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UNITY 4.6

UNITY Ul

Unity 4.6 is out, and the new Ul tools are here! They're more flexible, they're
faster to use and they give you full visual control of your game's interface.

LEARN MORE DOWNLOAD

K11 37Ul R4

1.1 A

B UL RGUEM Unity 4.6 JT4R, #ERRE] Unity (%545 (1. Unity B 5 453X N8
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TEAME FATATARRS B RTHE T, 3t mT A8 B i PRSI FE AR Hh i e — 2 UL i . X7
I R RATE G, R Ul REHHSLME] TIX— 5. B2y Unity BilE X TIRZH
LI UL #0E, EATRLL Ut 57 A TR Masoh . 78 Unity W, $ii
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1.2.1 FFRFBML—MIT/X11

Unity FT#8 8108 Ul KRS8, Je EFREAZ AL MIT/X1LCIE 1-6 fT) 2 FHEA TR !
Bt RE R AR e s, ST !

The MIT License (MIT)

The MIT License (MIT)
Copyright (c) <years <copyright holders=

Permission is hereby granted, free of charge, to any person obtaining a copy

of this software and asscciated documentation files (the "Software”), to deal

open source
in the Software without restriction, including without limitation the rights initiative

to use, copy, modify, merge, publish, distribute, sublicense, and/or sell Approved License
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in
all copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND MOMINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN
THE SOFTWARE.

F1-6  MIT/X1L FFIE BRI
R MIT/X11 FF R IRASE A W AEAZ . http://opensource.org/licenses/MIT.

1.2.2 BRBIEEMuL BitBucket

UL RGN FEETE BitBucket I, 1323 AT LA LG, N E0AD, ML,
FT T ) DR A 1-7 Fras .
https://bitbucket.org/Unity-Technologies/ui
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g Bitbu:ket Features  Pricing Find

Q E:uty-Tecnno\og\es Overview
ACTIONS
4, Clone Lastupdated  2015-02-28 2 14
Website  hitp-/funity3d com/ Branches Tags
¥ Compare
Language C#
=G Fork Access level Read 145 265
Forks Watchers
NAVIGATION
aul  Overview
README
E] Source
N The Unity Ul system is open and available for use in your games and applications. This document details how to get
¢ S it up and running on your computer and start modifying the codel
I} Branches
; . . "
dy Pull requests i What license is the Ul system shipped under?
cr“’ BT Like the rest of the Unity open source projects, the Ul system is released under an MIT/X11 license.

B 1-7 B Ul RGEEACIS T [k BitBucket 4 2 I

Bt DT ZE A1 H ) Downloads i85 PSS, 3t N 0T Wi ] 1-8 B, Bl Download
repository FEEZRI AT FFARYRACAS 10 R 8, N EEI I IRME AR L A e AR ST e,
1-9 iR

Atlassian

@ Bitbucket Features Fricing nd a oy o (@~ Engisn -

Q Unity-Technologies Downloads
ul

ACTIONS Downloads = Tags Branches

4, Clone
Name size Uploaded by Downloads Date

38 Compare
Download repository 7.5MB

= Fork \
NAVIGATION
all  Overview

%] Source

¢ Commits

1» Branches

chy  Pullrequests 1

<P Downloads Blog Support Plans & pricing Documentation API Server status Version info Terms of service Privacy policy

JIRA Confluence Bamboo Stash SourceTree HipChat

Whtlassian
1-8  JRAHS I T 8k 0L
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. UnityEditor.UI

.. UnityEngine.UI

.. UnityEngine.UI-Editor
.editorconfig
Jhg_archival bt
hgignore

hgtags

LICEMNSE

E README.md

L]
=
|
L]
(L]

Unity-Technolo
gies-ui-fd5d357
2dalczip |#| UISystem.sln
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1.2.3 EFFRKBINE

B P LM Visual Studio (K2 AL RIS 4m%E4S) B MonoDevelop (Unity H 7
KR gmEE2S) , FTHHT Ul REGIEACHLIH . BL MonoDevelop A, % A IR ALY 46 £ A
fife & H R S UISystemusin, i bR AT FF 77 i 4 MonoDevelop, w1 1-10 Fios .

g Edit with Notepad++ | —
FIRAZUH) » Microsoft Visual C# 2010 Express
d =R 60FES HE \ oo  Microsoft Visual Studio Version Selector
B E=FEN i@ MonoDevelop
B SnSIEEsia).. ) i
|#] UlSystem.sln B FEhEl "Ulsysterm.rar"(T) . EERNEF(C).

Kl 1-10 8 F MonoDevelop 13 Ul &G IEARSIH

£ MonoDevelop 1, #FT A3 H 4544 40 B 2=12 Jrme SEIEH At & 178 Ul 24
P A IRARS, JF A AT MEE BRI

() UnityEditor.UI - EventSystem\EventSystemEditor.cs - MonoDevelop-Unity
File Edit View Search Project Build Run Version Control Tools Window Help

I"~.t/'l Debug IZ| . @ Solution loaded.
Solution W— EventSystemEditor.cs |
¥ [] UISystem EventSystemEditor » OnlnspectorGUI ()
¥ [l ur 1[-] using UnityEngine;
¥ [ UnityEditor.UI 2 - using UnityEngine.EventSystems;
» || References 3
¥ [ EventSystem - 4[5] namespace UnityEditor.EventSystems
[~ | EventSystemEditor.cs @ | s | ¢
[7] EventTriggerEditor.cs 6 [CustomEditor(typeof(EventSystem), true)]
[ Properties 75 public class EventSystemEditor : Editor
» ur 8 | {
¥ [ UnityEngine.UT LI public override void OnInspectorGUI()
» || References 10 {
¥ [ EventSystem 1 DrawDefaultInspector();
» [ Properties 12
> ur 13 var eventSystem = target as EventSystem;
¥ [ UnityEngine.UT-Editor 14 if (eventSystem == null)
b || References 15 return;
» ] EventSystem 16
» [ Properties 17 if (eventSystem.GetComponent<BaseInputModule>() != null)
» [ ur 1 return;

K 1-11 £ MonoDevelop #, #i Ul RZEHI5 H 454

RT: AARRBRDGAEGLENG, =5 TAER RN EY OME DB KO
README.md. st #2A md A B %L AL, £ Windows F& L, EFE A
MarkdownPad st £ #t{T&FAmiE (A LFaMRA) , LEFTHRAOTHRRLAERT, RN
@4l 1-12 Arce 54, M BT AT md %R A,

http://www.markdownpad.com/
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m MarkdownPad

MarkdownPad is a full-featured Markdown editor for windows.

New: Introducing MarkdownPad 2!

B MarkdownPad 2

File Edit Help
DeHdR XEEX 90 Bl[dscne QE :

|We\mmetn MarkdownPad 2.md X I github.md X I readme.md X

Insert View Tools

## Welcome to MarkdownPad 2 ##

**MarkdownPad** is a full-featured Markdown editor
for Windows.

### Bullt exclusively for Markdown #H#H
Enjoy first-class Markdown support with easy access
to Markdown syntax and convenient keyboard

shortcuts.

Give them a try:

**Bold** (" Ctrl+B”) and *Italic* ("Ctrl+I")
Quotes (" Ctrl+Q )

Code blocks (" Ctrl+K™)

- Headings 1, 2, 3 ("Ctrl+1l”, “Ctrl+2”, "Cirl:3")
Lists ("Ctrl+U” and ~Ctrl+shift+07)

#i## See your changes instantly with LivePreview #i##

Don't guess if your [hyperlink syntax](http://
markdownpad.com) is correct; LivePreview will show
you exactly what your document loocks like every time
you press a key.

### Make it your own #H#

Fonts, color schemes, layouts and stylesheets are all
160% customizable so you can turn MarkdownPad into
your perfect editor.

Words: 121

Welcome to MarkdownPad 2

MarkdownPad is a full-featured Markdown editor for Windows.

Built exclusively for Markdown

Enjoy firsi-class Markdown support with easy access to Markdown
syntax and convenient keyboard shoricuts.

Give them a try:

« Bold (ctrl+8) and ftalic (Ctrl+I)

+ Quotes (ctr1+Q)

« Code blocks (ctri+k)

o Headings 1. 2. 3 (Ctrl+1, Ctrl+2, Ctrl+3)
o Lists (Ctr1+U and Ctrl+Shift+0)

See your changes instantly with LivePreview
Don't guess If your hyperiink syntax is correct; LivePreview will show
you exactly what your document looks like every time you press a key.

Make it your own

Fonts. color schemes, layouts and stylesheets are all 100%
customizable so you can turn MarkdownPad into your perfect editor.

Download MarkdownPad

Free | Windows XP, Vista, 7, and 8 Click to Learn More

Get MarkdownPad Pro

1-12  MarkdownPad %% 28 B 9 3= T
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F2m Ul RGHEA

I 1 HEMANA, BN EEE ST Unity B UL R4, BT MRS TR T .
MARR L] N EREFER Ul RERE KRN AR &L Ul KGR NERH
FH, FEALLIR 3
Q Canvas 2 Ul Rt —A> “EAm” , HT A& Ul RERMENTA UL, Wi
J& WA IR AN AT b

Q b Ul BRI “Efm” BRI, — M TH (Rect TooD) Fl==41{f (Rect
Transform) .

Q ik UL AR AR AL B a] W Ul A0

2.1 HAF——Canvas

Canvas /& Unity #r Ul R4 R R, arLkig Ry “Efm” o Ul RSEH AR UL
PEFRRZAE “ 4”7 AR ) B, LR BT A B UL BRI E B X S

EFE BRI K E A AAIE Canvas BEHAZ , 5L 61 T €89 Ul 24 (4514 Image) ,
AR 2 Unity 2 8 30 % 3£ 403 Canvas, A €leg Ul #=4 & T Canvas T, mA B H 6T
%, 4B 2-1 FiT.

= Hierarchy | =
Create 7| (crAll

Main Camera
¥ Canvas
Text

EventSystem

K 2-1 B Text 45 EBIR5, Unity —I3F 8 H A T Canvas X%, FHHJE# ORI IR &

AT e Canvas X5, GIFEREIE, MILEMEREM. ZRIEABLERN
Canvas A X REIUI 21T, LUK EATIFEN S AR I o 2 1 R 58 Ja I o

2.1.1 fl& Canvas X%

7E/Unity #, .7 GameObject|Ul|Canvas 774, RIRJ7E Hierarchy #i & L 61 44 4 Canvas
IR G o WERNT G Canvas b, i&F —PRIAMAL, WK 2-2 fis.
R 8P 89 Render Mode &M 2 G BANBHE &, Lk 2B B ZiFmEFN%BEY
CUFIBER
HrelEER Canvas X RAE Scene MLEIH EIA—AMEE, WE 2-3 s, XETIHFRE
FEH ARSI UL 324, AP 75 2 [F] 0 Game #L 1]
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#sScene | =
Texturad %

@ Inspector B e

[ [canvas | []static

Tag | Untagged | Layer |UI |

b 22 Rect Transform 4,

v [ & canvas #,

Render Mode [ Screen Space - Overlay l

Pixel Perfect -

Sort Order 0 |

b [E| M canvas Scaler (Script) &,

» [ ¥ Graphic Raycaster (Script) &,
[ Add Component ]

K] 2-2 Canvas Jifkxt %, K FE A A 2-3  Scene MK H 1 Canvas % 5

2.1.2 Ul =L IR+

Canvas I Ul #ZAEETEXR AL R 50y, 25 EATLE Hierarchy #1 ] B iHES I
JF—8. Wi Canvas 8 — X B H], BESH T =M%, Kitkk
#E, Wik 2-4 s

# Scene =
Textured :| | RGR +|| 2o | ¢ | ) | Effects ||| Gizmos 7| (@ )

= Hierarchy =
| Create '| (o all )

Main Camera

¥ Canvas
Text
» Button
Image

b Slider
EventSystem

] 2-4 /Canvas X & Ul #4122 510F, 5 Hierarchy #0LE BLAHEZ T — 3%
ET: WwEANMUIEHERET S, RALMSH G Ul 324, 24E %4466 Ul =4+

N TAESE UL BT, TR AT DR BN AT

Q  H#izh Hierarchy AL B4 Ul 855, S8 S 17E Canvas | HIHESIINF 5

Q' 7EMAAAS Hff 28 Transform 1) 3 A~777%: SetAsFirstSibling(). SetAsLastSibling()
F1 SetSiblingIndex(), % /77AMAEH B, 13k 2.1 BR;

®21 fEExtgiEHierarchy L E R HFIRRFR 3 17575

iR A S YEH B
Transform.SetSiblingIndex Cintindex) | index, FT#&E WX SIHF] | K lExkxd R & T46 AL E kb
(A
Transform.SetAsFirstSibling() T Fa et G B T A T AL B
sk
Transform.SetAsLastSibling() T Bk 88 TR AL S
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2.1.3 LHIRN

Canvas 411F - — 4y Render Mode (B[l “2#itE:” O (@1, Kl 2-5 Fir. ©
A DLHRE UL 3 A2 4 2 e B s (i e e 52 () 5L . tbJ@ A 3 /M rligIii: Screen Space
- Overlay. Screen Space - Camera £l World Space, A/N i BN AT,

v || canvas &
Render Mode | Screen Space - Owverlay +]
Pixel Perfect v Screen Space - Overlay
Sort Order
Screen Space - Camera
b [ M canvas Scaler World Space v
> Li] M Graphic Raycas. v

K 2-5 Canvas 421 _E ) Render Mode J& 14

1.Screen Space - Overlay
FESEMZ:HIE T, Canvas T UL B e IR R 7 5 1 BJZ, T HAET A
IR 70 3 R A AR A I, Canvas R/ S Bl 2z AR AR S Inis]2-6 T .
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# Scene = # Scene _
Textured +| | RGR NIERIE Textured +| | RGB +|| 2D | w0 | <) | Effects +

€ Game -= € Game =

Standalone (1024x768) = | Maximize an P Standalone (1024x768) T | Maximize an Play | Stats | Gizmes ™
Using resolution 244x183 Using resolution 359x269

Kl2-6  Canvas MR/, S BEAE i AN IR (K 70 B 2R — [ 2

2.5creen Space~ Camera

TEM A2 0N, Canvas T Ul #54F [FIRE Sk e il Rk i B2, T BLAE T
XA B 195 He e e A BRI I, Canvas 1R/ B2 — R AR R o (R PR sk
L PHN: Canvas FRAEMT1H, A4S —AMEER Camera PREFE & MIBEE; T Canvas
TSP E UL, 1 itk Camera £ 7 23 (RIS WRFE X L Camera (&, 235200
B UL R b RO, sl 2-7 B
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# scene # scene
Textured izme Textured

Camera Preview | b Camera Preview

B

Perspective Orthographic

K 2-7  Camera #5277 UANE (Projection J& X BAEAFD

2%: % Camera & T Perspective 8948 % F, #BekHik (frustum) X o9 T, 2%k
3| Canvas A LT3+ & Ul K89 R, 4B 2-8 e

Camera Previey

-=— -

Standalone (1024x768) = Mazximize on Play | Stats | Gizmos |~ Standalone (1024x768) = Mazximize on Play | Stats | Gizmos |~
Using resolution 440x330 Using resolution 440x330
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2-8 Canvas [fIK/), 2B Camera BESKHEAR 1)K/ — R SR
3.World Space
FEM AR, Canvas 2 Tk 5 o A i kst RIK B Tl 10 Canvas T 1
Ul #48, 1R s i B AR E, W 2-9 Fras. 38 ol AR Ul #3400k 4
HILE TRz =t

# Scene

Textured

K 2-9 Canvas KHTW%, Sk e 3D MR 2 EHMERR
7 F: LB Canvas A Tt % Ul B4 K, B RABHAEHFRAB»HEG KD
AET. Canvas 89 K N AREHTF A4 A CFHKRE. REF &AL Inspector FLE 2, X
# Canvas 3t £ Rect Transform2a44 6918, 4= & 2-10 AT,

® Inspector

=
M [canvas | [lstatic
Tag | Untagged | Layer | UI 3
'rg@ Rect Transform #,
Pos X Fos ¥ Pos Z
o L -7 !
Width Height
440 1330 !
b Anchors
Pivot ®/0.5 | 0.5 |
Rotation bl |0 [Z[a |
Scale %[0,01049728 | ¥ [0.01049728  Z 0.01049728
b [ | canvas #,
I‘HCanvas Scaler (Script) il
> ﬁ [¥ Graphic Raycaster (Script) e
[ Add Component l

2-10 Rect Transform ZH44:

#: A % Rect Transform 4L4F69 %5, & & KF)E @) EANE.
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2.2 Ul #4146

12 AR b YL B UL, BR T2 B A BIZwIBE LAAh, G RE
FREEAIAG R I, DLECSAG R E 8 TR (AL BE 7. Ak, RN AHET —4
T. H——Rect Tool, it PR &EH T BLEARVE UL BAEBE S BANENH T — A ——Rect
Transform, it Ul H 7 “HIERN” KA !

2.2.1 RectTool /NTEH

Rect Tool, J&¥hiAs Unity Zrm%Eas (Unity 4.6) 76 TEF FRNm— gz, T3
[ b, Wl 2-11 fros . Bl i s R mT 8 F Rect Tool, i f& 35 {15 A4 fig % 71 Scene
PR B R Ul 345

€} Unity - 1.unity - MyProject - PC, Mac & Linux Standalo
File Edit Assets GameObject Component Windo

NIEIEIEA

# Scene
Texturad " 2D | i | <) | Effects

K 2-11 L EAF A Rect Tool #4401

17 : Rect Tool R34 B T4 U=, SR L€ L A THRAFET RS £
FPRTEIA TR A A Ul F Yoo X649 EE — SR ok k6,
Rect Tool A PAXF UlAZ 14 T R 51384 -
QO SCBAE: KEARET U BOARRAER NS, 3% T Rbs AT EiEsh, Bnrsds
Ul BHmAE, miE2-12 s

& 2-12 f#iFH Rect Tool, 248 Ul 45481160 B

Q AR BRARET Ul SR L, 5 RARA RO &k, $% N Rbr A fE
63, BPAT oA Ul BN, i 2-13 fis.
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#: Scene # scene
Textured + 2D | % | <) | Effects 7| | Gizmos ° Textured

K& 2-13  fd ] Rect Tool, 2448 Ul #4410k

Q ek R Ul AR PAEEED 4 DM RN, | A BRI — e s
& HET AR RER), BIAA UL IEfEeRs, Wk 2-14 Bk

# scene
Textured % 2D | % | &) | Effects 7| | Gizmos °

2-14 f§ifH Rect Tool, je#% Ul ##44

2.2.2 ‘Rect Transform 2B

Rect Transform ZA{H2#R Unity 4 Ul #ARRAERFT AL, & RAE Ul #2340 EEUR
Transform ZH 44, 1M Ji5 2 & FL e AT AR xR 6 G b 2y 244 - an B 2-15 B, XFEE 1 Transform
F1 Rect Transform 244
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¥ .~ Transform ) %,
Position x[o v1 |z[-10 |
Rotation x[o v|o |zlo |
Scale X[1 v1 |z[1 |
¥.5 Rect Transform )
center Pos X Pos Pos £
P 50 ETE C |
3| HH Width Height
; 160 638 |
¥ Anchors
Min ®[0.5 Y 0.5
Max ®[0.5 Y 0.5
Pivot x[0.5 |05 |
Rotation x[o |0 |Z[-43.82695 |
Scale X[1 |1 |z[1 |

2-15 Transform #11 Rect Transform ZH44

Rect Transform 414 k% 7 #84 Transform 414442 & (Position) . & (Rotation) F14F
i (Scale) J@MEAL, 49N T 5 2 1K) J@ 1% Width. Height. Anchors. Pivot Fl Anchor Presets.
KANFI RN EAT
1LEREM
563K Rect Transform 444 A FE A Jg@ 12k -
Q Width 1 Height F1- T2 Ul #2E 0K 58, A 2-16 Fis;
#:scene | =

Texturad +| | RGR || 2D | m 4.'0 Effects | | Gizmos

K 2-16 Ul #4195

Q. Pivot H-T-2oR Ul #4140 i1, 7E Scene #LEIH LIS (o i 2 O/ NEI B R 40T
R UL AU A BR IR I (6, U 35 e I i Bl S 1 i Ao i, A 2-17
PR o
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# Scene
it | <) | Effects *| | Gizmos | | Tewtured

© Button

2-17 Ul 44wl 55 78 e i B e i 4
2.Anchors

Anchors JE M E L, LS R H. EAFLE Scene ML HE &1 EkrkE
N, FREEHE B COK TR, REEIESEmE Anchor J& LM E B, KK
el
Q Anchors FI T Ul #1E 048 5, F Scene ML TR T4 N NZMER. 2 UL EE
PRI BRI Rect Transform ZLAE BT, B A 2. 45 4 N h=4
WG Ul ZEVUA T RE R DA F XS B, BAEAD G IR /AN R A SRR, i
A5 R E B 58 K & SARE 45l i, Button 4547 T Canvas FHr sk, /5 £ 0
—i4 B, B4 24 Canvas (RN RA: U IR I, Button F 3 B SR G ] 2-18.
K 2-19 F1 ] 2-20 flraw .

# scene
Texturad

# scene
Tewturad

& 2-18 Button K4 s AT Canvas IS (B S0 4 N=F/MTF, 5 UL IEEOEER 4 AN R0 2 E ED
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# Scene
Textured

# Scene # Scene
Texturad 2t | i Textured

K 2-20 Button FI%Hi Rl T Canvas By (B nif94 N=FMTE, 5 UL EIFLHER) 4 A ROERES [E 52 )

EE MBEWEE FE UL E R R ERE, BE R ZAA—NDTAETHE
W, AR TREN 4N AR, %5 Ul AR AANANEERRECH.
O .7 Rect Transform 235 1) Anchors J& 4 A I/ =F1, BILARIFIE R+ )%
£ Min F'Max. Min ic 3% 152 Anchors 72 F M/ = F AL B , Max 3% 142 Anchors
LM AN E, i 2-21 FioR.
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¥ Anchors
Min » 0.5 ¥ 0.5
Max ®1 Y1
# Scene — U\/E\Wjﬁ%iﬂ‘/ﬂﬁ i
Textured = | RGB +|| 2D | % | <)) | Effects |~ || Gizmos % A E B,
3 FMax

VLZE M oAbRtE, o5
AR AT LB,
145Min

SR FRAE R

g 2-21  Anchors J& 17 JEME Min“FflaMax, = E X

Q 43R Anchors 1) 4 NN =ML TR —A2E K%, Rect Transform 444 H a2
BBATHIH — EENGH) Pos X, Pos Y. Width F1 Height J& . Width 1 Height F,
At T, 1 PosX Fl1 Pos Y ME 7~ LL Anchors & 1 Pivot 44 FF,

wnpE 2-22 Fizs
H# Scene =
Textured % | RGB #|| 2D | % | <) | Effacts |7 | | Gizmas
¥25 Rect Transform Ll #
centar Pos X Paos ¥ Pos 2
" [73 |-102 0 |
E| HEH | e Height
c sz 6L |
¥ Anchors
Min x[0.5 ¥[0.5
Max X |05 ¥[0.5
Pivot x[05 |r[os
Rotation X 0 o zo |
Scale x[1 (1 lz)1 |

] 2-22  Rect Transform @445 Pos X F1 Pos Y J& P17 X

O 3%/R Anchors [1) 4 ADN/NZHATE— I, X 4 N EMER A T Left. Tops
Right 1 Bottom. ‘&1 A3 7~ Ul #5441 4 2634, B 4 > = F T AT i iR TR X 8L 1
MIEEES, i 2-23 fiv.
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# Scene =

Textured +| | RGB 4| 20| ¥ | <l | Effects 7| | Gizmas v | (GrAll

¥2. Rect Transform ) %
custom | Left Top Pos Z
E (110 11245 0 |
E l:‘ Right Bottom
E 4z 52.5
Yanchors
Min ¥ 0.0856%5 Y |0.10075
Max # 0.9413€ ¥ |0.87912
Pivot 0.5 ¥[0.5
Rotation X 0 Y0 Z|0
Scale X|1 Y1 Z|1

& 2-23 Rect Transform 214 Left. Top. Right 41 Bottom J& P& X

3.Anchor Presets
Anchor Presets J@&{t72 — “FEFRIBRI THIFIR” « RS T 20E . (2 HR R
PR, TR UL A R4 AR R, O ESERIE 1% W R, 4%
ToREEINHE
O Anchor Presets, U&7 T Rect Transform 245 22 A, 48 FH BUbm B0 s BN 1IE 7
JEEI AT $TJF Anchor Presets J& 1, # /& 2-24 Fw o @ 1tk vh 115G 18 S T 4l i Ar
JF k3 AT DA B VIIE SL g sk . B, ¥ Button [ S B BIAL B, &K

B 2-25 fizse
¥.L Rect Transform [
center Pas ¥ Pas Pos 2
» |1.154556 ||82.00014 |0 |
2| HH Width Height
. [isz I I
¥ | Anchor Presets
Shift: Also set pivot  Alt: Also set position |5
left  center right stretch |2
49999499
ol |m| (O] |=
|z2[o |
B |21 |
ko G *=
= L] LI (| | = -
= | @
= — (| — il
N =) = = t |2
£ | o
g | [ C1) |00 | = 3
v @ %
ol (ol (o] (@] = .

— o B = e g _

I 2-24  Rect Transform 204+ ] Anchor Presets J& 4
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# Scene -=
Texturad #|| RGB s | zp| @ | <) | Effects 7| | Gizmos

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

left  center right stretch

O (g =

: (0] | [O] [d] [O] e
ol | B E e e
HEIREREREINE
(ol o] (0] (@] [=

2-25 8 1] Anchor Presets J& 4>y Button ¥ & 4#fi &

E&: 1£ ) Anchor Presets & M 47T vA—5F1% B Ul =4 49-Pivot #= Position &1, RE
Z 3 F Shift f= Alt 2 &8P T, & 2-26 A2 B 2-27 Fi o

# Scene =
Textured +| | RGB s | 2o | 2 | <) | Effects 7| | Gizmos

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

left  center right stretch

O () (g =

(0] | [O] [d] [O] [&
ERENERE ! .. |
ol o (@] (@] [=

Kl 2-26 fdi i} Anchor Preset J& 4 ([AI3% T84 LA Shift §8) , —IF¥% & Anchor 1 Pivot J& I
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# Scene =

Textured +| | RGB s | 20| 2 | <) | Effects 7| | Gizmaos

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

left  center right stretch Button

||| O
a [[] [ ] i L]
=
= ] ] ] —l
= LT 1 LT L1
E
£
& [ 1 1 L]
=
1%
K]
=
w

K 2-27 fdiF Anchor Preset J&PE ([RIFF % FEEAE L/ Alt 8,/ —3F15 & Anchor #1 Position J&

2.3 FRALATALTIRERY UL HA

TEA A UL RGEH) UL 2R 2R, BB SN — NMX R UL 330 2 BT BALE
IR AT, R UL 0 b — 28R g Dhgh) Ul AR L ATk A 411X 2505 Ul
RSO T AT LI RER) UL Z1F

2.3.1 ERXF——Text(Script)

Text (Script) ALLFHSCTBRBOER, WK 2-28 flir. ZAMERH T RICR SRR H
R SCAAE B Ik B MIBR A SA, HBEAH TS R,

=& : Text/(Script) AR QFETRH LT, CHOHFRAENN. AT LW EOET
AR, K TAELFEZENERERNT AR BEHENIRN“GENTER”, 4B 2-29 AT,

hello world! = Hierarchy

| Create '| (erAll

|

Main Camera
¥ Canvas
Image
Text
EventSystem

2-28 Text (Script) HfFHICFRIRECR 2-29 KA ERR At

BN
H 2L
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1.Text(Script) H A3 A< &
Text(Script) ZH ARl 2-30 . EEE 3 MEARENE:

YETe:t (Script) 3,
Text
hella world!
Character
Font [ Arial @
Font Style | Mormal Ll
Font Size 21
Line Spacing 1
Rich Text -
Paragraph
Alignment B=-
Horizontal Overflow | Overflaw ™
Vertical Overflow | Truncate ™
Best Fit -
Color - Fr
Material Mone (Material) @

Kl 2-30  Text(Script)4L 1 K Hfa ik

Q Text: WEMEFRINE, 2 Text(Script)ZHA4E SRS & ;

Q Color: HTWREFHIBIEA;

Q Material: FHT#& B CF M

EE R TPOLFEARGRHREAANBEST L, GATAHT AR ECHMAEET

2.Text(Script)4i B ##——Character

Text(Script) 2041 1) J& P4 H - Character 27~ 42 I K ) J& M 17 07 10 B A7 A% =X

Q Font: AT E CAE B AKX

Q Font Style: HF#EA(E BMFEA, ArE#HFERFF: Normal (IE%) . Bold
Chntd + ltalic (B0 FBold And Italic (IR , aiF 2-31 iR

Character
Font [ Arial @
Font Style | Mormal ™
Font Size v | Normal
Li.ne Spacing Bold |
Rich Text )

Paragraph Italic
Alignment Bold And Italic

al

[T R R . [ b

4 - A

hello world! hello world! hello world! hello world!

Normal Bold Italic Bold And Italic

Bl 2-31  AlIEFERISCARER
Q Line Spacing: AT E CFRATIHIEE, RERaIE 2-32 Fis;
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hello world!
hello world!
hello world! hello world!
Line Spacing = 1 Line Spacing = 2

K 2-32  SCERIATIRNER
Q Rich Text: #RECAFIRCICRERTH, BERWE 2-33 Fir;

What a
A

<b>good</b> day!
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e B 7 L A 55 7 3R

K7 T L g 5 75 5K

Alignment

What a good day!
What a good day!
What a good day!

K 2-34  Bignxts5a K

Horizontal Overflow: 4BtV PN 210 585 KT Text(Script) 244 A% B (1) SE I,  Ab 3
BN Gk TR, %A Wrap (#47) F1 Overflow (i) o R
2-35 Fli7mo

: ?Nhat a good day! Whate
Horizontal Overflow:Wrap “:> a gOOd da}fn

What a good day! What
a good day!

Horizontal Overflow:Overflow “:>

%‘Vhal a good day! Whatea good day!

What a good day! What a good day!

2-35  BUk WAAEKT 7 1) i AR EE T 5

Q Vertical Overflow: 4BV AR KT Text(Script) 2l 4F A4 5 i my BER,  AbBE B
ENEEWF AL, 25108 Truncate (&) F1 Overflow (#5H) o 2GS
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K 2-36 Firo

ﬁNhat a gg;:-d day! *
i‘;Nhat ag

od day!
y @

What a good day!
What a good day!

?Nhat a good day! ?
What a god day!
Whata good day! ®

What a good day!
What a good day!

What a good day!

Truncate Overflow
Kl 2-36  Brig WAETEE T ) B A TT 50
Q Best Fit: /&5 MIZ 2B ST RN E, bR B Zh B 26t Bk i
AR RIS, AR K 2-37 .

Text
‘what a good day! ‘

What a good day!
What a good day!

Paragraph

Alignment

Horizontal Overflow | Wrap

Vert Truncate
Best Fit

Text

What a good day!
What a good day!

What a good day!
E> What a good day!

What a good day!

What a good day!
What a good day!
What a good day!

Paragraph
Alignment

Horizontal Overflow | Wrap

Vet Truncate

Best Fit @

MIF S 10 |
Max Size |4U |

2-37 Best Fit J& M 1108 B RUR NS L
R BEM BestFit R Z£ G, FAHFLTUREFRKDAHAETNTER, B A5

P Min/Size #= Max Size Fr & 7455 L.

2.3.2 RxEFR 1——Image(Script)

Image(Script)ZHL 4 ) B A R B0R, i 2-38 Fias. BT IaB s S A al 38 51 &
B, AR IR S R
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& 2-38  Image(Script) {4 (1) B A TR 3R

1.1mage(Script) /4 4 g
Image(Script)ZHAFan & 2-39 Fim. B E 3 NMEATE -

v |5 ¥ Image (Script) [ %
Source Image |Ecomic | @
Color [ | #
Material [None (Material) | @
Image Type | Filled $

Fill Method | Radial 90 ™
Fill Qrigin | Botrom Left ™
Fill Amount C}’l—l
Clockwise ("

Preserve Aspect [ ]
[ Set Mative Size ]

P 2-39  Image(Script) H 1

O Source Image: &€ Image(Script) 22 o i B s

2% : Image(Script) 484+ 2 = 9 B A LR Sprite A G, XA B RKFKE A XAR
K F N E| Unity o9 ubi%, % BB R 49 Texture Type /& % Sprite(2D and Ul), 4= 2-40
ViR

& Inspector o=
. comic Import Settings %,
! (open)

I Texture Type | Sprite (20 and UI) 3 |I comic
Sprite Mode | single Al
Packing Tag | |
Pixels Per Unit (100 |
Pivot | center ™
Generate Mip Maps [
Filter Mode | Bilinear ™
pefaut |6 | & |0 | & | @ (aflal
Max Size | 1024 4 |
Format | Compressed % |

| Revert || apply |

Kl 2-40 B K 1 Texture Type J& 1
Q Color: &wEKE F MBI
B MEBRWXEAKXTRAITHEIENH, HERERNARCHLBHR A
Q Material: ¥ & K B LFA
2.Image(Script) 214 & #:——Image Type
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Image Type A T & B v 2o~ mlik ))& (A Simple. Sliced. Tiled 1 Filled.
ANEFE R EREA, ST Sprite “HHRE” KA AR TR,
Q Simple: Sprite ¥ B 5 on e B A4 BN LT, W R B 341K /N5 Sprite
A—Et, JEEHES RIS RTE RN, WE 2-41 B, LR GE
Hik T Preserve Aspect J& 1%, N4 B A 75483 48 AR BRI, K 56 1 LR 0K AR RRE 52
Kl 2-42 Fiose

v 5] M Image (Script) ] %
Source Image [El comic @
Color P4
Material | =
mage Type [ Simple T

Preserve Aspect [
& Size ]

K 2-41 BRI SR SER.

v |2l Image (Script) G %
Saurce Image E
Color I

Matert None (Mate o]
@ -
reserve Aspect [ /

E ative Size I

Bl 2-427 BRI Simple (Sprite % Hb 41 [E &)
Q Sliced: Sprite ¥ # & E2H 9 MR AR, & 2-43 Fox. 1B A8 R

A YA A%, WK 2-44 iR, g T Fill Center J@1E, 824 EoR5E
BEhEY R, Qi 2-45 k.

& 2-43  Sliced 2:#4f¥) Sprite, H 9 MY 4LE
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#®7: Sliced £A 49 Sprite, —AF LT ARH B A FWIA9 A % . F 3T HA Sprite #4E%L
IRAEET, WA G R TG A ARAE, WAL G AR R AR AP ARAE, RA T E G0 K
L AR AR

Y@Image (Script) 3,
Source Image |E[InputFieIdBackgro| @

Color [ | #

Mate e (Material) | @

mage Type [ Sliced \ ™
Fill Center y

2-44 B IERRER: Sliced (R ERYIA AL

Yﬂlmagc (Script) L
Source Image |EInputFieIdBackgro| @

Color | | #

Matesi e (Material) | @
mage Type | sliced\ ™
ill Center y

B 2-45 PR G REA: Sliced (e SR AIIE) )
Q Tiled: EFRZEALA Sprite —MSFEUN, Wl 2-46 fio. A% L Sprite S A K
FLE, R SHEAREE Sprite REFARRIRTIE FAWI RS, w2 AR RS — £,
& 2-47 7R 0

2-46  Tiled 8%y Sprite (K/NN 64X 75)
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Yﬂlmagc (Script)

Source Image |Hcomic2
Color [

Material [None (Material)
Image Type | Tiled

K 2-47 BEIRAHIRRER: Tiled CRMTES, BER7THEANSE M)

Q Filled: BEFHSEALE Sprite 5 Simple AL, (R E W LULRILHF “MTERIA " 1)
EHUSRE, ank 2-48 fs.

Yilmage (Script) &+, ‘Filmage (Script) #*,
Source Image [EHcomic @ Source Image [Ecomic | o
Calor E— Color —
Material [None (Material) | @ Material Mone (Material) o]
Image Type [ Filled Ll Image Type | Filled Ll

Fill Method [ wertical ™ Fill Method [ Wertical ™
Fill @rigin [ Top ™ Fill Grigin [ Top Ll
Fill Amount B Fill Amount —_—e
Preserve Aspect [ Preserve Aspect [

[ Set [Mative Size ] [ Set Mative Size ]

K 2-48 B RIERZEEL. Filled (A ERIT, ZiHr £

B “EAFTX7 A AELHZKX”, & Fill Method &3 2, T A Horizontal.
Vertical. Radial 90. Radial 180 #= Radial 360, z&4= K 2-49 Fr=. Fill Origin k& T3# %
BAEMA L, Fill Amount & & TH A E
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Radial 360

Kl 2-49 PR HFETTIAIK) 5 FHACR

O Set Native Size: Filibd%4H, K843 B 3R R N 3281 15 25 Sprite 46 K/
—5, W&l 2-50 Fios.

v [Z] [ Image (Script) G #,
Source Image |E[comic | @
Color | | #
Material [None (Material) ]
Image Type | Filled Ll

Fill Method | weartical Ll

Fill Origin | Top ]

Fill Amount _{)

Preserve Aspect g/—\
Set Mative Size

2-50 PR FEIFIR/NEBN T 2] Sprite JRAA AN — 2

2.3.3 RxEFR 2——Raw Image(Script)

Raw Image(Script)ZL45 Image(Script)ZHAF i DhRESRAL, Wil 2-51 s, AT m3In &
AR BB R ER, WIERR A3 . (2 Raw Image(Script) 41145 Image(Script)
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Hrf BRI A 543, Raw Image(Script) ZH2Fn & 2-52 fis .

Ygiﬂaw Image (Script) G *=
Texture | & comic ]o
Color [ | #
Material [None (Material) | @
UV Rect X|0 |0

Wil H 1
|_ Set Mative Size I

& 2-51 Raw Image(Script) 44 (1) B A B R B0k 2-52  Raw Image(Script) £H 1:

Raw Image(Script)ZH 4% J& PEAE - B an
Q Texture: 53 Raw Image(Script)ZH 1 & 7R (1) & A s
2% : Raw Image(Script) 28 #F AT 698 /i, T ARET XA, ®RE £ 2 Z Sprite £

Q Color: &HE K F B

R SHEHGILE, ARTRAITOEIENA, ABAERAREHLBHEAR .

Q Material: & K LA

O UV Rect: &Ko —34r B 7E RawAmage(Script) 4l fF .. X A1Y J& M5 e
RETFAMME, WAHH EEEEE A A AR E, WK 2-53 Fir.

Tlﬂikaw Image (Script) L
Texture | & comic | @
Color [ | #
Material N t | @
Uy Rect X(0.2 ¥ |0.2

W o.8 H 0.8
Twe Size
A ¥

A /
1

\ 4

0 1

Kl 2-53  EoRBEF %64 %] Raw Image(Script) 41 #F B
2.3.4 BEEHR——Mask(Script)

A Mask(Script)ZHAF Ul 324, AT ARSI 73 R Bonia i, BRSFX R m SR
0 B BRSO T A% G SR v LB, e A e R R AL GG N R S B
BB . ALK G2 Panel, T4 4 4& Image, AHTEVIN Mask(Script) 4L 4F, /£ &R an i 2-54
Fizse
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| Create 'l (erAll )

Main Camera

¥ Canyas
¥ Panel
Image

EventSystem

Kl 2-54  Mask(Script) 24 1 1 Pk SR

& AT Mask(Script) 28 4F 69 a5 & ad %, R RIFH R AUk, R 2 b
L &, Image(Script) A4, 4= 8 2-55 P, & A& Panel LAgFr A A4, T K £ ¢ BNt
# Image(Script)Z84F, P AT f8 A 4% &5 Mask(Seript) 28 #F 69 8 2 5 R .

Mask(Script) 201440 &l 2-56 .

© Inspector | Sprite Editor 4|
& [Panel | []static
Tag |Untagged ¢ Llayer (UI  +|
b 52 Rect Transform ) %
¥ (@ canvas Renderer o,
Pﬂlmage (Script) G #,
v [2| M Mask (Script) i,
Seript [[EMask | @
Show Mask Graphic [ T@Hl\hik (Script) .
Script Mask 2]
[ Add Component ] Sho:i Mask Graphic lE‘ |

& 2-55 Panel LRIFTAHM (B4 7 Image(Scrip)4l#f) & 2-56  Mask(Script)ZH44:
Q--Show Mask Graphic: )@ H e &R BRSO G EE R, R 2-57 Fis;
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v [0 Mask (script) @ #* [v[O]MMask (Script) B,
Script [E[Mask | ® Script [Elmask | @
Show Mask Graphic [J Show Mask Graphic [

AR R LB A

[ 2-57  Show Mask Graphic J& I 1F FHZUE o






