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Unity UI

S
BSEME

Unity Fr & Ul BRERIEE.
@ Screen space(overlay)
Unity 3 FREIERE, EEEFELS LEAE Ul TE.
@ Screen space(Camera)
BEMREEE M EYAE.
@ World space
BERRIEHE—ER5.
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1R TIRERYSRE -
iR R A RN OEXEF:

public void BtnClick() {
debug.Log("Button clicked");
}

EREICHA LIRRYRIMA, HZAERA GameObject k.
RIBFTHFAER (Inspector), HHEEHEZMAE) GameObject 437,
FERBHEAR, EEBUZIIRERE
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;73S Ul EREF

EAF Button, HHEHRSHERMEITAND, I ERMY
OnValueChanged.,

TEIZEAR Ul SRS ERMAREREY, BES A8
Ao

o Slider: float, B#FRIMEITLE .

Toggle: bool, BEHEHHIE.

Scrollbar: float, ZE{\F Slider.

Dropdown: int, TR REHHIEFS

InputField: string, LRATMINIERHIXZF

T8 HiZWHH OnEndEdit, $5HIE A FIBE SO AR
F A ZRI1TA.
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Unity UI
A
B

Image, Rawlmage, Text

BlFE
o Image: ;B Sprite.
e Rawlmage: B E f .
o Text, BT, ERFHMIIZIMEHM TG
o Panel: AL ERNERAER Image, — M AEE, (FER.

HEER.
TextMeshPro: Unity R tRILEIRXABERAR, TUEEFHNE
TRXF

BERENE—MIFLMBRER TUEARERZE, BHIH
XFERE, RESHER.

SAST 242 Unity3D



Ul e priasl

© Ul Aetriz
o HAHEE
° Him

SAST 242 Unity3D



Ul e priasl EHARS
R

Rect Transform

ExiR: Transform

KR, FEFGERE—TRED LS.

AEERFBEARKN, WAFEE Ul SRR IE 7

Recall: Android: match parent, wrap content.
match_parent

Text Text

IXE Unity 3242l Android By match parent IhgE.
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Ul e prtsl AR
R

WREX A

HEE XERAFRERZAXF I RectTransform MEHY.
FEXE UV (g038) —8, #R 0 38 1 ZEAE.
BRINETRARR, ALEAA (11).

FEtEIW AR Ul SHREEEE RN

g Pivot, Fubvgi. WIHRIMERL. HERESS R#HIT.

BEEEINE A,
v T



Ul e priasl HAEMS
i

Anchor, XMEER . HXEHHESABWRE, FHUHSHER

RIS A
LR E, Unity RIFAPEX—A#E=, AEETHNG LA
E.

REaNESER, TURARERZEEX Ul SM4HIEXGIE .

o HMER, M (posX, posY, posZ) FIKE. BEERE-

°o HEARNTARESR.
EEWARE, BAEMK () ERE:
FEGHAR, AEHAERRE (left/right B
top/bottom).

o MAAESR, MAXTHAMSHRRIER, FGEEE
BRI EE R R E -
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Ul S ARez i%?k g

WRES, H (posX, posY, posZ) FIKE . BEERRE-

w P [

£ v/ Button Static
" Tag Untagged v | Layer Ul -
v i%  RectTransform e =t
center Pos X PosY PosZ
§ 20.44673 0 0
£ Width Height
160 30 IR
¥ Anchors
Min X 0.5 Y 0.5
Max X 0.5 Y 0.5
Pivot X 0.5 Y 0.5
Rotation X0 Y 0 Zo0
Scale X1 Y1 Z1
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Ul e priasl HAEMS
i

WEAESHIER

WRAES, MAXTHRAMSHRRER, MEt&EERY
HIHEXTRE S R 7E -

@ v Text Static ¥
T Tag Untagged ~ | Layer Ul M
v Rect Transform [z I
stretch Left Top Pos Z
§ T | 0 [ 0
g B Right Bottom
’ ' 0 (4] R
¥ Anchors
Min X0 Y 0
Max X1 Y1
Pivot X 0.5 Y 0.5
Rotation X0 Y 0 Z o
Scale X1 Y 1 Z1
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Ul e priasl EHARBE
i

32 R AIAAERHI K 3

XRAWE 0B 1 ME HERESR, XARE (posX, posY,

posZ) FEMIE ERIIE -
f5ilan, 372 (0.5, 0.5), KA (160,30), MABMKAHMAE
Hiz=

(posX — 80, posX + 80) x (posY — 15, posY + 15)
MRFEEARES, H (left/right) 5 (top/bottom) RIE .
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Ul e priasl HAEMS
i

T R PR

HRRRIER B
*BOEXMA . AR, BB 7
F A Anchor Presets fR{tHIFIEERNF] .

Anchor Presets
Shift: Also set pivot  Alt: Also set position

\
left  center right stretch

=EiIENE]
O @ E =)
(5] &l 5] (8]
B @O [=]
[m] [d] [m]

8] (O] [d@] O]

stretch  bottom midde  top
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TSBR: AERENER, BREKER, RIETEE A
WA, Unity E—EHIRER, BIEHESARES, HRIFHE A
Unity Bz .

F Time.deltaTime FXEX Fl3rET 8] 18] FF .

RECALL: ig WG TEE, EHEMNEREMERNLE A

" t/At
x(t) = / v(T)dr ~ Z v(kAt)At
0 k=1
CIRY8sg =5 in )
float cur_time = 0.0f, cur_x = 0.0f;

void update() {
cur_time += Time.deltaTime;
cur_x += velocity(cur_time) * Time.deltaTime;

}
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Animator ZH{%
Fim= _EifRn Animator R4, TUE@?H#%ﬁUT?HO

¥+ | Animator i

Controller % Hand_Left [O]
Avatar “# male_hand_high_JAvatar o]
Apply Root Motion

Update Mode Normal -
Culling Mede Cull Update Transforms A

Clip Gount: 2
| | Curves Pos: 36 Quat: 36 Euler: O Scale: 36 Muscles: 0 Generic: 0 PPtr: 0
* | Curves Count: 360 Constant: 240 (66.7%) Dense: 0 (0.0%) Stream: 120 (33.3%)

WiEA:

o Controller: AR _EHHE— RSN, FHEIHHA.

e Avatar: “AMB", @EH FBX XHENX, ATLLH Blender/
Maximo T B4R

e Culling Mode (HIFR#ER.) : KEEH AR (Always Animate,
Cull update transform, Cull completely). Always animate 3
TNIKIZAERENE ; Cull update transform FRRAFERR L
AAEA B, BMAEIRME: Cull completely TRiZHHA
T AN AT
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Animator Controller

EhEIR TS
A LUEEARBRE, AFREMRET, TERIE.

¥TF Animator Controller, S FEMIRTE, TEAHF Inspector THY
Motion, B4 FBX 3R H#%AY Animation Clip $#i#E£ B0 .
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Scene  @mGame @ AssetStore - Animator
dyers | parameters|  ® | Base Layer

Auto Live Link
a Name
= isGrabbing

= startGrabbing

@ i | ©Inspector | @ Lighting

Idie -> Grab

% Navigation

Collaborate

~ stopGrabbing Has Exit Time
> Settings
0
Conditions
Loftcontroler |
M Project E Console i
et . %6 x #n
~ Assets > Resources > Global > Controller .
Preview
.Mawnals S
%3 Hand_Left

=
————&———1.00x

REEFERENISE, REEETHEREEBIME

FH-
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RE®RBTE

O HEEUMRAENMNKTE.

animator.Play("state\_name");

Q FXUKREISH, KIKRTE®

animator.set{Bool,Float,Trigger}("paarm\_name") ;

SAST 242 Unity3D



C# FFRHTS
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C# FFRHTS

|[Enumerator

Bl vield £/, ATIASSI—EHARERIIRIE.

IEnumerator fn(int sec) {
yield return new WaitForSeconds(sec);
SceneManager .LoadScene ("Home") ;

1288 : SceneManager BIF=EIET R, —fkA LoadScene 1J#
mE.
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C# FFRHTS
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C# FFRHTS
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