PSD cnpanTbl B OKHe Project MOXHO UCMonb3oBaTb Kak 06bl4Hble. B Sprite
Editor nx MOXXHO Hape3aTb, U3MEHUTb KOHTYpP unu HacTpouTb Pixels Per Unit (PPU) Tak xe,
KaK y CTaHAapTHbIX pecypcos Sprite.

CoseT: nTepaTtnBHoe NPoeKTupoBaHmne

Unity aBTOMaTnMyeckn o6HoBASIET cnpanTtbl n3 PSD-darnna npu KaXfoM ero CoxpaHeHuun.
Bnarogaps 3ToMy MOXHO GbICTPO CO34aTb BPEMEHHbIV BapuaHT, AopadaTbiBaTb €ro 1
cpasy HabnogaTtb U3MeHeHus B okHe Game. [pocMOTp pesynbTaTa B KOHTEKCTe 6e3
3amMeHbl hannoB n 6e3 NnoMoLM Opyroro pa3paboTynka 3aMeTHO 9KOHOMUT BPEMS U
NMoMOraeT MOBbICUTb Ka4yeCcTBO PaboThl.
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BekTopHble N306paeHns

Ha MOMEHT HanncaHus KHUrvM Nogaep kka BEKTOPHOro popmaTta BCE eLlé paspabaTbiBanach,
ogHako B Ul Builder ero y>e MOXHO 6bI/10 UICNOMb30BaTb AN GOHOBbBIX M306paxkeHnn. Tem He
MeHee gns Ul Toolkit noka pekoMeHAYHTCS pacTpoBble N306paXKeHust - CNpPanTbl U TEKCTYpPbI.

YT106bI ONpo6oBaTh BEKTOPHYHO rpadurKy, yCTaHOBUTE aKCNepUMeHTasnbHbIN nakeT Vector
Graphics, KoTopbI N0 ymMon4YaHuto ckpbIT B Package Manager. MNopsgok yCTaHOBKM NpuBeAEH
B JOKYMeHTauun. B nakete MOXHO HacTpOUTb YPOBEHb TECCENALMU NPK Npeobpa3oBaHnm
BEKTOPHOM rpadumku B MOAUIroHbl. YTo6bl Mcnonb3oBaTb NonyyveHHbln pecypc B Ul Toolkit, gns
Generated Asset Type Bbi6epute Ul Toolkit Vector Image.

© Inspector

6), Car (Vector Image) Import Settings (SVG Importer)

Gradient Resolution 64

Pivot Center

Generate Physics Shape

Viewport Options Don't Preserve Viewport

Tessellation Settings Basic
Target Resolution .
Vector Sprite

Zoom Factor .
Textured Sprite

Generated Asset Type Texture2D
v Ul Toolkit Vector Image

Ul SVGimage
Asset PostProcessors

UnityEditor.U2D.PSD.PSDImporterAssetPostProcessor
UnityEditor.ShaderGraph.ShaderGraphAssetPostProcessor
UnityEditor.U2D.Animation.SpritePostProcess

MakeT Vector Graphics no3BonsieT B orpaHM4yeHHOM 06béMe ncnbiTaTb SVG-n3o6paxeHus B Urpe unu nitepdence.

Cenyvac npu peHgepuHre SVG-dpannbl pa3dbmnBaroTCsl Ha MOMUIOHbI, YTO OrpaHUuYnBaeT
npenmMyLiecTBa BEKTOPHOM rpaduku. MNMpu cMnbHOM yBENMYEHUN BMECTO XapaKTepHbIX A1
BEKTOpPa rMagKuMx KpUBbIX MOTYT MPOSIBUTLCS MHOTOYro/ibHblEe rPpaHn. Ha MOMEHT HanucaHus
KHUrK crnaxueaHue B Ul Toolkit ewwé He nogaep>xmBanocs.

OxupaeTcs, YTO 3aBepLUEHHan peanusaumsa 6yaeT HeNoCpeACTBEHHO paboTaTb C HACTOALWNMM
BEKTOPHbIMW popMamMm 1 OTAENbHbIN NakeT Vector Graphics 6onblue He NoTpebyeTcs.
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LpndThl

Ul Toolkit nogaep>xusaet Tunbl Font n FontAsset:

- Font. CtaHgapTHble popmaTsl wpudToB TTF n OTF nogaep>xmsatoTcs pagu
06paTHOM COBMECTUMOCTH, HO B @OHOBOM peXXMmMe aBTOMaTUYECKN NpeobpasyoTcs
B FontAsset.

- FontAsset. PekomeHayembi popmaT, MO3BONSAIOWMIN TOYHO HAaCTpamnBaTb KEPHUHT, 6a30BYIO
JIMHUIO 1 OpYyrue XapakTepuCcTUKn 6e3 n3aMeHeHus ncxogHoro gamna wpndrta. 370 0CO6EHHO
Nnosie3HO N5 Bblpa3uTesbHbIX CTUIM30BaHHbIX WPUPTOB, YaCTO UCMOSb3YEMbIX B UrPax.

- FontAsset Takxe no3BonsieT TOYHO ynNpaBnaTb CO34aHMEM aTnacoB: BbiIGupaTb HaGop
CUMBOJOB, pa3peLLeHne U cnocob 3anonHeHus. 3TN napaMeTpbl MOMOratoT COKPaTUTb
notpebneHne NaMsiTn, 0CO6eHHO Npu padoTe ¢ Unicode-wpudptammn ansa s3bIKos C
60/1bLUMM YACIOM CUMBOJIOB.

YNaKkoBLLMKN TEKCTYP

O6beauHeHve ABYyXMepPHOM rpaduKu B OfHOM TEKCTYpPE - PaCNpPOCTPaHEHHbIA CNOCO6 ONTUMU3aLMK,
KOTOPbIN YMeHbLUAET YUC/IO BbI3OBOB OTPUCOBKU U yy4llaeT ucnonb3oBaHue namatu. Ul Toolkit
NnoAAep>XMBaeT ABe CUCTEMbI aT/IacoB.

ATnac cnpauntoB

TunnyHbIM aTnac urposoro nHTepdeitca us Ul Toolkit Sample - Dragon Crashers

Sprite Atlas - nHcTpymeHT Unity ns ynakoBky CNpavToB v Apyron rpadukm AByXMepPHbIX Urp
B aT/1ac; ero Tak)xe MOXHO ncnonb3oBatb Ana rpadpukun Ul. OH aBTOMaTU4eCKkn ynakoBbiBaeT
pecypchbl M3 0gHON Nanku NPoeKTa, Co3[aBas atiachkl CIPanToB, KapT HOpMasen U Macok.
Moagep>XunBatoTCs BapuaHTbl 419 pasHbix nnatdopm u APl ons paclumpeHHOro ynpasneHums.
Sprite Atlas 06bI4HO NPUMEHAIOT ANS YNaKOBKM PECYPCOB B peLaKTope, a He BO BPeMS
BbINOSIHEHMS.
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JAuHamunuyeckuni atnac

Dynamic Atlas - Example
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[vHamunyeckunin aTnac, co3aaHHblin pegaktopoM Unity n oTKpbIThI B Texture Atlas Viewer. ATnac yBenuuvMBaeTCsi MO rOpU30oHTanm n
BEPTUKaNW CTeNeHs MU ABONKU, He NpeBbILlas MaKCUManbHO AOMYCTUMbIN pasMep TEKCTYPbI.

Ecnu rpaduka Ul He ynakoBaHa cpegctBamu Sprite Atlas, Ul Toolkit aBTomaTnueckn
pobaBnseT eé B AMHaMUYeCKMI aTnac Ha NpeaBapuTeNbHOM NPOXOoAe.

N306paxeHuns, Ha KOTOpble CCblNIaeTcsl BU3yasbHbIN 3/IEMEHT, BK/IHOUYaAKOTCA B atiiac no
KpuTepusiM, 3agaHHbIM B Panel Settings gokymeHnTa Ul. Hanpumep, MOXHO ykasaTb
MWHUMarsbHblE N MaKCUMasbHble pa3Mepbl yrNakoBblBaeMbIX TEKCTYP MU GUNbTPOBaTb
n3obpaxkeHns No Apyrum ceoncTeam. CosgaHHble atnachl 4OCTYMHbI AN NPOCMOTPa B
Texture Atlas Viewer otnaguunka Ul Toolkit.

OvHamuyeckuin atnac paboTaeT U BO BpeMsi BbIMOMHEHUS, U B pefakTope, NosToMy yA06eH
Aansa anemenToB Ul, cosfgaBaeMblX AMHAMMYECKN, HanpuMep COAePXMMOro UHBEHTapS
Urpoka.

Mpu noAroToBKe rpaduKu NpUaep>KMBaNTECh CleayroLmnX peKoMeHaaLui:

- Ve Ha 3Tane co3faHusi MakeToB 3aJaiTe B rpaduyeckomM pefakTope MakCcMMasbHoe
LeneBoe pa3spelleHne, YToGhI BNOC/eACTBUM He NepeaenbiBaTb pa6oTy. Hanpumep, ecniu Bbl
nnaHupyeTe Noaaep>KmBatb rpaduky BrioTb fo 4K, Ucnonb3yinTte aTo paspelleHne Kak
MUWHMMasIbHOE padouyee.

- He yBennumneaite pacTpoBble M306paXKeHns Nocne Ux Co3aaHusa: 3To NPUBOAMUT K
MUKCEeNM3aLmnm 1 pasmbITUIO, CHUXas BU3yanbHOe KayecTBo. HaunHalTe pa6GoTy ¢
MaKCHUMasbHOro NoAaep>XMBaeMoro paspeLleHns 1 yMeHbLaiTe n3o6paxeHue npu
3KCMopTe U3 rpaduueckoro NPUNoXKeHus.
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- [pu paboTe ¢ BEKTOPHOM rpadunkon nocneayroliee n3MeHeHne pasmepa pecypcoB He Tak
KpUTUYHO. TemM He MeHee UCMOoNb3ynTe 3TaNloHHoe pa3pelueHune (Reference Resolution), 4To6bl
COXpPaHATb NPaBWUIIbHbBIN OTHOCUTENbHBIN MacLITab KaX4oro pecypca, Hanpumep 0gMHaKoBYHO
TOMLWMHY KOHTYpPa 3N1EMEHTOB.

- Ecnu paspelueHmne rpapuyeckmx pecypcoB HUxXe Tpebyemoro, nonpobynte 2D Enhancers n
dyHKUMIO MacwTabupoBaHus Ha ocHose U B Sprite Editor.

- Ncnonb3yinTe Bo3amoxHocTn 2D PSD Importer, umnopTtupya PSD-dannbl npsimo B Unity.
[Mocne coxpaHeHuss PSD Bce n3MeHeHUs1 CNoés aBToMaTudeckn otpasatcsa B Unity. Kpome
TOro, Haxogswmmncs B Nnpoekte PSD-dann MOXHO XpaHUTb B CUCTEME KOHTPOSS BEPCUN.

- ABTOMaTU3MpYTE UMMNOPT. He M3MeHANTe NapaMeTpbl BPYYHYHO NMPKU KaXAoM fo6aBneHnm
rpaduyeckoro pecypca. C nomoLLbto Preset MOXHO COXpaHUTb HAaCTPOWMKM OLHOro pecypca
1 aBTOMaTUYeCKM MPUMEHATb MX KO BCEM pecypcaM TOro e Tuna B 3aAaHHoM narnke.

- [1ns 6onee rny6oKoM aBTOMaTU3aLUmMn, HanpumMmep NpPoBEPKN PECYPCOB UM MacCOBOIO
NM3MEHeHUs nx NapamMmeTpoB, ucnonblymnte APl AssetPostprocessor.
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Ul Builder oTkpbiBaeTcsa yepes meHto Window > Ul Toolkit > Ul Builder.
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Ul Builder no3sonseT co3gaBaTb, NpocMaTpusaTtb U uameHaTb dannsl UXML n USS B BM3yanbHOM
UHTepdence, BCTPOEHHOM B OCHOBHOWM pefakTop. PaccMoTpuMm KntodeBble o6nacTtu Ul Builder:

1. StyleSheets. 3gecb HaxoaATCA NpasBuna KOMMNOHOBKU U 0GOPMITIEHUS, TaKXKe Ha3blBaeMble
cenekTopamu USS. OHM NO3BONAKOT COBMECTHO UCMOMNb30BaTb CTUAM B pasHblx UXML-AoKyMeHTax u
anemeHTax Ul.

2. Hierarchy. Kak n okHo Hierarchy cueHbl, 3Ta 061acTb NOKa3blBaeT MepapXuro BU3yasnbHbIX
anemeHToB UXML-goKyMeHTa.

3. Library. 3pecb co6paHbl roToBble CTaHAAPTHbIE U NOSIb30BaTEIbCKUE 3NeMeHTbl YyNpaBneHus:
KHOMKK, NOAMUCKU, NON3YHKU U ApYrne KOMMOHEHTbI, KOTOPble MOXHO A06aBUTb B Mepapxuio.
Otctoga xe B Tekywmn UXML MoxHO BcTaBuTb gpyron UXML-AoKyMEeHT Kak LaGoH.

4. Viewport. 9Ta 061acTb NOKa3blBAaEeT BHELWHWIN BUA MHTepdenca. DNeMeHTbl Ha XoncTe
MOXHO pefaKTUpoBaTb HEMOCPEACTBEHHO C MOMOLLIO AKPAHHbLIX MaHUMYNATOPOB.

5. Code Previews. 3gecb oTobpaxaeTtcs kog, koTopbin Ul Builder opmupyeT B poHOBOM
pexume gnsa gokymenTa Ul (UXML) u Tabnuy ctunen (USS). YTo6bl yBMAETD KOA LIENIMKOM,
BO3MOXHO, NOTpebyeTcs U3MEHUTb pa3Mep OKHa.

6. Inspector. Mo3BonseT N3MeHATb aTPUBYTHI U CBOMCTBA CTUS BbIOPAHHOIO 3N1eMeHTa Unn
cenekTtopa USS.

CoseT: coxpaHeHue pecypcos Ul

B Ul Builder coxpaHsinTe nsameHeHus 4yepes MeHto o6nactu Viewport: File > Save.
KomaHga coxpaHsieT Bce oTKpbITble dannbl UXML n USS.

B otnmume ot Unity Ul, npu pa6ote ¢ Ul Toolkit nrpa Mo>eT BbIMOMHATLCA B pegakTope
O[HOBPEMEHHO C BHECEHMEM U3MEHEHUI. 3BE3A0YKA * pALOM C MeHeM danna B
3aronoBke xorscTa Ul Builder o3HauyaeT, 4To M3MeHeHUs eLé He COXpPaHeHbI.

DOoH XOncTa

BknoumB GOH X0McTa, MOXHO OLEHUTb OQOPMIIEHNE SIEMEHTOB Ha 3a4aHHOM LBETe UK
doHoBOM M306paxeHnn. Boiloepute UXML-¢pann B o6nactu Hierarchy, 3atem HacTponTte
$oH xoncTa Tak, YTo6bl OH HanNoMMWHan UTOroBbIM MHTEPGENC: 3TO MO3BOUT OLEHMBATb
N3MEHEHUS CTWUNS B KOHTEKCTe.

Ona ¢oHa Canvas OCTYMHO HECKOJIbKO BapUaHTOB:

- Background Color. 3agaét OTTEHOK WM LBET UTPOBOI0 OKPYXXEHUS.

- Image. Mo3BonseT BbI6paTb CNpanT UM TEKCTYpPY B KayecTBe GoHa, YTo yaobHOo ans
BOCMNPOM3BeAEeHNs MaKeTOB 3KpaHOB unn pedepeHCHon rpadukm.

- Camera. Noka3sblBaeT TEKYLLMI UTPOBON NpoLiecc Ha ¢oHe, No3Bonsas oueHnsatb Ul
HEeNoCpPeACTBEHHO B KOHTEKCTE Urpbl.
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Viewport Inspector

Filev 100% ~ Fit Canvas Active Editor Theme v Preview Canvas Size

Width Height
Size 350 450

NewUXMLTemplate.uxml

Match Game View
v Canvas Backg d

& ol L]
Image & None (Texture 2D) ®
Opacity @® 100
Scale Mode

Fit Canvas to Image
Document Settings

XoncT HoBoro UXML-aokymeHTa. Ero BHeLWHMIA BUA, HacTpauBaeTcsi ¢ nomMoLLbio napameTpos Color u Image.

HacTponku 06nactn NpocMoTpPa

[ns HaBurauum no padoyen o6nacTv U3MeHaANTe MacliTad B npegenax 25-500% unu

Bbi6epuTe Fit Canvas, 4To6bl OH aBTOMaTUYECKM MNOACTPOMNCA No4 AOCTYNHOE MecTo Ha
3KpaHe.

Pe>xxnm Preview nossonset npocMaTtpusatb Ul, He pucKys ciy4arHO M3MEHUTb BblOPaHHbIe 31eMeHThbl. B
aKTMBHOM o6nacTu Viewport Tak)Xe MOXHO oTo6pakaTb CTUAM AN onpenenéHHbIX COObITUIN MblLUK,
Hanpumep HaBedeHUs 1 nony4veHus pokyca.

CoBeT: COOTBETCTBUE OKHY Game U
npeaBapuUTenbHbIi NPOCMOTP TEM

Ul Builder
Inspector
itor Theme v Preview 1} Canvas Size

ar.uxmil

Canvas Background

Document Settings

s in this file. The Ul Build

edit the Ul Toolk

YT06bI NPN6IM3NTL 0To6paXkeHne K Ul BO BpeMs BbINOMHEHUS, BbiGepuTe 3arpy>XeHHbin Ul
Document (UXML) B Hierarchy n Bkntounte Match Game View. Pasmep o6nactu Viewport
O6yOeT NpMBEAEH K 3TalOHHOMY pa3peLleHuto NpoekTa. MiameHeHne 3Toro napameTpa
B/INSIET TOJIbKO Ha NpenBapuTesbHbIN MPOCMOTP, HO He Ha camu ¢annbl UL, B Ul Builder
Tak)Ke MOXHO 3apaHee NpocMaTpuBaTb pa3fnyHble TEMbl MPOEKTa; NoApobHee 3Ta
BO3MOXHOCTb paccMaTpuBaeTca ganee.
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MakeTbl

Viewport
v selector... Filev 100% + Fit Canvas
USS.uss
element

text

XML.uxml
miElement
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Label
B VisualElement
= ! VisualElement 31 =\
I Label
m %-4
I Label
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Ul Builder npepocTaBnsieT BCe UHCTPYMEHTbI, HEO6X0ANUMbIE ANS CO3/aHNs afanTUBHOroO MakeTa.
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B aTOM pasgene paccmaTpuBaloTCA OCHOBHble aTanbl co3gaHusa makeTos B Ul Builder.

Ul Builder - HarnsgHbin WY SIWYG-UHCTPYMEHT, YA0GHbIM AN AN3aNHEPOB MU NO3BONSAIOLMI
appekTnBHO cosgaBaTtb ¢pannsl UXML n USS 6e3 pyyHOro HanmcaHus koga. Hekotopele
KOMaHabl npegnoynTtatoT popmumposatb Ul HenocpencTBeHHO B Koae, ogHako Ul Builder gaér
XYAOXHUKaM TBOPYECKUIN KOHTPOJIb 1 3aMETHO COBEPLLUEHCTBYET pabouuni npouecc. Mpu
BHeceHun nsmeHeHun Ul Builder reHepupyeT Ko aBToOMaTU4eCcku: BCE CO34aHHOE B HEM
MOXHO HanpsMyo npegctasnTb kogoMm UXML n USS.

OpHo u3 rnasHbix npeumyecTs Ul Toolkit n Ul Builder - apdekTuBHOE Co3naHne aganTUBHbIX
MakeToB. OHM Heo6X0aUMbI 060N Urpe, NpefHa3HaYeHHOW Ans HECKOMbKMX nnaTtdhopm ¢
pa3HbIMK paspeLleHnaMn N COOTHOLLEHUAMU CTOPOH 3KpaHa. B aTom pasgene
paccmMaTpuMBatOTCH OCHOBHbIE 3Tanbl co3AaHus Takmx maketos B Ul Builder.

Huxe nokasaH UXML-dawnn un ero kopg B naHenu UXML Preview okHa Ul Builder. YTo6bl
cospgatb pecypc B Ul Builder, BoiGepuTe File > New, a 3aTem Save As.

UlDocument

START

CREDITS

BUTTON

Add Component

LL|EnKHWTe 3HaYOK B MPaBOM BepxHeM yrny okHa Code Preview, 4ToGbl OTKpPbITb Ko, B cBoew IDE.
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B aTom npumepe koga UXML Bu3yanbHble af1eMeHTbl NPpeAcTaBneHbl Pa3MeTKON,
HanomuHatowen HTML, ¢ oTKpbIBalOWMMN 1 3aKPbIBAIOLLMMM YII0BbIMU CKOGKaMM.
Hanpumep, Tak BbIFSAUT CUHTAKCUC KHOMKK Start:

<engine:Button text="START" name="start-game__button" />

OCHOBHblE KOMMOHEHTbLI BPEMEHMW BbINONTHEHUSA

OnemeHTbl Ul Toolkit He oTo6paxatoTca B okHe Scene. Co3gaBaembii MHTepdenc BmuaeH B Ul
Builder, HO 6onee TOYHbIN NpeABapPUTENbHBIN MPOCMOTP C LieNIeBbIM pa3peLlleHneM OAET OKHO
Game. Yto6bl BoiBecTn Ul B okHe Game, Ha GameObject fomkeH HaxoaAnTbCs KOMMOHEHT Ul
Document ¢ pecypcamu Panel Settings u Visual Tree (UXML), kak noka3aHO Ha CHUMKe:

v Ul Document

Panel Settings 2 MainMenuPanelSettings (Panel Settings)
Source Asset MainMenu (Visual Tree Asset)
Sort Order 0

KomnoHeHT Ul Document onpegenseT, kakon UXML 6ygeT oTobpaxaTbCs, M MO YMOMYaHUIO
copepxuTt pecypc Panel Settings. None Sort Order 3agaéT NopsagoK 3TOro AOKYMeHTa
oTHocuTenbHo apyrux Ul Document, ncnonbaytowmx e xe Panel Settings.

[o6aBbTe KOMMNOHeHT Ha GameObject yepe3 meHto Add Component B UHCNEKTOpe Uiun
LWENKHUTEe NpaBov KHomnKon Mblwun B Hierarchy u BeiGepute Ul Toolkit > Ul Document -
pecypc Panel Settings 6ygeT Ha3HayeH aBTOMaTUYECKM.

Pecypc Panel Settings onpegensieT, kak komnoHeHT Ul Document co3gaéTtca u
OoTOBpa)kaeTcs BO BpeMs BbINOMHEHUS. B MpoekTe MOXeT 6bITb HeCcKonbko Panel Settings gns
pa3sHbix BapnaHtos Ul. Hanpumep, HUD 1 MrUHM-KapTa MOryT UCMoSfib30BaTb COBGCTBEHHbIE
Panel Settings.

CospawTe pecypc yepes Assets > Create > Ul Toolkit > Panel Settings Asset. OH nosiBuTCS B
KOPHEBOW Marnke NPoeKTa, NOC/e Yero ero MoXHo HazHauuTb koMmnoHeHTy Ul Document Ha
GameObject.

AJanTrBHbIE MaKeThl: Flexbox

Ul Toolkit no3nunoHnpyeT BU3yanbHble 3f1IeMeHTbI C MOMOLLBI0 Yoga - MexaHu3ma
KomnoHoBkn HTML/CSS, peanusytowiero nogmHoxecTtso Flexbox. Ecnu Bbl eLué He 3HaKOMbl
c Yoga u Flexbox, aTa rnaBa NOMO>eT OCBOUTb NPUHLUNbI, NIeXallnue B OCHOBE CUCTEMbI
komnoHoBku Ul Toolkit.
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Flexbox, unu Flexible Box Layout, - cnoco6 pasmeLyatb 3neMeHTbl N0 CTPOKaMm uiu
cTonéuam. 9Ta cMcTemMa OTIMYHO MOAXOAMUT ANA CNOXHbIX, XOPOLLO OPraHN30BaHHbIX
MaKeToB. PaCCMOTPUM HECKOJbKO €€ NpenMyLLecTB:

- AgantmBHbin Ul. Flexbox opraHmsyeT cogep>Xvmoe B CeTb G/TIOKOB UM KOHTENHEPOB.
OneMeHTbl MOXHO BKMaAbiBaTb APYT B Apyra Kak poauTenbCKue u go4epHue u pasmeLlatb Ha
3KpaHe No NpocTbiM NpaBunam. JoyepHue afieMeHTbl aBTOMaTUYECKN pearmpyroT Ha
N3MEHEHUS POAUTENIbCKMX KOHTEMHEPOB. AJanTUBHbBIN MakeT NnogcTpanBaeTcs No4 pasHble
pa3mMepbl 1 paspeLleHns 3KpaHa, yrnpoLLas Nogaep>XKy HECKONbKMUX nnatGopm.

- YnopsigouyeHHasa cnoXHocTb. CTUNKM 3a4atoT NPOoCTble NpaBuna, ynpasnstowme BHELWHUM
BWAOM BU3yanbHOro anemeHta. OgmH CTUIb MOXHO OAHOBPEMEHHO NPUMEHUTb K COTHSIM
3N1EMEHTOB, a U3MEHeHUs cpa3dy oTpa3aTcsa Bo BCcéM Ul. bnarogaps aTtomy gusanH
UHTepdenca CTPoUTCA Ha eANHOOBPA3HbIX MOBTOPHO UCMOMb3YEMbIX CTUIISIX, @ HE HA PYYHOM
O0pOpPMMIEHNN KaXL0ro afieMeHTa.

- PaspgeneHune norvku n gusanHa. Maketsol u ctunm Ul otaeneHsl oT Koga. AunsanHepsl 1
pa3paboTynKm MOryT paboTaTb NapanfienbHo, He HapyLLas 3aBUCUMOCTU, U KaXabIn
cocpefoTauynBaeTCcs Ha CBOEN creuunanmsaumm.

Ul Builder

S
+ v Ad lector. ile % w Fit Canvas Active Editor Theme

exampleUSS.uss

ent

Hierarchy

exampleUXML.uxm!
B VisualElement
W #box-1 Right

Top

Padding
Left

VisualElement ] |=| = Right

Top
Bottom
Text
Font Aa None (Font)
& Inter-Regular SDF (Font 4
Bk

12

Align

Wrap

void OnEnable()

uiDocument = GetComponent<UIDocument>();
_box1l = uiDocument.rootVisualElement.Q<VisualElement>("box-1");
_label = uiDocument.rootVisualElement.Q<Label>("Label");

Pa3ﬂe}'leHI/I€ NOruKn n /:LI/ISaI;IHa. ﬂpOI’paMMV]CTb\ CBA3bIBAlOT BU3YyalsibHble 3/IEMEHTbI C W’pOBOl;W }'IOI'VIKOI;I, a [J'Vl3al;IHepbl
cocpenoTavynBaroTCA Ha onpeaeneHnm ux cTunew.
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Bl/l3yaﬂbeIe SNIEMEHTHI

B Ul Toolkit 0CHOBHbIMMW CTPOUTENBHBIMU BI0KaMK KaXgoro nHTepdenca cny>at Bu3yasnbHble
anemeHTbl. VisualElement - 6a30Bbit knacc Bcex anemeHToB Ul Toolkit: KHomok,
N306pa>keHni, TeKCTa U APYrMx KOMMOHEHTOB. VIX MOXHO cuntaTb aHanorom GameObject B
Ul Toolkit.

Mepapxus Ul U3 0gHOro nnv HECKOMbKUX BU3YalibHbIX 3/1IEMEHTOB Ha3blBaeTCsl BU3yanbHbIM AepesoM (Visual Tree).

L — Box

I

I |

I |

I

L Box
e
|
D

YnpowéHHas nepapxus BU3yanbHOro AepeBa 1 COOTBETCTBYIOWMIA el MHTepdelic cnpasa

Kom6uHaumm Bu3yanbHbIX aneMeHToB XpaHsaTtcs B UXML-¢pannax. OHm copepykaTt cBefeHus
06 nepapxun, MakeTe 3N1eMeHTOB M UX CTUNAX, €CNN Te He BbliHeceHbl B StyleSheet unn USS.

Mpexpae yem yrnybénsatbes B Ul Toolkit, He06X0ANMMO OCBOUTbL OCHOBbLI KOMMOHOBKM Flexbox.
Mx yao6HO n3yyaTb Ha NPOCTbIX BU3yanbHbIX aniemeHTax B Ul Builder.

|_|03I/ILI,I/IOHI/IpOBaHl/Ie BM3YyaJIbHbIX 3J1IEMEHTOB

Mpun co3panumn maketa Ul paccmaTpusanTe Kaxapl aKpaH Kak OTAeSbHYIO rpynny BU3yasbHbIX
aneMeHToB. [poaymanTe, Ha Kakue 6/10KM ero pasbuTb, Kak pacnosioXuTb 3TN BIOKK NO
rOPU30OHTaNU UK BEPTUKANN U HYXHbI 1 BAOXEHHbIE 6I0KN AN15 fanbHenwen opraHnsaumm
UHPopMaLmK.
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B npumepe Huxe oauH GObLION BU3YyasibHbIN 3TIEMEHT MOXET CIY>XUTb KOHTEMHEPOM ANsi NaHeNu
MeHI0 1 eé cofepXnmoro cresa. Kaxayro KHOMKY crneayeT NpeacTaBuUTb OTAENbHBIM A0YEPHUM
BM3YyasNibHbIM 3/1IEMEHTOM.

i |
000 M1 %
]

TITLE
GRAPHIC

LEVEL O

LEVEL NAME

PLAY

PekomeHayeTcs NoAroToBUTb MOAPOGHbIM MaKeT Uin Kapkac (cnesa), a 3aTeM BbILeNUTb U PasMeTUTb 3NIEMEHTbI, U3 KOTOPbIX 3TOT An3aiiH
6yneT cobpaH B Ul Toolkit (cnpaga).

Ul Builder nopaepxuBaeT aBa croco6a no3nuMoHUPOBaHUS BU3YyanbHbIX
3/1eMeHTOB:

- OTHOCHTeNbHOE MO3UUMOHNPOBaHMe. Mcrnofib3yeTcs Mo YMOYaHUIo 41 HOBbIX BU3YaslbHbIX
3/1eMeHTOB. [loyepHue aneMeHTbl NoAUYNHAKTCA Npasunam Flexbox poanTensckoro
KOHTelHepa. Hanpumep, ecnu Direction poautens 3agaH kak Row, goyepHue Bu3yanbHble
3/1IeMeHTbI pacronaratoTca cfieBa Hanpaso. [Npy 0OTHOCUTENBHOM MO3ULMOHUPOBaHUKN pasMepsl
1 NMOJIOXEHWEe 371EMEHTOB AMHAMUYECKUN 3aBUCAT OT ClefyoWwmX ¢akTopoB:

- Pa3mep v npasuna ctuna poauTenbckoro anemMeHTa. Ecnv naMmeHnTb napameTpsl
poauTens, Hanpumep Padding unu Align > Justify Content, goyepHue anemeHTbI
COOTBETCTBYHOLUMM 06pPa3oM NepecTposTcs.

- COGCTBEHHbIE pa3mMepbl U NpaBuia CTUNA godepHero anemeHTta. Ecnun gna
po4yepHero Bnu3yasnbHOrro anemMeHTa 3agaHbl MMHUMaJIbHble TN MaKCUMalbHble
pa3mMepbl, cUcTeMa KOMMNOHOBKM TakXe CTapaeTcs Ux cobnoaathb.

Ul Toolkit paspeluaeT BO3HMKalOLLME NPOTUBOPEUMSt MEXAY NapamMeTpaMu poaUTeNbCKoro 1
[loyepHero anemMeHToB. Hanpumep, ecnu MUHUMarnbHas LUMPUHA LOYepHero anemMeHTa 6onblue
LUMPWHBI KOHTEMHEPA, COAEPXUMOE BbIAET 3a €ro rpaHuLpbI.

Position

Position Mode Relative

Offsets v Relative
Absolute

auto

PeXuMbl NO3ULMOHUPOBAHNS, JOCTYMHbIE ANISi NtOGOro
BU3yanbHOro af1eMeHTa
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@ Ul Builder

Me

aKe

Crunuzauma

- AGContoTHOE NOo3MLUMOHMPOBaHKe. NoNoXeHWe BU3YyaibHOMO 3NeMEHTa NPUBA3bIBAETCS K
poanTENbCKOMY KOHTEMHepY, Kak npu paéoTe Unity Ul ¢ Canvas. MpaBuna pasmepa u
napameTpbl, BASIOWMNE Ha fOYEPHUE 3NIEMEHTHI, MPOAOIIKAOT AENCTBOBATb, HO CaMm
3/1EMEHT HaKagblBaeTCs NOBEPX POQUTENIbCKOrO KOHTEMHEpPa U UTHOPUPYET Takue
napameTpsbl Flex, kak Grow, Shrink u Margins.

[Onsa npuBsA3kn abCoONOTHO NO3MLMOHMPOBAHHOIO 31eMeHTa MOXHO UCMNONb30BaTh Left,
Top, Right n Bottom. Hanpumep, HyneBble 3HayeHust Right u Bottom 3akpenaTt Button B
NPaBoOM HUXXHEM YrNy POAUTENbCKOro KOHTENHepa.

Relative Position

Absolute Position

Position Relative Position Absolute

Left % Left 15

Top Top 150

auto

auto

CrneBa CUHWI1 BU3yalbHbIN aN1eMeHT ucnonbayeT Relative, a y ero pogutens ans Flex 3agaHo Direction: Row. Cnpaa cuHuit
BM3yanbHbI 31IEMEHT Ucnonb3yeT Absolute 1 urHopupyeT npasuna Flexbox pogutens.

OTHOOMEﬂbHoenO3MuMOHMpOBaHMeO6HHHOHOAXOAMTAHHHOCTOHHHOBMAMMHXSHGMGHTO&
CNOXXHbIX rpynn u KOHTeﬁHepOB C MHO>XeCTBOM [04YepPHUX a1IeMeHTOB.

ABCONOTHOE YA06HO A9 BPeMEHHbIX MHTepdeicoB, HanpuMep BCMblBaOLLMX OKOH,
LEeKopaTUBHbIX 3/1IeMEHTOB, He BIUAIOLLMX Ha O6LLYI0 KOMMOHOBKY, 1 Ul, cnegytollero 3a
UrpoBbIMU 06bEKTaMU, HaNpPUMepP MHAMKATOpa 340POBbS NepCoHaxa.

[TapamMeTpbl pasMepa

MomMHWTE, YTO BU3YyanbHble 3N1IeMEHThI NPeACTaBAT COG0M KOHTeNHepbl. B Unity 6
3HayeHne Grow no ymMosi4aHUto paBHO 1, NO3TOMY 3/IEMEHT 3aHUMaeT BCE CBOBOAHOE MECTO
B KOHTeNHepe. B nHbIX Clyyasix OH He 3aHMMaeT NPOCTPAHCTBA, €C/N TONbKO BHYTPWU HET
[OYEPHUX 3NEMEHTOB C 3afaHHbIM Pa3MepoM UM CaMOMY 3/IEMEHTY He Ha3HaueHbl
onpegenéxHble Width n Height.
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I Flex

Basis auto

Shrink

Direction

Wrap
Align
Size

Width Height
Size auto auto

Min - Max
px
Width % ight

none ne

v auto
Width initial ight
auto auto

MapameTpsi pasvepa BU3yansHoro
anemenTa

Mona Width n Height onpepensitoT pasmep anemMmeHTa. Max Width n Max Height orpaHnymsatoT
ero pacwupenue, a Min Width u Min Height - cxxaTtne. BMecTo 3HauyeHusa auto no ymon4yaHuto
pasmMepbl MOXHO 3afaTb B NMUKCENAX UK NpoueHTax. OTU napameTpbl BIMAKOT Ha TO, Kak
HacTpomnkm Flex, onucaHHble HUXe, U3MEHSAIOT pa3Mep 3N1EMEHTOB B 3aBUCUMOCTU OT
CBOBGOAHOIro NPOCTPaHCTBa.

[TapamMeTpbl Flex

MpK OTHOCUTENBHOM MO3ULMOHUPOBAHMMN NapaMeTpbl Flex MoryT U3MeHsITb pasmep
afieMeHTa. PekomMmeHfayeTcs NO3KCNepPUMEHTUMPOBATb C HUMMU, YTOGbI Ha NPaKTUKEe NOHATbL
uX gencrteue.

Basis 3agaét ncxogHole Width n Height go npumeHeHus koadpdumumeHToB Grow 1 Shrink:

- Ecnun Grow paBeH 1, afieMeHT 3aMET BCE AOCTYMHOE BEPTUKANIbHOE WM FOPU30HTanbHoe
npocTpaHcTBO poauTtens. Mpwu 3HavyeHun 0,5 oH 3aNMET NONOBUHY CBOGOLHOIO NPOCTPaHCTBA.

- Ecnn Grow paBeH 0, aneMeHT He yBeNnuMBaeTCcs CBepX TeKylLuero Basis, To ecTb UICXOQHOIO
pa3mepa.

- Ecnu Shrink paBeH 1, a1eMeHT CXXUMaeTCa HaCTONbKO, HACKO/bKO TpebyeTcs, YTOObI
NOMECTUTbCSA B CBOBOAHOM MPOCTPaHCTBE poauTens.

- Ecnu Shrink paBeH 0, aN1EMEHT He CXXMMaeTCs U NPU HEOBXOAMMOCTH BbIXOAUT 3@ rpaHuLibl KOHTelHepa.
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Basis 80%
Basis 80%
. Shrink 1, Grow 1
Basis 80% Basis 80%
Shrink 0, Grow 0 Basis 80% Shrink 0, Grow 1
Shrink 0, Grow 1 500%500 px Basis 80%
Shrink 0 Grow 0

Basis 80%
Shrink 1 Grow 0

500x500 px

500x500 px Basis 80%
shrink 0 Grow 0

MapameTpsbl Basis, Grow 1 Shrink

Mprmep BbILWE NOKa3biBaeT COBMECTHYHO paboTy Basis, Grow u Shrink:

1. 3enéHblt anemeHT ¢ Basis 80% 3aHnmaeT 80% AOCTYNHOroO NpoCcTpaHCcTBa.
2. MNpwn Grow 1 3enéHbIN 3N1eMEHT pacLuMpsieTcs Ha BCE CBOGOAHOE NPOCTPaHCTBO.

3. MNMocne po6aBneHns XXENTOro afieMeHTa CoOAepP>XXMMOoe BbIXOAMUT 3a rpaHuLbl
KOHTEeMNHepa, a 3enéHbI 31eMEHT BHOBb 3aHMMaeT 80% MNpocTpaHCTBa.

4. Mpw Shrink 1 3eNéHbI 3NeMeHT CXXMMaeTCsl, 0CBOOOXAast MecTo AJ1sl XXENTOoro.
5. 3pecb Shrink 060Mx aneMeHToB paBeH 1, NO3TOMY OHM CXXUMAKOTCS B PaBHOWM CTEMNEHU U
BMeCTe NoMeLaTcs B JOCTYNHOM MPOCTPaHCTBE.

Kak BUaHO 13 npumepa, aeMeHTbl C QUKCUPOBAHHLIM Pa3MepPOM B MUKCENAX - CUHUI BNOK Ha
warax 3-5 - He pearnpytoT Ha napameTpsbl Basis, Grow u Shrink.

CoBeT: pacuyéTt pa3mepa BU3yanbHOro asieMeHTa

Mpy OTHOCUTENBHOM MO3ULUOHUPOBAHUM CUCTEMA KOMMOHOBKUN 06beaNHAET
napameTpbl Size u Flexbox, YTo6bl OMpefesiMTb UTOrOBbIN pasmep KaXAoro afemMeHTa.
PacyéT BbINoNHAETCA CnefyowmuM 06pa3om:

1. Cnuctema KOMIMOHOBKW pacCuyMTbIBaeT pa3Mep aniemMeHTa no ceoncteam Width n
Height.

2. 3aTeM OHa NMpPOoBEPSIET, OCTANOCh M B POAUTENBCKOM KOHTeVIHepe CBO6OJHOE
MeCTO Unn govYepHue asieMeHTbl y>Xe BbIXOAAT 3a A0CTYrNHble rpaHnubl.

3. Ecnvn cBo6oAHOE MeCTOo eCTb, CUCTEMa HaXxOAWT 3IeMEHThI C HeHyneBbiM Flex >
Grow U pacnpegenseT Mexay HAMU AOMOMHUTENIbHOe NPOCTPaHCTBO
MPONOPLMOHANBEHO 3TOMY KO3OOULMEHTY, YBENMUMBASA LOYEPHNE SIEMEHTHI.

4. Ecnn goyepHue a3/1eMeHTbl He MOMELLAKTCA, aN1leMeHTbl C HeHyneBbIM Flex > Shrink
COOTBETCTBYIOLMM 06pa30M yYMEHbLLAKTCS.

5. 3aTeM yunTbIBalOTCA NPOYME CBOMCTBA, BAUSOLLME Ha UTOrOBbLIN pa3Mep 3NeMEHTa,
Hanpumep Min Width n Flex Basis.

6. Cnuctema KOMMNOHOBKM npuMmeHaeT paCCL-IVITaHHbIVI NTOrOBbIV pasmep.
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@ I Builder | Maers | Cranuaaus

MapameTp Direction onpegensieT NOPAA0K AOYEPHUX NIEMEHTOB BHYTPU poguTens.
OneMeHTbI, pacnonoXeHHble Bbllwe B Hierarchy, BblBogATCS NepBbiMK, a Haxogdswmecs B
KOHLe - nocnegHuMu.

MapameTp Wrap ykasbiBaeT, criegyeT N NbiTaTbCA YMECTUTb 3/TIEMEHTbI B O4HON CTPOKE WU OJHOM
cton6ue (No Wrap) nnéo nepeHoCHTb UX B CNeaytoLyo cTpoky unu ctontel, (Wrap nnmn Wrap Reverse).

H Column LLL 4= | Row
Calumn :1 reverse B reverse
€ D E F G G F E D C

H oom

8 f e

Poputenbckue u aoyepHue BusyanbHble anemeHTbl 8 Ul Builder ¢ 0THOCMTENbHBIM NO3MUMOHMPOBaHNEM W pa3HbiMKM coveTaHnamMu Direction u Wrap

No wrap

&

Wrap

|5

Wrap
reverse

[apameTpbl BbipaBHMBaAHUSA

MapameTpbl Align onpeaensitoT BbipaBHWBaHWE JOYEPHUX 2/IEMEHTOB OTHOCUTENBHO poauTens. B
poauTenbCKOM anemeHTe 3agawnTe Align > Align ltems, 4To6bl NpuXXaTb fOYEPHNE INEMEHTbI K Havany,
LEHTPY UK KOHLY. STV BapuaHTbl 4eNCTBYHOT BAOMb NONEPEYHON OCK, NepneHanKynspHON CTPoKe Unm
cTon6uy u3 Flex > Direction. Stretch Takxxe pa6oTaeT Nno nonepeyYyHomn ocun, Ho ero aGPeKkT MoryT
orpaHuuMBaTb MUHUMAaIbHbIE N MaKCUMalbHble pa3Mepbl; 3TOT BapMaHT UCMOSb3YyeTCsA N0 YMOMYaHUIO.

3HayeHue Auto No3BoNSIET CUCTEME KOMMOHOBKM aBTOMaTMYeCKM BbiIGpaTb OAMH U3
OCTasIbHbIX BapUaHTOB C YYETOM APYrux napamMeTpoB. 518 6o5iee TOUHOro yrnpasieHus
MaKeTOM PeKOMEHYeTCA ABHO BblGUPaTb HYXHbIW peXxum, ocTaenas Auto ans ocobbix
cnyJaes.

MapameTp Align > Justify Content onpegenseTt pacnpegeneHne gOYepHUX 3N1IEMEHTOB BHYTPU
poauTensa. OHM MOFYT pacnonaraTtbCsi BIIOTHYIO APYr K ApYyry nM60 pacnpefenstbes no
JOCTYMHOMY NpocTpaHcTBY. Ha pe3ynbTat Takxe BaustoT Flex > Grow u Flex > Shrink.
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Alngn start Allgn center Allgn end Allgn stretch
Justlfy start Justify center Justlfy end Jug’ggvzzice Jusatlr?uizace

MapameTpbl Align u Justify npumeHeHbl K poauTenbckomy anemeHTy ¢ Direction: Row. O6paTute BHUMaHWe: Ha UTOroBbIV pe3ynbTaT MoryT
BNVSTb U ApYrie napamMeTpbl MONOXEHUs 1 pa3Mepa.

MapameTp Align Self no3BonseT caMOMy KOHTEMHEPY BbIPOBHATLCS MO LEHTPY, Havany unu
KoHuy Flex-makerTa.

BHelHMe 1 BHYTPEeHHME OTCTYMbI

MapameTpbl Margin n Padding 3agatoT cBO60AHOE NPOCTPaHCTBO BOKPYT BU3YyasbHbIX
3M1EMEHTOB U nX cogepxunmoro. Unity ncnonbsyeT pasHOBUAHOCTb CTaHAAPTHOM GNOYHOM
mMogenu CSS, npefcTaBNeHHYIO Ha CXeMe HUMXe.

Border

Padding

Content Space

Visual Element

Bu3syanbHblin anemeHT B Ul Builder ¢ 3agaHHbiMu Size, Margin, Border u Padding. 9nemeHTbl ¢ pukcupoBaHHbiMu Width nnm Height moryT
BbIXOAMUTb 3a rpaHuLibl JOCTYMHOro NPOCTPaHCTBa.
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Crunuzaumnsa

- Content Space cogep>XM1T OCHOBHble BU3yanbHble KOMMNOHEHTbI: TEKCT, n306paxxeHunsi, aneMeHTbl
ynpaBneHna nT. 4.

- Padding 3apgaét nycTtyto o6nacTb Bokpyr Content Space, Ho BHyTpu Border.

- Border o6pasyeT rpaHuuy mexgay Padding n Margin. EN MOXHO Ha3HaunTb LUBET U
cKkpyrnenue. Mpu 3agaHHon TonwmHe Border paclumnpsietcs BHYTPb.

- Margin, kak n Padding, 3agaét cBO60AHY0 061acTb, HO YXe cHapy>Xu Border. Ons
anemeHTOB ¢ Position: Absolute napameTpbl Margin He AENCTBYHOT; BHELLHEE
NPOCTPaHCTBO OTHOCUTENbHO TOUKMW NPUBA3KM MOXHO A06aBUTb NapameTpamu Position.

DOH 1 N306paxeHns

B Ul Toolkit nto601 BU3yanbHbIA 31EMEHT MOXET BbIBOAUTb N306paXKeHne Ha SKpaH.
[ocTaTo4yHo 3agatbh CBOMCTBO background v HasHauUTb TEKCTYPY MU CMIPanT.

LiBeT nnun nsobpaxeHme ¢poHa MEHSIET BHELLHWI BUA, 3N1IEMEHTa U 0COBEHHO Y,06HO npu
€0o3[aHnK Kapkaca. Apkue KOHTpaCTHble LUBeTa NOMOratoT yBUAETb, Kak cocefHue
3MIeMEHTbl COYETaloTCA U pearmpyroT Ha U3MEHEHUsA KOHTENHEPOB.

TITLE
GRAPHIC

LEVEL O

LEVEL NAME

Lorem Ipsum dolor sit amet,
consectetur adipiscing elit, sed do
eiusmod tempor incididunt

Ha atane cospanua Kapkaca MCﬂOﬂbeﬂTe KOHTpacTHble
ugera.
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OTHOCUTENBbHbIE U PUKCUpoBaHHbIE eANHULbI MUBMEPEHNS

B Ul Builder paccTosiHus 1 pasMepbl 31EMEHTOB 3a4atoTca YeTblpbMsl BapnaHTamMu:

- Auto. 3HayeHue no YMOMI4YaHUIO gna pasmMepa n noaoXeHua. Cunctema KOMMOHOBKMU
paccynTbiBaET NapaMeTpbl 3/1leMeHTa No cBefeHNAM O poauTesie n AoYepHUX anemMeHTax.

- Percentage. EgnHuua paBHa NpoOLEHTHOM A0Ne KOHTeHepa 1 AMHaMU4eCcKn MeHsaeTcs
BMecTe ¢ Width n Height pogutens. lNMpoueHTbl NOMoratoT MaclwTabupoBaTb MakeT Ans
9KpaHoB pa3HblX popmMaTos.

- Pixels. Mogxogut ana GUKCMpoBaHHOro pasmepa. Hanpumep, HEGONbLINM 3/1eMeHTaM
MOXHO 3afaTb MUHUMAIbHbBIN pasMep B NMUKCENsIX, YTOObI OHW BCerga octaBanuch
YynTaeMbIMU.

- Initial. Bo3BpallaeT CBOMCTBO B UCXOOHOE COCTOSHUE, 3afaHHOEe CTaHAAPTHLIMU NPaBuIamMm
ctunen Unity, n UrHopupyeT TekyLuue 3HavyeHnss ohpopMIeHus.

1 7

VisualElement ] VisuaiElement 11 [=| B

Size Size Size

Width Height Width Height Height
Size auto auto - Size 461 226 Size 75 75
Min - Max Min - Max Min - Max

Width Height Width Height Width Height
Max none none 5 none none none none

Width Height Width Height Width Height
Min 588 ENG) auto auto auto

MpuMepbl CTaHAAPTHBLIX NapaMeTpoB Size U pasMepoB, 3aAaHHbIX B MUKCENAX U NPOLEHTaX

Y7106l NPUMEHUTDL eAUHOE MPaBuUIo MacluTabupoBaHus Ko Bcemy Ul, ucnonbsymte
napameTpbl Scale Mode B Panel Settings:

- Constant Pixel Size. 9nemMeHTbl COXpaHSAOT PUKCUPOBAHHLIN pasMep B MUKCENSX HE3aBUCUMO OT
pa3MepoB 3KpaHa. [1na nponopLMoHanbHOro U3MeHeH1s BCex pa3aMepoB MOXHO 3agaTb Scale Factor.

- Constant Physical Size. 9nemMeHTbl COXpaHAOT 0GUHAKOBbIN GU3MYECKUIN pasMep Ha pasHbIX
aKpaHax. Cuctema macwrabupyet Ul oTHocutenbHo Reference DPI, koppekTupys pasmep npu
oTnndumn daktndyeckoro DPI akpaHa.
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- Scale with Screen Size. Paamepbl 31e€MeHTOB ANHAMUYECKN MEHSHOTCS B 3aBUCUMOCTHU OT
paspeweHus. Screen Match Mode onpegenseT NpUopuUTET LWMPUHbI, BbICOTbI UK X
coyeTaHus, a Reference Resolution 3apaét 6a3osbint pasamep Ul Ecnu B Screen Match Mode
BblI6paH Match Width or Height, 3HayeHne Match onpepensieT, 6yget nu Ul nogctpansatbes
nop, LWWPUHY 3KpaHa, ero BbICOTY UM MPOMEXYTOYHOE COOTHOLLEHME.

© Inspector a i

Ul Panel Settings (Panel Settings) [ R
Ui

Open

Theme Style Sheet @ UnityDefaultRuntimeTheme (Theme Style Sheet)
Text Settings (t

Binding Console Logs

Target Texture

Target Display

Force Gamma Rendering

Sort Order 0

Scale Mode Constant Pixel Size

Scale Mode Parameters

v Constant Pixel Size

e Constant Physical Size

Reference Sprite Pixels per Unit Scale With Screen Size
Dynamic Atlas Settings
Clear Settings

Buffer Management

B Panel Settings cuctemsl Ul Toolkit 4OCTYNHbI NapameTpbl MaclUTabUpoBaHus, NOXoXxue Ha napameTpbl Unity Ul.

[lepeonpenenéHHbie ceoncTBa B Ul Builder

M3MeHEHHble CBONCTBA BbIAENAIOTCS B MHCMEKTOPE XUPHBLIM WPUOTOM 1 6enov IMHUEN, KaK Ha
CHUMKE HUXe. OTO 03HayaeT, YTO OHM NepeonpefenstoT CTaHAapPTHbIE 3HAYEHUS UK 3HaUYeHUs
cenekTopa u3 Tabnuubl ctunen USS BbiGpaHHoro UXML-¢anna. Takoe opopmMneHne TakxXe HasblBatoT
BCTPOEHHbIM cTunem (inline styling).

Ecnu 3HauyeHne MeHsITb He TpeByeTcs, Nlyylle OCTaBUTb Ero B UCXOLHOM COCTOSIHUM: Tak
nepeonpepeneHuns nerye HaxoamTb 1 KOHTPONMPOBaTb. YTO6LI COPOCUTL CBOMCTBO, BOCMO/Nb3YATECH
COOTBETCTBYIOLLEN KOMaHAOM B MEHIO C BepTUKanbHbIM MHoroTouveM (f]) pagom ¢ pasgenom cBoicTs.

I Background

I ! Color o

® Texturev
Add binding...

Extract Inlined Style to Selector

Extract All Inlined Styles to Selector

Height
100

Unset

Unset all

=I[=H\Vile]

B 3TOM MeH0 U3MeHEHHOe 3HaYeHne MOXHO BepPHYTb K CTaHAAPTHOMY UMUK K UCXOAHOMY 3Ha4YeHUIO cenekTopa.
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Hierarchy

test.uxml
W #button-accept

Library

Standard Project

UXML kak wabnoHbl

UXML-¢annbl MOXHO Mcnofib30oBaTb NOA06HO Npedadbam. Hanpumep, B NpoeKTe MOXET ObITb
UXML-maKeT co 3Ha4yKoM npegMeTa n CYETYMKOM KONMYECTBA, KOTOPbIA HY>XXHO MHOIMOKpaTHO
co3pgaBaTb B MHBeHTape. LLENKHYB NnpaBon KHOMKOM Mblwun nto6or UXML, MOXXHO co3gaTb
Template. 3aTeM ero MoXHo f06aBUTb K APYroMy BU3yaribHOMY 3/1eMEHTY B 061acTu
Hierarchy unu co3paTtb ak3emMnnsap 13 Koga. FoTOoBbIN WabnoH noaBuTcA B Library n okHe
Project.

Standard Project

Co
i - Search...

Ul Documents (UXML)

Rename
Assets

Duplicate

Delete

m button-accept.uxml

Create Template Custom Controls (C#)

TabbedView
Ed TabButton

Add selector...

LLlaGnoHbl NpeAcTaBstoT NOBTOPHO Ucnonbdyemble UXML 1 pocTynHbl Ha Bknagke Project o6nactu Library.

[ononHuTenbHble pecypchbl

MNopgpo6Hee o cucteme KOMMNOHoOBKM Flexbox MOXHO y3HaTh U3 cnefyrowmnx MaTepuanos.
Flexbox n Yoga - npu3HaHHble cTaHAapTbl BEG-pa3paboTky U pa3paboTKM NPUIOXEHUHN,
NO3TOMY B UHTEPHETE AOCTYMHO MHOXECTBO AOMOMHUTENbHBIX NCTOYHUKOB.

- Ul Toolkit BO Bpems BbINOMHEHMS: NOAPOBHbIN
paséop

- OduumanbHas AoKyMeHTaumsa Yoga

- PykoBogacteo CSS-Tricks no Flexbox
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W3meHeHWe CBOMCTB CTUNA HenocpeacTeeHHo B Ul Builder
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[T VI Builder*
StyleSheets

=+ v Addnew selector...

MenuBar.uss

Hierarchy

MenuBar.uxml
nu-left

Co3paB KapKacHble MakeTbl U3 BU3yanbHbIX 3/1IEMEHTOB, MOXHO NepenTn K 0GOpMIeHMIo
WM COXPaHUTb NapamMeTpbl PopMaTUPOBaHMSA B BUAE MOBTOPHO UCMONb3YEMbIX CTUNEN.
VimeHHoO B pa6oTe co ctunamm Ul Toolkit packpbiBaeT cBOM OCHOBHbIE BO3MOXHOCTW.

MpeanoyTnTensHO opopMNATbL BU3yasbHble aN1eMeHTbl Yepes pannbl Unity Style Sheet
(USS), cozpaBaemble komaHaom Assets > Create > Ul Toolkit > StyleSheet. 310 aHanor
Be6-dannoB CSS ¢ noxoxum popmaTom npasun. Tabnmubl USS genatoT gusanH ruéue,
yNpoLuatoT NOBTOPHOE NCMOMNb30BaHWe 1 06ecnedynBatoT egnHoobpasmne CTuen Bo BCEM
npoekTe.

dainbl USS onpegenatoT pasmepbl, LBeTa, LWpUGThI, HTepBasbl, FPaHNULbl 1 NOMOXEHWE 3IEMEHTOB.

Cenektopbl USS

Moka ¢ann USS He co3paH, BCe M3MEHEHUS OPOPMNEHUSA COXPaHAKTCA HEMOCPELCTBEHHO B
pecypce UXML Kak BCTpOeHHble CTUAN. OHW MEHSIIOT BUA, TONbKO KOHKPETHOrO BU3yasibHOro
3NeMeHTa 1 He MOryT NOBTOPHO UCMOSIb30BaTbCA B NpoekTe. Ecnun, Hanpumep, B NpoekTe
COTHU KHOMOK, OBHOBAATL CTWU/b KaX[0W No OTAENbHOCTU AONM0 U HE3)PEKTUBHO.

BmecTo aTtoro onpegenute cenektop USS. CenekTopbl no3sonstoT Tabnuuam ctunen Ul
Builder coBMecTHO MCNoIb30BaTh U NPUMEHSATbL 0GOPMNEHMNE KO MHOXECTBY 3/1EMEHTOB B
UXML-pecypcax.

Mpeo6pasoBaHue BCTPOEHHDbIX CTUJIEN B CENTIEKTOPDI

Viewport Inspector
set 1 Unelaune-Keguiar SUr | (e

Filew 100% ~ Fit Canvas Active Editor Theme v Preview }
a Font Style B I

Size
#menu-home-icon Color
Align
Wrap
Outline Width
Outline Color
Text Shadow

I
5l Main_menu_icor ® Sprite™

Heroes Mbsitabetu

Inline'Style

Transform
Cursor
Transition Animations

BCTPOEHHBIE CTUAN
NepeonpeAensiioT oCTanbHble CTUNM.

© 2025 Unity Technologies 43 3147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Manual/UIE-USS-Selectors.html
https://docs.unity3d.com/Manual/UIB-styling-ui-using-uss-selectors.html

Haxmute Add Style Class to List, BBeguTe nmsa n npeo6pasymnTte BCe BCTPOEHHbIE CTUIN
3fleMeHTa B CeNEKTOP, HAUNHAOLWMNCA C XXENTOW TOUKM «.». Ternepb cBoNCTBa 0GOpPMIIEHMUS
COCpefoTOYEHbI B OAHOM CenekTope, KOTOPbI MOXHO MPUMEHSITb K APYrMM KHOMKaM U
3afieMeHTaM BO BCEM npoekTe. J1lo6oe n3MeHeHne cenekTopa aBToMaTM4yecku oTpasuTcs Ha
BCEX CBAA3aHHbIX 3/IEMEHTax, NO3TOMY TaKoW NOAXOA NIerko MacluTabnpoBaTh U
CONpoBOXAaThb.

StyleSheet
Style Class List

button-glossy-green
Add Style Class to List

Extract Inlined Styles to New Class

Matching Selectors

M3BneyeHne Bcex cBoncTs Inline Style B cenektop

YTOGbI BLIHECTU B HOBbIW CEJIEKTOP OTAE/bHOE BCTPOEHHOE CBOWNCTBO, LWENKHUTE
BepTuKanbHoe MHorotouvre (f|) psaom ¢ HuM un BbiBepuTe Extract Inlined Style to Selector /
Add Class. CBoncTBO 6ygeT Nnpeo6pa30oBaHO B CENEKTop.

W3Bneuenue Inline Style otaenbHOro ceoiicTea B cenekTop
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Co3spaHue HOBbIX CEeJIEKTOpPOB

CenekTopbl HAXOAAT B BU3yaslbHOM AepeBe 3N1eMeHTbl, COOTBETCTBYHOLUME 3a4aHHbIM
ycnosusm, nocne Yyero Ul Toolkit npyumMeHsieT K HUM M3MeHeHuss cTuns. Ytobebl [o6aBUTb
cenekTop, WeénkHute none Add new selector... B neBom BepxHem yrny Ul Builder:

[@] Ul Builder*
StyleSheets ¢ | Viewport
+ - \ Filev 25% ~ Fitviewport

Selector Type Example

Click the + icon to create a new StyleSheet.
Element C# type Button

Name or ID #examplelD
Style class _styleClassName

Direct child .parentClassName > .directChildClassName

Hierarchy i Child at any depth
test.uxml*

.parentClassName .childClassName

: Mouse over onl
B visualElement y .styleClassName

T Label Focus only .styleClassName
M VisualElement
M VisualElement
H Scrollview Example

Selector types listed from least to most specific.

4

Library Button.yellow:hover Label#foo

Match on all Labels named #foo inside any Buttons that have the
.yellow style class and have the mouse currently

o Search... over them.

Standard Project

Containers

Cnpaska no cenektopam USS npu co3gaHum HOBOro cenekropa

CenekTopbl USS MOryT HaxoauTb BU3yasbHble 31€MEHTbI N0
cnefyrownm npusHakam:

- Tun C# anemeHTa. Takne cenektopbl pabéoTatoT no tuny: Button, Label, ListView n 1. 4.
Vicnonb3ytoTcsa cTaHpapTHble MeHa Type n3 obnacTu Library 6e3 cneumanbHbiX CUMBOMOB
nepes UMeHeM; CefnleKTopbl TUMOB OToBpa)katoTcs 6enbiM. Hanpumep, Button npyumeHut
CTUNb KO BCEM 3anemMeHTaMm Tuna Button.

- Vimsa unun ID. Takomn cenekTop npumeHsieT opopmMsieHne Ko BCeM aieMeHTaM C OAMHAKOBbIM
uMeHeM. lNepe MMeHeM CTaBUTCA 3HaK PELUETKU #, a caM CeNleKTop OTOBPaxaeTcsi CUHUM.
Hanpumep, #title npuMeHUT CTUNbL KO BCEM anemMeHTaMm Hierarchy ¢ uMmeHewm title.

Mpumeyanue. B otnnume ot ID B HTML, atpnbyThl name B UXML He 0653aHbl 6bITb
yHukanbHbiMu: Ul Toolkit nogaep>xmBaeT UXML-wa6noHbl 1 MOBTOPHO UCMONb3yeMble
KOMMOHEHTbI, NO3TOMY HECKOJ/bKO 3/IEMEHTOB MOTYT UMETb OAMHAKOBOE UMS U CTWJb.

- Knacc ctuna. Cenekrtop Style Class 3agaéT NOBTOPHO UCMOMb3yEeMbI CTUSIb, KOTOPbIN
MOXHO MPUMEHUTb K IO60MY BMU3yalibHOMY 3f1eMeHTY, ,06aBUB NMS Kflacca B ero
csonctso Class List. [epef MMeHeM CTaBUTCA TOYKA, @ CENEKTOP 0TOBGPaXKaeTCs XENTbIM.
Hanpumep, uTo6bl NprMeHuTb knacc .smallFont k anemeHTy, fo6asbTe smallFont B ero
Class List.
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- Mpsimon goyepHU anemeHT. Ecnmn nocne nepBoro ycrnosusi NOCTaBUTb >, BTOPOMY
YyCNoBWIO BYAYT COMOCTaBAATLCH TONbKO HEMOCPEACTBEHHbIE JOYEPHNE S/IEMEHTHI.
Hanpumep, cenektop #title > Label npyumeHuT cTnnb K anemeHTam Label, koTopble
ABNAKOTCH NPAMbIMU fOYEPHUMU aNemMeHTamu #title. SnemeHTbl Label 3a npegenamu
3TOro PoauTeNs UK rnyéxe B MepapXxun 3aTpoHyTbl He By AyT.

- MoToMOK Ha Nto60oi rny6uHe. ATOT CENEKTOP MNOXOX Ha NpeapblayLLmnii, HO BTOPOe yCnoBue
MPUMEHSAETCSH K TIO60MY MNOTOMKY HE3aBUCUMO OT ero riy6uHbl B Mepapxum poauTens.

MpumeyaHme. Mo BO3MOXHOCTU U3berante YpesmMepHo LUMPOKUX CENIEKTOPOB, OCOBEHHO
3aKaH4YMBaOLWMXCA Ha * MU HaueNeHHbIX Ha o6LWwume Knaccobl Unity Bpoge .unity-button.
ny6okne cenekTopbl MOTOMKOB MOFYT CHMXaTb NPON3BOAUTENBHOCTb, €CNN NPOBEPSIIOT
3HAUYUTENbHYIO YacTb BU3YanbHOro Aepesa.

- Mcespoknacc. MceBaoKNacchl 3agatoT OTAENbHbIE CTUN A1 PasHbIX COCTOAHUM
BU3yaslbHOrO 3/IeMeHTa, HanpuMep Npv HaBefeHUW yKasaTensa unu noslydeHun Gpokyca. OHu
0603HavaloTCA ABOETOUMEM : U JOMOJHAIOT CYLLECTBYHOLWME CenekTopbl. Hanpumep,
Button:focus npvMeHUT 3agaHHbIN CTUMb KO BCeM afieMeHTam Button B ¢pokyce.

MceBpoknacchl yao6Hbl ANns BU3yanbHON 06paTHON CBA3M: 3pPEKTOB HaBeAEeHMs,
WMHOMKaTOPOB GOKyca MU ApYyrux COCTOAHUN. B coueTaHmnn ¢ aHumaumen USS oHu
Mo3BONAOT CO3[4aBaTb NAaBHOE ABMXXEHUE N AMHAMUYECKMe nepexodpl, yiy4las
B3aMMOJAENCTBME C MHTEPPENCOM.

Cnucok AOCTYNHbIX NCeBAoOKaccoB I'IpVIBe,D,éH no CChblJiKe.

Ecnun Bn3yanbHbIN 31EMEHT COOTBETCTBYET HECKONBKUM CENleKTopaM, AeNCTBYET CENEKTOp C
Hanbonbllen cneunduUHoOCTbHO.

B USS npuopuTeT onpepenseTcs B cnegytowemM nopsgke:

1. Inline Styles. CTunK, Ha3Ha4YeHHbIe HEMOCPEACTBEHHO 3nieMeHTy, Hanpumep B UXML mnu
KoAe, UMEOT HaMBbICLLMIM MPUOPUTET U NepeonpenensatoT Bce cenektopbl USS.

2. CenekTopebl ID (#id). 9710 Hanbonee cneunduyHble cenekTopbl USS; OHN NPUMEHSIOTCH K
3fleMeHTaM C COOTBETCTBYHOLWMUM CBOMCTBOM name.

3. CenekTopsbl knaccos (.className). NpuMeHAOTCS K aNIeMeHTaM, y KOTOPbIX
COOTBETCTBYHOLWMIN Knacc gobasneH B Class List.

4. CenekTtopbl TUNoB C#, Hanpumep Button unu Label. OHM NpUMEHAIOTCS KO BCEM aNeMeHTam
yKasaHHOro Tuna.

Ecnn anemMeHT uMeeT BCTPOEHHbIN CTUSIb U OQHOBPEMEHHO COOTBETCTBYET ID-cenekTopy
#title, BCTpoeHHbIN cTUNb NepeonpegenseT ID-cenekTop. Ecnn anemeHT cooTBeTCTBYET
CefeKTopy Knacca v cenekTopy Tvna, NpuopuTeT MMeeT CeNekTop Knacca.

Ecnn HecKonbKo CenekTopoB OAMHAKOBOM cneunduyHOCTV NepeonpeaensatoT 04HO CBOMNCTBO,
peLaoLWwymM CTaHOBUTCS UX MOPAAOK B Tabnuue USS: npeMmMyLLecTBO MMeeT CenekTop,
PacMoNOXEHHbIN HUXKE MO CMUCKY.

Moapo6Hee o NpUopUTETax CENEKTOPOB CM. B OOKYyMeHTauuun.
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CoBeT: fononHutenbHble cBepgeHus B Hierarchy

LLi&nkHuTe BepTukanbHoe MHoroToume (f]) B 3aronoeke Hierarchy, uTo6bl BEIBECTH LOMONHUTENbHbIE CBEAEHUS 06 anemerTax Ul

v Type
¥ (Class List

¥ Attached StyleSheets

dunbTpaLms pasHbIx CenekTopos B Hierarchy

B o6nactu Hierarchy psagom ¢ Type afeMeHTa MOXHO 0TOGpasnTb JOMOMHUTENbHbIE
cBefeHusl. Npu BKNHOYEHUN COOTBETCTBYOLMX NAapaMeTPOB MOABASAOTCS CENEKTOP
umeHu #options-bar n cenektop knacca ctuns .options-bar.

HekoTopble cenekTopbl HaYMHaOTCA C MpeduKca .unity-. To CTaHZAPTHLIE CTUH,
npUMeHsieMble KO BCeM aieMeHTaM. OnpefenéHHble Monb3oBaTesieM CeekTopbi
nepeonpeaenstoT ux s3HayeHus.

CEHEKTOpr, Ha3Ha4YeHHble JJIeMeHTaM

B MHCMeKTope MOXHO YBUAETb CENEKTOPbI, KOTOPbIM COOTBETCTBYET Bbl6paHHbIN B
Hierarchy anemMeHT. MpUoOpUTET UMEET CENEKTOP B HUXHEN YacTu Cnuncka. PassepHuTte
NoapoBHOCTH, YTOBbI Y3HaTb, Kakue napameTpbl CTUAA OH U3MeHSeT.

Style Class List

Add Style Class to List
Extract Inlined Styles to New Class
.green-button x
Matching Selectors

.unity-button
.unity-button

.unity-button

Button
.green-button
#button-play
background-color rgh(255,139, 59)

[1nsi BbIGPaHHOrO BM3ya/bHOrO 31eMEHTa B MHCMEKTOPE MOKa3aHbl COOTBETCTBYIOWNE CENeKTOpbI
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rnawenms IMEHOBaHMI

PepakTupoBaHue cenekTopos

Mpun nameHeHnn cenektopa Style BoibepuTe Style Class B o6nactu Style Sheet, a He
BM3YyasibHbIN anemeHT B Hierarchy. MlHaue Bbl U3MeHWTe BCTPOEHHbIN CTU/Ib KOHKPETHOIO

aneMeHTa, Ho He cam Style Class.

Inspector
Button

Name menu__home-button
View Data Key

g Mode Position
Tooltip
Usage Hints None
0
Focusa
Binding Path
Text
Enable Rich Text +
Display Tooltip When Elided v
StyleSheet

Add Style Class to List
Extract Inlined Styles to New Class

.menu__button--active X

Double-click to select and edit USS selector.

Matching Selectors
unity-button
unity-button
unity-button
Button
menu__button--active
Cursor-b

[Baxabl WENKHUTe Style Class B MHCMIEKTOPE, YTOGbI YGEAUTLCS, YTO BbIGPAH UMEHHO
OH.

[G1] UI Builder
StyleSheets .
=+ v Add new selector...

Viewport
Filew 175%
.mBHU_CLIJ’I’BHI'ITIHI’I\'G:I’
.menu__button
.menu__button
.menu__button
.menu__button--active
.menu__background
.menu__icon
.menu__icon--active
Xp-meter__background
p-meter__counter-group
p-meter_icon
evel-number
Hierarchy
MenuBar.uxml
B #menu_ba

M #level-meter

M #menu__button-group

~ VT

[BonHou wen4yok no Style Class B MHCNEKTOpPE CHUMAET BblAeNeHNE C 3fIeMeHTa U BbIBUpaeT cenekTop
Style. MapameTpbl cenekTopa peaakTUpPYTCs Tak Xe, Kak BCTpoeHHble cTunm B UXML: BbiGepuTe
cenekTop B o6nactu StyleSheets n 3agavite nepeonpegenenus. VIameHEHHbIE 3HAaYEHNS BbIAENAKOTCA

XXMPHBIM WPUGTOM 1 6ENON NUHUEN.

YT06bl COPOCUTL 3HaYEHMe, BOCMOMb3yMTeCh MEHIO C BepTuUKanbHbIM MHorotounem () pagom

CO CBOWCTBOM.

StyleSheets

usstest.uss*

Hierarchy

test.uxml*

Library

Standard Project

PenakTupoBaHHue cenekTopa
Uss
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Viewport
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v Fit viewport

Inspector

. Selector
() #VisualElementTest > Label

Left

Unity Default Runtime Tt

Top

Right

Bottom
Slice Scale

Border

Color

|
pX
0
= 40
0
|
|

Width
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¥ Fit

4813147 | ynity.com


https://unity.com/releases/lts

MHorouncneHHble napameTpbl GopMaTUPOBaHUS NO3BONAIOT MEHSATbL OCHOBHOW BUA,
3NeMEHTOB 1 WpudToB. PaclumpeHHble Bo3MoxHocTn Ul Toolkit cokpalatoT noTpebHoCTb B
cnewunanbHO NOArOTOBNEHHbIX CNpanTax.

B Ul Builder K anemeHTaM MOXHO [06aBNSATb KOHTYPbI, CKPYIMIEHHbIE YIibl, HACTPOWNKMK
M306paXkeHns 1 LueeTa rpaHnupbl. Cpegmn npoYmx BO3MOXHOCTEN - addeKTbl packu 1 3amMeHa
n3obpakeHuns Kypcopa.

Ul Toolkit npeanaraeT Heckonbko 3 HeKTOB 0GOPMNEHUs], He TPEBYIOLUMX AONONHUTENbHBIX TEKCTYP.

MepeonpepeneHue cTunen

MpaBuna cywecTByHOT, YTOObI X HapywaTb. s nto6oro knacca ctunsa Ul HangyTca CKNroYeHus.
Hanpumep, ecnv cCOTHM aneMeHToB Button oTnnyaroTcsa TONbKO 3HaYKaMu, co3gaBaTtb OTAebHbIN
CEeNneKTop A5 KaX[0M KHOMKU He TpeByeTcs: 3TO INLIKIO 6bl MOBTOPHO MCMOJb3yeMble CTUIN NX
rnaBHOIMo NpenmMyLLecTsa.

MpuMeHnTe KO BCEM KHOMKaM OAMH CTUIb, @ 3aTeM nepeonpenennte TonbKo YHUKarbHble
yacTu. Hanpumep, kaxgpin Button MmoxxeT 3agaTb cO6CTBEHHbIM 3HA4YOK Yepes Background >
Image.

Takune nepeonpeneneHns NpeacTaBnsatoT CO60M CBONCTBaA BCTpoeHHoro ctuns (Inline Style).

CoBeT: BCTPOEHHbIE CTUJIU UMEIOT MPUOPUTET HapJ, ceneKTopamu

BCTpoeHHbIN CTUNb BCerga UMeeT NpUopuTeT Hag cenekTopamMu. Ecnv nocne
NPUMEHEHUA cenekTopa ohpopMIIeHNEe He MEHSIETCA, MPOBEPbTE, HET NN Y 3/IeMeHTa
nepeonpegeneHui.
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MepemeHHble USS

[NepemeHHble USS aKOHOMAT BpeMsl, KOrga ogHO 3HavyeHne TpebyeTcsa BpyYHyto 3afaBaTb B
pa3HbIX cBOMCTBaX. [pn N3MeHeHUn NnepeMeHHON 0O6HOBNAKOTCA BCE UCMNONb3YytoLine eé
cBoncTBa USS. HaumHana ¢ Unity 6.1 Takne nepeMeHHble MOXHO HacTpamBaTb M B pefakTope

Ul Builder.

[o1 Ul Builder*

StyleSheets -B 3. USS ¢ | Viewport

=+ v Add new selector...

Buttons.uss*
Button
.button-accept
label-normal
label-normal
label-normal
.unity-disabled
.unity-tab
Hierarchy
test.uxml*
#button-accept button-accept.uxm

Filew 75%

Inspector

Bu

r Styles

v Fit viewport
Selector

.button-accept

Variables

Float v

10
450

margins-size

- px Dimension ¥
[elcog @ Sprite ¥

Open in Sprite Editor

square-size

AssetReferev

sprite

Display

B Unity 6.1 nepemeHHble cenektopoB USS MoOXHO co3fasaTtb U pefakTuposaTtb B Ul Builder

Width == Hepinht

--unity-font-button-padding-top
--unity-font-button-padding-bottom
--unity-metrics-default-font_normal_size
--unity-metrics-default-font_semi_small_size
--unity-metrics-default-font_tiny_size
--unity-metrics-default-font_small_size
--unity-metrics-default-font_big_size
--unity-metrics-default-font_very_big_size
--unity-metrics-default-border_radius
--margins-size
--square-size

11 found
Name:

Value:
Stylesheet;

--square-size
450px
Buttons.uss

0

Set variable L

12

Set as value 12

Unset all

HasHaueHune CBOﬁCTBy nepemeHHoM BMEeCTO HenocpeaCTBEHHOro 3Ha4YeHus

© 2025 Unity Technologies

Mo>Ho co3faBaTb NepemMeHHble CeayoLmnx
Tunos: float, color, string, ccbinka Ha pecypc
Anst GOHOBbLIX M306paXKeHUIN, Ppa3MepHOCTb B
nukcensx, rpagycax, NpoueHTax n apyrmnx
efgmHuLUax, a Takxe enum. OénacTb
BMAMMOCTU NEPEMEHHON OrpaHnyeHa eé
CefIeKTOPOM: UCMOMb30BaTb NEPEMEHHbIE U3
APYrnx CenekTopoB Hemb3s, 0AHAKOo caM
CefleKTop MOXHO NPUMEHUTDb K NTI060MY
YNCNY 3N1EeMEHTOB.
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AHVMaLMA NepexonoB USS

Mepexoapl Mexay sKpaHamMu MeHIO 3aMeTHO Y y4LllatoT BU3yanbHOe BOCNpUATUE UHTepdenca
1 yao6c¢TBo paboThbl ¢ HUM. B Ul Toolkit nx 4OBONbHO NErko HaCTPOUTb C MOMOLLbIO CBOMCTBA
Transition Animations B Inspector.

[nsa aHumaumm MoxHo 3agaTtb Property, Duration, Easing u Delay. Nocne HacTponku nepexog,
O6y[eT aBTOMAaTUYECKU BOCMNPOU3BOAUTLCS MPU N3MEHEHWUM COOTBETCTBYHOLUUX CTUEN BO
BPEMSI BbINOSTHEHUS.

Hanpumep, paccMoTpuM nepexon Mexay COCTOAHUAMU KHOMKK: ncesgokracc :hover ans
cenekTopa Knacca .green-button. Y KaXaoro cCocTosiHUs 3afaHbl CBOU pa3Mep U LBeT.

YT06bI ONpeaenvTb Nepexod Npu HaBefeHUN yKasaTens, HacTpounTe Transition Animations ans
cenekTopa .green-button:hover B HMXXHeln YacTu Inspector. B pesynbTaTe KHoMka 6yget
nnaBHO pearMpoBaTb Ha NepemeLleHus yKasaTens.

Button Button

Du ration Transition Animations

all 2s Ease Os

Property
Duration

Easing

Delay

C nomouybto Transition Animations MoXHO nnaBHO nepexoavTb OT OAHOrO CTUNA K
Apyromy.

Transition Animations BbINOMHAET MHTEPNONALMIO MEXAY CTUASIMU CO CNeAyoWUMN napaMmeTpamu:

- Property: onpefensieT, Kakoe CBOMCTBO UHTEPMONNPoBaTh. 1o yMonyaHuio BbiGpaHo
3HaueHue all, Ho B pacKpbIBalOLLEMCS CMIUCKE MOXHO yKasaTb OT[Ae/lbHoe CBOWMCTBO. B
npuBeAEHHOM BbiLLe NPUMepe COCToAHME :hover nsMeHsieT ToNbKo cBoicTea Color u
Transform. MonHbIN NepeYeHb AOCTYMNeH B CNUCKE aHUMUPYEMbIX CBOWCTB.

- Duration: gnutenbHOCTb Nepexofa B CEKYHOAX UM MUIIMCEKYHAAX. YTOGhI
nepexop, 6bi1 BUAEH, 3HaYeHue Duration gonyHo 6biTe 6onbLe 0.

- Easing Function: ¢pyHKUMs crnaxuBaHusa onpegensieT, Kak aHnMaums passuBaeTcs BO
BPEMEHMU, 1 NO3BONAET UMUTUPOBATL ECTECTBEHHOE ABUXEHME - HanNpumep, YCKopeHue,
3amep/fieHne unu ynpyrocTtb. bnarogaps crnaxusaHuto nepexop BblrNSAWT NnaBHee u
ecTecTBeHHee, YeM Npu NPOCTON NTMHENHOWN MHTEPNONALMM C NOCTOSSHHOW CKOPOCTbIO.
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easelnSine easeOutSine easelnOutSine easelnQuad easeOutQuad easelnOutQuad

easelnCubic easeOutCubic easelnOutCubic easelnQuart easeOutQuart easelnOutQuart

easelnQuint easeOutQuint easelnOutQuint easelnExpo easeOutExpo easelnOutExpo

easelnCirc easeOutCirc easelnOutCirc easelnBack easeOutBack easelnOutBack

N

easelnElastic easeOutElastic easelnOutElastic easelnBounce easeOutBounce easelnOutBounce

3Ta namsaTKa NOMOXET HarnsAHO NpPeAcTaBUTb JOCTYMHbIe GyHKLUMK (BU3yanu3auus npeaocTaBneHa canTom https://easings.net/).

- Delay: 3afep>XKa B CeKyHOax nnn MmmnnncekyHgax nepen Ha4danom nepexopga.

- Add Transition: Ka)xgoe CBOMCTBO HOBOIO COCTOSIHUSI MOXXHO aHMMMUPOBaTb OTAENBHO,
3aaB g1 Hero CoO6CTBEHHbIE ANMTENbHOCTb, 3a4ePXKY U GYHKLMIO CriaXuBaHus.

Haxmute Add Transition, 4To6bl ,06aBUTb B LLEMNOYKY eLE OAUH aHUMUPOBAHHBLIN
nepexof. Tak MOXHO OQHOBPEeMEHHO 3anycKaTb HECKONbKO NepeKpbiBatoLLnXCcs
nepexonos, nenasi ABMXeHWe 6onee eCTECTBEHHbIM U MEHEE MEXaHUYECKUM.
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CoBeT: co6bITUS NepexoaoB

Ona aHnMupyemblx BU3yanbHbIX 31€MEHTOB MOXHO perncTpupoBaTb 06paTHbIe BbI30BbI
Co6bITUM nepexopna. OHW HEOBXOOMMBbI ANt 60MEe€e CMOXHbIX CLeHapueB, Hanpumep
nocnenoBaTtesibHOro UM UMKNn4eckKoro socnpounsesegeHus.

Hwxxe nepeuncneHsbl paCI'IpOCTpaHéHHbIe COObITUSE U MOMEHTbI UX OTMPaBKM:

- TransitionRunEvent: oTnpaBnseTca Npu co3gaHnm nepexoaa.

- TransitionStartEvent: oTnpaBnseTcsa nocne 3aBepLueHns Gasbl 3a4epXKu, Korga
HauMHaeTcs nepexoa.

- TransitionEndEvent: oTnpaBnseTca nocne 3aBeplieHns nepexoga.

- TransitionCancelEvent: oTnpaBnsieTcsa npu oTMeHe nepexoga.

Mogpo6Hee o nepexogax USS cM. B OKYMeHTaL MK

[ns aHMMaLuum BU3yanbHbIX 3/1IEMEHTOB [OMONHUTENbHBIN KOA He TpebyeTcs: NceBhoKnacchl
(:active, :inactive, :hover 1 gpyrue) Moryt nMmeTb CO6CTBEHHbIe cenekTopbl. Korga
nceBAOKIACC U3MEHSIET CTUMb, BCe 3afaHHble Nepexoabl aBTOMaTUYECKN aHUMUPYHOT 3TO
n3mMeHeHue. Hanpumep, KHOMKa MOXEeT yBeNYMBaTbCSt UM YMEHbLUATbCS NP HaBeLeHUN
(:hover) nn6o HaxaTtum (:active), a anemMeHTbl - MOCTENEHHO UCYe3aTb UM CTaHOBUTLCSA
HEBUOMMbBIMW B 3aBUCUMOCTU OT AENCTBUM NOb30BaTENS U SPYINX COBLITUN.

Ha6op ncesgoknaccos npe,u,onpe,u,enéH; co3faBaTb COGCTBEHHbIE NCEBAOKIACCHI HENb3A.

CMeHa cTunen no TpeboBaHuKo

Mpw Mo6bIX APYrNX COBLITUSAX UTPbl 0GOPMITEHME TaKXKE MOXHO N3MEHSATb N3 KOAa C MOMOLLIbIO
APl anemeHTOB Ul. Hanpumep, 4To6bl BbIGUPaTh CTUMb B 3aBUCUMOCTU OT PefKoCTU
nepcoHaxa, ucnonbsymte metoabl RemoveFromClassList n AddToClassList.

if (character.rarity == RarityType.lLegendary)

visualElement.RemoveFromClassList("common");
visualElement.AddToClassList("legendary");

Kpome Toro, MoXKHO 3af,eMCcTBOBaTb NCeBAOKNAcChl :active u :inactive, 3aBucsawme ot
COCTOSIHUSI aKTUBHOCTW BMU3YanbHOIO 3N€MEHTa, U NpUMEHATb nepexogbl USS npu cmeHe
3TOro COCTOSIHUA. Tak OHM MOTYT NPEACTaBNAATb COCTOSAHUS «A0» U «MOCNe».
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Heroes

KHonku naHenu meHto B npumepe Ul Toolkit Sample - Dragon Crashers ncnonb3ytoT PointerEventClick Ans 3anycka HeKOTOPbIX NEPEXOA0B BPYUHYHO.

CoBeT: nepeonpepeneHne cTaHgapTHbIX cenekTopoB Unity

Bonee cnoxHele BM3yanbHble 31EMEHTbI, HAaNpuMep npeacTaeneHve Tab, cocToaT u3
POOMTENbCKOrO 3/IEMEHTa U 3apaHee onpefenéHHbIX CUCTEMON JA0YEPHUX S1eMEHTOB. MNpu
[06aBeHMN COAEPXKMMOrO Takne 31eMeHTbl BeAyT ce6s1 0COObIM 06pa3oM, a MPUMEHEHHbIe
CTWAN MOTYT BbIMNSIAETb HEAOCTYMHLIMU 151 peAaKTUPOBaHWSA, MOCKOMbKY co3gaHbl Unity.
Jto6oN CTaHAaPTHBIN CENEKTOP MOXHO NepeonpeaenuTb: ABaXabl LWENKHUTE UCMOMb3yeMbIN
CENeKTOp U Co3[anTe ero KONUI sl pefakTMpoBaHua B CBOeN Tabnuue ctunen USS.

StyleSheet
Style Class List

Add Style Class to List
Extract Inlined Styles to New Class

.unity-tab 3

Double-click to create new USS selector. 3b
.unity-tab-view .unity-tab:checked

.unity-tab-view .unity-tab:checked

TeMbl

Ecnu Bbl XOTUTE CO3aaTb CE30HHYHO BEPCUIO MHTepdenca nnm NpeasioXXnTb HECKOMbKO LIBETOBBIX CXEM,
YNPOCTUTb PaGoTy NOMOryT Tabnuubl cTunen Tembl Theme Style Sheets (TSS). YTo6bl co3gaTb pann TSS,
BblGepuTe Create > Ul Toolkit > TSS theme file.

®annbl TSS - 310 pecypchbl, paboTatolume aHanormyHo obbiyHbiM dannam USS. OHu cnyxat
OCHOBOM 47191 NOJIb30BaTENIbCKOM TeMbI, COCTOsLEN n3 cenekTopoB USS, a Take HacTpoek
CBOWCTB M NMepeMEHHbIX.
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O Inspector

@ Halloween TSS (Theme Style Sheet) Import Settings (Theme Style Sheet Importer)

Open
Halloween TSS
Inherited Themes
Unity Default Runtime Theme & UnityDefaultRuntimeTheme (Theme Style Sheet) ©
b
Style Sheets
Halloween Fonts MHalloweenFonts (Style Sheet)
Halloween Buttons MHalloweenButtons (Style Sheet)
db =
Revert Apply
Asset PostProcessors

UnityEditor.U2D.Animation.SpriteLibrarySourceAssetPostProcessor

UnityEditor.U2D.Animation.SpritePostProcess

B aTom npumepe anemeHTOB MHTepdeiica B cTune XannoyuHa tema Halloween TSS cHavana Hacnegyetcs oT Unity Default Runtime TSS, a
3aTeM 406aBNsSeT TeMaTUYeckue Tabnuubl CTUNen ans WpUGTOB U KHOMOK.

Mpu HacnegoBaHWM TEM, €CN B HOBOW TeMe OTCYTCTBYHOT TaGnuLbl CTUNEN C HEKOTOPbIMM
cefleKTopaMmn NCXOOHOM TeMbI, A9 HUX NPUMeHSeTCcs odopMIieHMe UCXOQHON TeMbl. ITO
ynpoLlaeT HacTporKy. Hanpumep, MOXHO co3faTb TeMy, KOTopasi U3MEHSIET TONbKO WPUOTHI, a
ocCTanbHble aneMeHTbl UHTepdenca - uBeTa, OTCTYNbl U FPaHuLpbl - IPOA0IKAT UCNONb30BaTb
CTUIN NCXOAHOM TeMbl. Takom noaxon yao6eH s CBEeTIoON U TEMHOM TeM, UHOMBUAYaNbHOro
odopMieHusa nHTepdenca ans pasHbiX NePCoOHaXen n TeMaTUYeCcKnx BHYTPUUTPOBbLIX COBLITUN.

Ul Builder
StyleSheets i | Viewport
4+~ Filev 134% ~ Fit viewport Halloween-theme v Preview
Buttons.uss
Button
.button-accept
Halloween-buttons.uss
VisualElement

Hierarchy

test.uxml
W\ #button-accept

MokasaHHas Ha CHUMKe aKkpaHa TeMa Halloween TSS ucnonb3yet dann Halloween-buttons.uss. OfHako B HEM HeT cenekTopa
.button-accept, npuMeHEHHOro K KHOMKe, MO3TOMY /151 He€ NCMOJb3yeTCA COOTBETCTBYIOLLMIA CENEKTOP UCXOAHON TeMbI.
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Co3faTb HOBYHO TeMY Ha OCHOBE CYLLECTBYHOLLEi MOXHO CeLyHoWMM 06pa3oMm:

1. Co3panTte ¢pavn TSS 1 fo6aBbTe B HErO TEMY, OT KOTOPOM HYXHO HacnefoBaTbCs, a Takxe
HoBbIN pann USS ans aTon Tembl.

2. B Ul Builder B pa3sgene StyleSheets HaxmuTe Add Existing USS u BbiGepute dainn,
KOTOpbIA GYAET UCMONb30BaTh HOBasi TeMa.

3. CkonupyiTe cenekTop, KOTOPLI AOMKHa NepeonpeaennTs HoBas Tema.

4. BcTaBbTe ero B pann USS HOBOW TeMbI, 3aTEM LLENKHUTE NPaBOA KHOMNKON MbILIW U
Bbl6epute Set as Active USS.

5. OTpepakTupymnTe cenektop B HoBom ¢danne USS.

6. B packpbiBatowemcsi cnucke Ul Builder MOXHO MOCMOTPETb CTUIIb, MPUMEHSIEMBIN TOW UM UHON TEMOMN.

[@ Ul Builder
StyleSheets i | Viewport
+ - Filew 135% ~ Fit viewport Halloween-theme v Preview

Buttons.uss Built-in Default Runtime Theme

Button v Halloween-theme

.button-accept

Halloween-buttons.uss
.button-accept K

Unity Default Runtime Theme

Hierarchy

test.uxml
W} #button-accept

BbiGepuTe Temy, KOTOPYIO HYXXHO NPUMEeHUTb B o6nactu npocmotpa Ul Builder.

[nsa ncnonb3oBaHWA BO BPEMS BbINOHEHUS YKaXuTe HOBYLO TeMy B nosne Theme Style
Sheet uHcnekTopa Panel Settings.
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CcornaweHunsa o6 nMmeHoBaHunu

B Ul Toolkit Bu3yanbHble aneMeHTbl U cTUAn USS NpuxoauTcst HaxoguTb MO CTPOKOBbIM
naeHtTuomKaTtopam, NO3TOMYy efMHble NpaBuia MMEHOBaHUA COKpaLLaoT YACIO OLNOOK U
JenatoT KO, NOHsITHee.

IMoCKOMbKY BCe YYaCTHUKM KOMaHgbl 06paLlatoTcs K OAHUM U TeM Xe pecypcam UXML n
USS, 13 KOTOpbIX COCTOUT MHTEPDENC, BaXKHO CTaHOAPTM3MPOBaTb MMEHa KakK BU3yasibHbIX
3M1EMEHTOB, TaK 1 Tabnuy, ctunen. CornaweHnst 06 MMeHOBaHWM MOMOratoT NogaepXxuBaTb
nopsgok B nepapxum Ul Builder, ycTpaHsatOT HEOAHO3HaYHOCTb B 0popMAeHnn Koga u
o6ecneuynBatoT egMHoobpasme KogoBomn 6asbl.

root.Query<Button>("foo").First();

NmeHa BU3yalibHbIX 3N1€MEHTOB UCNONb3YKTCA AN1A XPaHEeHUs CCbIIOK Ha HUX B KoAe.

YHuBepcanbHOro pykoBOACTBa MO CTU/KO He CYLLECTBYET: BbiGupanTe npasuna, Kotopble
nyyLle BCEro noaxoasaT Ballen KOMaHAe 1M NpoekTy. TeM He MeHee 0GbIYHO CTOUT
NPUAEPXMBATLCA OBLLENPUHATBLIX OTPACNEBbIX CTaHAAPTOB. [103TOMY AnA BU3YanbHbIX
3/1IEMEHTOB U TabnuL, CTUNen Mbl pekoMeHayem cornawenune Block Element Modifier (BEM -
«BNOK, 3N1eMeHT, MoandukaTop»). BEM wnpoko npumeHsietcss B CSS u COBpeEMEHHOM
Be6-pa3paboTke, KOTOpble NOCYXUNn nctouyHmkom ngen ana Ul Toolkit.
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Mo MeHu anemeHTa, cocTaBfieHHoOMY B cTune BEM, MOXHO cpa3y NoHATb ero HasHayeHue,
pacrnonoxXeHune u CBA3b C cocegHUMN anemMmeHTamu. B cornaweHnn BEM ncnonbaytotcsa Tpu
OCHOBHbIX KOMIMOHEHTa:

block-name__element-name--modifier-name
Mpumep:
navbar-menu__shop-button--small

Kaxgas yacTb UMeHU MOXET cofiepaTb NaTUHCKMe GYKBbI, Lndpbl U aeducel. Yactm nMeHu
COeAMHAOTCA ABOWHbIM NMOAYEPKMBAHMEM __ WX ABOWMHbIM Aeducom --. PaccmoTpum Bce Tpu
KOMMOHEHTa nogpobHee:

- Nms 6noka (block-name) 0603Ha4YaeT BbICOKOYPOBHEBbIA KOMMOHEHT: Hanpumep,
navbar-menu, NaHenb XapakTePUCTUK NepcoHaXka unn nto6on Apyrom CaMmoCTOATENbHbBIN U
3HaYMMBbI KOMMOHEHT NMHTEpdenca B MakeTe. [1nsi yHUBEpPCanbHOM KHOMKK, HE OTHOCSALLENCS
K KOHKPETHOMY 610Ky, UMS1 65I0Ka MOXHO OMyCTUTb, Hanpumep: button--small.

- OnemeHT (element-name) siBNAeTCS goYepHen YacTbio 6/10Ka U NO3TOMY CEMaHTUYECKU C
HUM CBfi3aH. MIHbIMX CNOBaMU, KOHTEKCT 3/1IeMeHTa 3af4aéTcs 6/IOKOM, U 6e3 HEro 3N1IEMEHT He
cyuiecTtsyeT. Hanpumep, shop-button opopmneH nHaye, yem gpyrue KHOMKM 61oKa
navbar-menu; nonHoe UMsA MOXeT BbIrNA4eTb Kak havbar-menu__shop-button.

Ecnu HOBbIN 3f1eMeHT CO3aéT foUYepHME 3IEMEHTBI B KOHCTPYKTOPE, Ha3HaubTe UM
cooTBeTCcTBYytOWMe knaccol. Hanpumep: my-block__first-child n my-block__other-child.

- MogudukaTop 0603Ha4YaeT BapuaHT UM COCTOSIHUE BrioKa MO0 afieMeHTa. 3T0 MOXeT
6bITb Ha)kaTasl KHOMKa, BbIGPaHHbIN 1 MOACBEYEHHbIA 3/IEMEHT TEKCTOBOIO MONS UK, Kak B
Halem npuMmepe, YMeHbLUEHHbIN BapuaHT KHOMNKM MarasuHa. MogudukaTopbl NO3BOAAIOT
afanTMpoBaTb KOMMOHEHT K pasHbIM cueHapusam 6e3 ay6bnmpoBaHusa Koga.

JononHutenebHble NpuMepbl UMEH B cTune BEM:

— menu__button-home
— menu__button-shop

— navbar-menu__shop-button--small

— navbar-menu__shop-button--large

MmeHa knaccoB BEM onucbiBatoT camu ceb4: paspaboTynkam npoLue noHsATb CTPYKTYPY U
Ha3HayeHMe KOMMOHEHTOB N NOAAEPXKMBATL ACHYIO MepapXmio CTUNEN NO Mepe pocTa
npoekTa. ObLee NpaBuno - OTAaBawTe NpeanoYTeHne YNTAEMOCTH, a He KPaTKOCTU. ACHOCTb
BaXXHee HeCKOJIbKMX CEeKYH/, CIKOHOMIIEHHbIX YAaneHnem napbl racHbIX.
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B aTux npumepax YacTv uMeHn pasgenstotcs geducamum (Tak HasbiBaeMbli kebab-case) -
3TO PacnpoCTPaHEHHbIN CTUMb MeHoBaHuA B CSS. KoMaHae cneayeT B Hayane npoekTa
BblIOpaTb NOAXOAALLYIO CXeMY UMEHOBAHWA N NMPUAEPXMNBATbLCS €€ Ha BCEM MPOTAXEHUU
pa3paboTKu.

Moapo6GHee o NpaBuiax UMeHoBaHMs CSS MOXHO NpouuTaTb B 3TOM CTaTbe U B
nokymeHTauum Ul Toolkit.

CoserTbl: cornaweHusa 06 umeHosaHum B Ul
Toolkit

Hwe npuBefeHbl pekoMeHAaLuM No 3GGeKTUBHOMY UMEHOBaHUIO:

- Bbl6UpanTe KOPOTKME, MOHATHBIE U OfHO3HAYHble UMeHa. OHU [OMKHbI GbiTb TAKOHUYHBIMU, HO
LOCTaTOYHO CofepKaTenbHbIMK, YTOBbI NepenaBaTb Ha3HaYeHe U POJib SNEMEHTa B
nHTEpdence.

- Nopg4YépKmBanTe B UMEHax POsv U CBA3W: HaNpuMep, UCMOoMb3ynTe
inventory__slot--equipped BmecTo inventory__button--equipped. OnyckanTe
Ha3BaHMA TUNOB Bpofe Button n Label, ecnn oHM He genatoT UMS NOHATHee.

- N36eraite MMEH M MOANPUKATOPOB, CMbICST KOTOPbIX MOXET U3MEHUTbCSA. Hanpumep,
MoKa LiBETOBaa CXxema He yTBepaeHa, Ucnonb3yinte button--quit BMecTo button--red.
CeMaHTUYeCcK1e MMeHa NpeanoYTUTelbHee UMEH, ONMUCHIBAOLLMX BHELIHWUIA BUA: OHU
0CTaloTCA aKTyaslbHbIMU NOC/e U3MEHEHUS OGOPMNEHNS.

- PacnpocTtpaHute 311 npaBuna Ha rpapuyeckme pecypcol nHTepdenca Ul Toolkit,
Hanpumep cnpanTbl U TeKCTypbl. EAMHOO6pa3Hoe nMeHoBaHWe B KoAe M pecypcax
NMOMOraeT COXPaHWUTb MOHATHbIE CBA3U M MOPALOK BO BCEM MPOEKTE.

- EC/i aneMeHT nnaHupyeTcs UCnonb3oBaTh B APYrMX NPoeKkTax, o6aBbTe K Kaccam
npeduKc, YTo6bl 36eXKaTh KOHOIIMKTOB C CYLLECTBYIOLMMU NOMb30BaTENLCKUMMU
“MeHamu. MpocTpaHCTBA UMEH U NpedUKChl MPEfoTBPALLAOT KOMIM3WUMU NPpK
MHTErpauum ¢ ApyrMMu NpoeKTaMu v GUGINoTEKaMMU.

- BbizbiBanTe AddToClassList() B KOHCTpyKTOpe, YTOObI Ha3HavyaTb aK3eMnsipam
aneMeHTa cooTBeTCTBYOLWMe Knacchl USS. MeTog fo6aBnseT Heob6XxoauMble Knacchbl
npu co3faHum aK3emmnsipa, obecrneydnBas NpaBUIbHOE NPUMEHEHWE CTUNEN,
eanHoobpasune 1 NoHATHOCTb Koda MHTepdenca.

Co3paliTe pyKoBOACTBO NO
ctunio C#

Ecnu Bbl nnu Balla KOMaH4a XOTUTE YCOBEPLUEHCTBOBATb
OCHOBHbI€ NPaKTUKK NPOrpaMMUPOBaHUS U YNPOCTUTb
MacLUTabupoBaHne NPoeKTa, 03HaKOMbTECH C Hallen
6ecnnaTtHoM 3N1eKTPOHHOM KHUron «Co3ganTte pyKOBOACTBO MO
ctunto C#: nuwmnTe 6051€€ YNCTBIN U MacLITabupyeMbli KOO».
Mcnonb3ymnTe €€, 4To6bl CTaHA4APTU3NPOBaATb CTUb KOoga U
npasBuna UMeHOBaHWs.

CREATE A C#
STYLE GUIDE

Wiite cloaner code that scales.

CkayaTb 9N1EeKTPOHHYIO KHUTY
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Ul Toolkit ucnonb3syet TextCore - TeXHONOrNO peHpepvHra WwpndTos, NepBOHaYanbHO
co3paHHyto Ha ocHoBe TextMesh Pro, KOTOpbIA MPUMEHSIETCA B NPEXHen cucteme
nHTepoenca Unity Ul. TextCore npepocTaBnsieT paclumMpeHHble BO3MOXHOCTU 0QOPMIIEHNS U
YETKO OTOGpParkaeT TEKCT MPU pa3HbIX KErnsx n paspeLlleHnsax. TeXHONormsa ncnonb3yeT
WpundTbl HA OCHOBE 3HaKOBOro Mossi paccTosiHui Signed Distance Field (SDF), noatomy
pecypcbl WPUPTOB COXPaHAIOT Pe3KOCTb Npu Npeobpa3oBaHmum 1 yeenndeHunn. NogpobHee o
pexunmax peHgepuHra TextCore cM. B JOKYMEHTaUMN.

Tenepb pacCMOTPUM TUMbl PECYPCOB WPUGTOB U UX HasHaYeHMe.

cxoaHbIn dann wpndTa

Haun6onee pacnpocTpaHéHHble popmaTbl Wwpndtos, TTF n OTF, Heo6xoamMmo
npeo6pa3oBaTb B pecypchl WpnbTOB, Npexge YeM UCnonb3oBaTh UX B NpoekTe Unity.
Pecypc wpundTa - 310 cneumaneHbin pecypc Unity, cogepxalumm gaHHble A1si 0To6paXKeHus
wpudTa: rnmdbl CUMBOMOB, METPUKM U NapaMeTpbl peHAEPUHra, BKOYasa pasmep,
HaCbILWEHHOCTb U HayepTaHue. 8 MMNOpPTUPOBAHHOIO NCXOAHOro dganna oTobpakatoTcs
CBefleHMs1 0 KaX,oM ceMencTee WpUOTOB M AOCTYMNHbIX BapuaHTax peHaepuHra.
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@ Inspector*

Aa HVD Fonts Mikado Black (Font) Import Settings *

Font Size 16

Rendering Mode Smooth

Character Dynamic

Ascent Calculation Mode Face ascender metric
Use Legacy Bounds

Should Round Advance Value v

Include Font Data v

Font Names
Size 1
Element O Mikado

References to other fonts in project

Th t by the inspector if any of the font nar =
match fonts present in your project, which will then be used as fallbacks for this font.

MHorve 13 aTux napamMeTpoB UMMOPTa OCTANUCh OT NPexHel TeKCcToBon cuctemMbl Unity Ul v 6yayT yaaneHsl B 6yAyLMX BbINyCKax.
MapameTpbl Rendering Mode, Character u Include Font Data ucnonb3aytoTcs Npu co3gaHnmn pecypca wpuora.

Y7106bI CO34aTb COOTBETCTBYOWMIN pecypc wpudTa, BbibepnTe UCXOoLHbIN dann wpndTa,
LLENKHMTE NPaBoOM KHOMKOWM MbIlK B okHe Assets 1 BbiGepuTe Create > Text Core > Font Asset
> SDF, ecnu SDF - npegnoytutenbHbIN pexnm peHgepuHra.

B pa3HbiX cUCTeMax UHTepdeiica NCNoNb3yIoTCA pasHble
pecypchl WpUPTOB.

[TapameTpbl pecypca wpndTta

Mocne npeo6pasoBaHus ncxogHoro danna Boibepute pecypc wpnudta. B Inspector
0oTO6pa3ATCs BCe NapamMeTpbl, MO3BONSAOWME NOMHOCTBIO YNPaBAsATb CO34aHMeM WpudTa.
PaccMoTpyM OCHOBHbIE U3 HUX; AONOMTHUTENIbHbIE CBEAEHMS O pecypcax WpndTos
npvBefeHbl B 4OKYMeHTaumm:

- Face Info: napameTpbl MHTEpBanoB 1 MacwTaba wpudTa. C X NOMOLLbH MOXHO
CKOPPEKTUPOBaTb UCXOAHbBIN WPUOT, eCnNn CTaHAAPTHbIE 3HAYEHWS HE MOAXOAAT NPUIIOXEHUIO.
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- Generation Settings: 0OCHOBHbIE NapaMeTpbl, BKIOYas UCXOAHbIV WPUT, HauyepTaHue
Ana pecypca wpudTa, ecnm UCxXogHbin Gann CoaepXXMUT HECKOMbKO HauepTaHU, PeXUM
3ano/IHeHUs aTnaca u pexunuMbl peHaepuHra.

- Atlas and Material: co3gaHHble MaTepuan u TEKCTypa; TUMN atiaca - CTaTUYeCKUM Unu
OVHaMWYECKNI; PEXUM PEHOEPUHTa - pacTpoBbin unm SDF. 3pech Takxke MOXHO ynpaBnaTb

pasMepom CO34aBaeMoro atnaca, YTo 0COH6EHHO BaXKHO AJ18 A3bIKOB C 60MbLIMMKN Habopamm
CUMBOOB.

- Font Weights: NMMUTaUNA pa3HbIX BapMaHTOB HACbIWEHHOCTHU, €CN UX HET B ICXOAHOM
pecypce wpunoTa.

- Fallback Font Asset: pe3epBHbIn WPUOT 418 CUMBOAOB UK rMUPOB, OTCYTCTBYIOLLMX B
TekyleM pecypce wpudrta.

- Character and Glyph Tables: nogpo6HbI CAMCOK BCEX CUMBONOB U rMN$OB, BKIHOYEHHbIX B
pecypc wpuoTa.

- Ligature table: go6aBneHue rnnuda, KOTOPbIA UCNOMb3YEeTCHA AN COYETaHUSA ABYX
CUMBOJIOB M YNyYLLaeT YNTAEMOCTb M 3pUTENbHYHO MNaBHOCTb TEKCTa.

- Glyph Adjustments: nepeonpegeneHus 4ns oTAeNbHbIX CUMBONOB UK rNndos.

Font Texture Font Texture
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Font Texture
128x256 Alpha8 UNorm 32.0 KB

VMcxopHble WpKudThl 1 atnackl MOryT yBeNMYMBaTb pasMep cCO60pKU: creBa nokasaH atnac ¢ cumsonamu ASCII, cnpasa - aTnac ¢ NonHbIM
Habopom cumBonos Unicode.

Ecnu BbiBpaTh pecypc wpudra, B BepxHen yactu Inspector nog kHonkown Update Atlas Texture
6yget pgocTyneH Font Asset Creator. OH N03BONSIET MOMHOCTLIO YNPABASATb 3aNofIHEHNEM
atnaca n ero CBOMCTBaMM.
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CoBeT: Nons v paspelueHue aTnaca

Mexpy cumBOnamMu B TEKCTYpe WwpndTa HEOBXOANMO OCTaBUTb MO 3afaHHOMO
pa3smepa B NUKCEeNsX, YToObl Kaxablh CUMBO MOXHO Gbl/I0 OTPUCOBbLIBATb OTAENBHO.
Monsa TakXxe co3aatoT NPOCTPaHCTBO And rpagueHTa SDF. Yem oHW Wwnpe, Tem nnaBHee
nepexopg, YTo NO3BOSISET NOJyYaTb KAYeCTBEHHOE N306PpaXKeHNe U NPUMEHATb
apPeKTbl Bpoae TONICTON 06BOAKM.

Ecnun ncnonbaytorca Tonbko cumaornbl ASCII, ana 6onblUMHCTBA WPUPTOB AOCTAaTOYHO
atnaca 512 x 512 c nonem 5 nukcenen. Ons WpMPTOB C 6ONLLUMM YUCTIOM CUMBOJIOB
MOXeT NoTpeboBaTbCs 60/1ee BbICOKOE paspeLleHne UM HecKobKo atnacos. Kak
npaBunio, pasmep Noss AOHKEH COCTaBNATb MPUMEPHO OOHY AECATYHO pa3mMepa
BbIGOPKMU.

BapuaHT pecypca wpuoTa

YTO6bI NI3MEHUTb METPUKU WIpUPTa 6€3 co3aaHuUa HOBOro aTnaca, Boloepute Create > Text
Core > Font Asset Variant. Takon BapyaHT MOXeT cofep>kaTb anbTepHaTUBHbIE METPUKHN
CTPOK.

OH XpaHUT COBCTBEHHbIE NapameTpbl Face Info - HanpyMep, BbICOTY CTPOKU 1 NMONOXEHKE
HUXXHETO MHAEKCa, - HO MOo-NPEeXHeMYy CChINaeTcs Ha UCXOAHbIN atnac. bnarogaps atomy
BapUaHT MOXeT UMeTb 0QpOpMIIEHUE, OTIIMYHOE OT UCXOAHOMO pecypca WpnupTa, He 3aHUMas
LOMOJSIHATENIbHOE MECTO MOJ, TEKCTYPbI.

dopMaTUPOBAHHbLIN TEKCT

Terun ¢opmMaTUPOBAHHOrO TEKCTa U3MEHAIOT BUA, N KOMIMOHOBKY TEKCTa C MOMOLLbIO
OOMNONHUTESbHBLIX TEroB B TEKCTOBOM Mosie. IX MOXHO UCMnosib30BaThb A/15 BU3YyalibHbIX
3N1eMeHTOB Kak B Kofe, Tak u B Ul Builder. Tern nossonstot ¢opmaTupoBaTb TEKCT BO BpeMs
BbIMOJIHEHUA - HAaNpuUMep, MeHATb 0GOopPMIIEHNE NUMEHU MOSb30BaTens.

C MX NOMOLLBI MOXHO M3MEHSATb LIBET UKW BblipaBHUBaHWE TEKCTA, HE MEHsIsi CBOMCTBA U CTUIU
anemeHTa. MNMpumeHsnTe nx oas opopMIeHnss Ananoros UM BU3yanbHOr0O akLEeHTa Ha BaXKHbIX
COOOLLEHMSAX.

Y706kl BKNOUNTL PopMaTnpoBaHHbIn TekcT B Ul Builder, otkponTte Extra Settings. Mocne atoro
TEeKCT BMeCTe € Teramu 6yaeTt oTobpa)kaTbCsa NpaBuibHO. Hanpumep, TeKCT MeXAy Teramu
<b> 1 </b> cTaHeT Nony>XUpHbIM.

<color=yellow>This is a <rotate="-10"><color=blue><b>Rich Text </rotate></b><color=white>example
Enable Rich

Di 0l When Elided

Text <color=yellow>This is a <rotate="-10"><color=blue><b>Rich Text </rotate></b><color=white>example

examp'e | Enable Rich Text v

BxntounTe noaaepxky Teros popmaTtuposaHHoro Tekcta B Ul Builder, 4ToGbl OHU U3MEHANN BU3YanbHOe
odopmneHve TekcTa.

MonHbIN CNMCOK [OCTYMHbIX TEFOB GOPMaTUPOBAHHOIO TEKCTA M UX NapaMeTPOB NPUBEAEH MO CCbINKE.
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FpagueHTbl

IpapgueHTbl nomoratoT opopmutb MHTepdenc. B Ul Toolkit X MOXHO NPUMEHATb C MOMOLLbHO
Tera <gradient>. YTo6bl co34aTb NPOCTON rPaAneHT, BbIMONHUTE CneaytoLlmne AencTBus:

©® Inspector :
@ Test Color Gradient (Text Color Gradient) :

Open

Color Mode Vertical Gradient
Colors S #FF1212FF

Bl ~ #FFF1MEFF

Color Gradient Presets 9

Path: Resources/ myGradients/

Line Breaking for Asian languages

Editor Binding Path 9
Text <color=white><gradient="testColorGradient">Gradient

Enable Rich Text

Cuanii Calllaaals

4
Graaient lest

1. Co3panTe pecypc LBETOBOro rpagueHTa komaHgou Create > Text Core > Gradient
Color. MomecTtute ¢ain B nanky Assets/Resources unm B no6yto €€ BIIOXKEHHYIO Nanky.

2. CospawnTe pecypc Text Settings, Ha koTopbin BygeT ccblnatbes Panel Settings. B pecypce
HananTe napameTp Color Gradient Presets n yka>xute nanky vav BAOXEHHYO Narnky BHyTPU
Resources, rae HaxoauTcsa rpagueHT.

3. [lobaBbTe B UI Builder cnepykowme Terun ¢opMmaTUpOBaAHHOMO TeKcTa:
<color=white><gradient="testColorGradient">Gradient
Test</gradient></color>.

4. Ter color Bo3BpalyaeT 6enbiv UBeT WpndTa, YTOObl rpagUeHT BbIrisgen npasuibHo. Mima B
Tere gradient foMKHO coBnagaTb C UMEHeM pecypca, cCo34aHHoro Ha ware 1. Yéegurech, 4to
napamMeTp Rich Text BKNOYEH.

5. PesynbTaT MOXHO yBUOeTb HenocpeacTeeHHo B Ul Builder nnm B okHe Game.
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Pecypcbl cnpainToB U 3MOA43M

C nomoubto Teros GopmMaTMpOBaHHOrO TEKCTa B TEKCT MOXHO L06aBNATb CNpainThbl,
Hanpumep amMoasu. [1nsa aToro noHago6uTca pecypc Sprite Asset, aHanornMuHbli pecypcy
rpagueHTa.

Ecnu nmnopTupyeTcst HECKOMbKO CNpanToB, 06beAMHUTE NX B OAMH aTiac, YTobbl COKpaTUTb
4YMCNO BbI30BOB OTPUCOBKMU. Y6eauTech, YTo paspeLleHne atnaca cnpavToB NoagxoauT ans
ueneson nnatpopmel. NMogpobHee 0 paspeLlleHnn CNPanToB CM. B pa3gene NogroToBKM
rpapuku.

SEPOSTSEOS

POO SIS ST DS
52385858060

Sprite Editor

@@@@G@@@@@é@
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S8 8659
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PacnpocTpaHEHHBIN CLeHapuil IpUMeHeHus Sprite Asset - o6aBNeH1e 3MOA3M U 3HAUKOB HEMOCPeACTBEHHO B
TEKCTOBbIE CTPOKM.

YT06bI UMNOPTUPOBATL CMPaNTLI AN 3TOW Lie/, BbIMOMHUTE Crefyiolme
neuncTeus:

1. UmnopTtupymnte pann cnpanta unm PSD ¢ amof3mn nnbo 3Hauykamu.

2. PasgenuTte n3obpa)KeHne Ha oTAeNbHble cnpanTbl. Ecnu ncnonbsyetca PSD-dann,
OMnCcaHHbI B pasgene noAroToBKM rpaduyecKux pecypcoB v WpUPTOB, BbIMOMHATb
paspes3aHue He Hy>Ho. CospanTe Sprite Asset n3 dpanna: BolbepuTe ero, 3aTem
BOCMoJIb3ynTecb komaHgon Create > Text Core > Sprite Asset. [lomecTuTe pecypc B
Assets/Resources nnv BAOXEHHYO Narnky.

3. B HoBOM Sprite Asset MOXHO n3mMeHuTb Face Info, a Tak)ke BHEWHW BUA, U UMEHa KaXkaoro
«rnnda». OTM NnapamMeTpbl 3aMeHSOT CTaHfapTHble Face Settings 13 pecypca wpudTa.

MpumeyaHue: B faHHOM criyyae komaHga Update Sprite Asset CMHXpOHU3UpYyeT Sprite
Asset ¢ nocnegHvMm nsmeHeHusimu B Sprite Editor.
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YT06bI Mcnonb3oBaTb 3TOT pecypc B Ul Toolkit, BbINONHUTE Te e AeNCTBUS, YTO U ANsi rpafMeHTOB:

1. Boi6epuTe Panel Settings B Ul Document.
2. OTkpouTe pecypc Text Settings unu cospavte ero, eCnm oH OTCYTCTBYET.

3. B danne Text Settings ¢ nomoLbto okHa Bbibopa danna ykaxuTe Sprite Asset. CoxpaHuTe
N3MEHEHUs N BonauTe B pexum Play, yToGbl HOBblE NapamMeTpbl BCTYMNUAW B CUITY.

4. [lo6aBbTe CrpanT C NoMoLLbto Tera popmMaTUPOBaHHOIO TekcTa: <sprite index=0> nnu
<sprite name="name">. BCTpOeHHbIN CNpanT Tak>Ke y4nTbiBaeT OCTallbHble TEKCTOBbIE TEru.

Focusable
Binding Path

Text <color=yellow> Sprites <mspace=45em><voffset=0.3em><sprite=0></voffset>?

Sprites®? R

StyleSheet
Style Class List

[No6asnenue Sprite Asset B TekcTosoe none Ul Toolkit ¢ nomMoLbio Teros popmaTnpoBaHHoro Tekcra. Y6eautech, 4to gpnaxok Enable Rich Text yctaHosneH (BBepxy).
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CoBeT: ucnosib3oBaH1e SMof3u Ol'lepaLI,MOHHOﬁ CUCTeMbl

Ecnun npunoxeHue npegHasHayeHo Ans KOHKpPeTHoM nnatdopMebl, Hanpumep iOS unn
Android, BMecTo BK/IFOYEHMSA UCXOAHOr0 WpudTa B NPOEKT MOXHO UCMOJSIb30BaTb
BCTPOEHHbIA CUCTEMHBIN WPUPT 3MOA3U. DTO 3KOHOMUT NaMATb U U36aBNAeT OT
HEeo6X0OUMOCTM NOCTaBMATb C MPUIOXKEHNEM 6ONbLUYIO KOJITEKLMIO 3Moa3n. Takne
WpndThl TakXKe YacTo XOpoLWo noaxodat gnsa cnucka Global Fallbacks B Text Settings.

Generation Settings

rce Font File
Face
s Population Mode
Atlas Render Mode
Sampling Point Size 90
Padding 9
PEERIT ]
Atlas Height
i Atlas Textures
dth
Atlas Height
Multi Atlas Textures
Clear Dynamic Data On Build
Font Features

\ " Focusable
o Language Direction

m O - | fo t Editor Binding Path
J n . I Text

Enable Rich Text

Emoji Fallback Support
Parse Escape Sequences

Selectable

Aa Annle Cnlar Emanii
Static
Dynamic
+ Dynamic 0S

Inherit

0S Emoji font: \n \UOOO1F601 \UOOO1F973 \UOOO1F64A
v

Double Click Selects Word

OS E_mo | font:

emojiOS_test Info

emojioS_test

Modified: Today, 11.63

1277 MB

General:

© 2025 Unity Technologies

blank new

[ ] 4 Apple Color Emoji.ttc Info

Apple Color Emoji.ttc
Modified: Saturday, 7 December 2024 at 09.11

188,5 MB
A

General:

Kind: TrueType® font collection
Size: 188.489.720 bytes (188,5 MB on disk)
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YT06bI MCMONb30BaTb 3MOA3YW ONEPaLMOHHON CUCTEMBI B NPOEKTE, BbIMOMHUTE
cnepytolme AencTBus:

1. Co3panTe pecypc wpupTa Ha ocHoBe WpndTa Lieneson cuctemol. B iOS oH HasbiBaeTcA
Apple Emoji n ncnonbsyetcsa B aTom npumepe, a B Android - Noto Color Emoji; B
HacTosLlee BpeMsa nogaepxusaetcsa Tonibko COLRvVO. Beibepute ans Font Asset tun
Color, 3aTem ycTaHOBUTE peXXMM 3anosiHeHus atnaca Dynamic OS. OH He TpebyeT
BK/ItOYaTb UCXOAHbBIN WPKUOT B pecypc 1 TeM caMbliM 3KOHOMWUT MECTO.

2. B Font Asset ycTtaHoBuTe ¢pnaxxok Clean Dynamic Data On Build.

3. B Ul Builder Bkntounte Parse Escape Sequences u BBeOUTe HY>XHble 3M0OA31 C
nomoLlpbto NnaHenu amoa3n macOS nnm Windows nuéo B popmate UTF. Hanpumep,
ynbiGaroLeecs nMuo MoXHo 3agatb kak \UOOO1F601. Kog UTF kaXgoro amog3sn MOoXHO
nocmMmoTpeTb B Character Table pecypca wpudTa.

4. C6opkKa, 3anyLieHHas B macOS, oTo6paxkaeT 3SMOA3M C NMOMOLLbIO CUCTEMHOTO WpUdTa.

5. B Hawem TecTe pasmep C60PKM OKasancs MeHblle pa3Mepa OTAENbHOro WpudTa
3MOofA3UN. ITO MOATBEPXAAET, UTO LWPUPT He Bbl BKIIFOUEH B NMPOEKT, XOTA NpUMeHscs
AJ19 0OTOGPaXXEHWsI COOTBETCTBYHOLLMX SMOA3M.

Ta6nuubl cCTUNEN TeKcTa

Ecnu B NpunoXeHnn MHOro TeKcTa, o5 yrnpaBneHusa ero opopmMaeHMemM CTOUT Co3aaThb
Tabnuuy ctunen tekcta. OHa NO3BONSET ONPefeNnsTb NONb30BaTENbCKNE CTUMMN,
npumeHsieMble Terom ¢popMaTUPOBaHHOIoO TekcTa <style>. Co3gaTtb TabnumLy MOXHO
KomaHgown Assets > Text Core > Text Stylesheet B meHto Create.

Text <style=title> This is a title </style>

Enable Rich Text v

yening Tags

MoBTOpHO Ucnonb3yemas Tabnuua
CTunen TekcTa
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Tabnuubl cTUNEn TekcTa 06nafatoT Cneayowmmm
npeunmMylecTsamm:

- NMonb3oBaTenbCKU CTUIb MOXET cofepi>XaTb OTKpbIBarowme 1 3aKpbiBarowmne Tern
(I)OpMaTVIpOBaHHOFO TEKCTa, a TakXXe TEKCT A0 M nocyie HUX.

- Tabnuuy cTunemn TekcTa yao6HO OBHOBMATb - HAMHOIO YA00HEe, YeM U3MEHSTb
dbopmMaTupoBaHue HenocpeaCcTBEHHO B TEKCTE.

- Monb3oBaTenbckKue CTUAN COKPALLAIOT YMCIO TeroB popmMaTupoBaHma. [JocTaTouyHO
OfHoro Tera <style=name>, KOTOPbIM NPUMEHSET BCE Heob6XoaMMoe opopMneHne.

- OavH Ter opmMaTUPOBAHHOIO TEKCTA MPOLLE U3MEHUTb B Tabnuue cTunen, n
BEPOATHOCTb OLUMOKUN HUXKE, YeM MNPU PYYHOM pefakTUPOBaHMM MHOXECTBaA Teros <style>.
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PUBA3KA OadHHbIX

Monb3oBaTenbCkni MHTepCbeVIC CBA3blBaeT UT'POKOB C AaHHbIMU, ynpaBnarowmnmmn
npunoXeHnem. IMeHHoO Yyepes Hero oHu BUASAT BHYyTpeHHee COCTOAHMNE U NOTUKY Urpbl 1
B3aVIMOD,eVICTByI-OT C HUMN.

Mrpoku He M3y4atoT Heo6paBoTaHHbIe 3HaUYEeHUS XapaKTePUCTHK - BMECTO 3TOMO OHU BUAAT
WKany 380poBbs. OHU He YUTAIOT CNIUCKM NPESMETOB HaNpAMYHO, a Nosb3yoTcA MHBEHTapEM C
nepeTackuBaHWeM 06beKTOB. Takoe B3aMMoLeNCcTBME UHTepdeinca ¢ AaHHbIMU BUAET Ha
CTPYKTYpY NpoekKTa.

VHTepdenc, oTpaxaroLlmm NrpoBble JaHHbIe

Huyke nokasaHO OKHO xapakTepucTuk nepcoHaxa uns Ul Toolkit Sample - Dragon Crashers.
OTOT MHTepdelnc oTobpaXkaeT OCHOBHbIe NapaMeTpbl Urpbl B xxaHpe RPG.

MpeacTaBneHue - 3T0 COBCTBEHHO UHTEPQENC, C KOTOPbIM B3aUMOLENCTBYET UrPOK.
KoHTelHepbl C BKIafKaMy YNopsifoUunBakoT CMIOCOBHOCTM NEPCOHaXa 1 YNpoLLaT HaBUrauuio.

Sirfarek @ E™ wEO @ aocE™ 0ol O

Slills i Skills i Skills

“Ml 3 7 The Sacred Hnight of the Kingdom

teirure d

Paladin  Common  Melee Sword Slash ! ;
reprhenderiin sttt e s il dolore eu

Basic attack fugiat null pariatur. Excepteur sint occaeeat cupidatat
t

@ © o 3 ’ '
A m @ 0a/s =
4 215 N

OKHO xapaKTepuUCTMK NepcoHaXxa 0ToGpaxaeT UrpoBble AaHHble.
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3a uHTepdencom CTouT Mogenb C faHHbIMU - Hanpumep, ScriptableObject, B
KOTOPOM XPaHATCS XapaKTePUCTUKM KaX[aoro nepcoHaxa.

Skills i i Skills

le“e' 3 e kel The Sacred Knight of the Ringdom

\ - Lorem ipsum dolor sit amet, consectetur adipiscing elit,
sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Ut enim ad minim veniam, quis nostrud \J

Melee exercitation ullameo laboris nisi ut aliquip ex ea

sw ord sl ash commodo consequat. Duis aute irure dolor in

Paladin  Common

% reprehenderit in voluptate velit esse cillum dolore eu
Basic attack fugiat nulla pariatur. Excepteur sint occaecat cupidatat

non proident, sunt in culpa qui officia deserunt mollit
345 265 S e
/ Deals 125 Damage points to an Lorem ipsum dolor sit amet, consectetur adipiscing elit,
372 0.1 IS enemy every 1.5 seconds sed do eiusmod tempor incididunt ut labore et dolore
magna aliqua. Et ligula ullamcorper malesuada proin

libero nunc consequat inte rius. Metus aliquam
+ 2 ,S g 372 Next tim‘ at I.evel 5 alaifand miin nulla nacnar, udin Bihandum anim

View (user interface)

Model (data)

Pecypc ScriptableObject cogepXuT gaHHble nepcoHaxa.
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PaspeneHue npefcTaBieHUs U MOLESN - OAMH U3 OCHOBHbIX MPUHLMIMOB apXUTEKTYpbI
Nosib30BaTeNbCKUX UHTEPOENCOB. OTAENMB BU3YyaNbHbIN MHTepdeic OT AaHHbIX, Bbl caenaeTte
Kof, rméye, npurogHee Ansi NOBTOPHOIO UCMOMNb30BaHUS U YAO0GHEE B COMPOBOXAEHUN.

Ho nocne pasgeneHus mogenu u npeacTaBeHns UX He06X0ANMO CUHXPOHM3UPOBATb.
TpaAnUMOHHO A5l 3TOro AaHHble OGHOBAAKOT HANPSAMYH UAN UCMONb3YHT CUCTEMY COBbITUM:
NPV U3MEHEeHUM JaHHbIX HabnaaTenn o6HOBNAOT HTepdenc. Takon nogxon paboTaeT, HO
NPMBOAMUT K NOBTOpPSItOLWEMYCS WabNnoHHOMY Kogy.

Mo Mepe pocTa NpoekTa ynpaensTb CUCTEMON CTaHOBUTCS BCE CIIOXHEE: HOBbIE 3/1IEMEHTbI U
3aBUCUMOCTM TPEBYHOT AOMOSIHUTENbHOM NNOTMKM OGHOBMEHUS NN 06paboTYNKOB COOLITUMI. B
pesynbTaTe CLueHapuu pa3pacTatoTcsl, UX TpyAHee YuTtaTtb U NOAAEPXKMBATD.

[TpnBA3Ka OaHHbIX BO BPeMS BbINOJIHEHUA

MpuBsiska aaHHbIX BO BpeMs BbinonHeHus B Unity 6 npepnaraet 6osee npocTon crnoco6
pewnTb 3Ty 3agayvy. [aHHble NPUNoXXeHUs HanNPsAMYHO CBA3bIBAOTCS C 3fIEMEHTaMu
nHTepdenca, NO3TOMY U3MEHEHMS OAHOM CTOPOHbI aBTOMaTUYECKM OTPaXkatoTCsl Ha APYrow.

Apxutektypa Model-View-ViewModel (MVVM - «Mogenb - NpeacTaBneHne - Mogernb
npepcTaBneHnsa») nobaBnseT Mexay npencTaBieHneM U MOLENbIO CJIOM NOTUKK
oTo6paxeHus. ViewModel BbICTynaeT NOCpeAHUKOM U NPefoCTaBnseT AaHHbIe MOLENM B
dopmate, nogxogsem nNpeacTaBeHnto.

Moppo6Hee 06 MVVM u apyrux WabnoHax NPOEKTUPOBAHNS YNTANTE B NIEKTPOHHOMN KHUre
Unity «CoBepLUeHCTBYNTE KO C MOMOLLbO WaBnoHoB npoekTupoBaHmsa n SOLID».

P— ViewModel
Data binding

Presentation and presentation logic Business logic and data

Apxutektypa MVVM (nctounmk: Wikipedia)

Hanpumep, WKana 340p0BbA MOXET aBTOMaTMYEeCKN 0ToBpaxaTb 3anac 340P0Bbs UrPoKa,
a HagnNUCb CO CYETOM - OBHOBNATLCA B peasibHOM BpeMeHW 6e3 A0MNONHUTENbHOWM IOTUKK B
cLeHapuax 1 py4yHon o6paBoTKM COBbITUIA. YeM MeHblle KOaa CUHXPOoHM3aLUmm, TeM npolle
MaclUTaBupoBaTb MPOEKT.

PaccmoTpum npumepbl npueasky gaHHblx Ul Toolkit Bo BpeMsi BbINOMHEHMS 1 CNOCO6bI €€
NPUMEHeHUS.
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OCHOBHbIE MOHATUS NPUBA3KN OaHHbIX

B Unity 6 nosiBunacb cucteMa nNpuBs3kM AaHHbIX BO BPEMS BbINOMHEHUS, KOTOpas
o6ecneymBaeT CTPYKTYPUPOBaHHbLIN CMOCOG CBA3bIBATb 3fIeMeHThl MHTepdenca ¢ AaHHbIMK
npunoxeHusl. YTo6bl NPUBA3aTb CBOMCTBO BU3YasbHOro afieMeHTa K UCTOYHUKY JaHHbIX,
co3pavnTe ak3emnnsip DataBinding.

Huxe nepe4yuncrieHbl OCHOBHblI€ NMOHATUA!

- Data source: 06beKT, coaepXalluit JaHHble 418 NPUBA30K UHTepdenca.

- Data source path: CBOVCTBO UM None UCTOUYHMKA OaHHbIX, C KOTOPbIM CBA3bIBaETCS
3/IeMeHT MHTepodelca.

- Binding mode: onpegensieT HanpasneHve nepenayn JaHHbIX MeXay UCTOYHUKOM U
NHTEePPENCOM; NPUBA3Ka MOXET 6bITb OJHOCTOPOHHEN UMW ABYCTOPOHHEN.

BMmecTe 3TW YacTu 06pa3yoT NPUBA3KY AaHHbIX. PacCcMOTpPUM MX noapo6Hee.

[ToarotoBka UCTOYHMKA OaHHbLIX

NCTOYHMK AaHHbIX - 3TO 06bEKT, COAepXaLlnini AaHHbIe ANs NPUBA30K MHTepdernca. M moxeT
6bITb Nto60n 06bekT CH#, BkNtoyasa ScriptableObject, MonoBehaviour nnn nonb3oBaTtenbckui
06bekT C#. CTPYKTYpbl B POSIN UCTOYHUKOB [aHHbIX CMOCOOHbI MOBbLICUTb
NPou3BOANTENbHOCTb 6arogaps He6oNbWOMY 06bEMY BblAeNAEeMON NaMATU U MeHbLUEMY
yncny c6opok Mmycopa. NprBA3KY MOXXHO HAaCTPOUTb Kak U3 Kofa, Tak u B Inspector.

B 4eMOHCTpaunoHHOM NpoeKTe UCTOYHMKaMM AaHHbIX cnyxat ScriptableObject, nockonbky
cofepxXalumecs B HUX faHHble YA06HO cepuanusosaTb Yepes Inspector Unity.

Ucnonb3oBaHue atpubyTa CreateProperty

YT06bI CBOMCTBA MOXHO 6bIN10 MCNoNb30BaTb B npmBsaskax, Ul Toolkit onnpaeTtcsa Ha
KOHTeNHepbl CBONCTB, co3fgaBaemble Mogynem Unity Properties. OHM onpefenstoT, Kakue
CBOMCTBA UCTOYHMKA AaHHbIX AOCTYMHbI CUCTEME MPUBA3KM.

MomeTbTe HyXXHble cBOMCTBa aTpmbyTom CreateProperty, 4ToGbl SBHO NPefoCcTaBUTb UX
cucteme. Hmxxe nokasaH pacnpocTpaHEHHbIN BapuaHT HaCTPOWNKMN:

[SerializeField, DontCreateProperty]

int m_Value;

[CreateProperty]
public int
{
get => m_Value;
set => m_Value = value;
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B saTom npumepe none m_Value nomeyeHo aTpubyToMm SerializeField gns cepnanusaumm, HO
UCKIHOYEHO 13 NpuBA3kn aTpnbytom DontCreateProperty.

CeowcTo Value, HanpoTtus, nome4yeHo CreateProperty 1 nosTomy goCTyrnHO cUCTeMe
npuBsA3kK. Takoe ABHOE pasfefieHne yrnpoLwaeT yrnpaBneHne NoTOKOM AaHHbIX MexXay
MOLENbIO U MHTEepdEencom.

MpUBA3KKU JaHHbIX BO BPEMS BbIMOMHEHUSI UCNOJb3YHOT KOHTEMHEPbLI CBOMCTB ANs
adpdeKTUBHOro 06xoda 1 U3MeHeHUs AaHHbIX TUNa. Mo ymonyaHuto Unity co3gaét Takomn
KOHTEeMHep ¢ NoMoLLbio pednexkcum npyu NeEPBOM 06PALLEHUN K TUMY, YTO Bbl3blBaeT
HeborblUMe HakagHble pacxobl BO BPeMSs BbINOSIHEHMS.

YT06bI N36€XaTh 3TOro, MoOMeYanTe 06bsBAsSEMble CBOMCTBa aTpnbyTomM CreateProperty.
Torpa Kop, NpUBA3KM CO3[AETCA BO BpeMsa KoMnunauuu, pednekcus Bo Bpems
BbIMNOMIHEHUS He TPeByeTcs, a HaknagHble PacxXofbl CHUXAOTCS.

NcTOUYHUKM faHHbIX U nyTum

Korga UCTOYHMK AaHHbIX FOTOB, €r0 MOXHO CBSi3aTb C MHTepdencoM. [NyTb K NCTOUYHUKY
[JaHHbIX yKa3blBaeT CBOMCTBO MK MOfe, KOTOPOe HYXHO CBSA3aTb C 3/IEMEHTOM UHTepdeNnca.
Hanpumep, ecnm UCTOYHUK coaepxuT cBoncTeo health, nyTb 6yaeT ykasbiBaTb
HenocpeaCcTBEHHO Ha Hero - B UXML unu B HacTponke npusasku C#. PaccmMoTpum
NpaKkTU4YeCcKnin npumep.

B Ul Builder Bri6epute anemeHT B Hierarchy, oTkpoiiTe Inspector 1 B meHto napameTpos (f])
Bbl6epute Add Binding.

ar__footer-label

Add Binding

Inherit

Add a data KRG
binding in the —— .

Unset

Inspector

Binding

[o6asneHne npueaskn B Inspector.
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3aTem Ha3HauybTe Data Source - Hanpumep, ScriptableObject PlayerDataSO - u
ykaxuTe Data Source Path, Hanpumep CurrentHealth.

Edit Binding

Set the Data Source,

Data Source Path, and
Binding Mode

HacTpoiika Data Source u Data Source Path B Ul Builder.

B UXML: korga npussaka gaHHbix HacTpaueaetcs B Ul Builder, cootseTcTByoWwmm kog UXML
co3paétcst aBToMaTU4ecku. MyTb K MCTOYHUKY AaHHbIX TaK)XKe MOXHO A06aBUTb WU N3MEHUTb
BPYYHYO B TEKCTOBOM pefaktope. Huyxe nokasaH 610K KoAa, CO34atoWwmni NpmMBaA3Ky:

<Bindings>
<ui:DataBinding property="text" data-source-path="Health"/>
</Bindings>

B C#: cospanTte ak3eMnnsp o6bekTa UCTOUYHMKA JAHHBIX UN MONYYUTE CChINIKY Ha Hero B
cueHapum - Hanpumep, Ha ScriptableObject. MpuceonTe 06beKT cBOMCTBY dataSource
KOPHEBOro a/ieMeHTa. TOYHOE NpMBA3bIBaEMOE CBOMCTBO 3apaunTe Yepes dataSourcePath.

B cnepytowem ¢pparmeHTe nokasaHo, Kak yCTaHOBUTb cBoMcTBa dataSource u dataSourcePath us
cueHapus. MNogpobHee 3TOT CNOCO6 paccMaTpPUBAETCs HUXKeE, B pasfene 0 HaCTPOMKe NPUBA3KM AaHHbIX
Ha C#.

parentData = ScriptableObject. <PlayerDataS0>();
playerData. = 100;

("text", DataBinding

dataSource = playerData,
= PropertyPath( (PlayerDataSo. ))

1)
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MpuMeyaHue: ecnu onpepennTb HECKOMNbKO NPUBA30K A1t OQHOrO afieMeHTa uHTepdenca,
MOXET BO3HUKHYTb KOHGMKT. YTOObI n36exaTb nyTaHWLb:

- Ncnonbaywnte npueasku Ul Builder/lUXML gns ctatMyecknx unm ctaHaapTHbIX
KOHOUrypaunuin AaHHbIX, KOTOpble He TpebyeTca N3MEHATb BO BPEMS BbINOHEHUS.

- |/|CI'IOJ'Ib3yVIT9 NPUBA3KN C# ona puHaMUYeCcKnx 06HOBNEHWUIA U cny4aes, Korga nCto4yHuK
[OaHHbIX OO/HKEeH MEeHATbCA BO BpeMsA Urpbl.

MO>HO Take YaCTUYHO HacTpouTb Npuesasky B Ul Builder/UXML, a 3aBepLwmnTb €€ BO BpeMsl BbINOSHEHWUS.
[ononHuTenbHble CBeAEHNA NpuBedeHbl HUXe, B pa3fgene «PaboTa ¢ HepaspeLlléHHbIMU NPUBA3KaMu
OaHHbIX».

HacnepgoBaHMe NCTOYHMUKOB AAaHHbIX

BusyanbHble anemMeHTbl aBTOMaTUYECKN Hacne[yroT UCTOYHUK AaHHbIX POAUTENbCKOro
3fleMeHTa, eCNU UM SIBHO HE Ha3Ha4eH apyron. Hanpumep, Korga NCTOYHUK AaHHbIX 3afaH
KOpPHEBOMY 3/1eMeHTYy, BCe ero go4yepHue ajieMeHTbl N0 YMONYaHUIO NCNOJIb3YHOT TOT Xe
UCTOYHMK. DTO NoBefeHME NOKa3aHO Ha CXeMe:

DataSource A

DataSource B

JlouepHuUit aneMeHT MOXET nepeonpeaenuTs UCTOUYHUK AaHHbIX
POANTENbCKOro 3/1eMeHTa.

Ecnuy poantenbckoro anemMeHTa ecTb UICTOUYHUK AaHHbIX, LOYEPHUE 3N1IEMEHTbI
aBTOMaTu4yecku ero HacnepytoT. B Ul Builder none Data Source fo4epHero anemMeHTa 3apaHee
3anMoJHAETCHA UCTOYHUKOM POOUTENS, HO NPU HEOBXOANMOCTU 3HAYEHNE MOXHO
nepeonpenenuTb.
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Mpu pa6oTe ¢ C# aeicTBYeT TOT Xe NPUHLMN HAacNeaoBaHus, Kak NoKasaHo B CliefytoLLem
npumepe:

var root = new VisualElement();

var parentData = ScriptableObject.CreateInstance<PlayerDataS0>();
parentData.Health = 100;

// Assign a data source to the root element
root.dataSource = parentData;

var child = new VisualElement();
var childData = ScriptableObject.CreateInstance<PlayerDataS0>();
childData.Health = 50;

// Override the inherited data source for the child
child.dataSource = childData;

root.Add(child);

3peCh A0YEPHHIl ANEMEHT NepeonpefenseT 3HaueHne POAUTENS 1 NONYYAET HE3ABUCUMBIA MCTOUHIK
[DaHHbIX

Pe>XXMbl NPUBA3KN

Pexxvm npusAsku onpefensieT HanpasneHue nepefayn AaHHbIX MeXay UCTOYHUKOM U nHTepdencom.

Edit Binding

To Target

Two Way
To Source
+ To Target
To Target Once

Pexumbl npuesizkv B Ul Builder no3BonstoT ynpaensaTe NOTOKOM A@HHbIX MEXAY UCTOYHUKOM AaHHbIX U MHTepdeincom.
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B Ul Builder n APl C# AoCTynHbI Cneaytolme pexumbl:

- TwoWay (no ymonyaHuio): M3MeHeHUs nepefaroTcsa B 06e CTOPOHbI - U3 UCTOYHWUKA AaHHbIX B
UHTEepdENC 1 U3 UHTEpPPEeNca B UCTOUHUK. VICNonb3ynTe aTOT PEXUM AJI UHTePaKTUBHbIX
3/1EMEHTOB, Yepes KOTopble No/b30BaTeNb MOXET MEHSATb AaHHble, HAaNpPUMEpP MON3YHKOB U1
TEKCTOBbIX MONeMN.

- ToTarget: gaHHble NepeaaroTca TONbKO U3 UCTOUYHMKA B MHTepdelc. Moaxoaut ans
3N1EMEHTOB MHTepdeica, AOCTYMHbIX TONbKO A8 YTeHUs.

- ToSource: faHHble NepefatoTcs ToSbKO U3 HTepdenca B UCTOUHMK. [1onesHo gnsa nonewn
BBOJaA, B KOTOPbIX HE Tpe6yeTc;| NU3Ha4vanbHO 0T06pa)KaTb TeKyluiee 3Ha4vyeHune.

- ToTargetOnce: gaHHble NepenatoTca U3 UCTOYHWUKA B UHTepdeic oauH pas;
nocneaymoume U3sMeHeHUa UCTOYHMKA He OTCNIeXMBatoTCA.

I'Ipumep: npuBdA3Ka AaHHbIX WKaJibl 300POBbA

PaccmoTpum npaktuyeckni npumep 6a3oBon NpmBsA3kKM gaHHbix B Ul Toolkit. B
AEMOHCTPaLUMOHHOW CUEHEe NCMNOMb3yeTcs NPOCTas LWKana 340poBbs, KOTopas AUHaMUYeCcKu
OBHOB/IAETCA B COOTBETCTBMM C 3aNacoM 3[0p0Bbs UrPoKa.

JeMoHcTpaumoHHasa cueHa. Cnegytowme npumMmepsbl BXogaT B AemMoHcTpauuto Data Binding
npoekTa QuizU.

YTO6bI OTKPbITE €€ BO BPEMS BbIMOSIHEHMS, B INTaBHOM MeH Bbibepute Demos > Data
Binding. Tak>xe MOXHO OTKAOYUTbL 3arpy34nk KomaHgon Quiz > Don't Load Bootstrap
Scene on Play 1 3arpy3utb cueHy DataBindingDemo Hanpsimyto.

B oeMoHCTpaumm ecTb ABe LKasbl 340p0Bbs: NMPUBA3KKM 0gHON co3paHbl B UXML ¢ nomoubto
Ul Builder, a npusisku gpyron - B C#.

Data binding setup

700/ 100 Player One
7
[Binding in Ul Builder/UXML - |SELECT +]
200 /200 Player Two
e ]
[Binding in C# - [SELECT +]

LLikana 3a0p0oBbsi 0OTOGPaXaeT AaHHble Urpoka.
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MoarotoBKa UCTOYHMUKA AaHHbIX

CBefieHnst U XxapaKTepUCTUKU Urpoka B NpumMepe xpaHaTcsa B ScriptableObject PlayerDataSO.
Hy>Hble cBoncTBa PlayerDataSO nomeuveHbl aTpubyTom CreateProperty, mo3aToMy nx MO>HO
ncrnonb3oBaTb B NpMBSA3KaXx.

Kaxgas Wwkana 340poBbs NpeacTaBnseT Nub YacTb faHHbIX PlayerDataSO: ums urpoka n sHavyeHus
300p0BbsA. Bo PpparmeHTe Knacca nokasaHbl HEKOTOPbIE CBOMCTBA U CBSI3aHHbIE C HUMMW MONS:

using System;

using Unity.Properties;
using UnityEngine;

using UnityEngine.UIElements;

[CreateAssetMenu(fileName = "PlayerDataSO", menuName = "Demos/Player_Data")]
public class PlayerDataSO : ScriptableObject

{

[CreateProperty] public string PlayerName => m_PlayerName;

[CreateProperty] public int CurrentHealth => Mathf.Clamp(m_CurrentHealth, 0,
m_MaximumHealth) ;

[CreateProperty] public int MaximumHealth => m_MaximumHealth;

[SerializeField] string m_PlayerName;
[SerializeField] int m_MaximumHealth = 100;
[SerializeField] [Range(©®, k_MaxHealthRange) ]
int m_CurrentHealth = 100;

const int k_MaxHealthRange = 200;

[ns oTo6paxeHus 3TUX CBEAEHUN Ha aKpaHe UHTepdenc Ncnonb3yeT KOHKPEeTHbIe
nyTW K gaHHbiM, Hanpumep PlayerName, CurrentHealth 1 MaximumHealth.

Open

MaximumHealth
and CurrentHealth
properties

Team

VICTOYHUK faHHbIX COLepXUT cBefeHus o 3aopoBbe u3 ScriptableObject PlayerDataSO.
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[MpuBs3ka gaHHbIX B Ul Builder/UXML

Ul Builder npegnaraeT HarnsigHbIN UHTEPAKTUBHBIA CNOCO6 CBA3bIBaTb 3/IeMEeHTbl MHTepdenca
€ gaHHbIMK. OH yao6eH XyA0oXHMKaM nHTeppencos, npegnoyntarowmm pabotatb C AM3aNHOM
BMU3yasnbHO, U pa3paboTynkam, KOTOPbIM BaXKHa MrHOBEHHas o6paTHas CBs3b BO BpeMs
HaACTPOMKK. Kpome Toro, 3To Nosie3Hbl YYebHbI MHCTPYMEHT 415 TeX, KTO TOJIbKO
3HAKOMWUTCS C NPUBA3KON OaHHbIX.

B AEMOHCTpaLMOHHOWM CLieHe BCe NPUBSA3KW LWKanbl 300poBbs Player One HacTpoeHbl B Ul
Builder. ns aToro Heo6XxoaAnMo:

- Bbi6paTb KOPHEBOW 3M1EMEHT: B MepapXxun BoibepuUTe KOPHEBOW 3/IEMEHT, COAEP KaLLMi LWKany
300p0Bbs. B JaHHOM MpUMepe camblil BEpXHWUI KOHTEMHep - aneMeHT demo_container-uxml.

- HasHaunTb UCTOUHMK AaHHbIX: B pa3gene Data Binding okHa Inspector ykaxute pecypc
ScriptableObject kak UCTOUYHUK. OH By[EeT Ha3HayeH BbIGpaHHOMY 3NIEMEHTY U YHacnenoBaH
BCEMW AOYEPHUMU 3N1EeMEHTaMMU.

- 3apaTb NYTU K UCTOYHUKY OaHHbIX: YKaXXUTe NyTH, CBA3bIBAKOLLME OTAENbHbIE S1IEMEHThI
nHTepdenca c COOTBETCTBYHOLWMMM CBOMCTBaMM ScriptableObject, Hanpumep
PlayerDataSO.PlayerName.

BasoBas Wwkana 340poBbs
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[Mocne Ha3HaYeHNst UCTOYHMKA AaHHbIX KOPHEBOMY 3/1IEMEHTY OH A0J/IKEH NOSIBUTHCS Kak
WUCTOYHWK MO YMOJTYAHUIO ¥ AlOYEPHUX 3N1eMEHTOB. OCTaéTcs NULLIb yKa3aTb NPaBUSIbHbIA NMYTb
K fl@aHHbIM. B Tabnuue nokasaHo, Kak NpUBS3KM COEANHAOT CBOMCTBA 3/1IEMEHTOB
UHTepdenca co ceoncTeamu ScriptableObject:

OnemeHT Ul CBOMCTBO MpuBaA3aHHOE CBOMCTBO MpumeyaHue

anemeHTa Ul
health-bar__player-name text PlayerName Mmsa nrpoka
health-bar__current-health text CurrentHealth Tekylee 340poOBbe
health-bar__max-health text MaximumHealth MakcumanbHoe 380poBbe
health-bar__progress style.width Progress OunHamunyeckas WnpuHa wkanbl

[Mocne 3aBepLueHus HaCTpOVIKM LWKana 340p0oBbs OBGHOB/SETCSH B peasibHOM BpeMeHMU,
0T06pa>|<aﬂ 3Ha4YeHna 1N NoNoCy TekKyllero 34opoBba UrpoKa.

VICTOYHMK paHHbIX JIEFKO 3aMeHUTb: HasHaubTe apyromn pecypc ScriptableObject, n
NMHTepdEenc aBTOMaTUYECKUN NMOKAXET HOBblE 3HAUYEHUS!, COXPaHMB MPEXHUE NPUBS3KU.

[Npv cMeHe NCTOYHUKA AaHHbIX NPUBA3KN OGHOBNAIOTCS.
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MpwuBAaskn, HacTpoeHHble B Ul Builder, po6aensatoTca HenocpeacTBeHHO B pann UXML: gna
KaX0ro NpmBsi3aHHOro afieMeHTa co3aétcs 610k <Bindings>.

Hwxe npusenéH pparmeHT cozgaHHoro UXML, B KOTOPOM CBOWCTBO text anemMeHTa
health-bar__player-name cBs3aHo co cBoncTBoM PlayerName. [Ins ygo6CcTBa YTeHUS
HEeKOTOpble aTPUGYThl OMYLLEHbI:

<ui:Label text="Placeholder" name="health-bar__player-name" class="health-bar__player-name">

<Bindings>
<ui:DataBinding property="text" data-source-path="PlayerName" binding-mode="ToTarget"
/>
</Bindings>
</ui:Label>

OnbITHbIE NONb30BaTENM MOIYT CO3aBaTb Takue NPUBA3KKN HernocpeacTseHHo B UXML. MNpu
6GONbLUIOM YMCNE NPUBA30K PYYHOE pPeaaKTUpoBaHME KOf4a MOXET 06ecnedntb 6051ee TOYHbIN
KOHTPOJb U YCKOPUTb paboTy. HanncaHHbIn Bpy4yHyto UXML Takxxe dopmupyet 6onee
NOHATHbIE Pa3NNYNA B CUCTEME KOHTPOSA BEPCUN, MOITOMY KOHGANKTLI CAUSHUA NpoLLe
paspellatb, a USMEHEHUS - OTCNEXMBATb.

HacTponka npmnBA3kM gaHHbIX B CH#

Ul Builder oTAn4yHO NoaxoauT s NPOTOTUNMPOBAHUS CO CTaTUYECKUMU AaHHBIMU, Hanpumep
3apaHee co3faHHbIMK pecypcamu ScriptableObject. OgHako guHaMn4yeckue gaHHble BO Bpemsi
BbINOSIHEHMSA YacTo yAo6Hee obpabaTtbiBaTh B C#. B cnegytowem npumepe Koga nokasaHo, Kak B
OEeMOHCTpaUMOHHOW cLeHe paboTaeT WKana 340poBbs Player Two:

using UnityEngine;
using UnityEngine.UIElements;
using Unity.Properties;

public class HealthBar : MonoBehaviour

{
[SerializeField] PlayerDataSO m_HealthData;

public void Initialize(VisualElement root)

{

var m_PlayerName = root.Q<Label>("health-bar__player-name");

root.dataSource = m_HealthData;

m_PlayerName.SetBinding("text", new DataBinding

{
dataSourcePath = new PropertyPath(nameof(PlayerDataS0.PlayerName)),

bindingMode = BindingMode.ToTarget
1)
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CueHapui HealthBar BbinonHAeT HacTponKy B MeToge Initialize, KOTOpPbIN OCHOBHOWM
ynpaBnsoLwmin cLeHapui BbisbiBaeT 3 OnEnable.

- CHavana BbInonHaeTcA 3anpoc anemMeHTa health-bar__player-name. 3atem gaHHble
ScriptableObject HazHaualOTCs eMy KaK UCTOYHMK.

- Mocne atoro meTop SetBinding cBsizbiBaeT CBOMCTBO text C HOBbIM 9K3eMMASPOM
DataBinding 1 3agaét napameTpsbl dataSourcePath u bindingMode.

Bce ueTbipe NpMBsS3KK 13 NpuBeLEHHOW Bbille TabnuLbl HACTPanBatoTCH aHaNOrMYHO.
M3mensnTe CurrentHealth nonsyHkom ScriptableObject nnun nonb3oeatenbckum Property
Drawer pepakTopa. JeMOHCTpaunsa COAep>XUT aNIEMEHTbI YNpasneHus s TeCTUPOBaHUS B
pexume Play: +, - 1 Select No3BoNAIOT yBeNNYMBaTb UM YMEHbLLATb 3HaYEeHWe NM60 BbiIGUpaTb
ScriptableObject. LLikana 300poBbs ANHAMUYECKN OBHOBASETCS NPU KaXX40M U3MEHEHUN.

Data binding setup

75/ 100 Player One

I Drag toupdat
[ ] Decrement, rag to update
Binding in Ul Builder/UXML - SELECT + select, or

increment
ScriptableObject

200 /200 Player Two
(I

Binding in C# - SELECT +

HealthBar cuHxpoHu3upyeTcs co 3HayeHnem CurrentHealth.
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PaGoTa ¢ Hepa3peLllEHHbIMM NPUBA3KaMM AaHHbIX

Unity 6 Takxe noggep>xuBaeT ru6pugHbein paboymnin NpoLecc, coyeTarowmn BU3yanbHyo
HacTpownky B Ul Builder c ruékocTbto cueHapues.

BmecTo XECTKOro 3afaHus UICTOYHMKA AaHHbiXx B UXML MOXHO yka3aTtb Data Source
Type, ocTaBMB caM UCTOYHWK HepaspeluéHHbIM. Ul Builder oTmevaeT Takue
He3aBepLUEHHbIE MPUBA3KN NOSIbIM 3HAUYKOM. DTO O3HaYaeT, YTo NYTU M TUMbI YXKe 3afaHbl,
HO UCTOYHWK [@aHHbIX eLlEé He Ha3HauYeH.

Edit Binding

Icon shows
unresolved n Inherit

Data Source
defined at
runtime

binding IIl 0

HepaspewsHHan Npussiaka AaHHLIX OTMEYAETCS NObIM
3HauKoM

Bo BpeMs BbINOTHEHUA UCTOYHUK AAHHbIX MOXXHO Ha3Ha4nTb OfHOWM CTpOKOl7I Kopga. HaanMep:

myElement. = myNewDataSource;

3necb HasHadeHne myNewDataSource anemeHTy myElement pa3pellaet
NPUBA3KM-3anonHUTeNu, onpegenéniole B UXML, nocne 4yero nHteppenc o6HoBnaeTcs
aBTOMaTUyecku. JTO yCTpaHseT noBTopsroLwmnecs Bbi3oBbl SetBinding n coxpaHaeT
rmokocTb UXML.

Hanpumep, B npoekTe Dragon Crashers nyTu K AaHHbIM 3apaHee onpegeneHbl B UXML, a
baKTnyecKme NCTOYHUKM Ha3HaYatoTCS BO BPEMS BbIMOMHEHWS.

MpKn HaxaTun KHONOK Nepexofa K creayoLlemMy 1 nocnegHemMy nepcoHaxy BblBpaHHbIN
NepcoHaXK CTaHOBUTCA TEKYLUMM UCTOYHUKOM AaHHbIX. [N CMeHbl UCTOYHUKA U3MEHSTb
UXML He TpebyeTcs.

Mocne Ha3HayYeHUa HOBOrO UCTOYHUKA HepaapeLuéHHble npuBA3KU 0T06pa>|<a+oT npaBubHble XapaKTePUCTUKK NepcoHaxa.

© 2025 Unity Technologies 84 13147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.0/Documentation/Manual/UIE-runtime-binding-define-data-source.html

@ | Tekct | MpusAska AaHHbIX | Mokanusauns |

Sir Jarek @ oE™ sl O

Skills

®08®

Paladin  Common Melee

@ ©x
A @ 0.1/s
o 880/30 4 as W s

Click event
switches data
source

@ ~E™ @O Data bindings

update

Level 2

®0®

Barbarian  Special Melee

@ 100 @ 220
e 567 @ 0.5/s
4 sis W e

OGHOBNEHME UCTOYHMKA AaHHbIX B NpuMepe Dragon Crashers

Mpumeyanmne: ecnu B UXML yKasaH KOHKPETHbIM UCTOYHUK AaHHbIX, Hanpumep
data-source="PlayerDataSO.asset", npuBs3ska CTaHOBUTCS GUKCUPOBAHHON, U U3MEHUTb €&
BO BpPeMS BbIMOJIHEHUA HeNb34. YTOoObI paspeLlnTb U3MEeHeHe, OCTaBbTe aTpuoyT
data-source nycTbiMm unu ucnonb3lymnTe data-source-type.

MpuMep Takoro rM6puUAHOro npouecca NpUBeAEH B pasfene o NpuBA3Ke cnucka K ListView.

© 2025 Unity Technologies

85 13 147 | unity.com


https://unity.com/releases/lts

@ | Tekct | MpusAska aaHHbIX | Mokanusauns |

KoHBepTepbl TUMOB

KoHBepTepbl TMNoB B Unity 6 npeo6pa3yoT UCXOAHble AaHHble B 6onee ya0o6HbIM Ans
nonb3oBatens popmaT oTo6paxkeHnst. OHM paboTaroT Kak NOCPEOHNKN MeXAY UCTOYHUKOM
OaHHbIX M MHTepdencom, NpeacTaBnsas 3HaYeHNs B MHTYUTUBHO NOHSATHOM BUAE.

Hanpumep, KOHBepTEp MOXET NepeBoAnTb paaunaHbl B rpagychl UM Npeo6pa3oBbiBaTh
UMCIIOBOW 3anac 340P0BbSA B LBET WKanbl. Tak MHTephenc nokasbiBaeT MHPOPMALIMIO ACHO U
Harns4Ho, a NcaTb GOJbLLON O6BEM NTOTMKM NPeoBpa3oBaHNA BPYYHYHO He NPUXoanTCs.

Unity 6 nogaep>xu1BaeT [Be KaTeropmn KOHBEPTEPOB TUMOB:

- Fno6anbHble KOHBEPTEPDI: MPUMEHSOTCS K JTOObIM NMPUBSA3KaM, KOTOPbIM TpebyeTcs
onpefenéHHoe npeobpasoBaHne Tuna. Hanpumep, rnobdanbHbIN KOHBEPTEP MOXET
npeo6pasoBbiBaTh N0G0E 3HaUYeHne 300poBbs Tvna float B uBeT nnm o6bekTbl Color B
3HayeHus StyleColor, o6ecneuyrBas eAnHOO6PA3HOE NOBEAEHME BO BCEM MHTEpdence.

- KoHBepTepbl 0TAENbHbIX MPUBSA30K: NPUMEHSIIOTCH K KOHKPETHbIM NPUBA3KaM AaHHbIX U o6ecneynsatoT 6o5ee TOYHOE yrnpaBreHue.

Mpumep: npeo6pa3oBaHue 3HaUEHUS B LBET

Lkana, MeHsIloLWan LiBeT B 3aBUCUMOCTH OT 340POBbA UIPOKa, HarlsgHO AeMOHCTpUpyeT

NPUBA3KY AaHHbIX C KOHBEPTEPOM Tuna. Tekyllee 300POBbe CONOCTABNSAETCA C LIBETOBLIM
rpagueHToM: HanpumMep, 3enEHbI 03HaYaeT BbICOKUI 3anac 300POBbs, XENTLIN - HU3KUA,
KpacHbIii - KpUTUYECKMI. Bnaropgaps 3aToMy UrpoK 6bICTPO OLEHMBAET CBO& COCTOAHME BO
BpPEMs Urpbl.

Mpumep MoXxHO yBMaeTb B cueHe DataBindingDemo npoekTta QuizU.

HacTtpoika HealthDataConverter
B cueHe DataBindingDemo knacc HealthBarWithConverter ucnonb3yet ¢yHKUMM CTaTU4ECKOro
knacca HealthDataConverter, 4To6bl 3aperMctpmpoBaTb Heckonbko DataConverter:

- MpoueHT 300poBbs ynpasndaeT UBeTOBbIM rpagMeHTOM LWKanbl: OT 3eNEHOro Npu NOSHOM
300P0OBbe 0 KPACHOIro npun KpUTU4YeCKOoM.

- OgHa Haanuch NpPeacTaBnseT YACIOBOE 3HAYEHWE CTPOKOM C NMPOLLEHTOM, HanpumMep «75%».

- [pyras conocTaBnseT TOT Xe NPOLEHT 340Pp0Bbsi TEKCTOBOMY COCTOSIHMIO, Hanpumep Full,
Mid wnnwu Critical.
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Hwxe npusenéH dparmeHT knacca HealthDataConverter:

public static class HealthDataConverter

{
static readonly Color s_FullColor = new (0.2f, 1f, 0.2f);

static readonly Color s_MidColor = Color.yellow;
static readonly Color s_LowColor = new (1f, 0.3f, of);
static readonly Color s_CriticalColor = Color.red;

public static void Register()

{
RegisterHealthColorConverter();

/1

static void RegisterHealthColorConverter()

{

var colorConverter = new ConverterGroup("HealthColor");

colorConverter.AddConverter((ref float healthPercentage)

{
if (healthPercentage > 0.5f)

{

return new StyleColor(Color Lerp(s_MidColor, s_FullColor,
(healthPercentage - 0.5f) * 2f));

}

if (healthPercentage > 0.25f)

{
return new StyleColor(Color Lerp(s_LowColor, s_MidColor,
(healthPercentage - 0.25f) * 4f));

}

{
return new StyleColor(Color.Lerp(s_CriticalColor, s_LowColor,
healthPercentage * 4f));

}
3

ConverterGroups.RegisterConverterGroup(colorConverter);
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MpuBenéHHas Boblwe normvka co3gaét ConverterGroup HealthColor, koTopbit Nnpeo6pasyeT
ponto 3gopoBba Tuna float B gnanasoHe ot 0 oo 1B cooTBeTCTBYIOLWEE 3HadYeHue StyleColor
MeXAy KpacHbIM Npu HU3KOM 3[0POBbE U 3€IEHBLIM MPU MONHOM.

Knacc HealthDataConverter Tak)xe coaep>XuT KOHBepTepbl 4N AByx Hagnucen. OHn
npegcTaBnatoT cBoncTBo HealthPercentage o6bekTa PlayerDataSO B Buae
bopmaTMpoBaHHbIX CTPOK. HECKONBbKO KOHBEPTEPOB MOXHO 06bEeOUHUTL B OAHY
ConverterGroup, ogHako ansi ygo6CcTBa YTEHWUSI B AEMOHCTPaLMN OHY pa3gesieHbl Mo pasHbiM
rpynnam.

HealthColor
data converter

HealthPercentage HealthStatus -
data converter data converter

Wcnonb3osaHne koHsepTepos Tunos B Ul Builder.

Ucnonb3oBaHue HealthBarWithConverter

O6paTnte BHUMaHue: BCA GaKTMyecKas Normka HaxoamTcs B Knacce
HealthDataConverter. Knacc HealthBarWithConverter nuwb BbINONHSET cnegytoLlee:

public class HealthBarWithConverter : HealthBar

{
#1f UNITY_EDITOR

[UnityEditor.InitializeOnLoadMethod]
#else

#endif

public static void RegisterConverters()

HealthDataConverter.Register();
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O6paTuTe BHUMaHWE Ha
cnepytoulee:

- UnityEditor.InitializeOnLoadMethod pernctpupyet ConverterGroup 1 fenaet eé
poctynHou B Ul Builder, 4To6bl rpynny MOXHO 6b110 YBUAETb U NPUMEHUTb B pegakTope.

- RuntimelnitializeOnLoadMethod o6ecneunsaeT goctynHocTb ConverterGroup Bo Bpems
BbIMOMNHEHUS UTPbI.

OupekTnea npenpoueccopa #if UNITY_EDITOR rapaHTUpyeT BbI30B HY>XHOro Metoaa
B 3aBMCMMOCTM OT TOrO, BbINOJIHAETCA KOA, B peAaKTope Uin BO BPEMS Urpbl.

MpumeHeHune DataConverter B Ul Builder
Mocne perucTtpaumm DataConverter MOXHO MPUMEHUTb K NI060N NPUBSA3KE, KOTOPOW

TpebyeTca aTo npeobpasoBaHme. YTo6bl UCMONb30BaTh ero HenocpencTeseHHo B Ul Builder:

1. OTkponTte danmn UXML n BbiGepuTe anemeHT wWKanbl. B npoekTe QuizU npumep HacTponKu
MOXHO nocMoTpeTb B dpanne RuntimeDataBinding.uxml.

2. HasHaubTe ScriptableObject PlayerDataSO B kayecTBe Data Source.

3. CBshxuTe cTuneroe ceoncTBo backgroundColor wkanel ¢ nyTém paHHbix HealthPercentage.

4. Ncnonb3ymnte ConverterGroup HealthColor, 4to6bl Npeo6pa3oBaTb NPOLEHT 340POBbS B
uBeT ¢oHa wKanbl.

Data binding on
style.backgroundColor

Edit Binding

ealthP
To Target

ConverterGroup
transforms
HealthPercentage
property to
StyleColor

HacTpoitka Np1BA3KM AaHHbIX 4151 WKasbl 3A0POBbS.

5. Tenepb nNpu nepeTtackmBaHuu nonsyHka CurrentHealth B ScriptableObject PlayerDataSO et
LWKanbl 300poBbs 06HOBASETCA. [PafMeHT NNaBHO MHTEPNONPYETCS OT 3€IEHOrO NMPU NOIHOM
3[10POBbE Yepes XENTbIN NP CPegHEM U OPaHXKEBbLINA NPU HU3KOM K KPacHOMY npwu
KPUTUYECKOM.
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100 /100

Player Three

100%  Full

Data converters for text/color

75 /100

- [SELECT +

Player Three

Data converters for text/color

50 /100

- [sELECT +

Player Three

U4 Laly

Data converters for text/color

35 /100

- [sELECT +

Player Three

35% Low

Data converters for text/color

15 /100

- [SELECT +

Player Three

Data converters for text/color

KoHneepTep HealthColor n3meHsieT uBeT wWKanbl.

PekomeHpaumm

- [SELECT +

Tenepb 3TOT rNo6anbHLIN
DataConverter gocTyneH Bo BCEM
NPUIOXeHWU, rae TpebyeTcs
npeo6pa3oBaTb 3HayeHue float B
TakKoW LBETOBOW rpagneHT.

Mpu pa6oTe C KOHBEPTEPAMU TUMOB MPUAEPXKMBANTECH CEAYIOWMX PEKOMEHAALMA:

- CBeguTe BblgeneHnsa NamMaTn K MUHUMYMY: Aeneratbl Npeobpa3oBaHns AOIKHbI OCTaBaTbCA

NerkoBeCHbIMU, OCOBEHHO NPW YacCTbIX BbI30BaX, YTOObI N36eXaTb JIMWHUX HaKNafgHbIX PacXo4oB.

- He ycnoxHsinTe: co3gaBanTe NPoCTble Cneumanm3npoBaHHble KOHBEPTEPbI Ast
GbICTPbIX Npeo6pa3oBaHNii. He nomeLanTe B HUX CMOXHYHO MU PECYPCOEMKYHO NOTUKY.

- BeinonHsiTe Npeo6pa3oBaHne B UCTOUYHUKE JaHHbIX: 6a30Bble Npeo6pa3oBaHus

o6pabaTblBaiiTe HEMOCPEACTBEHHO B UCTOUYHUKE - HAaNpvMep, 3apaHee GpopMaTupyinTe NpoLeHT

3[00p0oBbs B cBoMCTBe ScriptableObject. OctaBnsanTte DataConverter ans npeo6pa3oBaHui,
OTHOCSILLMXCSA MMEHHO K NpuBsi3KaM MHTepdenca.
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[Tpumep: NnpmnBsasKa cnmncka K ListView

B 3aBMCUMOCTM OT UHTepderica Urpbl NPUIIOXKEHUIO MOXEeT NoTpe6oBaTbCa 0ToGpaxaTb
pa3sHble KOMNEeKLUMM faHHbIX: MHBEHTapb COBPaHHbIX MPeAMETOB, XYpHan 3a4aHuii ¢ LensmMu,
Pe’TUHI UrPOKOB U Tak fanee.

ListView npepocTaBnsieT akKypaTHbIM MPOKPYyYMBaeMbIN UHTepdENC, B KOTOPOM YO06GHO
NPeaCcTaBnsATb Takne cBeAeHUs 1 ynpaBnaTb umu. B Unity 6 npussaska gaHHbIX BO BpeMsi
BbINONTHEHUA ynpoLlaeT npouecc: npu UsMeHeHn gaHHbIX He HY>XXHO BPYYHYHO OOHOBNATb
MHTep(I)eVIC Unn nncatb gna aToro cneunanbHble CUueHapun.

B npeabigywmx Bepcusx Unity ans sanonHeHus ListView 1 06paboTku M3MeHeHUn
NPUXOAMNOCH Co3aaBaTbh CO6CTBEHHbIM KoA. B Unity 6 ListView MOXHO cBSi3aTb C UICTOYHUKOM
OaHHbIX HanpsiMyto, U U3MEHeHUs 6yayT aBTOMaTUYECKM OTCIEXUBATLCHA U OTOBpaXkaTbcs B
uHTepdence.

B memMoHcTpauunoHHoum cueHe npocTom ListView cBasaH co cnvckom ScriptableObject
PlayerDataSO. Tak MOXHO co3gaTb MHTepdenc, MOXOXUN Ha N066M MHOrONOIb30BaTEIbCKOMN
Urpbl UK Tabnuuy PeKkopaos.

TEAM BLUE

»
»
»

RespawnSamurai

Tactical

«

8BitHero

Light Tank

DataDrifter212

Scout

NetNinja

Advanced Tactical

«d « »x

»
»
»

LaserNovaX

Master Support

«

TeamList cBasbiBaeT cnucok ¢ ListView.

C nomolLLbio NPUBA3KM BO BPeMS BbINONHEHUA ListView MOXHO HanpsaMyto cBs3aTb C
MCTOYHUKOM [aHHbIX, Hanpumep ScriptableObject. ListView aBTomaTuuecku otcnexmnsaet
W3MEeHeHUs], ynpoLlas HaCTPOMKY M CONPOBOXAEHME.

YTo6bl NpuBA3aTh ListView K cnvcKy, cHayana cosfgaiTe HEeCKOJIbKO Hepa3peLlEHHbIX
NPUBA30K, a 3aTeM 3aBepLUMTe UX HACTPOWKY BO BPEMS BbIMONTHEHMS.
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HacTtpouka cnucka u wa6noHos

YT06bI NOArOTOBUTH ListView K NpuBsA3Ke AaHHbIX, BLINOMHUTE CreAyloLume AeiCTBNS:

1. OnpepenuTe UCTOYHMK AaHHbIX. ListView Heo6xoamMm CnMcoK faHHbIX. B aTon
AemMoHcTpaumm ScriptableObject TeamSO copepxuT cnncok o6bekToB PlayerDataSO.
KaXkabli anemMeHT cnucka cCoOTBETCTBYET 0fgHON cTpoke ListView.

2. CospawnTe wabnoH anementa UXML. B Ul Builder paspa6oTainTe wa6noH UXML, To ecTb
VisualTreeAsset, KOTOpbI onpeaensieT BUG OLHOro aneMeHTa cnucka. Hanpumep, wabnoH
team-list-item n3 geMoHcTpauum cogepXunT UMsa Urpoka N HeckKonbko cBoncTB Texture2D. He
yKasblBanTe NCTOYHMK OaHHbIX Hanpsmyto: 3apgavTte B Ul Builder napameTpbl Data Source Type
n Data Source Path. MNpuBs3ska ocTaHeTCS Hepa3peLLEHHON, U €€ MOXHO ByAeT 3aBepLUNTb
nosgHee BO BPeMS BbIMONHEHWS.

#item__container =3 T0 [0 &

Placeholder

TITLE

Pa3spa6oTka pecypca Bu3yanbHoro aepesa B Ul
Builder.

3. [lo6aBbTe ListView B ocHoBHON MHTepdenc. B gpyrom dpanne UXML goGaBbTe a1eMeHT
ListView, koTopbin 6yaeT oTo6pa)kaTb BECb CMMCOK UIPOKOB. Ha3HaybTe CO30aHHbIN
WwabnoH ceoncTry Item Template cnncka. Tenepb ListView 3HaeT, kak JonykHa BbIrMsaeTb
KaXkasi CTPOKa, HO KOHKPETHbIN NCTOYHMK OAaHHbIX eLlé He onpeaenéH.

Binding a ListView

Fixed Helght

None

None

Add VisualTreeAsset
as Item Template

[o6aBneHue WwabnoHa B ListView.
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B ListView feMOHCTPaLMOHHOM CLEHbI UCMOJb3YOTCA NULLb HECKOMbKO 6a30BbIX NapamMeTpoB,
NMoKasaHHbIX Bbllle. PacluMpeHHble BO3MOXHOCTM onncaHbl B oduLUmanbHOM AoKyMeHTaumm ListView.

3aBepLueHue NPUBSA3KU BO BPeMS BbiNoJIHEHUS

Bo Bpems BbINONHEHMS NPOCTOM cleHapuin TeamList 3aBepLuaeT NpmBA3KY, NpeaocTaBnss
baKTUYeCKN UCTOYHMK JaHHbIX. Cnepytolme CTPOKU paspeLuatoT paHee He3aBepLUEHHbIE NPUBS3KN:

// Set the data source

// Bind the "itemsSource" to the Players 1list

("itemsSource", DataBinding

PropertyPath("Players")

3pecb m_TeamData, ak3emnnsip TeamSO, HasHayaeTcs cnmcky ListView. OgHOKpaTHbIN
BbI3oB SetBinding cBa3biBaeT cBonCcTBO Players ¢ itemsSource, nocne 4yero ListView
3anonHaeT CTPokK nHTepdenca.

MockonbKy A0 Hayana BbINONHeHWA 3Tu NpusA3ku B UXML ocTatoTcs HepaspeLlléHHbIMMY,
NOAKNOYaTb KaXAbll 3NeMEHT Cnncka oTaenbHo He TpebyeTcs. Ul Toolkit camocToaTensHO
paspeluaeT NPMBA3KK U 3aNONHAET AaHHbIMW BCE 3N1EMEHTHI.

JTto6ble U3MeHeHUs crnmcka B UCTOYHUKE - OGaBNeHNe, yoaneHune nnm nepectaHoBKa
UIrPOKOB - Cpady NoABMAAKOTCA B VIHTepd)el;ICG 6€e3 AOMNONHUTENbHOrO Koaa.
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MoMHUTE: TMGPULHBIA NOAXOL K NPUBA3KE OaHHbIX NO3BOMSAET 3HAYMTENbHO COKPATUTb
06bEM noBTopstoLLerocs WabnoHHoro koga. 3agas B8 UXML nyTU-3anonHUTENN, MOXHO
OTNOXWUTb Ha3HayeHne GaKTMYEeCKOro UCTOYHMKA 00 BPEMEHU BbINOMHEHUS.

Ecnn Mmogenb AaHHbIX UBMEHUTCS, NepennucbiBaTb BCIO NIOTUKY MPUBA3KN He FlpVI,D,éTCﬂZ
[0CTaTO4YHO OIHOrO OGHOBMEHUA MNPU 3anyckKe, YTOObI NepeKItoYUTb VIHTepCbeVIC Ha HOBbIN
NCTOYHUK.

[NonHoe PYyKOBOACTBO NO NpuBA3Ke ListView k CNUCKY npuBeneHo Ha aTomn CTpaHuue AOKYMeHTauunn.

ONTUMM3aLNA NPUBA3KN OAaHHbIX

OddeKTMBHbBIE MPUBSA3KM MOMOratoT NOLAEPXKMBATb BbICOKYH MPOU3BOLUTENBHOCTD
nHTepdenca. M36bIToYHbIE U OYBNMPYHOLLMECS MPUBA3KN NEPErpy>XatoT CUCTEMY, Bbi3blBaOT
NMLLIHME OBHOBNEHNSI U CHUXKAIOT NPON3BOAUTENBHOCTb. OTO OCOBEHHO BaXHO AN COXHbIX
WM PECYPCOEMKUX MHTEPPENCOB.

Mo ymMon4yaHuo cuctema NpuBSI3KU BO BPEMS BbIMOIHEHUS OGHOBSIET 3N1EMEHTbI
UHTepodeinca Kaxabli kagp. [ns He60bWOro NPUIIoXKeHUs: 3TO 06eCrneYmBaeT XOPOLLYHO
OT3bIBYMBOCTb, HO MPU 6OJSIbLIOM YKUCIIE MPUBA30K MOXET CTaTb Y3KUM MECTOM.

B aToM pa3pene paccmaTpuBatoTca Cnoco6bl NOBLICUTL 3GHGEKTUBHOCTb NPUBA3KW AaHHbIX B KPYMHbIX MPOeKTax.

Pa6oTta ¢ TMnamMmu-3HauYeHUsMu

Ecnn UCTOYHKUK JaHHbIX MCMOMb3YeT TUMbI-3HavYeHus, Hanpumep int, float nnu struct,
yunTbiBanTe 3aTpaThl Ha ynakosky. CBoncTBo dataSource nmeet Tun object, nosTomy yactoe
npeo6pasoBaHne TUNOB-3HaYeHU CO30aET [OMNOHUTENbHbIE PAacXoabl.

YTOGbI CHU3UTb UX, M36eranTe NULWHUX NPUBS30K U MOBTOPHbBIX OGHOBIEHUA CBOMCTB
TUNOB-3HAYEHUN.

CokpalyeHue HaknagHbIX pacxonoBs

CHauvana HanguTe npuBA3KKU, KOTOPble HECKOJIbKO pa3 OGHOB/AOT OOHU U Te Xe 3/IeMEHThI
WK OTCNEXMBAKOT PeAKo MeHsWwmecs gaHHble. O6beanHuTe NM60 yaanuTe ux, YTobsl
COKPaTUTb JIMLLHIOK pa6oTy. Mo BO3MOXHOCTU UCMOMb3YNTe NOCKUE NPOCTble CTPYKTYPbI
[JaHHbIX BMECTO CJIOXHbIX MepapXxuii - 3TO NoMoraeT n3bexaTb 3afepPXeK U3-3a 4yacToro
NMoucKa 3HayYeHun.

PecypcoéMKme BblYMCNEHNA CTOUT BbINOMHATbL 3apaHee Uin KalumpoBaTb UX pe3ynbTaTbl.
[MpuBA3Ka K 3apaHee pacCUYUTaHHbIM 3HAYEHUSM YMeHbLUAeT BblYUCUTENIbHYIO HarpysKky u
NCKNO4YaeT NOBTOPHbIE paC‘-IéTbI.

YacTo o6HOBRSEMbIe MPUBA3KN OCTaBnsinTe TONbKO Yy 3/1IeMeHTOB, KOTOPbIM 3TO
JencTBUTENbHO Heo6xoauMo. Ecnmn nocTosiHHas CUHXPOHM3aUNA HEe HYXXHa, yaanute npuBA3Ky
W Ha3Ha4yanTe 3HayeHue HanpsamMyto NnMéo OGHOBNANTE €ro No cobbIThIO.

© 2025 Unity Technologies 94 3147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.ui@1.0/api/UnityEngine.UIElements.ListView.html

@ | Tekct | Mpueaska aaHHbIX | MTokanusauns |

Ncnonb3oBaHue yCﬂOBMﬁ OGHOBJIEHUSA

MpnBA3KKN OBHOBASAOTCA B COOTBETCTBUU C YCITOBUAMMU, KOTOPbIE ONPeaensatoT YacToTy
CUHXPOHU3aLnun VIHTep(beVICB C UCTOYHMKOM JaHHbIX. OTO NO3BONASET HaUTK BanaHc Mexny
NPOU3BOANTENTbHOCTBIO U OT3bIBYMBOCTbLIO. [OCTYMHbI cnefyoLwmne BapuaHTbl:

- Kaxgpin kagp: HenpepblBHOe 06HOBMEHUe. cnonb3ynTe A5 3/1EMEHTOB, KOTOPbIM
TpebyeTcHa NOCTOAHHAsA CMHXPOHM3aLMA, HanpuMep A1 WKan 340poBba U3 NpumMepa.

- Mpw 06HAPY>XXEHUN N3MEHEHWI: OBGHOBNEHMWE BbIMOJIHIETCS, KOr4a MEHSIETCA MCTOYHUK
[aHHbIX, M0 KaXapbl Kagp, eCi 0GHaPYXUTb U3MEHEHNE HEBO3MOXHO. MoaxoauT,
Hanpumep, 419 NaHenen XapakTepucTUK 1 CIMCKOB MHBEHTaPS!, OCHOBAHHbIX Ha
HabntoaaeMblX AaHHbIX.

- [Npu NnomeTKe KaKk U3MeHEHHON: ecnn OBGHOBMIEHUS NPOUCXOOAT PeaKo, ABHbIV BbI30B
MarkDirty no3sonsieT nséexkaTb JIMLHUX LUKNOB OGHOBNEHMSA. Takon BapMaHT NOSXOANT,
Hanpumep, ANs MEHIO HAaCTPOEK, KOTOPbIE MEHSAKOTCA NMULLb B ONpPeAen&HHbIX CUTYauusX.

MoaBupas ycnoeune o6HOBMEHMS Nog, NOTPEBHOCTM KaX4oro anemMeHTa uHTepdeinca, MoXHO
COXPaHWUTb U OT3bIBUMBOCTb, U 3DGEKTUBHOCTD.

BepCMOHMPOBaHMe M OTCNeXXMBaHUe U3MeHeHUN

YTO6bl COKPATUTb YUCIO SINLLHNX 06HOBJ'IeHVIl7I, Jo06aBbTe B UCTOYHUKU AaHHbIX
BEPCUOHUNPOBaHNE U OTCNeXuneaHune N3MEHEHUN.

MoBbICUTE 3QPEKTMBHOCTb MPUBA3KM MOMOraloT ABa UHTepdenca:

- IDataSourceViewHashProvider: oTcnexusaeTt o6Lue n3MeHeHnss C NOMOLLbIO Xella Bepcum
W 3anyckaeT OGHOBMEHME TONbKO NPU U3BMEHEHUM UCTOYHMKAE. [oNne3eH Ans cTaTUY4eCcKmxX u
nonycTaTUYeCKUX AaHHbIX, KOTOpble OBHOBASIOTCA PEAKO.

- INotifyBindablePropertyChanged: otcnexmnBaeTt M3aMeHeHUs1 OTAE/IbHbIX CBOMCTB U
OGHOBAAET TONbKO 3aTPOHYTbIE NMPUBA3KN, o6ecneymnBas 60/1ee TOYHOE ynpaB/ieHne.

[o6aBbTe 3TN UHTepdeCbl B UCTOUYHUK AaHHbIX. IX MOXHO MCMONb30BaTb MO OTAENbHOCTM UNn
BMecCTe N5 60Jiee TOYHOro yrnpae/ieHns 06HOBEHMAMM. [pumMepbl M peKoMeHZaumn NpuBegeHbl Ha
3TOW CTpaHuLe AOKYMEHTaLMN.

CoBeT: fononHuTeNbHble pekoMeHpauumn no ontumusauum Ul Toolkit

B poknage Unite 2024 06 ontumusaumm Ul Toolkit paccmaTpuBatoTCs LIENOYKN BbI30OBOB
OTPUCOBKMU U BNUSHWE pasmMepoB 6ydepoB, pekoMeHaaunm No AMHaMMYecknUM atnacam, a
TakXe paboTa C orpaHMYeHsIMU, BKIKOYas Nosib3oBaTeNbCKUe LWengepbl U TPEXMeEPHbIe
nHTEepdencol.
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JTokannsauns

INokanusauusa VIHTep(beVICG nomMoraet urpe BbIATM Ha MWPOBYHO ayaAUTOPUIO U genaet
npunoXeHme NOHATHbIM U NPUBbIYHbBIM Ha NO60M fA3bIKE.

Unity 6 ynpolyaeT npouecc 6narogaps npsiMon nHTerpaumm naketa Localization ¢ Ul Toolkit.
OHa no3BonsieT npegfaratb UrPOKaM COAEPXMMOE C YYETOM UX PErMOHA, rae 6bl OHU HK
HaxoAuNnchb.

KnoueByto posib B flokanusaumm Unity urpaet knacc Locale: oH NpefcTaBnsaeT KOHKPETHbIi
A3bIK 1 YNPaBAseT permoHanbHbIMU NapaMeTpamMm, Hanpumep popmaTtamu BanoT U YnCen.

PaccmoTpum npocTor npumep HacTporku nokanusauun B Ul Toolkit. Mocne Takon HacTponku
NPUNOXeHWe CMOXET AMHAaMUYECKU MEHSITb COAEPXMMOe B COOTBETCTBUMU C BblGpaHHbIM Locale.
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Mpumep nokanusaumum Ha ucnaHckui s3bik B Ul Toolkit Sample - Dragon Crashers

Kak aTo paboTaeTt

OcHoBHble BO3MOXHOCTU nakeTa Localization:

- NNokanu3sauusa cTpok: knacc LocalizedString no3sonsieT ynpasnsiTb CTPOKaMu, KOTopble
aBTOMaTM4YeCKn 0GHOBASILOTCA NpU cMeHe Locale Bo BpeMsi BbiMonHeHUs. Smart Strings
noaaepXXuBaroT 3anonHUTeNnu, GopmMbl MHOXECTBEHHOIO YMCHa U Apyrue A3blKOBbIe
0COBEHHOCTM.

- Nlokanusaums pecypcoB: TEKCTYpPbl U Apyrnue pecypcbl MOXHO 3aMeHSATb B 3aBUCUMOCTH OT
Locale, co3paBas pernmoHasnbHble BapuaHTbl HE TOJIbKO TEKCTa, HO U APYroro cogep>XXvmoro.

- MNpuBAaska gaHHbIX: NakeT Localization nHTerpuposaH ¢ npmesAskon aaHHbix Ul Toolkit BO
BPEMS BbINO/THEHUSI U CBA3bIBAET 3aneMeHTbl MHTepdenca c String Table n Asset Table.
M3ameHeHne aaHHblX, Locale unu coctosHma 3arpy3kn aBTomaTmyeckm o6HOBASET nHTepdenc.

- YnpaBneHue String Table 1 Asset Table: Tabnuubl XpaHAT Napbl KKHOY - 3HaYEHUeE» ans
nepeBofa TEKCTa UK 3aMeHbl APYrnX pecypcoB BapnaHTaMu, COOTBETCTBYOLWMMHN Locale.
LleHTpanu3oBaHHbIN MHTepdenC faéT obLiee NpeacTaBneHne 060 BCEX NTIOKaNU30BaHHbIX
CTpOKax u pecypcax npoekra.

- MNepekntoyeHmne Locale: A3blk MOXHO MEHSITb B peanbHOM BpeMeHu 6e3 rnepesarnycka
npunoxenus. BoibepuTe HOBbINM Locale BO BpeMs BbINOHEHUS, U MHTepdeNC cpa3y OGHOBUTCS.

Mpun aganTauuun K pasHom anvHe u 0GOpPMIIEHUIO TEKCTa CNoNb3ynTe FlexBox-KOHTenHepbl
n anemeHTbl Ul Toolkit ¢ aBTOMaTnyecknm pasmepom. OTo NOMOraeT co3faBaTtb
UHTepdencol, KOTopble Nyylle NPUcNocabnmBaroTCs K pa3HbIM S3blKaM.
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HacTpoWka nokanusauum

YT106bI HaYaTb Ucnonb3oBaTb NakeT Localization Unity ¢ Ul Toolkit, BbinonHUTe cnegytowme 0OCHOBHblE
[eNCTBUS: NOAroTOBbTE JIOKaNM30BaHHOE COAEPXKMMOE U CBSIXUTE ero ¢ afemMmeHTamu nHtepdenca s Ul

Builder.

Package Manager

Localization
- October 01, 2024

n Unity Registry by Unit:

R Plugin

YcTaHoBuTe nakeT Localization yepes Package Manager.

1. Hactpoute Localization Settings. YcTaHoBUTe naket Localization yepes Package Manager,
3aTeM oTKponTe Project Settings > Localization u co3gaunTe pecypc Localization Settings. B
HEM HacTpauBatoTCsi BCE JIOKaIM30BaHHbIe pecypcChbl NMpoekTa.

Project Settings

Localization

)

D

Add Custom Locale Add All

Co3spaHue v HacTpowika Localization Settings B Project Settings.
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2. Co3pawnte Locale. C nomoubto
Locale Generator onpegenute
nopaepXXmBaemble S3blK1 U
pervoHbl. [na kaxxgoro Locale
6yLeT co3faH pecypc ¢
YHUKaNbHbIM OBYX6YKBEHHbBIM
KOAOM: Hanpumep, en ans
aHrnumnckoro, fr gna
dpaHLy3cKoro u es ans
ncnaHckoro. Ykaxxute Locale no
YMOJIYaHUIO, KOTOPbI ByaeT
MCNonb30BaTbCA Mpu 3anycke
NPUIOXEHNS.

Add Locale

Finnish

[Lob6asnenne
Locale.

3. Cospavte String Table 1 Asset Table. Vicnonb3ywTe String Table ona xpaHeHWs TEKCTOBbIX 3anucewn
Kaxxgoro Locale. [lo6aBbTe CTPOKU 3/1EMEHTOB UHTepdenca: Hagnmcen, KHONoK 1 BapnaHToB
pacKpbIBaOLLMXCS CMIUCKOB.

New Table Collection

String Table Colle

Locale Generator

CospaHnue String Table n Asset Table.

© 2025 Unity Technologies

99 13 147 | unity.com


https://unity.com/releases/lts

4. B okHe Localization Tables (Window > Asset Management > Localization Tables) no6aBbTe
napbl «KKOY - 3HaYEHME» ANA KaXKA0ro TeKCTOBOro afieMeHTa nHrepdenca. Knroy o6o3Havaet
KOHerTHbIVI TEKCTOBbIN ANeMeHT, Hanpumep MeTKy Unin KHOMKY, a 3Ha4eHne coaepXxxuTt
nepeBof 3TOro a/IeMeHTa 4719 KaXX Ao nokanu.

5. XpaHuTe permoHanbHble pecypchbl, Hanpumep nlotdpaxeHusa unn GameObject, B Tabnmuax
pecypcos (Asset Tables). B yacTHOCTH, TyAa MOXHO [06aBUTb CRpPanTbl MU TEKCTYPbI
3HAYKOB ANA KaXkaon nokanu. CBAXUTE Kaxabln KoY ¢ pecypcamu, npeaHa3HayeHHbIMY ans
COOTBETCTBYHOLLEN NTOKANN U YUUTLIBAIOLLUMMUN PEMMOHANbHbIE UNN KYNbTYpPHblIE OCOBEHHOCTW.

Localization Tables

Importv Ex

DemosStringTable(StringTable)
DemosStringTable
v

ol
o

Languages Langues Idiomas

English

Fransk French Fra Francés

Kaxablit nokanuayemblit aneMeHT NpeAcTaBneH Napoi <KoY -
3HaueHme».

6. Cospante nntepdenc B UXML. B Ul Builder cozgante UXML-dpann c Takummn afiemeHTamy,
kak Button, DropdownField n Label. B semoHcTpaunoHHou cueHe atoT UXML copgepxuT
HECKOJIbKO 3/1EMEHTOB, NOATOTOBAEHHbIX K JlIOKanu3auun. [1na TeKCTOBbIX Nonewn
ncnonb3ymnTe 3anuch 13 Tabnuubl CTPOK (String Table), a g5 HETEKCTOBLIX, HANPUMEP
TEKCTYp, - 3anucb 13 Tabnuubl pecypcos (Asset Table).

[eMoHCcTpaLMoHHasa cLeHa

Mpumep peanusaumm nokanmsaumm Haxoautcs B cueHe LocalizationDemo npoekTa QuizU.
YTOO6bI OTKPbITL €ro BO BPEMS BbINOSIHEHUS, NepenanTe B raBHOE MEHIO U Bbibepute
Demos > Localization. Takxe MOXHO OTKNHOUYUTL 3arpy34mk (Quiz > Don't Load Bootstrap
Scene on Play) u 3arpy3uTb cueHy LocalizationDemo Hanpsmyto.
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Add Binding

+ Default
UnityEngine.Localization 2> | Localized Audio Clip
Localized Font
Localized Game Objec
Binding Made To Target Localized Material
Localized Mash
Lecalized Objec
Localized Sprite
Localized String
Localized Texture

Localized Tmp Font

Add Binding

[Mo6asbTe B Ul Builder npunBsiaku AaHHbIX K NOKaNU30BaHHLIM CTPOKaM U pecypcam.

7. MNpuBsHKUTE AaHHble K anemMeHTaM nHtepdenca B Ul Builder. 3gech packpbiBatoTca
BO3MOXHOCTM cucTeMbl Npueasku gaHHblx Ul Toolkit Bo Bpemsi BbinonHeHus. BbiGepuTe B Ul
Builder anemeHT, KoTOpbIM TPebyeTcsa nokanmsosaTb. OTKponTe NaHenb Inspector n B none
copepxumoro BbibepuTte Add Binding: Hanpumep, ana Label a1o none text, a ans
n3obpaxeHus - backgroundimage.

B kauecTBe TMna npuBsA3ku BbibepuTe LocalizedString nnu gpyron nokann3oBaHHbIN
pecypc 1 yKaxute COOTBETCTBYIOLLYHO 3aM1Cb B Tabnuue CTPOK nnun pecypcos. o mepe
NOKanu3aumm HOBbIX 3N1IEMEHTOB [06aBNAWTE 3annMcu B 3T Tabnuupl.

English (en) v

Danish (da)
v English (en)
French (fr)

Spanish (es)

Game View dropdown

[ns npeaBapuTeNnbHOrO NPOCMOTPA NOKaNM3aLmMm UCNONb3yiTe PacKPbIBAKOWMIACH CNMCOK
nokanei B okHe Game View.
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8. [1ns npoBepKu BblGepUTE HyXHblE 3bIKM B PacKpbIBatOLLEMCS CMMCKe flokanein okHa Game
View u y6eguTech, 4To afieMeHTbl HTepdenca NpaBuibHO 0TOBPAXAOTCS B KaXX,0W JIOKasu.

BasoBas HacTpolika 3aBeplieHa! Tenepb B 3TOM NpUMepe TEKCTOBbIE CBONCTBA KHOMOK U
METOK MOXKHO NnepekstoYaTh Ha MOGON HACTPOEHHbIN 3blK. YTOGLI JTIOKann3oBaTh BeCb
UHTepdeic, cos3danTe B TabnmLe CTPOK OTAENbHYIO 3anMUCh AJA KaXAoro pparmMmeHTa TeKcTa.

MakeT Localization no3sonsieT rMéKo opraHM3oBaTb COAEPXMMOE: KPYMHbIA MPOEKT MOXHO
pasgenuTb Ha yao6Hble pasgesbl C MOMOLLbIO HECKOSIbKMX TabnuL, CTPOK Un CrpynnuposaTh
3anuncu no Kateropmam. [na nokanmsaumm TeKCTYp U APYruX HETEKCTOBbIX PecypcoB
ucnonb3ymnTe TabnuLbl pecypcos.

Mocne po6aBneHuns NpuBaA30oK nokanusaumm B Ul Builder oHM coxpaHsitoTca HenocpeacTBEHHO
B anemeHTax UXML-danna. B pe3synbTaTe nonyyaetcs Takon 610K KOAa, rae Kaxgoe
NOKannM3oBaHHOE CBOMCTBO CBA3aHO C KOHKPETHOM 3annCbio B TabnumLe CTPOK UK PecypcoB:

<Bindings>

<UnityEngine.lLocalization.LocalizedString property="text"
table="GUID:6aaa262cde38a4024bc3fc7f5ce6d50d"

entry="1d(104135776002048)" />
</Bindings>

O10T pparmeHT UXML co3paéT npuBA3sKY AaHHbIX, KOTOpas CBA3bIBAaeT CBOMCTBO text anemeHTa nHTepdenca ¢ 3anucbio B Tabnumue CTPOK MU pecypcoB.

Mpun KaxxgomM 06HOBMEHUU TabNUL, TOKanM3aunmn cBA3aHHbIe 31eMeHTbI MHTepcpeﬁca
aBTOMaTU4eCKM Nosly4yaroT aKTyalsibHOE NIOKan3oBaHHOE coaep>XXunmoe.

Mpumeyanue. Ul Builder ynpoliaeT co3gaHne npmBA30K AaHHbIX, O4HAKO OMbITHbIE NOSIb30BaTENMU
MoryT pegaktuposatb UXML HanpsiMyto, YTOObI TOYHEE YNPaBsTb IOKANM30BaHHbIM COLEPXKUMbIM.

Ilcnonb3oBaHune APl nokanuzauumn

PackpblBatoLMincs CNMCOK fokanen B okHe Game View ygo6eH s MpoBepKM PasHbiX S3bIKOB
B pefaKTope, HO B C60pKe NPUNOXeHus ero He 6yaeT. YTo6bl Nonb30BaTENU MOFIM MEHSTb
13blK B TOTOBOM MPUTOXEHWUW, CO3aiTe COBCTBEHHbIN MHTepdeNnc nepekntoyeHns nokanen.

Bbi6op nokanu

Ecnu nssecteH aBYyX6YKBEHHbIN MAEHTUOUKATOP NOKaNN, akTUBHYO NOKanb MOXHO
3apatb Yepes LocalizationSettings. 3aTem cBsiXuUTE 3TO AeCTBUE C KHOMKAMMK:
ncnonb3ymnte MaHunynsTop clicked KaXgon KHOMKY Un MeTos,
RegisterCallback<ClickEvent>.
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OAnH 13 BapuaHTOB peanu3aumnm nokasaH B ckpunte LocalizationDemo u3 npumepa npoekTa:

void SelectlLocale(string localeCode)

{
Locale locale = LocalizationSettings.AvailablelLocales.GetLocale(localeCode);
LocalizationSettings.SelectedLocale = locale;

void RegisterCallbacks()
{

m_ButtonDanish.clicked += () => SelectlLocale("da");
m_ButtonEnglish.clicked += () => SelectLocale("en");
m_ButtonSpanish.clicked += () => SelectLocale("es");
m_ButtonFrench.clicked += () => SelectlLocale("fr");

Tenepb Kaxaas KHOMKa MOXEeT nepektoyaTe MHTepdenc Ha yKasaHHyro Ans Heé nokanb. MNpu Haxatum
kHonku English, French, Spanish nnun Danish TekcT uHTepdernca MeHseTcs BO BpeMs BbIMONHEHUS.

Languages Idiomas

String localization Localizacion de cadenas
ClickEvent
® UXML direct binding: Configured in Ul Builder with no c{langles ® Vinculacién directa UXML: Configurado en Ul Builder
code. veale sin codigo.
E—
® Script binding: Added at runtime using SetBinding(). ® Vinculacién por script: Agregado en tiempo de

ejecucion usando SetBinding()

KHOMKK NO3BONAIOT NepektoyaTh NoKanu.

Ucnonb3oBaHue SetBinding

HacTpanBaTb npmBasku aaHHbix B Ul Builder yao6Ho u HarnsaHo. OaHaKo MHoraa npuBasky
TpebyeTcs co34aTb CKPUMMNTOM BO BPEMS BbIMOSHEHUS - HANPUMEP, CNN 3N1IeMeHTbl MHTepdenca
€cO3[al0TCH ANHAMUYECKN UNK AaHHble 419 NPUBA3KU CTAHOBATCSA AOCTYMHbI TOIbKO BO BpeMA
nrpsbl.
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YT06bI HACTPOUTL NPUBA3KY AaHHbIX B C#, BbI3oBUTEe MeTopA, SetBinding y BU3yanbHOro anemMeHTa.
Hwuxe nokasaHo, kak cBA3aTb CBOMCTBO text anemeHTa Label ¢ 3anucbto LocalizedString B StringTable:

using UnityEngine;
using UnityEngine.Localization;
using UnityEngine.UIElements;

public class LocalizationDemo : MonoBehaviour

{
// Set in Inspector

[SerializeField] LocalizedString m_LocalizedText;

Label m_LocalizedLabel;
UIDocument m_UIDocument;

void Start()
{

m_LocalizedLabel = m_UIDocument.rootVisualElement.Q<Label>("text__label");
m_LocalizedlLabel.SetBinding("text", m_LocalizedText);

B aTon KoHdurypauum nonto m_LocalizedText yepes Inspector Ha3Ha4aeTcs 3anuch M3
DemoStringTable. Kog cesa3biBaeT cBOMCTBO text anemeHTa m_LocalizedLabel ¢ yka3zaHHbIM
o6bekToM LocalizedString, noaTomMy nNpu CMeHe NloKanu TEKCT 06HOBNSIETCA aBTOMAaTUUYECKU.

OTcneXxuBaHue CMeHbl 1IoKanu

MHorga npu cMeHe fioKanu HY>KHO He TONIbKO OGHOBUTb JTOKaNIN30BaHHble CTPOKU, HO U
BbIMOJIHUTbL AOMNONHUTENbHbIE AeNncTBUA. Ecnn TpebyeTcs 3anyckaTb OnpeaenéHHy NTOruKy
npu Ka)xaoM n3MeHeHUn fiokanu, nognuwmTtech Ha cobbiTue SelectedLocaleChanged API
LocalizationSettings.
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Mpumep:

using UnityEngine;
using UnityEngine.Localization;
using UnityEngine.Localization.Settings;

public class LocalizationExample: MonoBehaviour

{
void OnEnable()

{

LocalizationSettings.SelectedLocaleChanged += OnLocaleChanged;

void OnDisable()
{

LocalizationSettings.SelectedlLocaleChanged -= OnLocaleChanged;

void OnLocaleChanged(Locale newLocale)

{

// Perform actions when the Locale changes, like updating UI elements
Debug.Log(S$"Locale changed to: {newLocale.Identifier.Code}");

B maHHom cnyyae MeTog, OnLocaleChanged Bbi3biBaeTCs Npu KaX Ao CMeHe NloKasnu, No3eonss
OGHOBUTb ApYyrue afieMeHTbl UK BbIMOJIHUTL NOJb30BaTENbCKYH TOMUKY. C MOMOLLBIO 3TOro
06paboTuMKa MOXHO KOPPEKTUPOBaTb CBOWCTBA U CTUIM UHTepdeinca, 0COBEHHO ecnn
nepeBeA&HHbIN TEKCT He MOMeLLIaeTcsa B TEKYLLYIO KOMMNOHOBKY.

Pab6oTa ¢ Tabnnuamm CTpoK

OCHOBHas YacTb JIOKanM3aumn BbIMOMHAETCS C MOMOLLbIO Tabnuy, cTpok (String
Tables), B KOTOPbIX XpPaHATCA BCE TEKCTOBbIE NEPeBOAbI AN MHTEPdenca N MeTOK.

OTkponTte okHo Localization Tables (Window > Asset Management > Localization Tables) u
co3favTe unu Bolbepute Konnekuuto Taénuy, ctpok (String Table Collection). 3gecb MOXHO
[o6aBnaTb 3anucK, 3agaBaTh 41 HUX YHUKasbHblE KIHOUYM U BBOAUTb NEpeBo AN Kaxaon
nokanw.

MMMopT M 3KCNOPT CTPOKOBbIX
AaHHbIX

CSV-¢aunnbl
Tabnuuy CTPOK MOXHO 3aMofIHUTb, UMMNOPTUPOBaB AaHHble N3 CSV-danna (3HayeHus,
pa3fenéHHble 3ansTbiMu), MO3TOMY An3anHepPbl CMOTYT NOArOTOBUTbL TEKCT BO BHELLUHEM

pepakTope. YTobbl pegakTMpoBaTh CyLLECTBYOLWME 3anMcKu B 06bIYHHOM TEKCTOBOM dopmare,
3KCNopTUpYNTE Tabnmuy cTpok B CSV.
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® Localization Tables

93 Localization Tables
+ New Table Collection ; h in tab i Import¥ Exportv

Current table (DemoStringTable) XLIEF int llecti
into collection

XLIFF file
Name DemoStringTable XLIFF directory
Preload

Selected collection DemoStringTable(StringTable)

CSV...
0 h (en) French (f ® Spanish (es) | CSV(Merge)...

-

Text_LabelUXMLBinding UXML direkte binding: Konfi¢  UXML direct binding: Configi ~ Liaison directe UXML : Confi = Vinculacién directa UXML: C

Text_LabelScriptBinding Script binding: Tilfgjet ved ru  Script binding: Added at runi  Liaison par script : Ajouté al'  Vinculacién por script: Agrec

MMnopTupyiiTe Unu aKCnopTupyiiTe
CSV-painbl.

Mocne pefakTMpoBaHUA UMMNOPTUPYitTe dain o6paTHO B Unity: 3anMcu aBToMaTUUYeCKm
OGHOBATCA MO CBOMM KIIOUaM.

CuHxpoHu3zaumsa ¢ Google Tabnuuamm

YTO6bI NOAKMOUYNTL NPOEKT K Google Tabnuuam, notpebyeTca pecypc Sheets Service
Provider. OH ynpaBnseT ayTeHTUdMKaLMeEN 1 NO3BONSET co3faBaTb Tabnuupl
HernocpefCcTBEHHO B pefakTope.

[ns ero cosgaHus BbiGepuTe Assets > Create > Localization > Google Sheets Service.

s > Unity Tec es > QuizU - A Ul Toolkit
B Google
% 0 5 None
L% v 0 Auth
% API Key Select
authentication
o Cresent method
0a redentials...
and add

Prop credentia|5

er Foregrou

CospanTte cepsuc Google Tabnuy, 1 BbINONHUTE aBTOPU3aLMIO.
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Cepsuc Google Tabnuu noaaepXxmBaeT Asa cnocoba astopusaumm: OAuth n API Key.
Mcnonb3ynte OAuth, ecnm Hy>)KeH AOCTYN K 3aKpbITbiM Tabnuuam Ans YTeHus u 3anucu. Knroy
APl nogxogut, ecnn TpebyeTcs TONbKO YNTaTb O6LEOOCTYNHble Tabnuubl. [1ns nonHoro
JOCTyNa Ha YTeHue 1 3anucb Heo6Xoa4MMO NoNy4UnTb paspelleHne Google. NMogpobHee cM. B
JoKyMeHTauum Google Tabnuy B pasgene Authorizing Requests.

Y706kl CBA3aTb KOMMEKLUMIO TabnumL CTpok ¢ Google Tabnuuen, fo6aBbTe pacluMpeHne
Google Sheet B cnucok Extensions aton konnekuun. Boibepute pecypc String Table, 3atem B
Inspector HaxxmuTe KHonky Add (+) psgom ¢ pasgenom Extensions. B ogHy Konnekumto
TabnuL, CTPOK MOXHO J06aBUTb HECKOMbKO pacLUMPeHni U Npu HEOBXOAMMOCTM Ha3HauUTb
KaXx4ou NloKanu oTAEeNbHY Tabnumuy.

[N CMHXpPOHU3aLMKM Tabnumubl CTPOK ¢ Google Tabnuuen nogkntounte eé K pecypcy Sheets Service
Provider. VIHCTpyKuUuM NO CO34aHMIO M HAaCTPONKe pecypca CM. B pasgene Sheets Service Provider.

© Inspector
P e ¢ 0O 22
Unity Technologies > QuizU - A Ul Toolkit
o DemoStringTable
FF3 DemoStringTable Shared Data
ffm DemoStringTable_da
% DemoStringTa
fn DemoStringTabl D String Table
fn DemoStringTable_fr

Open in Table Editor

Select extension
and asset

Csv Extension

Google Sheets Extension

© Inspector
- "y
2 o €0 22 {g_-n Demo String Table (St
Assets > Unity Technologies > QuizU - A Ul Toolkit H

45 DemoStringTable
By DemoStringTable Shared Data Tables
5 DemoStringTable_da
5 DemoStringTable_en
53 DemoStringTabl Group String Table
3 DemoStringTable_fr Exten

Open in Table Editor

B Google Sheets

& Google ¢ sets e Provider)
Create New Spreadsheet

Spreadsheet Id

i Columns

List is Empty

Remove Missing Pulled Keys

[o6asbTe cepsuc Google Tabnuu, B cnncok pacluvMperuit StringTable.

[Mocne HaCTPOMKN CUHXPOHM3ALUMM gU3aiHepbl U Apyrue y4acTHUKM KOMaHAbl, He 3aHMMatoLumecs
pa3paboTKON, CMOryT pefaKTMpoBaTh 3anMcu NoKanusaummn HenocpeacTeseHHo B Google Taénuuax.
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MUcnonb3oBaHue Smart Strings

Smart Strings - MoLiHas anbTepHaTMBa String.Format ons cosgaHua gMHaMmU4yeckux CTPOK.
OHM NO3BOJIAKOT UCMOMb30BaTh LWABIOHbI HA OCHOBE AaHHbIX C MOAAEPXKON hopm
MHOXECTBEHHOIo YMCna, YCNOBHOro ¢opMaTMPOBaHUSA, CMIMCKOB U APYrMX S3bIKOBbIX NMPaBul.
Bnarogaps 3aTOMy HacTpoOWKa noKann3aumm CTaHOBUTCS NpolLe.

YT06bl Ucnonb3oBaTb Smart String, NOMeTbTe CTPOKY Kak MHTENIEKTYallbHYO B OKHe
Localization Tables.

OTKpoOiiTe 3T0 OKHO, 3aTeM B MeHio (]) BbIGepuTe Smart Format 1 y6eauTtech, YTo psaoMm ¢
3anucbto nosBUIcsa 3Havok {S}.

Lpyron cnocob - BkAOYNTb NapamMmeTp Smart B pegakTope Localized String B Inspector.

Enable Smart String
in options

o]

See Metadata

Wordwrap
+ Smart String {English (en))
+ Smart String (All}

Bkntoumntb Smart Strings MoxHo B okHe StringTable nnu B Inspector.

HacTtpouka Smart String B ckpunre

Y106kl YNpaBnaTe SmartString n3 ckpunra:

- HacTponTte nokanusoBaHHytO CTPOKY C 3anofHMTensiMu. Smart String COCTOUT 13 06bI4HOrO
TeKCTa U 3anonHutenen B GurypHolx ckobkax {}, kak B String.Format, Ho o6nagaet 6onee
rMOKMMM BO3MOXHOCTAMU. Co3panTe B Tabnumue CTPOK 3anuch € 3anonHUTeNeMm, Hanpumep
"Welcome, {0}!". 3pgecb {0} 6ypeT 3aMeHEH AaHHbIMU BO BPEMSI BbINOSIHEHMS.
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- Ncnonb3ymnTe LocalizedString n aprymenThl. Co3fainTe B ckpunte o6bekT LocalizedString
ANA 3TON 3anucu 1 nepeganTe AaHHble BPEMEHM BbIMOMHEHMS Yepe3 CBOMCTBO Arguments.
Hanpumep, cnegyrowmin pparmeHT n3 SmartStringDemo nokasblBaeT, Kak 3aMeHUTb OfMWH
3anonHuTenb:

// Replaces placeholder with player name (e.g.,
// "Welcome, {@}!" => "Welcome, Player One!")

m_PlaceholderLabel = root.Q<Label>("welcome__label");

m_PlaceholderMessage.Arguments = new object[] { m_PlayerName };

m_PlaceholderLabel.SetBinding("text", m_PlaceholderMessage);

OTO0T Kop, cBsi3biBaeT LocalizedString co cBonMcTBOM text METKM 1 BO BPEMS BbINOSHEHUS
noacTaBnseT uMs urpoka. MicxogHas sanuck "Welcome, {0}!" MoxeT oTo6pa3nTbCs Ha
aKpaHe Kak "Welcome, Player One!".

MpuHLMN pa6oTbl 3anoNHUTENEN

3anonHuTtenu Smart Strings He orpaHuumnBatoTcsl NpocTon nogcrtaHoskon {0}. OHKM moryT
nMeTb 60nee CNOXHYIO CTPYKTYPY M NpeaHasHavyeHbl A8 paclMpeHHbIX CLieHapues.
3anonHWUTEeNb MOXET COCTONATb U3 HECKOSIbKMX YacTen, BKNtoYas:

- CenekTop: onpenenseT, Kakne faHHble ncnonb3oBatb. Hanpumep, {player.name}
BbIGMpPaeT CBOMCTBO name o6bekTa player.

- imst dopmaTTepa: 3agaét npumeHsembin dopmatTep, Hanpumep plural ons sei6opa Gopmbl ymcna.

- MapameTpbl popmaTTepa: HacTpanBaroT ero nosefeHne, Hanpumep 3agatoT GopmMbl
€ANHCTBEHHOro U MHOXEeCTBEHHOro Yncna.

- Gopmart: onpepenseT NpefcTaBneHne pesynbTaTta, Hanpumep npeo6pa3oBaHWe Yucna B C/IOBO
HY>XHOW GopMbl, popMaTUpOBaHUe AaTbl UMW BPEMEHU NMGO BbIGOP dpasbl B 3aBUCMMOCTU OT BXOAHbIX
LaHHbIX.

Formatter Options

AT

: choose ( 1| 2| 3 ): |

Formatter Name

3anonHNTENb MOXET COCTOATb U3 HECKONIbKUX YacTein
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CeﬂeKTOpr OTNINYAOTCA TMOKOCTHIO M MO3BONSAOT ANHaMn4yecku nosyyatb AaHHble BO BpeMsa
BblNosIHeHMs. OHM MOryT o6paLlaTbCsa K CBOMCTBaM M NofisiM 06bekToB. Hanpumep, cenekTop
{gameObject.name} Bo3BpaLlaeT cBOMCTBO hame o6bekTa GameObject, a {slider.value} -
CBOMCTBO Vvalue nonayHka.

dopmaTTepbl NpeobpasyoT NosyYeHHble AaHHbIE B UTOrOBYH CTPOKY. C MX MOMOLLbIO MOXHO
dopmaTMpoBaThb AaTbl, BOEMS U CMIUCKK, BbIGUPATL GOPMbl MHOXECTBEHHOr0 YnCa U faxe
NPUMEHSTb YCTOBHYHO NOTUKY.

Mocne nonyyeHns aHHbIX GopmaTTep NpeobpasyeT UX B MTOrOBbIM pe3ynbTaT. Y Kaxaoro dopmatrepa
eCTb COOGCTBEHHbIE NapamMeTpbl U Npasuna popmaTmposaHus. B npumepe npoekTa MCnonb3ytoTcs Asa
dbopmaTTepa:

- opmaTtTep Choose:

{8:choose(1|2]3) :morning|afternoon|evening|anytime} Bb6WpaeT 3HayeHue
"morning”, "afternoon" unu "evening" B 3aBUCUMOCTM OT BXOAHbIX OAHHbBIX .

- dopmartTep Plural:
{O:plural:one item|{} items} BbiGMpaeT PopMy eAUHCTBEHHOIO UM MHOXECTBEHHOIO Yucna.
M3ameHuTe 3HayeHus B Inspector n nepengute B pexxum Play, 4to6bl yBUAETb NONYYEHHbIN TEKCT.

Smart Strings

Indexed placeholder
Welcome, {0}/

Choose formatter

Good {0:choose(1/2|3):morning|afternoon|evening|anytime}, {1}

Plural formatter

You have {0:plural:one item|{} items} in your inventory.

Idiomas Langues Languages
=
Smart Strings Smart Strings Smart Strings
Marcador de posicién indexado Espace réservé indexé Indexed placeholder
iBienvenido, Player One! Bienvenue, Player One ! Welcome, Player One!
Formato de eleccién Formateur de choix Choose formatter
iBuenos dias, Player One! Bonjour, Player One ! Good morning, Player One!
Formato de plural Formateur de pluriel Plural formatter
Tienes 8 articulos en tu inventario. Vous avez 8 articles dans votre inventaire. You have 8 items in your inventory.

Smart Strings - anbTepHaTtuBa String.Format.
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Smart Strings npenocTaBnsoT PAL BCTPOEHHbIX GOpMaTTEPOB, KOTOPbIE PaCLUMPSIHOT BO3MOXHOCTHU
NoKannsaunn 1 No3BONIAKOT afanTUpPoBaTh TEKCT K COCTOAHUIO UTPbl TN KOHTEKCTY:

- GopmaTTep Choose: NPUMEHSET YCIOBHYO JIOFUKY Ha OCHOBE YMCNOBOrO 3HaUYeHus.
- d)opmarrep Plural: aBTOMaTn4yecku BbI6VIpaeT (])OpMy 4Yyncna B 3aBMCUMOCTU OT KOJIM4eCTBa.
- QopmatTep Time: oTo6paxaeT gaty U Bpems.

- ®opmatTep Conditional: peanuayeT noruky, nogo6Hyto if/else.

- GopmatTep List: popmMaTupyeT MaccuBbl U CIIUCKMU.

- ®opmaTTep Is Match: BbiGUpaeT oTo6parkaeMblit TEKCT MO WaBNoHy PerynsipHoro
BblpaXXeHus1.

C nomoubro API TakxXe MOXHO co3faBaTb COBCTBEHHbIE dopMaTTepbI.
[ononHutenbHble CBEAEHUA CM. B JIOKYMEHTaLmMM nNo Smart Strings.

[TpegBapuTenbHaga o6paboTka CTPOK

B HeKOTOpbIX cny4Yasax npsimasi NPUBS3Ka a/1eMeHTOB MHTepdenca K LocalizedString Heygo6Ha.
Hanpumep, nepepn oTo6paxKeHnem JI0KanM3oBaHHOIO TEKCTa MOXeT NoTpeboBaTbCs
JononHuTenbHoe GopmaTmpoBaHme unm npeobpasoBaHue. B Takmx cutyaumsax LocalizedString
MOXHO npeaBapuTenbHO o6paboTaTh 4O BbIBOAA B MHTEpdeNce.

GetLocalizedString

Onsa atoro noaxoant metopn, GetLocalizedString: Bo BpeMs BbINONHEHUSI OH Npeo6pasyeT
LocalizedString B 06bl4HYO CTPOKY. [0 nepefaum o6paboTaHHON CTPOKM B UHTEPHENC K HEN
MOXXHO MPUMEHUTb COBCTBEHHOE popMaTUpOBaHME - HaNpuMep, [o06aBUTb NpedUKc Unm
06befMHUTb HECKONBLKO CTPOK. MNpumep:

[SerializeField] int m_PlayerLevel = 1;

LocalizedString m_LevelMessage = new LocalizedString("My_Table", "My_Entry");

// A property that retrieves the localized string and replaces the placeholder
{0} with the player’s level

[CreateProperty] public string LevelMessage =>
m_LevelMessage.GetLocalizedString(m_PlayerlLevel);

B aTom npumepe ceorncteo LevelMessage 3ameHsieT 3anonHutens {0} B LocalizedString
TeKyLMM ypoBHeM urpoka. ATpnbyt [CreateProperty] no3sonsieT ncnonb3oBaTtb 3T0 CBOMCTBO
B CMCTEME MPUBA3KU aHHbIX BO BPEMs BbINOSIHEHUA U HANPSIMYHO CBA3bIBaTb €ro ¢
aneMeHTaMu UHTepodenca.

B npocTbix cnyyasax nogo6Hble CBOMCTBA, Kak NokasaHHoe Bbiwe LevelMessage, moryT
WHKarcynupoBaTtb JIOrMKy popmMaTupoBaHus 6e3 LOMOSTHUTENbHbIX 06PaboTUMKOB COBLITUN.
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Ucnonb3oBaHue co6biTuA StringChanged

Co6biTne StringChanged o6bekTa LocalizedString yao6Ho ncnonb3oBaTb A TakKoM
npeggapuTenbHon o6paboTku. OHO cpabaTbiBaeT Npu KaXxxgom o6HoBneHun LocalizedString,
HanpuMmep Npu CMeHe NoKann, U NO3BONSET U3MEHUTb TEKCT nepes, OTPUCOBKOMN.

[nsa saToro nognuwnTe o6padoTumk Ha StringChanged. Cnegytowmi dpparMeHT co3aaéT
06beKT LocalizedString 13 3anucu My_Entry Taénuupl My_Table:

LocalizedString localizedString = new LocalizedString
("My_Table", "My_Entry");

localizedString.StringChanged += OnlLocalizedStringChanged;

O6paTtute BHNUMaHMe: o6paboTumk OnLocalizedStringChanged aBTomMaTuyecku nonyvaet
pe3ynbTaT Kak 06bl4HYIO CTPOKY. 3aTeM nepef oTobpaXKeHneM TeKCTa K HeMy MOXHO
NPUMEHUTb COBCTBEHHYHO NOTUKY:

void OnLocalizedStringChanged(string value)

{

// Example: Add a prefix based on certain conditions
string processedString = $"[Prefix] {value}";

// Update the UI element with the processed string
m_TextlLabel.text = processedString;

JMHaMuuyecKue anemMeHTbl ynpasnieHus UHTepdeica

PasymeeTcs, npegBapuTenbHas o6paboTka LocalizedString He orpaHnumMBaeTcsi NPOCTbIMU
TeKCcToBbIMM NonsiMu. OHa 0COBGEHHO MoMne3Ha Ans CNOXHbIX CBONCTB U CTPYKTYpP MHTepdenca,
Korga ogHon Smart String HegoCTaTOYHO AN TpebyeMon Nornkn nnm GopmaTupoBaHus.

Hanpumep, ceoncTBo choices anemeHTa DropdownField cogepXMT CNMCOK CTPOK.
MpenaputenbHas 06paboTka NO3BONSET AUHAMUYECKU NTIOKanM3oBaTh 3TOT CMUCOK
BapMaHTOB B COOTBETCTBUMN C aKTUBHOMN JIOKasbHO.
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B naHHoOM cny4yae ckpunT PreprocessDemo nokanuayet BapuaHTbl DropdownField u
OGHOBNSAET UX KaXKablK pa3s, Korga urpok BolGUpaeT apyron sa3bik. Jloruka
nepecTpoeHnss CNMCKa CHOBa 3anycKaeTcsa B OTBET Ha cobbiTne StringChanged.

Languages Languages

e

Pre-process LocalizedStrings Prétraiter les LocalizedStrings
Dropdown PEaSY v R neChanggg Menu déroulant SEaEile *
event
Easy Facile
—

Normal Normal

Hard Pre-process Difficile

Nightmare LocalizedStrings Cauchemar

L to List<String>

MpegBapuTensHas o6paboTka LocalizedString ¢ nomowpto co6biTva StringChanged

Hwuxe npvBenéH pparmeHT ckpunTta PreprocessDemo, LeMOHCTPUPYIOLLMIA 3TOT MEXaHU3M:

[SerializeField] LocalizedString m_ChoicellLocalizedString;
[SerializeField] LocalizedString m_Choice2LocalizedString;
[SerializeField] LocalizedString m_Choice3LocalizedString;
[SerializeField] LocalizedString m_Choice4LocalizedString;

public void Initialize(VisualElement root)

{
m_DropdownField = root.Q<DropdownField>("dropdown__field");

m_ChoicellLocalizedString.StringChanged += UpdateDropdownChoices;
m_Choice2lLocalizedString.StringChanged += UpdateDropdownChoices;

// .. register other choices

// Initial population
UpdateDropdownChoices(null);
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Mpu cpabaTbiBaHUKM cobbiTUA StringChanged cnMCcoOK BapvaHTOB pacKpblBatoLerocs
nossi nepecTpanBaeTcs, a Tekyllee BbIGpaHHOE 3HaYeHne COXPaHAETCs:

void UpdateDropdownChoices(string value)

{
if (m_DropdownField == null)
return;

// Save the current selection
int selection = m_DropdownField.index;

// Remove previous choices
m_DropdownField.choices.Clear();

// Add current localized values
m_DropdownField.choices.Add(m_ChoicellLocalizedString.GetLocalizedString());
m_DropdownField.choices.Add(m_Choice2lLocalizedString.GetLocalizedString());
// .. Add other choices

// Restore selected index and value
m_DropdownField.index = selection;

m_DropdownField.SetValueWithoutNotify(m_DropdownField.choices|[selection]);

MeTop, SetValueWithoutNotify o6HoBNsieT oTo6paXkaemoe 3Ha4YeHMe pacKpbiBatoLLEerocs
nons, He Bbi3biBasgs ChangeEvent. 3To npepoTBpallaeT pekypcuBHbIE OGHOBNEHUS U
CoXpaHsieT BbIOOP Mosib3oBaTens Npu U3SMEHEHUM CNMCKa BapuaHTOB.

B npumepe npoekTta DropdownField anHamunuyeckn o6HOBNASET CBOMCTBO choices Ha oCHoBe
3HayeHun LocalizedString. MNMpu BbIGOpE HOBOWM NIOKanu A3blKk OGHOBNAETCS U B BapuaHTax
pacKpbIBatoLLEerocs crnmcka.

Taknm o6pasom, npegsapuTenbHas 06paboTKa Cy>XUT JOMNONHUTENbHbIM UHCTPYMEHTOM 151
CO34aHu1s NTOKanM30BaHHbIX MUHTEPPENCOB, YUMTBIBAKOLLMX KOHTEKCT. Smart Strings pewatoT
MHOIMe 3aauv nokanusauuu, BKNoYyas 3anonHuTenm n ¢opmMbl MHOXECTBEHHOMO Y1cna, a
npepBapuTtesnibHas o6paboTka obecrneymBaeT AONOSHUTENBHYIO MTMOBKOCTb U popMaTUpoOBaHue
B Cfyyasix, ¢ KoTopbiMun Smart Strings caMoCTOATENbHO HE CNPaBASHOTCS.
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JTokanusaumsa pecypcos

XOTSa OCHOBHas 4acTb IoKanusaunm ceasaHa co CTpokamMu, NOMUMO TeKCTa UHoraa
Tpe6yeTc9| NTOKann3oBaTb U pecypcChbl. Hanpumep, B 4EMOHCTPALUUOHHOM NPOeKTe
npegycMoTpeHbl 3Ha4YKN, COOTBETCTBYOWNME HAaCTPOEHHbIM JTOKanAaM.

Localization Tables

Current table (DemoAssetTable)
DemoAssetTable(AssetTable)

DemoAssetTable
v

New Entry

Kaxpyto nokanb o603HavatoT gpnar n 3Hayok «Hello, world».

HacTpoiika nokanusauum pecypcos

Jlokannsauus pecypcoB yCTpOeHa NoYTH TakK Xe, Kak okanusaums cTpok. Ons
NTOKannM30BaHHOMO TEKCTa UCMONb3YHTCA TabnunLbl CTPOK, a ANS TOKann30BaHHbIX PeCcypcoB -
Tabnmubl pecypcoB (Asset Tables). Pa6ounin npouecc y HUX cxXox: B Tabnuubl 4o06aBNatOT
3anuncu, Ha KoTopble 3aTeM ccbinaroTca n3 ckpuntos nnn UXML-dannos.

JlokannsoBaHHble pecypcbl MOXHO NPUBSA3aTb K aneMeHTaM nHtepderica B Ul Builder nnu 8
ckpunte C#. Hanpumep, ceoncTtio style.backgroundimage B1M3yanbHOro anemeHTa MoXHo
CBS13aTb C NOKaNIM30BaHHbIM CNPanTOM WU TEKCTYPOMN.
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1puBA3Ka AakHbIX | Nokanusauns | Monbsosatensckue
aNeMeHTHl ynpasneHus

B npumepe npoekTa:

- MpunBA3Ka faHHbIX OAHOro aneMeHTa 3agaHa B UXML ¢ nomowpsto Ul Builder.

- MpuBA3Ka APYroro afnemMeHTa HacTpoeHa B ckpunte C#.

Tenepb npu Bbl60pe NoKann BO BpeM4a BbIMOJTHEHNA 3HAaYKN OBGHOBNAKTCA BMECTe C
TEKCTOBbIMU MEeTKaMU, HarnagHo nokasbiBad akKTUBHYHO JIOKallb.

Languages Sprog

=T

Sprite/Texture Sprite/Tekstur

4 R
‘ ' VERDEN

UXML binding C# binding UXML binding C# binding

HEJ,

Idiomas Langues

ool ]

Sprite/Textura Sprite/Texte

BONJOUR,

LE MONDE

UXML binding C# binding UXML binding C# binding

O6bekTbl LocalizedTexture 0GHOBNAIOTCA NpU KaXAoi CMeHe
nokanu.
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Ta6nuubl pecypcoB U TabinLbl CTPOK

Pa6oTa ¢ Tabnuuamu pecypcos BO MHOMOM MOBTOPSIET paboTy ¢ Tabnuuamu cTpok. O6a Tuna
NMo3BONSIOT 3afaBaTh 3anncu Ans KaXKaon nokanv u noiy4vatb MX BO BpeMsi BbiNonHeHust. OgHako
MeXAy HAMU eCTb pasnnyus:

- O6paboTka cobbITUN: TabnunLbl PECYPCOB YBEAOMNAKOT 06 N3MEHEHUM NOKANN30BaHHbIX
pecypcos cobblTeM AssetChanged, Torga Kak ana ctpok ucnonbayetcsa StringChanged.

- MeTofpbl NPUBSA3KK: U CTPOKK, U PECYpChbl MOXHO NpuBA3bIBaTb MeTogoMm SetBinding, Ho
LeneBoe CBOMCTBO 3aBMCUT OT TMMa AaHHbIX - Hanpumep, text onsa cTpok u
style.backgroundimage ansi TekcTyp.

B cnepytowem pparmeHTe 4EMOHCTPALUMOHHBIM Kog, nonyyaeT LocalizedTexture u3s Taénuvubl
pecypcoB Mo MMeHU, a 3aTeM NpuBsA3bIBaeT € K CBOMCTBY style.backgroundimage:

m_LocalizedTexture = new LocalizedTexture

{

TableReference = "DemoAssetTable",
TableEntryReference = "HelloWorld_Icon"

s

m_IconElement = root.Q<VisualElement>("icon__hello-world");
m_IconElement.SetBinding("style.backgroundImage", m_LocalizedTexture);

PacnpocTpaHéHHble nokanusyemblie pecypchbl B Ul Toolkit

Jlokanusyemble pecypchbl 6biBatoT pasHblx TMNoB. Mpu padoTe ¢ Ul Toolkit yalle Bcero
BCTpeyatoTca cnepytolyme:

- JlokanusoBaHHbIe TEKCTYpPbI: MAeanbHO NOAXOAAT AS19 3HAaUKOB, POHOB U APYTUX AEKOPATUBHbIX
N306paXKeHNN. MIx MOXHO HanpsiMyto NpuBs3aTb K CBONCTBaM BU3yallbHOro aNemMeHTa, Hanpumep
style.backgroundimage.

- JlokanunsoBaHHble CI'IpaI7ITbIZ BCTpe4aroTCA peXe, HO NoJie3Hbl AJ1d No/1b30BaTeSIbCKUX
KOMMOHEHTOB U rpapukn Ha oCHoBe CI'IpaVITOB.

- NokanusosaHHble WpUHTbI: MO3BONAIT NepeKoyaThb WPUPTLI, YTOGLI
noaAepKMBaTh MMCbMEHHOCTb UM OCOBEHHOCTU TUNOrPadUKM Pas3HbIX A3bIKOB.

- JloKkanu3oBaHHble 06BbEKTbI: MOAXOLAT OIS CCbITIOK Ha CITOXHble pecypchbl, Hanpumep npeq>a6b|
nnun pecypcbl Ha OCHOBE AaHHbIX, KOTOPble A0JIKHbl MEHATbCA B 3aBUCUMOCTU OT JIOKANW.

Mcnonb3ysa aTn pecypcbl BMeCTe ¢ Tabnnuamm pecypcoB, MOXHO ANHAMUYECKN afanTupoBaTh K
aKTUBHOMW JIOKanM He TONbKO TeKCT MHTepq>e17|ca, HO 1 ero Bu3yasnbHoe opopMIIeHHe.
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Nokanuzaumsa B npumepe Dragon Crashers

OemoHcTpaumoHHbin npoekT Ul Toolkit Sample - Dragon Crashers noka3biBaeT HECKONbKO
NPWEMOB NloKanunsauum B genctemun. Ha akpaHe Settings MoXHO BbiGpaTb OAMH U3
nopaepXunBaemMblx A3bIKOB B packpblBaroweMcs MeHto. locne Bbi6opa HOBOIo si3blKa
cuctema LocalizationSettings o6Hapy»Xu1BaeT UsMeHeHue n 06GHOBNSET MHTepdeic B
peanbHOM BpeMeHMU.

Configuracion

1dioma Espaiiol

Inglés

Volumen Espaiiol

' Restablecer moneda miisica Prancés

Danés

oEE—— )

Volumen

Nombre jugador efectos

GUEST 123456 Contador fps

Casilla

Tasa objetivo
Tema Predeterminac

BbiGepuTe nokanb B packpbiBatoleMcst MeHto Language.

CaMoCToATENbHO U3yyYas NPOEKT, 06paTUTe BHUMaHWE Ha crnefytowme acnekThbl:

- Bbl6op nokanu B SettingsScreen: akpaH HacTPOEK No3BOMAET Bbl6paTh JIoKasb U3
packpblBatoLierocs MeHto. ViHTepdeiic oTcnexmsaeT usmeHeHns LocalizationSettings,
06Hapy>u1BaeT BbIGOP HOBOW NOKanu M 0BHOBNAETCA B peasibHOM BPEMEHMU.

- Mpuémbl NPMBA3KKN AaHHbIX: B MHTepdence coyeTaroTCs pa3Hble COCobbl loKannsauuu.
CTtaTnyeckue cBoONCTBa NpuBA3bIBatOTCA HenocpencTeBeHHo B Ul Builder n coxpaHsatoTcs B
UXML.

[ns guHaMnyecku 3anofHaeMbIX Nonen NPUBA3KY AaHHbIX BbIMOMAHAOT CKPUNTbI BO
BpeMs BbinonHeHusi. MeTop SetBinding cBsA3biBaeT TEKCTOBbIE CBOMCTBA C 06beKTaMu
LocalizedString, nosToMy UHTEpdENC COOTBETCTBYET BbIOPAHHOM NTOKaNW.
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TpuBsiaka AakHbIX | Mokanusaums | Mons3sosatensckue
3MeMeHTH ynpaBnenns

- NpepggapuTtenbHo oThopmaTMpoBaHHble 06beKTbl LocalizedString B ScriptableObject:
HekoTopble pecypchl ScriptableObject cogepxaT 3apaHee oTGopMaTUPOBaHHbIE CBONCTBA
LocalizedString. Hanpumep, Ha akpaHe Settings packpbiBatowmecs nons Theme n Language
OVHaMUWYeCKU NepecTpanBatoT CMUCKK U3 NTOKaNM30BaHHbIX 3HAUYEHWUI, NepeBoas AOCTYMNHble
BapuUaHThHI.

Lpyrve anemeHTbl, Takue kak RadioButtonGroup n nonb3oBatenscku SlideToggle, Takxxe
npegBapuTenbHo o6pabaTbiBatoT LocalizedString ¢ nomoubto cobbitus StringChanged.

HesaBncumo oT cnocoba nokanusaumm - NpmBsA3KKY gaHHbiXx B UXML unn HacTponkn s
ckpunta C# - uHTepdenc pearnpyeT Ha CMeHY fIoKanu B peasibHOM BPEMEHW.

VMcnonb3ynte pelleHnst U3 AeMOHCTPaLMOHHOro NPoeKTa Kak OCHOBY Al NOKannM30BaHHbIX
nHTepdencoB B COGCTBEHHbIX NpoekTax Unity. CoyeTaHne npueaskm gaHHbix n Ul Toolkit
No3BONAET CO3AaTb rNMBKUI MHOTOSA3bIYHBIN MHTEPdENC A UFPOKOB CO BCEro Mupa.

@ B> B0 7w\ © SirTarek @ =~E™> =EQ
: o)

NS f
E \ - Nivel1

Inicio

Invocar Elemental

Ataque intermedio

Inflige 125 puntos de dafio 2 un
enemigo cada 3 segundos

Siguiente rango en nivel s

| Auto-equipar

5 unity

Descubre las soluciones y los flujos de
USER INTERFACE trabajo de U Toolkit en nuestro e-book
DESIGN AND ;.
IMPLEMENTATION - gratuito

IN UNITY _ [ ovtencle-book |
Svardhug i

Grundizggende angreb

[ T Mis contenido de U1 de Unity

Giver 125 skadepoint til en fiende
huert 1.5 sekund

Naste rang ved niveau s

I Fiern nditl\'w

JononHutenbHble NpUMepbl Nokanusauuu npeacTasneHsl B npoekte Ul Toolkit Sample - Dragon
Crashers.
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[Tonb30oBaTeNnbCKMe afeMeHThl
yrnpaBieHns

Ul Toolkit npegocTaBnseT cTaHAapPTHbIN HaGOp 3/1IEMEHTOB A1 MOCTPOEHUS MHTEPHENCOB, HO
Bbl TaK)Ke MOXeTe cO3[aBaTb Nofib30BaTefIbCKUE 3/1eMEHTbI yrpaBieHUs Nof 3ajayn cBoero
NPUNOXeHUS.

Hanpumep, MHAMKaTOP 340PO0Bbsi MOXET MEHSTb LBET B 3aBUCMMOCTM OT TEKYLLEro 3HaUYeHUs:
Mo Mepe ero CHUXEHUS NIaBHO NepPexoauTb OT 3eNEHOr0 K XENTOMY U KpacHOMY. Takow
3MIEMEHT MOXHO 6e3 A0MNOSTHUTENbHOW HAaCTPOMKN UCNOMb30BaThb ANA Pa3HbIX NepcoHaXen unm
NPUCNoco6uUTb AN APYrUX NnokasaTtenen, Hanpumep MaHbl UK Cubl. STOT CaMOAOCTaTOYHbIN
3MIEMEHT yNpaBneHns cTaHeT 6ofnee HarnsaAHoM 3aMeHON CTaHOAAPTHOMY MON3YHKY U3
énenuotekun Ul Toolkit.

Monb3oBaTenbCcKue aneMeHTbl YNpaBneHns No3BoNA0T 3aKIUYNTb GYHKLMOHANBHOCTb B
CamoCToATeNbHbIE KOMMOHEHTbI M MOBTOPHO UCMONb30BaTh MX B Pa3HbIX YacTaX UHTepdeiica. XopoLlo
CMPOEKTUPOBAHHLIN 3NIEMEHT HE 3aBUCUT OT KOHKPETHOIO KOHTEKCTa, CAMOAOCTAaTOYEH U
CMNocoBCTBYET NMOBTOPHOMY MCMOMb30BaHWUIO KOAA, YNPOLLAs COMPOBOXAEHWe NpoekTa. He cTouTt
co3[aBaTb MNoJIb30BaTENbCKUI 3NIEMEHT YNPaBNeHWUs ANs YacTu uHTepdeiica, KoTopas XECTKO
CBSI3aHa C KOHKPETHbIM KOMMOHEHTOM M HE UMEET CaMOCTOATENbHON GYHKLMK, Hanpumep Ans
UrPOBOr0 MEHIO LIeSIMKOM.

ATpunoyTt UxmlElement

YT06bI CO34aTh NOIb30BATENbCKUI ANIEMEHT yrpaBfieHusi, onpegenmTe HoBbin CH#-ckpunT,
Knacc KoToporo Hacnegyetcs ot VisualElement nnun ot 6onee nogxoasawero NPOU3BOLAHOO
Knacca. Hy>keH anemeHT, MoX0XUN Ha KHOMNKy? YHacnepywTe ero ot Button.
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YT06bI NONb30BaTENbCKMIN 3NIEMEHT ynpasneHuna ctan goctyneH B UXML u Ul Builder, go6aBbTe K
ero knaccy atpuobyTt UxmlElement. Cam knacc o/mKeH 6biTb 06bsBAEH Kak public partial:

[Uxm1lElement]

ExampleElement: VisualElement

Mocne 3Toro Nonb3oBaTebCKUM
3/1EMEHT yNpaBneHns NosiBUTCH B
pasgene Library Ul Builder, B
kaTeropumn Custom Controls (C#).
OTTyna ero MOXHo nepeTawmTb B

OKHo Hierarchy.
y TextScreens.uss®

slideToggle i

CustomCr

molJg.ux

Drag and drop
custom
control

Standard roject

Ul Documents {LXML)

Assets

Unity Technologies

Custom Controls (C#)
Demos
E3 ArcVectorElement
ExampleElerant
QuadVectorElement
deToggle

agVectorElement

Monb3oBaTenbckue aNemMeHTbl ynpaBneHns oTo6paxaroTcs B
6uénuotexe Ul Builder.
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BuayanbHble anemMeHTbl He siBnatoTcss GameObject, NO3TOMY Y HUX HET NPUBbIYHbIX
CO6bITUI XU3HEHHOTO LUmMKna Awake, OnEnable, OnDisable n OnDestroy.
Monb3oBaTeNbCKUI 3NEMEHT yNpaBNeHUs MHULMANU3UPYETCHA B KOHCTPYKTOpPE.

[UxmlElement]
public partial class ExampleElement: VisualElement

{

// Constructor

public
{

// Initialization

MHrumanmsaumio Takxxe MOXHO OTNOXUTb 00 A06aBNeHUs NON1b30BaTENbCKOr0
anemMeHTa B uHTepdenc. [Ins sToro sapernctpupymnte ob6paTHbIN BbI30B
AttachToPanelEvent.

YTOGbI ONpenenuTb, Koraa anemMeHT yaanéH us uHTepoenca, MCrnonb3ymnte o6paTHbIN
BbI3oB DetachFromPanelEvent.

ATpunoyTt UxmlAttribute

Ecnu poGasutb K cBoncTBy aTpubyT UxmlAttribute, oHo nosiBuTCS B okHe Inspector Ul Builder
M HayanbHOE 3Ha4YeHNe MOXHO ByaeT 3agaTb UHTEPAKTUBHO. OTO OCOBEHHO YA06HO NMpu
COBMECTHOM paboTe C AM3anHepoM: U3MeHeHUs B Inspector He TpebytoT NpaBKu Koaa.

Mpumennte UxmlAttribute K KaxxgomMy CBOMCTBY, KOTOpoe TPebyeTCs OTKPbITb AJ1si
HacTpomnku. Ima aTpnbyTa MOXHO U3MEHUTL apryMeHTOM hame.

Mpu BbIGOPE aneMeHTa ynpaeneHus B Hierarchy ero nonb3oBaTenbckue aTpnbyThl
oTo6paxkatoTcs B Inspector, rae nx MoXHO HaCTPOUTb HarnpsiMyto.

ATpuBYTbI-feKopaTopbl UIMEHAIOT NpeAcTaBfeHNe Nosien Nonb3oBaTeNbCKMX aTpubyToB
NpUMepPHO Tak Xe, Kak Npu pabote ¢ MonoBehaviour. Cpeamn nonesHbIX 4eKOpaTopoB -
TextArea, Tooltip, Range, Header, Min, Multiline, Space u Delayed. Hanpumep, Range
[o6aBnseT NoN3yHOK Ans Bblbopa 3HauYeHUs B 3alaHHOM JuanasoHe.
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Object

Position

Mone
UxmilAttributes
appear in the
Inspector

(=]

Select Type

Monb3oBaTenbckue aTpubyTbl oTo6paxatotcs B Inspector Ul Builder.

Hwxe npuBeaéH NpocTon NpUMep NoNb30BaTeNbCKOro afeMeHTa yrnpasneHusi ¢ aTpuéytom
UxmlElement n gBymMs OTKpbITbIMW CBOMCTBaMMK, OTMeYeHHbIMU UxmliAttribute.

[UxmlElement]
ExampleElement: VisualElement

[UxmlAttribute(name:"my-text")]

{

[UxmlAttribute]

B saToM npumepe Gnarogaps napameTpy name ceoncTeo MyStringValue oTo6parkaeTcs B
Inspector nog nmerHem "My Text". Ceonctea MyStringValue n MylIntValue moxHo
pepakTuposaTb B Inspector, korga B Hierarchy Bbi6paH ak3emnnsap ExampleElement.
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[o Unity 6 ona co3gaHns nonb3oBaTeNbCKUX 3IEMEHTOB yNpaBneHus TpeboBanoch
peanun3oBbiBaTb knacchl UxmlTraits u UxmlFactory, koTopble oTBeYanu 3a perncTpaumto
aTpUBYTOB U CO3[aHME IK3EMIIAPOB MONIb30BaTENIbCKUX /IEMEHTOB.

B Unity 6 nossunucb atpmnbytbl UxmlElement n UxmlAttribute, ynpolwatowime sToT
npouecc. OHM HaNpPAMYHO AenatoT Nob30BaTENbCKNE 3N1EMEHTbI YNPaBAeHUs N UX
ceoncTtBa goctynHbiMu B UXML 1 Ul Builder. HoBbI pa6ounin npouecc TpebyeT MeHblue
LWIABMOHHOrO KOAa M YCKOPSIET HAaCTPOWNKY 3NIEMEHTOB UHTepdelnca.

MprMep: NoNb30BaTENbCKUIA NepekTYaTelb-NoN3YHOK

MpocToi NpuMep Nonb3oBaTe/IbCKOro
3NeMeHTa ynpasfeHus -
nepeksoyaTe/b-NoN3yHOK,
NpeaAcCTaBNALWMIA NOrnyeckoe
3HaueHwue.

Custom SlideToggle

implements Basefield<bool> 0

H MOXET BblTb NpPUB/iEKaTe/lbHee
CTaHZAPTHOro nepeksryaTens.
JononHutenbHas BU3yanbHas
obpaTHad CBA3b - aHUMaUMs
Non3yHka, CMeHa LBeTa 1
JMHaAMUYECKNN TEKCT - genaeTt
UHTeppEeNC NoHsATHee.

Click with mouse or
press Enter / Space key to toggle

Monb30BaTENbCKUiA NEPEKTIOYATENb-TTONI3YHOK NPEACTABASIET I0TMYECKOe
3HaveHme.

Onpep,eneHMe noJib30BaTeJIbCKOro 3JjieMeHTa ynpasneHus

MpocTasa peanusaums Takoro afeMeHTa HaxoguTtca B cueHe CustomControlsDemo
npoekTa QuizU. YTto6bl pa3obpaTbcs B €€ paboTe, oTkpomnTe ckpunT SlideToggle.cs; ero
dparMeHTbl NpUBeLEeHbl HUXe.

Monb3oBaTenbckun anemeHT SlideToggle HacnegyeTcs OT HaubGonee NOAXoAAWeEro 6a3oBoro
Knacca - B jaHHoM crniyyae BaseField<bool>. ATpubyt UxmlElement genaet anemMeHT
poctynHbiM B UXML 1 Ul Builder, 6narogapst YeMy ero MoXHO UCMonb30BaTb NOBTOPHO.

[UxmlElement]
public partial class SlideToggle : BaseField<bool>

{

/7
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[UxmlAttribute]
public string EnabledText { get; set; } = "Enabled”;

[UxmlAttribute]
public string DisabledText { get; set; } = "Disabled";

[UxmlAttribute]
public Color EnabledBackgroundColor { get; set; } = new (ef, 0.5f, 0.85f,1f);

[UxmlAttribute]
public Color DisabledBackgroundColor { get; set; } = Color.gray;

BusyanbHasa cTpykTypa cocTout M3 poHa (m_Input) n nonsyHka (m_Knob), a BHeLHUN
BUA, 3ajaétcs knaccamm USS.

public SlideToggle(string label) : base(label, new VisualElement())

{
AddToClassList(ussClassName);

m_Input = this.Q(className: BaseField<bool>.inputUssClassName);
m_Input.AddToClassList(inputUssClassName);
m_Input.name = "input";

m_Knob = new();

m_Knob .AddToClassList(inputKnobUssClassName);
m_Knob.name = "knob";

m_Input.Add(m_Knob);

labelElement.name = "label";
labelElement.text = (value) ? "enabled" : "disabled";

O6paboTUnKm pearupyroT Ha LWenykn, HaxaTusa KnasuLl U cobbiTUA HaBUrayuu, nosaTomy
COCTOSIHWE 31IeMeHTa MOXXHO MEHATb HECKONbKUMK cnocobamu.
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// .
RegisterCallback<ClickEvent>(evt => OnClick(evt));
RegisterCallback<KeyDownEvent>(evt => OnKeydownEvent(evt));

/]

static void OnClick(ClickEvent evt)

{
var slideToggle = evt.currentTarget as SlideToggle;
slideToggle.ToggleValue();
evt.StopPropagation();

static void OnKeydownEvent(KeyDownEvent evt)

{
var slideToggle = evt.currentTarget as SlideToggle;

if (slideToggle.panel?.contextType == ContextType.Player)
return;

if (evt.keyCode == KeyCode.KeypadEnter || evt.keyCode == KeyCode.Return || evt.keyCode ==
KeyCode .Space)

{
slideToggle.ToggleValue();
evt.StopPropagation();

Mpu NnepekoYeHnn aieMeHTa Hagnuch U LUBeT poHa aBTOMaTUYECKM 0BHOBNAKOTCS,
o6ecrneynBas BU3yanbHY 06paTHYHO CBA3b

3pecb SetValueWithoutNotify o6HOBNSIET BM3yanbHOE COCTOSIHME NEPEKIoYaTENs, He Bbi3biBasi
ChangeEvent. 3ToT MeTop, BbI3bIBa€TCHA BHYTPU 3N1IEMEHTa MPU U3MEHEHWN 3HaUYEHUS, MOITOMY
nHTepdenc o6HOBASETCS KOPPEKTHO U He NonafaeT B 6€CKOHEYHbIV LMK OGHOBIIEHUN.

public override void SetValueWithoutNotify(bool newValue)
{

base.SetValueWithoutNotify(newValue);

m_Input.EnableInClassList(inputCheckedUssClassName, newValue);

m_Input.style.backgroundColor = newValue ? EnabledBackgroundColor
DisabledBackgroundColor;

labelElement.text = (value) ? EnabledText : DisabledText;
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N3yumnTe npumep peanusauum B cueHe CustomControlsDemo. YTo6bl NnepekntoymTb
aKTUBHOE COCTOSIHME 3/1IEMEHTA, WENKHUTE NO HEMY MbILLbIO UK HaxXmuTe Enter nnéo
npo6ern. B aTomM npumepe npu nepexkntoyYeHnn gMHaMM4yeCckn MeHSOTCA HagnNuch U UBET
¢$oHa, a KopoTkas aHuMaunsa obecrneymBaeT BM3yasbHYO 06paTHYIO CBA3b.

B Inspector 3ajanTe Hagnucu u LBeTa ¢doHa gna BKJIFOYEHHOIO W BbIKIFOYEHHOIO COCTOSTHUN.

| - Attributes
En

Position

None
o

on @D v

Inherit

lue
Enabled Text
Disabled Text

Enabled Background Co
off Ol

Inlined Styles

HacTpoinTe TekcT u uBeTa SlideToggle.

Ucnonb3oBaHue SlideToggle

Mocne komnunsaumm SlideToggle MoXxHO BCTpausaTb B N6y YacTb MHTepdenca.
Mcnonb3ynte nonb3oBaTtenbckun knacc SlideToggle Tak xe, Kak no6on apyromn
BM3yanbHbIN aneMeHT. Huxe npueegéH npumep, B kotopoM SlideToggle BkntovaeT 1
OTK/IOYaEeT 3BYK:

public class MuteAudioToggle : MonoBehaviour

{
[SerializeField] AudioSettingsSO m_AudioSettingsSO;

[SerializeField] UIDocument m_Document;

void OnEnable()
{

var root = . ;
SlideToggle slideToggle = root.Q<SlideToggle>("master-audio-toggle");
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if (slideToggle !'= null)
{

slideToggle.value = !m_AudioSettingsSO.IsMasterMuted;

slideToggle.RegisterValueChangedCallback(evt => m_AudioSettingsSO.IsMasterMuted =
levt.newValue);

3pecsb SlideToggle BxoauT B cywecTtsytowmn UXML-gokymeHT. MonoBehaviour HaxoguT ero
no MMeHW B BU3yaslbHOM fepeBe, a 3ateM MmeTogoM RegisterValueChangedCallback
CBA3blBAeT COCTOSAHMNE MepekK/toyaTens ¢ HacTponkamm 3ByKa.

Mockonbky SlideToggle - camocToATENbHbIM NOb30BaTENBCKUI 3/IEMEHT, Er0 MOXHO
NPMMeHATb 4Ns N00bIX NepektodaTenen B uHTepdpence. Hanpumep, B npoekte Ul Toolkit Sample
- Dragon Crashers noxoxwum SlideToggle BKOYaeT 1 OTKNKOYAET CYETUMK KaJpOB B CEKYHAY.

Account Language | English

, J Music
Reset Player Currency volume

SFX
Player name volume

GUEST 123456 Fps counter On SlideToggle enables
fps counter

Checkbox example (L 2 @ Max
Target frame

~ Enlkag
rate ol

Theme | Default

CTUNM30BaHHLIM NepekniouaTens u3 npoekTa Ul Toolkit Sample - Dragon Crashers

ApantupynTte SlideToggle K Tpe6oBaHUAM NPUNOXEHMUSA: OH OTIMYHO NOAXOAUT ANst HACTPOEK
rpaduku, 3ByKa 1 UrpoBoro npouecca. CosganTte ero ognH pas n UCNonb3ynte Besae, rae
HecTaHOAaPTHbIN NepeknoYaTesb YNyYlinMT B3auMOAENCTBME C NOMb30BaTENEM.

MonHyto peanusaumto cM. B ckpunte SlideToggle.cs npoekta QuizU.
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CospnaHue APYTNX nosib3oBaTe/IbCKNX 3N1IEMEHTOB YIpaBJ1IEHNA

Ecnun Hy>KHOro anemMmeHTa HeT B cTaHgapTHon 6uénmoteke Ul Toolkit, ero MoXHo co3gaTb
caMoCTOsITeNIbHO. BOT HECKOTbKO MPUMEPOB NPUMEHEHUS MO/Ib30BaTENbCKNX 3/IEMEHTOB
ynpaBfieHns B Urpax:

- MHpnkaTopbl 300p0Bbs M nNporpecca. Takue Urposble nokasaTtenu, Kak 340poBbe, MaHa U
cuna, CUIbHO 3aBUCAT OT UFPOBOro NpoLecca, MO3TOMY XOPOLLO NOAXOAAT ANA
nosib30BaTefIbCKMUX aneMeHTOoB ynpasneHus. OTkpounTe Yepes UxmlAttribute makcumanbHoe
W Tekyllee 3Ha4YeHus], a Takxe LgeTa COCTOSHUI, YTOObl MOXHO 6bl10 HacTpaueaTb
LBeTOBble rpafueHThbI.

- PenTuHroBble 3Bé3abl. ATOT aNEMEHT paBoTaeT Kak CerMeHTMPOBaHHbIA UHAUKATOP
nporpecca n NpeacTasnseT uesoe 3HavyeHne, HanpumMep KoaMyecTBo 3BE3[, 3a NMPOXOXAeHne
ypoBHs. Co3ganTe BU3yasrbHbIN 3NEMEHT C HECKONbKUMU AOYEPHUMU 3NIEMEHTAaMU, KOTOPbIe
nepekntoYaoTCs MexXAy 3anonHeHHbIM U NyCTbiIM cocTossHMAMU. OTKpouTe B Inspector
LeNoYUCIIEHHOE 3HAaYEHME U ero MaKCUMYM, a U306paXKkeHns CnpanToB NO3BOSbTE
HacTpauBaTb yepe3 UxmlAttribute.

- MpepcTtaBneHne ¢ BKNagkamu. Bknagku 4acto NCNonb3yroTcs AN NepeknoyeHna Mmexay
npenctaBneHnaAMM nnu pasgenamMmm ogHoro okHa. Co3paiTe Nonb3oBaTeNbCKUMA INIEMEHT CO
CTpOKOVI BKNafoK 1 061acTbio coaep>XXmumoro. Kaxgas Bknagka MoXeT 6blTb BU3yalibHbIM
ANeMEHTOM, NMOXOXXUM Ha KHOMKY; npeaycMoTputTe BOSMOXHOCTb ANHaMUYEeCKN [06aBnATbL U
YAanaATb BKIaAKW.

He 3a6biBalTe, YTO B GOMbLUMHCTBE Clly4YaeB BU3YasibHbI 3Q(EKT MOXHO YCUIUTb
aHMMMpoBaHHbIMK Nepexogamu USS. [Nonb3oBaTeNbCKMe a/IeMEHTbI YNpaBneHns No3BonsoT
UrpoKaM UCMNoNb30BaTb XECThI, WEMKaTb, MPOKPYYMBaTb M NEPEKOYATb 3/IEMEHTDI
YHUKaNbHOro HTepdpenca Ballemn urpbl.

Ham He Tepnutcs yBUAOETb, UTO Bbl CO34aauTe.
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OnTnMmn3laumsa

NPon3BOANTEIIBHOCTHU

CNOXHbI UTPOBOW UHTEPdENC YaCTO BKHOYAET OGLUNPHYHO NepapXUi0 3KPaHHbIX 3/IEMEHTOB.
Korga nx COTHM, BO3HUKAIOT TEXHUYECKUE TPYAHOCTU: Jaxe HeGonbline NPpoCcYEThI B
NPOW3BOAUTENBbHOCTM HaKarnJIMBatoTCA U NPUBOAAT K PbIBKAM UM KPAaTKOBPEMEHHbIM
3aBUCaHNAM BO BPeMS BbINOJIHEHWS, YXYALasa BrevyaTNeHuss urpoka.

K cuacTblo, 60NbWINHCTBO TaknX Npobnem pellaetcsa ontumunsaumen. B Unity 6 Ul Toolkit
3aMeTHO YyCOBEpPLUEHCTBOBAH U YXe B CTaHOAaPTHON KOHOUrypaumum paboTaeT GbicTpee, 0gHaKo
no-Hacrtosiwemy apdPeKTUBHbIN MHTEPDENC BCE paBHO TPEOYET yCUNUA pa3padboTynka.

Bo mMHorom 3agaya cBoguTCS K YCTPAHEHMIO NIULWIHUX HaKNaAHbIX PacXxo[0B N COKPaLLEHUIO KoNnyecTsa
BbI30BOB OTPUCOBKMU. PaccMoTpum Heckonbko cnoco6os ontummnsauum Ul Toolkit B Unity 6.
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MexaHn3amMmbl OOHOBNEHUSA

Ul Toolkit
Architecture

BuayanbHOe AePEBO UCTIONb3YET HECKONbKO MeXaHU3MOB OGHOBNEHUS!

Visual Tree

Runtime
modification

Layout

Geometry
Generation

Render chain

Shading

Resolved Styles
background-color: #1461ff
border-radius: 8px

Size and Position

Vertex Buffer
Rendering Commands

Bmsyaanoe 0epeBo COAEPXKUT HECKONTIbKO MEeXaHNU3MOB O6HOBEHMUS, KOTOpbIe pearnpyroT Ha
M3MEHEeHUs CTUNEN, KOMMOHOBKN U COEPXXMMOIo BO BpeMSA BbIMOJIHEHUA. Kaxxgpblh U3 HUX

MOXeT BANATb Ha NPOU3BOANTENBHOCTL. B Tabnuue KpaTKo onucaHo, Korga cpabaTbiBatoT 3TU
MeXaHU3MbIl U KaK OHU OTpa>arkoTCA Ha Npon3BoanTENbHOCTU.

MexaHusm

PaspeLueHune ctunei

Mepepacy€T KOMMNOHOBKM

O6HoBneHne 6ydepa
BEpPLUMH

M3meHeHWe cocTosHNA
peHgepuHra

OnucaHue

OnpefensaeT oKoHYaTeNbHbIN BUL,
3/IEMEHTOB, NMPUMEHSA CENEKTOPbI U

ctunm USS.

KoppekTupyeT pasmep 1 nonoxeHue
3/1eMeHTOB B Uepapxuu uHTepdeiical

OGHOB/ISIET FEOMETPHIO 3NIEMEHTOB
nHTepdenca: NPMOYroNbHUKY,
CKPYrNEHHbIe YrNbl U apyrue ¢opmbi,

MeHseT Heob6xoguMmble ans

OTPUCOBKW COCTOSAAHUSA, Hanpumep
TEKCTYpPbl U peXXnMbl CMeLUnBaHUA.

Korpa cpa6atbiBaet

Mpwv U3MEHEeHUN KITacCOB WU CTUNe,
Hanpvmep npu Ao6aBreHun knacca

CTUNa Unn CMeHe uBeTa.

I'IpM MU3MEeHeHWUU pa3Mepa, NoNoXXeHUa
Wnun BblpaBHUBAHUA 3/IEMEHTa,
Hanpumep pasmMepa naHenm nnun

NONIOXKEeHUA 3JIEMEHTOB.

[pn n3MeHeHun reomeTpun
dNEMEHTa, Hanpumep npu
[o6aBneHnn CKpyrneHnin unu

U3MEeHeHUU rpaHuu.

I'IpM ncnonb3oBaHUM Macok,

YHMKambHbIX TEKCTYP W APYTUX
BO3MOXHOCTE, HapyLUaLLmX

nakeTHYtO 06paboTKy.

BnusiHue

B 60nbWNX UK rny6oKo BIOXEHHbIX
nepapxusix onepaumsi 06XxoanTcs .
poporo. N36erante 4acTblX MU3MEHEHWUN.

YacTble 06HOBNEHUS KOMMOHOBKMU
TPeOYOT 3HaUUTENbHbIX pecypcoB. Ons
aHUMaumMKn ncnonb3ynTte
npeo6pa3oBaHus.

O6HoBNEHWe GydpepoB BepLUMH
pecypcoémko. M3beranTe yacTbix
N3MEHEHUM reoMeTpumn.

YacTtaa cMeHa COCTOSIHMI NOBbIWAeT
Harpy3ky Ha CPU. MpumeHsnTe
nakeTHyo 06paboTKy U OrpaHuymnBanTe
YHUKanbHble TEKCTYPbl U MacKW.

PasymeeTcsi, CTOMMOCTb 3TUX ONepaLuini 3aBUCUT OT YacToTbl U MacliTaba N3MeHeHUN
anemMeHToB nHTepdenca.
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[TakeTHaa obpaboTKa 3/1EMEHTOB

Mpun oTpucoeke nHTepdenca ans
KaXk4oro BU3yanbHOro sanemMeHTa

Batch 1 HEOBXOAMMO OTMPAaBUTb MHCTPYKLMM
Ha GPU. Ul Toolkit onTumnaunpyet atn
. Bbl30Bbl OTPUCOBKM C MOMOLLbHO
Visual Tree nakeTHoM 06paboTKN: 3NEMEHTbI C
oAnHakoBbIMK TpeboBaHuaMu Kk GPU
VE1 06beuHAKTCA N 06pabaTbiBalOTCS
BMecCTe. OTO 3HauYuTeslbHO COKpallaeT
VE3 3aTpaTtbl Ha 06MeH AaHHbiMKn ¢ GPU,
VE2 NMofo6HO NakeTHOM 06paboTke

BbI30OBOB OTpMCOBKM anst GameObject.

VE3 Batch 2
_>

VE4 [na apdeKTUBHOro 06beMHEHUA

3N1eMeHTbl A0KHbI UCMOJIb30BaTh
O[1HO U TO Xe cocTosHue GPU:

VES Batch 3 OAMHaKOBbIE LWengepbl, TEKCTYPbI,
OaHHble CETKU U Opyrue napameTpsbl.
Hanpumep, nocnegoBaTenbHOCTb
TEKCTOBbIX 3/IEMEHTOB C OAHUM
WPUPTOM M CTUIIEM MOXKHO
obpaboTaTb OAHUM nakeToMm. Ecnu
BCTaBUTb MeXAY HUMU N306parKeHne,
noTpeéytoTcs apyrue napametpbl GPU
n 6yneT co3aH HOBbIN Naker.

VEG

Pa3pblB NakeToB CHUXAaEeT NPOM3BOANTENBHOCTb.

Kaxxgbl Takon paspbiB NakeTa HEMHOIO CHMXaeT 3GHEKTUBHOCTb. [1n11 BbICOKOWM
NPOW3BOAUTENBHOCTU CTPYKTYPY UHTEpdenca cneayeT opraHn3oBaTb Tak, YToObl CBECTH
4YUCNO Pa3pbIBOB K MUHUMYMY.

Mockonbky KaXkabl nNakeT MoXxeT nopoAnTb OAMH UM HECKOJIbKO BbI30BOB OTPUCOBKU Ha GPU,
MeHbLUee YACO NakeToB OObIYHO O3HaYaeT MeHbLUWe HaKnagHble pacxodbl 1 605ee BbICOKYHO
npon3BoAnNTENIbHOCTb.

[anee paccMoTpuM cnoco6bl COKPaTUTb KOTMYECTBO NakeToB U [06GUMTbCA CTaGUNbHOM
pa6oTbl MHTepdeica.

bydepbl BepLUMH

B Ul Toolkit 6ydepbl BEPLUUH XpaHAT reOMeTpUIo, HEOBXOANUMYIO 1S OTPUCOBKMU
nHtepdenca. Korga UIDocument co3gaét Panel Bo Bpems BbINOMHEHUS, ANS BU3YanbHbIX
3/1eMEHTOB 3apaHee BbiAenaeTca oanH 6ydpep BeplumH. Ero MoXHO npeacTaBuTb Kak
pacnpegenutenb NamMATU B Ky4de: Mo Mepe A06aBNeHNS 3N1IEMEHTOB B MHTepdenc oH
AVHaMW4YeCcKu BblgensieT UM NamsaTb.

Ecnun nHtepdenc npesbiwaeT EMKOCTb Bydepa, co3garoTcs AONONHUTENbHbIE Bydepbl. 3TO
MOXEeT pa3gpoduTb NakeTbl, YBEMNYNTb YNCIO BbI3OBOB OTPUCOBKU U B UTOFE CHU3UTb
NPOW3BOANTENBHOCTb.

HayanbHbin pasmep 6ydepa HacTpauBaeTca napameTpoMm Vertex Budget B Panel Settings.
3HaueHune no ymonyanuto 0 nossonsaet Unity onpenennte pa3mep aBToMmaTnyeckun. OgHako
OJ151 CNOXHbIX MHTEP(ENCOB PYYHOE YBENTMYEHME ITOMO 3HAYEHUSA MHOMAa NOBbILWAET
NPOM3BOANTENBHOCTb 3@ CYET COKPALLEHMS YMCIIa BbI3OBOB OTPUCOBKM.
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PaccmoTpum npumep. NHTepdeic copepXnT MHOXECTBO 3/1EMEHTOB, KOTOPbIe HE NMOMELLAtoTCS B OAMH
6ydep BepwuH. Frame Debugger nokasbiBaeT, YTO B pe3yfbTaTe BMECTO O4HOMO Bbi30Ba OTPUCOBKM
BbINOJHAKOTCSA fABa.

Nns atoro uHTepdeiica TpebyeTca HECKONbKO BbI30BOB

OTPUCOBKM.

Vertex Buffer

e [ver | fvea

Addressable

Theme Style Sheet
Text Settings

Binding Console Logs
Target Texture

Target Display

Sort Order

Scale Mode

Scale Mode Parameters
Dynamic Atlas Settings
Clear Settings

Buffer Management

© 2025 Unity Technologies

[2 el
Open

XmasTheme (Theme Style Sheet) ®

A None (Panel Text Settings)
No logs
3 None (Render Texture)

Display 1

)

Scale With Screen Size

®

v

Ecnu, Hanpumep, ysennunts Vertex
Budget po 20 000 BeplUWH, 3NeMEHTHI
uHTepdenca mMoryt noMecTuTbCs B
oAHOM B6ydepe 1 oTpucoBaTbCs 3a OAUH
BbI30B. Takum 06pa3oM, USMEHEHMNE
©0MHCTBEHHOr 0 NapameTpa NosblaeT
3$PEeKTMBHOCTb MHTEpdENCa B Halwem
npumepe.

YBenuuenve Vertex Budget MOXET COKPaTTb YMCIO BbI30BOB
OTPUCOBKU.
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HacTpoiika Vertex Budget BoccTaHaBNMBaeT OTPUCOBKY OAHUM BbI30BOM.

[nsi cnoXHbIX MHTEPHENCOB PYyYHOE YBENIMYEHME STOrO 3HAYEHMS MOXET MOBbLICUTb
NPOV3BOAUTENBHOCTb Grlarofaps CoOKpalLeHUIO Yncna BbI30BOB OTPUCOBKU, HO n3beranTe
n36bITOYHOrO BbigeneHns namsatn. C nomotypto Frame Debugger v Unity Profiler Hangute
ONTUMasbHbIN 6anaHc MexXay 06bEMOM MaMsTU U KONMYECTBOM BbI3OBOB OTPUCOBKW.

YHMBEpPCanbHbIM LWenaep 1 orpaHnYeHne B BOCEMb TEKCTYP

Ul Toolkit 06beguHsieT BCo GYHKLMOHANbHOCTb OTPUCOBKN MHTepdenca B O4HOM
yHUBepcasnbHOM uber-wengepe. BMecTo HeCKONbKUX BapnaHTOB Wengepa OH UCMonb3yeT
AVHaMn4yecKoe BeTBMIeHMe, BbIBMpPas HY>XXHbIM NYTb PeHAEPUHra BO BPeMs BbINOMHEHMS.
Bnaropgapsi MeHbLUeMy YMCiy NepekntoYeHnn LWenaepoB CHMdKaeTcs Harpyska Ha CPU, xoTs
NOrvKa BeTB/IEHNS HECKOJIbKO YBENUUYMBAET CTOUMOCTb 06paboTku Ha GPU.

OfHa 13 BaxHbIX BO3MOXHOCTEeW 3TOoro Wweigepa - Nogaepxka 40 BOCbMU TEKCTYP B OGHOM
nakeTe. [MO3TOMY 3/IEMEHTbI C Pa3HbIMU TEKCTYPaMM MOXHO OTPUCOBATL OAHUM BbI30BOM.
Ha cnepytoLeM M306paXkeHnn nokasaH MHTepdenc, COCTOALLMMN U3 BOCbMU Pa3HbIX TEKCTYP:
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Texture Slots 8
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- Texture Siots 8

Asset Labals
i VolumeP
B Packages

VHTepdeiic B 3TOM NpUMEpe COAEPKUT BOCEMb
TeKCTYp.

& Unity File 2 GameObject Component S Jobs ReadMe Window

Frame Debugger

UniversaiR:
Scriptab

UIR.DrawRanges

Textures
Hame Stage Size Sampler Type Color Format DepthStencil For

B,

Vectors
Hame g Va Value(6 Value(B

UnityDe
Asset Labels
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B Universalf
I VolumeProfile
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A

YHUBEpCanbHbliA uber-wenaep 0TPMCOBLIBAET UX OAHUM
BbI30BOM.
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Kak BugHo B Frame Debugger, Unity oTpucoBbiBaeT npumep uHTepdenca ¢ BOCEMbIO
TeKCTypamMun ogHUM Bbi30BOM. OAHaKO Mnpu NpeBbILLEeHNN 3TOr0 OrpaHNYeHns cucTema
BbIHY>X[eHa pa3fensaTb 3/IeMEHTbI Ha OTAENbHbIE MAaKeThl, YBENNYMBAA HaKNafHble PacXofbl.

Hwxe nokasaHo, 4YTO MPOUCXOANT MPU NCNONb30BaHUN 6onee BOCbMU TEKCTYpP: BMECTO
OOHOro Bbl3OBa OTPUCOBKM BbIMOJIHAETCA Cpa3y HeCKOJ1bKO.

@ | Unity File Edit Assets GameObject Component Services Jobs ReadMe Window Help Z §F € 08 m % A = o FT $ Q § Fri208ep 0841

Frame Debugger

nt #3 Draw ©

Output

None

V136bITOK TEKCTYp NPUBOANT K Pa3pbiBy NakeTos.

Y1066l 0601MTK 3TO orpaHnyeHune, Ul Toolkit npegocTaBnseT MHCTPYMEHTbI ONTUMU3aLMK
TeKCTyp. Hanpumep, o6beMHEHNE TEKCTYP B aT/iachl NO3BONSAET yAepKaTb UX YNCIIO B
nogaepXuBaemblx npegenax, CoxpaHutb 3dpPeKTUBHOCTb NakeTHON 06paboTKM 1 COKPaTUTb
KONNYeCTBO BbI30BOB OTPUCOBKM.

[InHammnyeckune atnacsl TEKCTYP

MepekntoyeHne Mexay MHOXECTBOM TEKCTYP MOXET BbiHyauTb Ul Toolkit pa3éuBaTtb nakeTbl, yBenuymsas
YMCIO BbI3OBOB OTPUCOBKU U CHUXKas MPON3BOAUTENbHOCTb. PacnpocTpaHEHHOE peLleHne - aTnac TEKCTYp,
06beaNHSAIOLLMIA HECKONBbKO HEGOMNbLUMX TEKCTYP B OAHY KpYMHYyto. Ecnv Bbl 3Hakombl ¢ 2D Sprite Atlas, To yxe
3HaeTe aQHEKTUBHBIN CMOCO6 MOBLICUTL MPOU3BOAUTENbHOCTL. KOrga HeCKoJIbKO CMpanToB ynakoBaHbl B
atnac, Unity o6pabaTbiBaeT UX Kak 0HY TEKCTYPY, YTO COKpaLLaeT pa3pbiBbl MaKeTOB U BbI30Bbl OTPUCOBKM.

2D Sprite Atlas 6e3 Tpyaa nHterpupyetcsa ¢ Ul Toolkit n oTiMYHO NnoaxoanT Ans cTaTUYecKoro
Wnn 3apaHee NOArOTOBIEHHOIO COAEPXUMOro. Ho y Hero ectb orpaHn4yeHusl: Hanpumep, oH
He NoAfdep>XMBaeT TEKCTYPbl, CO3haBaemMble BO BpeMs BbiNonHeHus. Kpome Toro, atnac
TpebyeT npegsapuUTeNbHON HACTPOMKU M KOMMOHOBKM CNPanNTOB, YTO MOXET 3aHATb HeEMarno
BPEMEHM.
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2D Sprite Editor

B npumepe Dragon Crashers ncnonssyetcs 2D Sprite Atlas.

. OunHamnuyecknn atnac tekctyp Ul

& Dynamic Atlas Viewer Toolkit apPpeKTMBHO 06bEANHAET
HECKOJIbKO N306paXKeHnn B 0gHY
TEKCTYpPY, COKpaLlas Yncno

Bilinear M3MeHeHUn cocTosiHusA. MNapameTpbl
Sub Textures, Allocation Areas aTnaca HacTpauBatoTcs B Panel
Settings, a ero KOMNOHOBKY MOXHO
npocmoTpeTb B Dynamic Atlas Viewer,
pocTtynHom B okHe Ul Toolkit
Debugger.

Wcnonb3yite Dynamic Atlas Viewer B otnaguuke Ul Toolkit.

Ecnu nHtepdpenc sHaumTeNnbHO MEHSETCS CO BPEMEHEM, HAaNpMMep B HEro 4acTto
006aBnATCA U N3 HEro yoanstoTcs TEKCTYPbI, aTriac MOXeT ¢pparMeHTMpoBaTbCs. B Takom
cny4dae API ResetDynamicAtlas BOCCTaHOBUT ero UCXOAHOE COCTOSHME.

B Ul Toolkit Mo)xHO ogHOBpeMeHHO ncnosb3oBaTb 2D Sprite Atlas n guHamnyeckune atnachl
TeKCTyp. ATnacbl CpanToB yylle BCEero NogxoasT A8 CTaTUYECKOro, 3apaHee
noaroTOB/IEHHOIO COAEPXMMOro, a AMHaMUYECKMe aTtnachl - 4Nna uHTeppenca, cogepXxmmoe
KOTOPOro GopMmnpyeTcsi BO BPEMS BbINOTHEHUS.
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BaTeNbCKNe anemMeH BreH IMU3aLMS MPON3B enbHocT | Pecypesi 1bITHBIX paspa

MacknpoBaHue

Ul Toolkit co3gaét macku - 061acTu, NoKasblBatoLMe UNK CKPbIBarOLLME YaCTu 3/IEMEHTOB
nHTepdenca, - ¢ nomoupto 6ydepa Tpadapeta. [MockonbKy aTOT Bydep BXOAUT B COCTOAHME
GPU, n3meHeHne napaMeTpOB MacKn MOXEeT NPUBECTU K pa3pbiBY NaKeToB.

Vlepapxnyeckoe HanoXeHne MaCKMpOBaHHbIX 3/IEMEHTOB LOMOSHUTENIbHO YCNOXHAET
06paboTKy: Ha KaXgoM YPOBHE BIIOXXEHHOCTM Gydep TpadapeTa AOIKEH OTCNEXMBaATb eLé
OHO COCTOsIHWE, YTO NOBbIWAET Harpy3ky Ha GPU.

Ul Toolkit nogaep>xxuBaeT ABa TUMNa MacKMpoBaHus:

- MpamMoyronbHoe MmacknpoBaHue. [1paMOoyrosibHble Macku NCNONb3YHOT onepaunn Ha ypoBHe
wenpepa, CoXpaHsia LenoCTHOCTb NakeToB 6e3 uaMeHeHuss coctosiHna GPU. bydep
TpadapeTa Npu 3TOM He 3a4eNCTBYETCS, MO3TOMY FlyGMHA BIIOXEHHOCTU NPSMOYTO/bHbIX
MacoOK He orpaHuyeHa.

- CKpYrnéHHble Yribl U CNOoXHble Macku (6ydep TpadapeTa). s CKPYrEHHbIX YI0B U
OpYrux cnoXHblx Gpopm TpebyroTcs onepaumm ¢ 6ydepom TpadapeTa, KOTopble MOryT
pas3pbiBaTb NakeT Ha KaX40M YPOBHE MackupoBaHus. MNogaepXmBaeTca 4O CEMU YPOBHEN

B/1OXXKEHHOCTHU.

MpsIMOYroNbHbIe MAacKi 1 Macku CO CKPYIMEHHBIMU Yrnamu

YT06bI NOBLICUTL NPOU3BOANTENIBHOCTL MacCKMPOBaHHbIX 3N1EMEHTOB!

- Mo BO3MOXXHOCTU UCMONb3ynTe NPAMOYrofibHble MacKu, YTOObl n3bexaTb onepauui ¢ 6ypepom TpadapeTa.

- CBeguTe rny6uHY BIOXEHHOCTN MacoK K MUHUMYMY. [nockas nepapxusi TpebyeT MeHbLue
nepepacyétoB 6ydepa TpadapeTa.

- Mo BO3MOXHOCTHK ﬂpVIMeHFlVITe OfHY MacCKy K poaunTesibCKOMYy 3JieMeHTYy BMeCTO
HECKOJIbKUX MaCOK 'y OOYEePHUX 31IeMeHTOB.

- Ecnu 6e3 HecKonbKMX YPOBHEN MacKUPOBaHUS He 0GONTUCH, MPUMEHNUTE yKasaHue Mo UCMONb30BaHUIO
Mask Container, 4yTo6bl ONTUMM3NPOBATb HACTPONKY cOoCTosHUA Bydepa TpadapeTa. VcnonbayiTte ero
YMEPEHHO, NOCKOJIbKY OHO MOXET MPUBECTU K pa3pbiBy NMakeToB.

I Attributes

Mask Container

Dynamic Color

Vicnonb3yiTe yKasaHue no UCroNb30BaHNIO
Mask Container.
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HakoHeLl, oueHUTe pesynbTaT onTumusaumm B Frame Debugger u y6eguTech, 4TO OTPUCOBKA
1 nakeTHasa o6paboTKa BbINOMHATCA 3QPEeKTUBHO.

AHUMaLMK 1 Nepexobl

Mepexopbl USS B Ul Toolkit
No3BONSAOT CO3faBaTb NPOCTYHO
aHUMaUMIO CBOWCTB, Of4HAKO
M3MeHeHWe NapameTpoB
KOMMOHOBKM, HanpumMep pasmepa
W MONOXEHUS, MOXET 3anyCTUTb
OOpPOrocTosLWNN Nnepepacyer.
CHU3UTb Harpy3Ky MOXHO
HECKOJIbKMMM cnocoBamu.

Position .

and Size Mpexpae Bcero ncnonbsymte
trigger aHMMaumio NnpeobpasoBaHui
layout BMECTO U3MEHEHUS CBONCTB

KOMMNOHOBKK. He aHuMunpymnTe
width, height, top nnu left -
NpUMeHANTe Npeobpa3oBaHns
translate, scale n rotate. 3tu
onepauun obpabaTtbiBatoTCA
HenocpeacTBeHHo Ha GPU u He
TPeObyoT NepepacyéTa
KOMMOHOBKM, MO3TOMY aHMMaUusA
noslyyaeTcs nnasHee.

recalculation

Transforms
processed
on the GPU

AHUMMPYITE NPEOBPa30BaHMs, @ He CBONCTBA KOMMOHOBKM.

[nsa nto6oro AHUMUPYEeMOro BU3yallbHOIo ajfieMeHTa MOXHO TakK>XXe BK/TFOUYNUTb YKa3aHuAa no
MCNoJIb30BaHUIO.

Yka3zaHue DynamicTransform npegnuceiBaeT Ul Toolkit o6pabaTtbiBaTb U3MEHEHMS NOMOXEHUS
1 npeo6paszoBaHuin Ha GPU, He BbINOMHASA AOPOroCTOAWMN NepepacyUéT AaHHbIX BEPLUMH.
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[Ons poanTenbCKMX KOHTEMHEPOB C HECKOIbKMMU aHUMUPYEMbBIMW LOYEPHUMMU S1EMEHTAMM
yKasaHue GroupTransform MOXeT 3HauUUTeNIbHO COKPATUTb HaknagHble pacxodbl. OHO
npMMeHseT OAHO Npeobpa3oBaHMe K poguTenbCckomy anemeHTy, a GPU adpdekTnsHo
pacnpocTpaHsieT ero Ha BCeX MOTOMKOB, ONTUMU3NPYSA aHUMaLUuIo 60MbLUMX FPyn.

Attributes
Enat

Pasition

None

+ None
Ewverything

Dynamic Transform

Group Transform

YKasaHus No MCnonb3oBaHMio AOCTYNHbI ANA KaXA0ro BU3yanbHoro
anemeHTa.

Kpome Toro, BO BpeMsi aHMMauuu No BO3MOXHOCTU He NepekstoyanTe Knacchol gns
U3MEHEHUs CTUMEN B KPYMHbIX nepapxusix. CMeHa Knacca MoXeT Bbl3BaTb MacLUTabHbIN
nepepacyéT cTunen, 0CO6EHHO B CNOXHbIX CTPYKTYpax UHTepdenca. YTobbl CHU3NUTL
BblUMCNIUTENbHbIE 3aTpaThbl, UBMEHAWTE CTUN HANPAMYHO Yepes3 BCTPOEHHbIE CBOUCTBA.

HakoHeL, KOHTPONMpYyNTEe NPON3BOANUTENBHOCTb aHMMaLUmMK ¢ nomolbio Unity Frame Debugger:
3TOT UHCTPYMEHT MOMOXET MPOBEPUTD, YTO ONTUMU3ALMSA AAET OXMAAEMBIN pe3ynbTar.
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[TpnBA3Ka OaHHbLIX BO BPeMS BbINOJIHEHUA

MpunBsi3Ka faHHbIX BO BpeMs BbiMonHeHMs B Unity ynpoliaeT 06HOBIEHWE 3/IEMEHTOB
nHTepdenca: oHM aBTOMATUYECKMN OTPaXKarT U3MEHEHNUSI LCXOAHbIX AaHHbIX. PyyHble
06HOBNEHUS Gonblue He TpebyroTcH, NO3TOMY pa3paboTka MHTepdenca CTaHOBUTCS
3QPeKTNBHEE, @ CONPOBOXAEHNE - NPOLLE.

oT0T npouecc MO>XHO AONOJTHUTENBbHO ONTUMU3NPOBATb ClieayroWwWnmMm crnoco6amu.

KoHTelHepbl CBOMCTB U reHepaLusl UICXOAHOro Koga

KoHTenHep cBoncTB (property bag) - BcnomoraTenbHbIn 06bekT /15t 3gpPeKTMBHOro 06xoaa u
N3MEHEHUS JaHHbIX onpeaenéHHoro Tuna. Mo ymonyaHuto Unity co30aét KOHTENHEpP C
nomMoLlpto pedrekcum npu Nnepeom obpalleHum K Tuny. Takon nogxon yao6eH, HO BHOCUT
HebonblUME HaKNagHble pacxofbl BO BPEMS BbIMOMHEHUSA: FreHepaLums BbIMOMHAETCS
OT/IOXXEHHO, EC/IM KOHTENHEP €eLLé He 3aperncTpupoBaH.

[nsi NoBbILWEHUA NPON3BOAMUTENBHOCTM MOXHO BKJIFOYMUTb FreHepaLumio Koga KOHTENHEPOB
ceoucTB. MNomeTbTe TMN aTpuGyTom [Unity.Properties.GeneratePropertyBag] n y6eguteco, 4To
0151 COOPKM TakyKe BKIIOYEHa reHepauus koga. Torga Unity co3gacT v 3apeructpupyet
KOHTEMHEpP Ha 3Tane KOMMNUASALUN, NCKNOYMB pednekcuo BO BpeMsi BbiNonHeHus. MogpobHee
CM. B AOKYMEHTaLUMN N0 KOHTENHEPaM CBOUCTB.

ATpuoyT GeneratePropertyBag ontumunaumpyet Tmn uenukom, a CreateProperty y oTaenbHbIX
cBoucTB no3BsosnseT Unity creHepupoBaTb KO NPUBA3KK Ha aTane KoMnunsaumn. Cucteme He
NPUXOAMUTCS UCKaTb 1 CBA3bIBaTb CBOMCTBA Yepe3 pedieKCHo BO BPEMS BbIMOSTHEHUS,
Nno3aToMy NMpuBA3Ka AaHHbIX paboTaeT 6bicTpee n apPeKTUBHee.

Bo MHorux cnyvasx ans e€ ontumusaumm goctatodHo ogHoro [CreateProperty]. Ecnv tvn
HY>X[aeTca 1 B APYrMx onTMMm3aumsax, Hanpumep B aGPeKTMBHON cepuannsaunm unm 4actom
06Xx0fe BCcex CBOUCTB, coyeTaHue [CreateProperty] n [GeneratePropertyBag] o6ecneunsaet
HaunyyLwyo o6LLYy0 NPOM3BOANTENBHOCTb.

OTcneXxuBaHue U3MeHeHUn

MpuBA3Ka AaHHbIX BO BPEMS BbINOSHEHWS BKIHOYAET ABa UHTepdeica, KoTopble
ONTUMU3UPYHOT YAaCTOTY OBHOBMIEHWIA:

- IDataSourceViewHashProvider: BbINO/HAET NpOBEPKY pPaBeHCTBa No Xewy 1 06HOBSeT
NPUBA3KM TOSIbKO MPU CYLLECTBEHHOM M3MEHEHUW AaHHbIX.

- INotifyBindablePropertyChanged: 3anyckaeT 06HOBNEHNE TONBKO NPU U3MEHEHUU
3HayYeHMs KOHKPETHOro CBOMCTBA.

3TN MHTepdencbl 0COGEHHO MOME3HbI B CNOXHBIX MHTepdencax, MoCKonbKy
npeaoTepaLlaoT NNWHWE 06HOBNEHUS, KOorAa AaHHble pakTUYeCKN He U3MEHUIUCH.
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Hwxe nokasaH npumep ScriptableObject, peanusytowiero atu onTumMmnsaunu:

[CreateAssetMenu(fileName = "CarData", menuName = "Scriptable Objects/CarData"),
GeneratePropertyBag]

public class CarData : ScriptableObject, INotifyBindablePropertyChanged,
IDataSourceViewHashProvider

{

private long _version;

[SerializeField, DontCreateProperty] string _name;
public event EventHandler<BindablePropertyChangedEventArgs> propertyChanged;

[CreateProperty]
public string Name
{
get => _name;
set
{
_name = value;
_version++;
Notify();

void Notify([CallerMemberName] string property = "")

{
propertyChanged?.Invoke(this,

new BindablePropertyChangedEventArgs(property));

public long GetViewHashCode() => _version;

Knacc us npumepa ucnonb3syet [GeneratePropertyBag], uTo6bl cO34aTh KOHTEHEp CBOWCTB Ha
aTane komnunauum, u [CreateProperty], 4To6bl ONTUMU3MPOBaTL NPUBA3KY cBoMCTBa Name Bo
BPEMS BbIMOJSTHEHUS.

[na oTcnexwsaHuns nsmeHeHnn knacc peanusyet INotifyBindablePropertyChanged. MeTtog
Notify BbiabiBaeT cobbiTe propertyChanged npu kaxgom o6HoBneHun Name, coobuiasi 06
U3MEHEHUN UHTEPOENCY U BCEM NOAMUCHUKAM.

Knacc Ttakxe peanuayet IDataSourceViewHashProvider. Metog GetViewHashCode
BO3BpaLLaeT BEPCUMOHHbIV XeLl, KOTOPbIN yBEeNMYMBaAETCS NPU KaxgomM nameHeHmn Name,
NO3TOMY OGHOBNEHMS NTIEFKO OBHaAPYXUTb.
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@ 10Nb30BATENLCKME BNEMEHTH YNpPaBNeHHs | ONTUMM3aLIA NPONSBOAUTENLHOCT | PecypChi AN OMBITHBIX Pa3paGOTUNKOB
BOXHUKOB

OTO@pa)KeHVle N CKPbITNE aJ71IEMEHTOB

Ons npon3BoAnUTESIbHOCTN He BCerga AOCTaToO4YHO NPOCTO caenaTtb afieMeHT MHTep¢e17|ca
NpPo3paYvYHbIM UK NepeMeCTUTb ero 3a npepgenbl aKpaHa. LOaxe CKpbITble TaKUmM 06pa30M
ANeMeHTbl y4aCTBYHOT B pacqéTe KOMMOHOBKMW, OGHOBMIEHUMN CTUNEN U npuBA3Ke AaHHbIX.

Ul Toolkit npegnaraeT HECKOMbKO CMOCOGOB CKPbITb 3/IEMEHT, KaXKAbll CO CBOMMM
KoMnpomMuccamu. Kpatkoe cpaBHeHWe npuBegeHo B Tabnumue.

O6HoBneHne OGHoBneHne CrtoumocTb  Pacuér ctunei CrtoumocTb NamsaTb cTunen MNamsaTtb
NPUBA30K KOMMOHOBKHU peHaepa CMEHDbI mMeweun

Opacity: O

e m

Visibility: Hidden TpadapeT
Display: None

Yaanexve 13 nepapxuu

MepeknioyaiiTe BUAUMOCTb 3NIEMEHTOB Pa3HBIMM
cnoco6amu.

Ecnu ycTtaHoBUTb opacity B O unv nepemMecTuTb 31eMeHT 3a Npefenbl 3KpaHa, oH
no-npexHemy o6pabatbiBaeTcsd GPU 1 cuctemon KOMMOHOBKM, MO3TOMY CTOMMOCTb
OTPUCOBKM OCTAETCA CpefHeln UM BbICOKON. T CNoco6bl NOAXOAAT ANA Nepexofos, HO He
COKpaLLlatoT pacxof NaMATh U 3aTpaTbl HA KOMMOHOBKY.

Ecnu npuceonTb CBOWCTBY Visible 3HaueHue false, aneMeHT He OTPUCOBLIBAETCS, HO OCTa&TCs
4acTbio KOMMOHOBKW. TO KOMMPOMMWCCHbI BapUaHT A9 BPeMEHHOIo CKPbLITUSA 3/1IEMEHTa,
NPV KOTOPOM COXPaHSAITCH CBA3aHHbIe C HUM 3aTpaTbl NamaTu.

Bonee adpdekTMBHBIN cnocob - ycTaHoBUTL style.display B DisplayStyle.None: n oTpucoBka, u
O6HOBIEHNE KOMMOHOBKM MOMHOCTLIO NpekpaLuatoTcs. OgHako npy NOBTOPHOM OTOBPpaXKeHUM
3afieMeHTa KOMMOHOBKY NPUAETCS NepecynTaThb.

Pepko nosgnatowmecs snemMeHTbl, HaNpMMep AnanoroBbie OKHa U MaHenu HacTPOEK, MOXHO
yAanuTb U3 nepapxmm metogom RemoveFromHierarchy, 4to6bl NCKNOYUTL NOCTOSAHHbIE
HaknagHble pacxofbl. YYTUTe, YTO NPy NOBTOPHOM [06aBfIEHNM BO3HUKHET 60s1ee 3aMEeTHbIN
BCMNECK HarpysKu, NOCKONbKY KOMMOHOBKY NPUAETCHA NOCTPOUTb 3aHOBO.

BbiGMpanTe cnocob ¢ y4ETOM YaCTOTbl MEPEKIKOYEHNS SNIEMEHTOB, GanaHCcupys
KpaTKOCPOYHble TPe6oBaHUA K OTPUCOBKE U AONTOCPOUYHYIO MPOU3BOUTENBHOCTD.

136bITOYHAA OTPUCOBKA

Ul Toolkit oTpucoBbIBaeT aneMeHTbl C MPO3PaYHOCTbIO, MO3TOMY MPU UX NEPEKPLITUM MOXET
BO3HUKHYTb 3HauuUTeNbHaA N36bITOYHAA OTPUCOBKA: OAMH NUKCesb o6pabaTbiBaeTcA
HecKonbKo pas. [Mpu ncnonb3oBaHuKn yHUBepcanbHoro wemngepa Ul Toolkit 3To oco6eHHO
3aTpaTHO, NOCKOJIbKY KaXAbl CNOV NEPEKPbIBAIOLLMXCS STIEMEHTOB YCNOXHAET
BblUMCNEeHUsi. HanoxeHne HeCKOoMbKUX NPO3paYvHbIX UM NONYNpPo3payHblX CI0EB
OOMNONMHUTENIbHO CHUXKAET NPOU3BOAUTENBHOCTb.
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CHW3WUTb BNUSIHWE U3BLITOYHOMN OTPUCOBKU Ha NPOU3BOAUTENIBHOCTb MOMOTYT cnefyrouine anéMbIZ

- YT06bI NOMHOCTBIO CKPbITb 3/1IEMEHT, ncnonb3ymnTe style.display = DisplayStyle.None
BMecTO style.opacity = 0, npun KOTOPOM NMPoO3payHbI 3N1IEMEHT BCE paBHO OTPUCOBLIBAETCS.

- He HaknagpiBanTe 6€3 HEO6XOAMMOCTM HECKOJIbKO 3/1IEMEHTOB Apyr Ha gpyra:
yp,anm?lTe nnun CKprBaﬁTe Te, KOTOpPble NOJIHOCTbIO NepeKpbIThI.

- [Ins NPOKPYy4YnBaEMOro COLePXXNMOro peanunayinTe BUPTYanm3aLmio ¢ NoMOLLbH
ListView. 9TOT aneMeHT 3ppeKTUBHO OTPUCOBBLIBAET TOSIbKO BUAMMbIE HA 9KpaHe CTPOKM.

- Takxxe MOXHO 3agaTb style.overflow = Overflow.Hidden, 4yTo6bl 06pe3aTb cogepXxnumoe
no rpaHMLuam 3agaHHoON 061acTu U He OTPUCOBbIBaTb HEBUAMMbIE pparMeHThl.

YnpaBneHne naMaTbo

Qannbl USS n UXML cogepxxaT npsiMble CChINKU Ha WpUThbl, TEKCTYPbI U Apyrue pecypchl.
Mpu 3arpy3ske Takmx ¢annoB B NaMATb 3arpyXatoTcs U BCe pecypchbl MO CCbiSIkaM, YTO MOXET
yBenuuuTb eé pacxopf. Huxe nokasaHbl pecypchbl, Ha KoTopble ccbinaetcs npumep USS:

Addresse

Rules

Complex Selectors
Floats

Dimensions

Colors

Strings

Assets

USS coaepXuT CChiiku Ha
pecypchil.

Mocne MMMopTa aTU pecypchl Cpasy 3aHUMaIOT NaMsaTb, Aaxe eCnu He UCnonbaytoTcs. bes
rPamMoOTHOro yrpaBfieHnsa 3TO NPUBOAUT K He3DOEKTUBHOMY pacxomy namsaTy.
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J[na onTMMMU3aLMKM MCNONb30BaHUA PeCYpCoB NMPUMEHsINTE cnepytolmne
cTparteruum:

- Ncnonb3ywnte AssetBundle nnn Addressables. 1o BO3MOXHOCTU 3arpy>anTe TONbKO Te
OOKYMEHTbI MHTepdenca n TabnuLbl CTUNEN, KOTOPbIE HYXXHbI B TEKYLLEN CLIEHE UK
KOHTEKCTe. OTO MOMOraeT KOHTPONMPOBaTb pacxog namMsTu.

- Boirpy>kainTe HeHy>Hble pecypchbl. ECnn aneMeHT unm 4OKyMeHT uHTepdenca 6onblue He
ncnonb3yeTcs, yaanuTe ero U3 nepapxun metogom RemoveFromHierarchy, a 3atem
BbIrpy3uTe Yyepes Addressables.Release unun AssetBundle.Unload(true), oceo6oau1B namsitb
ANa opyrux onepaumm.

- 3arpy>kanTe 4aCTu CNOXHOro nHtepdenca BelbopoyYHo. Pasgenute kpynHole UXML- nnu
USS-¢annbl Ha Hebonblune Moy bHble WabnoHbl VisualTreeAsset n 3arpyxxanTte mx
AVHaMMU4YecKmn No Mmepe Heo6xoanMocTu. Ecnun B namsaTb nonagatoT TONbKO pecypcbl BUGUMbIX
31IEMEHTOB, €€ pacxopf, OCTaéTCHa HU3KUM.

VIHCTPYMEHTbLI NPOoPUNNPOBaAHUSA

Unity npegocTaBnseT HECKONbKO MHCTPYMEHTOB AJ15 MOUCKa U YCTpaHeHUs Npo6rem ¢
Npou3BOAUTENBHOCTLIO UHTEPdENCa.

Unity Profiler, Ul Toolkit Debugger n Frame Debugger He3aMeHMbI MPU UarHOCTUKE: C NX
MOMOLLLbIO MOXHO aHann3nMpoBaTb BbI30Bbl OTPUCOBKU, MNaKETbl U AOPOrocTosLmMe onepauum -
nepepacyéT KOMMOHOBKM, OGHOBNEHWE CTUNEN N M3MeHeHne Bydepa BepLUMH.

[nsa 6onee Nogpo6HOro OTCNEXUBAHUS U3MEHEHUIN NHTepdenca NCNonNb3ynTe MeTos,
SetPanelChangeReceiver n3 Panel Settings. OH no3BonseT nony4yaTb yBeAOMNEHNS 00
N3MEHEHUSIX N ONpeaensiTb NX UCTOYHMK. MeToq AOCTYMNEH TONbKO B pefakTope 1 0TNagouHbIX
c6opkax, HO MOMOraeT BbIsIBUTb KOHKPETHOE noBefeHne nHTepdenca, BoisbiBatoLlee
3amepfieHue.

Huke npnBefEH CKPUNT, KOTOPbIA 3anNuncbiBaeT B XXYPHan Kaxaoe nsmMeHeHne nHtepdenca:

using UnityEngine;
using UnityEngine.UIElements;

public class PanelChangeReceiver : MonoBehaviour, IDebugPanelChangeReceiver

{

[SerializeField] PanelSettings m_PanelSettings;

void Awake()
{

m_PanelSettings.SetPanelChangeReceiver(this);

void OnDestroy()
{

m_PanelSettings.SetPanelChangeReceiver(null);
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public void OnVisualElementChange(VisualElement element, VersionChangeType changeType)

{

Debug.Log($"{element.name} {changeType}");

[o6aBbTe 3TOT KOMMOHEHT K GameObject u 3agante PanelSettings B Inspector. MeTog,
OnVisualElementChange cpa6aTtbiBaeT Npu 1t060M U3MEHEHUM BU3YaNbHOIO 31EMEHTA,
Hanpvmep ero KOMMOHOBKW, CTUASA UK Npeobpa3oBaHns, 1 BbIBOAUT COOGBLLEHME B KOHCONb.
Tak MOXXHO MOHSAITb, Kakas YacTb MHTepdenca N3MeHsIeTcs B AaHHbIA MOMEHT.

YnyyleHns npomnssoautensHocTn B Unity 6

B Unity 6 peanv3oBaH WMPOKKIA HaGOp ONTUMM3aLMIA, 06GEeCnedYnBatoLmX NiaBHY U
OT3bIBUYMBYHO paboTy KaK B peaKTope, Tak U BO BPEMS BbIMONIHEHMS:

- PacnpocTtpaHeHue cobbiTuin. MpaBuna pacnpocTpaHeHns COObITUI YNPOLLEHbI: TENepb X
nerye rnoHATb, a 06paboTKa BbINONHAETCHA BABOE ObICTpee.

- YnyudweHHasa reHepaums ceTok. FleoMeTpus CTaHAAPTHLIX 3/IEMEHTOB Tenepb Co3aaéTcs
B CMCTeMe 3a4aHuin, BEeKTOPHbIN APl nepeBeéH Ha HAaTUBHYIO peanvsauuio, a reHepaums
TeKcTa pacnapanneneHa.

- APl nonb3oBaTtenbckon reomeTpumn. HoBbi o6wenoctynHbIM APl nossonset
pa3paboTunkam co3fiaBaTb COGCTBEHHYO FrEOMETPUIO C TEM XKE YPOBHEM
NPOV3BOAUTENBHOCTU K CTPOUTb BbICOKOOMTUMU3NPOBAHHbIE KOMMOHEHTbI MHTepdenca.

- Mpon3BoANTENBHOCTb KOMMOHOBKU B MyBGOKUX Mepapxusax. YnyyleHHoe
KawnpoBaHue BblYMCNEHNA KOMMOHOBKM 3aMETHO ycKopsieT paboTy rny6oKnx
Mepapxwﬁl 1 genaeT B3auMOAENCTBME MaBHee.

- ONTUMKU3NpPOBaHHbIN TreeView ans 60nbWKNX HABOPOB AaHHbIX. dnemMeHT TreeView, paHee
HeapdeKTUBHBIN Ha 60MblUMX 06bEMAX AaHHbIX, MOMYYNT HOBbIN BbICOKOMNPOU3BOAUTENbHbIN
BHYTPEHHUI MeXaHW3M, creymanbHo NpegHa3HadeHHbIn ans Entities.

[JononHutenbHble MaTepuanbl N0 ONTUMU3ALUKU MPOU3BOAUTENBHOCTH
- Unite 2024: «MakcumanbHasa nponssogmtenbHocTb ¢ Ul Toolkit».

- OneKTpoHHas kKHura: «[1onHoe pyKoBOACTBO MO NPOGUAMPOBAHUIO NP
Unity».

- OneKkTpoHHasa KHura: «OnTuMusauns npon3BogUTENbHOCTU Urp ANns
MOOUIIbHBIX YCTPOUCTB, XR 1 Be6-nnatdopm B Unity».

- OneKTpoHHas KHUra: «ONTMMM3aLus NPou3BOAUTENBHOCTU Urp Anst KoHconen u MK B Unity».
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B LeHTpe pekomeHgaumi Unity MOXHO CKayvaTb eLlé 6onblue 3NeKTPOHHBIX KHUT A5 OMNbITHbIX
pa3paboTYMKOB M aBTOPOB KOHTEHTa. Ha Bbi6op AocTynHo ceblwe 30 pykoBOACTB OT
OTpacneBblX 3KCNEPTOB, NHXEHEPOB N TEXHUYECKUX XYA0XHMKOB Unity ¢ pekomMeHgaumamm
no apPeKTUBHOM paboTe C MHCTPYMEeHTamMu 1 cuctemamm Unity.

CoBeTbl, NepefoBble NPaKTUKN U HOBOCTM Takxe nyonukytoTtca B Unity Blog, Unity
Discussions, Unity Learn n no xewrery #unitytips.

© 2025 Unity Technologies 147 w3147 | unity.com



https://unity.com/releases/lts
https://unity.com/how-to
https://unity.com/how-to
https://blogs.unity3d.com/?utm_source=demand-gen&utm_medium=pdf&utm_campaign=clean-code&utm_content=console-pc-performance-optimization-ebook
https://forum.unity.com/
https://learn.unity.com/

unity.com


https://unity.com/releases/lts

	Введение
	Авторы и участники

	Установка UI Toolkit и примеров проектов
	Официальные примеры UI Toolkit
	Пример UI Toolkit - Dragon Crashers
	QuizU

	Знакомство с UI Toolkit
	Ресурсы интерфейса
	UI Builder


	Подготовка графических ресурсов и шрифтов
	Растровые изображения
	Спрайты
	Ресурс Render Texture
	2D PSD Importer
	Векторные изображения
	Шрифты
	Упаковщики текстур

	Атлас спрайтов
	Динамический атлас

	UI Builder
	Фон холста
	Настройки области просмотра


	Макеты
	Основные компоненты времени выполнения
	Адаптивные макеты: Flexbox
	Визуальные элементы
	Позиционирование визуальных элементов
	Параметры размера
	Параметры Flex
	Параметры выравнивания
	Внешние и внутренние отступы
	Фон и изображения
	Относительные и фиксированные единицы измерения
	Переопределённые свойства в UI Builder
	UXML как шаблоны
	Дополнительные ресурсы


	Стилизация
	Селекторы USS
	Преобразование встроенных стилей в селекторы
	Создание новых селекторов
	Селекторы, назначенные элементам
	Редактирование селекторов
	Переопределение стилей
	Переменные USS
	Анимация переходов USS
	Смена стилей по запросу
	Темы


	Соглашения об именовании
	Текст
	Исходный файл шрифта
	Параметры шрифтового ресурса

	Вариант шрифтового ресурса
	Форматированный текст

	Градиенты
	Ресурсы спрайтов и эмодзи
	Таблицы стилей текста

	Привязка данных
	Интерфейс, отражающий игровые данные
	Привязка данных во время выполнения
	Основные понятия привязки данных
	Подготовка источника данных

	Использование атрибута CreateProperty
	Источники данных и пути
	Наследование источников данных
	Режимы привязки

	Пример: привязка данных к индикатору здоровья
	Подготовка источника данных
	Привязка данных в UI Builder и UXML
	Настройка привязки данных в C#
	Работа с неразрешёнными привязками данных
	Преобразователи типов

	Пример: преобразование значения в цвет
	Настройка HealthDataConverter
	Использование HeathBarWithConverter
	Применение DataConverters в UI Builder
	Рекомендации
	Пример: привязка списка к ListView

	Настройка списка и шаблонов
	Завершение привязки во время выполнения
	Оптимизация привязки данных

	Работа с типами значений
	Минимизация накладных расходов
	Использование триггеров обновления
	Версионирование и отслеживание изменений

	Локализация
	Принцип работы
	Настройка локализации
	Использование API Localization

	Выбор локали
	Использование SetBinding
	Отслеживание смены локали
	Работа с таблицами строк

	Импорт и экспорт строковых данных
	CSV-файлы
	Синхронизация с Google Таблицами


	Использование Smart Strings
	Настройка Smart String в скрипте
	Принцип работы заполнителей
	Предварительная обработка строк

	GetLocalizedString
	Использование события StringChanged
	Динамические элементы интерфейса
	Локализация ресурсов

	Настройка локализации ресурсов
	Таблицы ресурсов и таблицы строк
	Распространённые локализуемые ресурсы в UI Toolkit
	Локализация в примере Dragon Crashers


	Пользовательские элементы управления
	Атрибут UxmlElement
	Атрибут UxmlAttribute
	Пример: пользовательский переключатель-ползунок

	Определение пользовательского элемента управления
	Использование переключателя-ползунка
	Создание других пользовательских элементов управления


	Оптимизация производительности
	Механизмы обновления
	Пакетная обработка элементов
	Буферы вершин
	Универсальный шейдер и ограничение в восемь текстур
	Динамические атласы текстур
	Маскирование
	Анимации и переходы
	Привязка данных во время выполнения

	Контейнеры свойств и генерация исходного кода
	Отслеживание изменений
	Отображение и скрытие элементов
	Избыточная отрисовка
	Управление памятью
	Инструменты профилирования
	Повышение производительности в Unity 6


	Ресурсы для опытных разработчиков и художников

	Botón 3: 
	Página 7: 
	Página 9: 
	Página 12: 
	Página 15: 
	Página 24: 
	Página 27: 
	Página 42: 
	Página 57: 
	Página 60: 
	Página 70: 
	Página 96: 
	Página 120: 
	Página 130: 
	Página 147: 



