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| Install Ul Toolkit and sample projects |
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Q ntroduction | Install Ul Toolkit and sample projects | Introduction to Ul Toolkit |

QuizU

QuizU EIZ2= Unitye UI &
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TALE 7H5 B CIXtRl THEIS AJNBILICE O] DS S¢f CHSTH 22 LH8S AHE £ LT
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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
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 Ul, and apply
a specific interaction or styling to them.

Queries can be combined to create more complex
search criteria.

MORE—

QuizU Ul 2! H|22] A4

QuizU= Unity 2022 LTSE2
Ol ZZHMEE= O|X| 7HAH HEE

ZaretLct,

o4l AE0{0iM O] Z2H|
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container-1 container-2

slider-1 ——(——

container-3

None

Q<VisualElement>(name: "button-1)

Q<VisualElement>(name: "button-2")
Query<VisualElement>(className: "round-outline-button”).ToList()
Q<VisualElement>(className: "outline-slider”)

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

2 A= EANEACH, Unity 62| MER 7|S2 2 0| EEASLIC
M=, ClofE Hield &3, viX|st 71 S| YEE AHsh= HRE

EEL2EEY £+ AFLICL
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@ | Introduction to UI Toolkit |
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Q | Introduction to Ul Toolkit |

UIoM2 M25H= IDEE A8t ZE2 H4e 2 1, Ul 2219 YRl Ul ZHE AHEsHY
.I

U
WS AlZtetd = ASLIC

[T Ul Builder*
StyleSheets Viewport
4+ v Add new selector... Filev 25% ¥ Fit Canvas

List is Empty

Hierarchy
MainMenu.uxml
Il #background-cursor
. #HomeScreen HomeScreen.uxml
MainMenu.uxml*

Standard Project

. CharStatsPanel.uxml
. GamelLoseScreen.uxml

. GameScreen.uxml

. GameWinScreen.uxml
. Gearltem.uxml

. HealthBar.uxml

. HomeScreen.uxml

. InfoScreen.uxml

. InventoryScreen.uxml
. MailMessage.uxml

. MailScreen.uxml

ﬂ MainMenu.uxml|

. MenuBar.uxml

. OptionsBar.uxml v|UXML Preview
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G LICt OfE[AEQ} LR[OI = Ul 2 QEHIO|AE AFESHH ®IZH 52l UIE

Inspector
Active Editor Theme v Preview i Canvas Size

Size 1

Match Game View v

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

Canvas Background

/ ial

Document Settings
Editor Extension Authoring
Enable this option to create Editor extensions in this file. The Ul
Q Builder displays additional features for working with Editor UI.

To enable Editor extension authoring by default, edit the Ul
Toolkit Project settings.

Level Name

4 |USS Preview
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@ | Graphic and font assets preparation
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@ | Graphic and font assets preparation |

A B AKX of| A
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Q Ztroduction to Ul Toolkit | Graphic and font assets preparation | Ul Builde

2D PSD Importer

T2 E0 2D PSD Importer IH7| X| 7} A X|£[0f UX] ©2H Unity= PSD(Adobe Photoshop IHY)
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[ ] Adobe Photoshop 2022
H + Auto-Select: Layer v (3 Show Transform Controls . share  Q [ v

x Ul_atlas.psd @ 200% (XP_Hud_frame, RGB/8#) *
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Lock: o | Fill: 100% v

S XP_Hud_frame
XP_Hud_bg

Main_menu_icon_05

B vanmenu ieon 04

r Main_menu_icon_03

r Main_men_icon_02

r Main_menu_icon_01
s

E Main_menu_selector

200% 2048 px x 2048 px (72 ppi) -
= Main_menu_bg

Timeline

P RPEOYHD P ITRN

o
&

B

i

PhotoshopOll M UI 0l 4 4: 2F @4 = HE XA 2(0]0f L= 2 FS 7HXI7{LE AOLE REHEQL|CH ADLE REHMES AI85tH 2t 245 HEEHCZ
g £ Ao, 712 ZMOIM 37|E ZHSIGENE 249] 2l HYEE RAY 5 AELICH

PSD I}YUS ALESHH 2 2f|0|0{E 7HE M2 AT ES & HZF0| WY uliiCt O] TR MAE HHESt=
HHZ2Z 20| Unityol| HZ JEES = oDz AZ 2Tt ZEASHEL|C

IH7|X| Bt2|Xt0ll A 2D PSD Importer I|7|X|E AX[st, AABEE S| PSD IHAUS AZESHM L.

© Inspector

Fei_Cel_group (T re 2D) Import Settings

Importer | « UnityEditor.Texturelmporter (Default)
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U Ul Builder P ox
StyleSheets iewport inspector
4+ * Add new selector... Filev 100% ¥ FitCanvas Button

MenuUSS.uss Name start-button

menu-button

View Data Key

menu-title Picking Mode Position
menu-window Tooltip
screen
Usage Hints None
menu-column
+ Tab Index 0
title-image
Focusable
menu-button T
EESAIChY. A N H s P
Text START

1_MainMenuScreen.uxml
B #screen
W #menu-column
W #menu
B #menu-title-image

I #start-button

R H#exit-button

Library H

Standard Project

ML Previe e

USS Previe:

Display Tooltip When Elided

StyleSheet
Style Class List

<ui:UXML xmlns:ui="UnityEngine.UIElements" xmlns:uie="Uni *
<Style src="MenuUSS.uss" />
<ui:VisualElement name="screen" class="screen">
<ui:VisualElement name="menu-column” class="menu-

Containers
VisualElemen  ScrollView  ListView IMGUI
t Container
Controls
Label Button Toggle Scroller
= =}
=
Text Field oot

<ui:VisualElement name="menu"

class="menu-win

.menu-button {
padding-top: 12px;
gadding-bottom: 12px;
nt-size: 31px;

Add Style Class to List
Extract Inlined Styles to New Class

menu-button x
Matching Selectors
Inlined Styles

<ui:VisualElement name="menu-title-image"

<ui:Button text="START"

<ui:Button text="EXIT"

name="start-butto
name="exit-button"

ickground-color: rgba(e, @, @, 0.6);
Order-left-color: rgb(101, 101, 161);

" border-right-color: rgb(161, 101, 161);

border-top-color: rgb(1e1, 101, 1e1);

</ui:VisualElement>
</ui:VisualElement>
</ui:VisualElement>
</ui:UXML> v

Ul 20& Window/Ul Toolkit/Ul Builder Bl 70l A HAMAZ 2~ QU&LICH
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border-bottom-color: rgb(161, 101, 101);

border-left-width: 2px;

border-right-width: 2px;

border-top-width: 2px;
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Justify Content |80 =

Size

Margin & Padding
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Font Aa Teko-Regular
Font Style B I

Size ai
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Ul' Y E AHESHH | Ql OflCIE{0l| SHE! AlZEA QIE{H| O] A0 A UXML 3! USS IHAS MMst,

AZtststa, £33 o QUSLICE Ul 2o 2 7|8 ATEHSLC
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THE|(USS MEAR}) S 2t2|ste RILIC

2. AZE =E: M(Scene) Het SASHA UXML 2M 0| IEHE A|ZtY @49 A|Z X (Hierarchy)E 20
&LICt.

3. Library: A1Z 20| £71e £ U= AFH MO|El HEE = HAH AEE(HE, 20|, £210|
S)o| metz|of YELICE H7|of| M #R UXML(RZ3N)0f| CHE UXMLE =712 £ Q&L o
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£ 2 > USLICL O B2 ZEE oheol EHH &o| 37|58 ZFHOF & & USLICH

[B gy —= T
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—  Background Color: #|¢ &Z2| EX SFo|Lt M=xZE LIEFHL|CE

— Image: 2Z2I0|ELI HIAKE HZ o= MBS = O, 5¢f SHHO|LE & X OLEE ZAFE o
OQ.oH_lEl-‘

TaTod

—  Camera: B{Z0| A AIJZ 20|17t EAIELICE & AP AHMAEMNM UIE 2 5= ASHICH
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v Fit Canvas Active Editor Theme v Pre: H Canvas Size
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Match Game View v
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Canvas Background

Document Settings
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O] UXML ZE O A0l A= Al Z1A 2247F HTMLEE RAMHO = 222 AESHD BE 222 ELts) 03 Y
A2 BoE NS 2 4 UASFLICE O|E S0 CIS2 START HES| T2 LICt

<engine:Button text="START" name="start-game__button" />
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B VisualElement
W #box-1
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VisualElement 31 |=| =

Aa None (Font)

@ Inter-Regular SDF (Font £

B I

12

Align

Wrap

OnEnable()

uiDocument = GetComponent<UIDocument>();
_box1l = uiDocument.rootVisualElement.Q<VisualElement>
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tsst ZEHEE X|SIEZ 02 QA7 SYUsH 0|51t AEUS ZRY 4 7| HEQLICE

Style class: Style class ME4X
DE AZX QA0 M8 &

t= 8
M8 4 U= MALE THs st AEFURILICE Style class MEHXtH= Qfof DA E <
Jt 2ol LMoz FAELICLOE S

29| Class List Z2HE|0f sli&dt= 2204 0|FS F715H0d

.smallFont= Class List0ll smallFontE F7t5l 2 E

240 EF AEIYE HES= 82 MEE £ USHICHL
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—  Direct child: €X|5t= 7|1Z Fof| > 7|S 8 F£7151H > 7|3 Fof| e F HW 7| =1t Lx[st=
El& KHAl QA0 FokS gHELICE o 2 £0 #title > Label ME{XH= 0|20] #titleQ! 22 LiQ
D E Label R0|T AEIUS HEELICE oY ERE 2K Y= B E Labelzt AZ x0M
Of2f 20| Z4E HE Label2 Fek2 2HX| &LICH

—  Child at any depth: ZIH Meixte} 25, 0] ZR0|= £ ¥ Y| 7|Z0| B2 AE REOA
Aot BAI0] 2 RHA 220 HEELICH

H: 7HsSSICHHE XL A ZE el MEiXt= AL SHA| DR (53] *2 Blts MEXt L= unity-
buttonzt 20| ®U[Z Unity 222 S EtAIRSH= MEIA). AE FZ0M T of2HZ0l| SEE KR4

MERHs AI2ts E2l0] B 2R0 TS 1) M52 Mot 4 ALtk

I
1
o
>
o_>
N
FE

— A 2L RA SHAE AESHE A tAZE B0 24 2o OFRA HME
22 R, 240 ZHATL U= L S)oll E.%EIE ﬁEf%‘% Folg = AFLICH FAF 22l A=
EE VOE BAEH J|E UHKE SHELICH

H
Ho
oT

0|E€ &0 Button :focus MEIXI= ©E Button 240 ZHAT JY= AL E
FAF S AE OIRA HM S2[7| FILE IHA FA|7| 22 AI2ZHA D EUg =
FEYLICE A 2eAE USS Lm0 Mzt S| AFESHH o122 2Mat Al Mg M 850
AR g e + JUSLICL

A8 7Hse RAF 22200 CHEE XEMEE LIB2 0178 HZSHM /.

SHLES| AJZHA @47t of2] MEfXtet LKX|Shs R, S0|40| 7+ FE{X|= MEfRp7F LMLt

ussel 5o0ld AE # &= k33 Z&LCh

1. olafel AEMY: @240 XN MEEl AELY(G: UXMLOIA £ 2EE Sdl)2 4227t 7t 20X
T E USS MEIXIE 2H{2to|=8tL|Ct,

2. ID ME#XK(#id): 7t H[E QI USS MEHXIZ, 1Rt 0|5 ZEMHE|E ZH= @40 MEEL|CH

3. SafA MEiXH(.className): sl St= Se2iA T} Class Listoll =712 240 HEE/LICL

4. C# Y MEIXLO]: Button, Label): XIHE f89| ZE 240 HEE/L|C}

o€ S0 o 247F 2l2tel AEFAO0| Q= S A0 #title ID MEHXIR AX|BHCHH, 012kQl AEFYO| |D MEHXIE
Q20| ERILICH OREILR| =2, R471 SeHA MEHXL 8 R MEHX} REof UX|SHCHH, 2 A MEIXHI

U297t 22 FL(o2] MR SUS T2 IE|of st 2H{2H0|=2 Al F0I0] 25 S04 2o
SUCGHCIR) USS AEFY A0 A ROlz|= 20 mret SM22917H HAELICH 5, S04 of of2fZof
o Mejxprt M3t

MEdX} U E200f 23 82 7= AH=0M A5 LOotE &= AFLICE
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Q | Styling |

B AIE 220l cist =71 HH

HZE A= HOAM M2 SUE()E S2I6t Ul QA8 FIIE AZetet £ Ql&L|C

v Type
¥ (Class List

¥ Attached StyleSheets

AE FZOIM Crst MEHRHS HEYE 2 ELIC

AE FZ 0N 24 fd Hoil 7t E7F BAIELICH 245 ME15IH #options-bar 0|5
MEdXIot .options-bar AEtY SafA MEAXIIF HAIELICE

.unity-2 A[ZESHE MEIXE = 5 U2H, O|2{e MEiR= RE Q40 HEE[= 7|2 AEMYE
LIEFE LT, ol &l MENXI7E QIO 0] 20| 2E{2t0|=EL|Lt,

a0 gEE MEX}

Al DEOIN MeEst QA0 AX|SHE MEURIS QIATIE|OA AlZretEt 4 ABLICH SROA OFHZo
Ui MEXLT} QMAS FALICH ME FEES BH ofi AEtY Ti2H0[E{7} HFEIX golst 4 YL,

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)

2bs| QAE MefstB I ATE(|A LXISHs MR} EAIELICE
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Mex} 3

AEtS MEIRS AT s A BEO) Ui A2

MeieHor BiLICE 215 PEC| AZHY Q4
HELICH,

Inspector
Button
Name menu__home-button
View Data Key

Picking Mode Position

Tooltip
Usage Hints None
0
v
Binding Path
Text
Enable Rich Text +
Display Tooltip When Elided +
StyleSheet
Style Class List

Add Style Class to List

24
MEHSHH

Extract Inlined Styles to New Class

.menu__button--active X

>t and edit USS

unity-button
unity-button
unity-button

Button
menu__button--active

QIAHE|O| M AEt SAES O= S SYotEA=X] Felgch

AAHE{O|H AEIY FAHAE C2 22| 248

UXMLOIIA TH2to|HE 23 elatel

DZ2ME| Ho| M2 SYE() HiwolM S

StyleSheets
4 v Addne
usstest.uss*
Ele

Hierarchy
test.uxml*

Library

Standard Project

USS MEXt HEBE7|

© 2025 Unity Technologies

v Fit viewport

AE

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

.menu,
.menu

.menu

.menu__

MenuBar.u

Unity Default Runtime Tt

.menu__

.menu__

.menu__

.menu__

Xp-meter__

current-marker

__button
__button
__button

utton--active
background
icon

icon--active

Xp-meter__background

I-number

W #menu__ ground
M #level-me

W #menu__button-group

Inspector

Selector

{} #VisualElementTest > Label

Left
Top
Right
Bottom

Scale

Width

Radius

counter-group

0
0
0
0

1

t= @471 OtL|2t Style Sheet I 201 A AEIY SAS
Fd SejAT ot EF 249 Qlatel AEHUQ|

Viewport

Filew 175%

ARtYZE Y MM, MEiXte| I2t0|E £ StyleSheets IHE 0l A

MEHSO] QBEI0|E2 £ 4= JFLICH HE A2 72 ZES IR0 oM Moz Zx HAELIC
M
=2 o

v Fit
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FE2 MY SHCR R0t ZEO| 7|2XQI 9#E £HT + ASLILL Ul S22 HAH HIE AZ2[0[EQ
+0E £ £ A= 18 ABLY J|5S HSHLICHL

Ul 2EHE MESHEH 20 S%.“‘.J, = 2AM2|, 0|0fX| =, BIF2| 22| SS ZHHSH 7t = UASLICL
=4 gatet AM O|0|X| 1Y IS = AErL o ZetE L

Button

UIS2 371 AR} HRsHR o2 of2 AEIYY BTE MBI
AEIY @Hzl0|E
A2 TR 7| OFAYLICE Ul 240 st AELY SHAS Fo et ARLE o2 4&0] LdstL|Ct.

OlE SO = I HE 247t A=l 2t 249| Of0|20| M2 Tt2LHH, RAE2 MEXE M2 TS
2RIt YELILH 2 Q40| MEIXIE BHSH AEIUS AL 7HSOHA| BtEE X (Hold)ol| O ELICE

Al RE HEO| SYUsH AEIQUS MstD 2t
=01 Background > Image0i| A 2} H-I ol
UELICE 0213t QH{2t0| =5 QlatQl AEIY & 111 El2t1 ZLC.

§l: MEdXIECE ol2fQl AErU0] M

& MEXtECH gL Ct mhat MEdXE MEUS w| AEHY0| FH|0|EE|X]
P et K] ITHH Q40 QEEI0|ET} Q=X =elsh Hi= 20| Z&LT.

© 2025 Unity Technologies 49 of 147 | unity.com


https://unity.com/kr/releases/lts

P

| styling |

A
L
Ycllo|EstH

o oficy

Ll

[@ Ul Builder*
StyleSheets

=+ v Add new selector...

Buttons.uss*
Button
.button-accept
.label-normal
label-normal
label-normal
.unity-disabled
.unity-tab
Hierarchy

test.uxml*

n #button-accept button-accept.uxnm

Unity 6.1011 A= Ul 2Tl A USS MEfRtS] #i4-5 Wdstn

Width
--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 12
12

Set as value 12

Unset all

YAst= il ZRIHE| Lol M H4E HFELIC)
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MMStH M2 CHE TZHE|0f| A

C A
g s

EollM e 25

== Hepinht

E2 US S22 BTGt MUS HEY = JAFUICL USS

Ag3t= 2E USS Z2HHE|7t YH|0|EELICE Unity 6.101 A= Of2{gt

4+ ALit.

Viewport
Filew 75%

Inspector

Bu

Styles

¥ Fit viewport
Selector

.button-accept

Variables
v

10
450

Float

margins-size

Dimension ¥

px
Sprite ¥

square-size
O]
Open in Sprite Editor

[elcog

-~ sprite AssetReferev

Display

BEY 4 YL

H 4~ = float, color, string, asset reference(ti &
0|0|X|), dimensions(ZM £ 8HES =) enum

HAOZ MAB 4 ULIC WAL MeR} 2ao)

Editor Only
Editor Only

HLE ZSLICH CHE MEXto A= Has A8 £
SUX| 2, MEHXE XpAl= E Rt 0 B2 a0 HEY
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USS et oL H[o]H

i ShHO| MeHS 27151H UIE O MEEl RE02 CHE 1T AKX ZY S SFAE 4~ QI&LICH UL E3IS
AESHH QAAHE{ 0| A Transition Animations ZEHE|S AF26 H{wX &1 A H2tS FIHe £ Q&L|CH

OHL|H|O] M2 Property, Duration, Easing, DelayE 71Ast0] MAT 4 USLICH £HS OHX[H 2HEFY
S0 2tH AEtU0| HAE M X} 22 Meto| MEEL|Ct

.green-button 22iA MENXIO| thover RAF 22HAT} A= HEQ |AF SeiA 2 MES W2s HM K.
2b AEtOCE nRet A7|9F A7t JLE&LICH

2loll OrRA HA 7t S2tzt AEje] Hets Holst{H .green-button:hover MEIXIO| A QIABIE]
A

OFF_HHI Q= Transition AnimationsE AAg 4 JUSLICH DA SHH Ot A EOIE{Q| SEI0f et
OfL|mo|Mo| MEEl HHEO| TS| TILICE,

Button

Duration Transition Animations

all 2s Ease Os

Property

Duration

et OfLIH|o| S AFEstH AEMY ALO|S E7be 4= &L

Het ofLHo] M2 ThE S S ALE5I0] AEHY ALO|E 27U Ct

—  Property: 2718 C4 S ZH™EILICE 7|2 AN allo|X|FH EECIR S20M EH Z2HEIE
MEHSE 2 QIELICE 2| Ol A0 A= :hover AEHO| 2} Color Z2IHE|2t Transform ZZI{E| Tt
SH™EILICE OfL|H[O|M ME0| 7tsTt TZHE|Q| HH =22 ATHEN Q.

i —

—  Duration: M=to| ZIO|E LIENNH = = L2 X T2 EA|ELICH Met ofL|H|o]M0] Eol2{H
Duration2 0ECt 2 2t Z HH6l{of gtL|Ct.

—  Easing: easing &= AlZte] S 20| [ME OfL|H|0| M o] HBIE MHSIH, 0| AHESI0] 7t &S,
BN Z2 XHAR R BMS AS20| MY & USLICL easing -5 AFBSHH YW {2
220l 7|2HQl My H7tof| H|sl ofL|m[o|d Meto] EH ofnE 1 XtAAZA HL|C,
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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

= A8 7ttt g4 E AlZetets ol =80] EUThAlZst o[0|X] HIS: ).

—  Delay: £ £ Z2[X |2 Fo=|H, MES AIZSt7| Toj| chr|e AlZHE XIF St

—  Add Transition: 22 HEH2| 2t T2IHE|7} Ciefot 2l AlZt, X|H, 0] H (easing) 227t HE &
HEHQI ofL|m|0] 0] & 2= AFLIC.

Add Transition HEZ Z2/sf CtE M2 ofL|H|0| 4 S HESIMR. 22{H
SA ER2AHY £ JO0Z ¢ AHAZT K7|HQl Mot oL Ho]MS Bt

AN —

© 2025 Unity Technologies 52 of 147 | unity.com


https://unity.com/kr/releases/lts
https://easings.net/
https://easings.net/

@ | styling |

B: g OjME
OHL|mlo] M5kt AIZHH @20] 72 o]l =0f Chet SUHS A7t 4 YasLch 22 A
25 S 13 YIERE xsts Age B

Het o|HIES} ol O|HIETL MEE= Aol chet 2F LTt

[d

—  TransitionRunEvent: M%t0| MAE|H H4
—  TransitionStartEvent: M2t X|H CHA|7F LI HMEHO| A[RTE|H ME
—  TransitionEndEvent: M3to| Z2E|H M4

—  TransitionCancelEvent: M2t0| | AE|H ML

7= Zr=0|M USS T2tol| CHal XM|S| Lot AR,

MNZ™ Q40 AR, QA 22llA(:active, :inactive, :hover S)7t AtH| MEHXIE 7}

Z7F 29 Sl0| ofiL|m|o| 8 S M BT 4= AFLICE FAF SeHATH AEMY HE S E2 AT miotrt
Heto| AtS2 = oy HE Atehofl ofiLHio| M S MEYLICL 6§ ST Ch3at ZELICH ORA FHME

o

=

n
)

=2|AHL(:hover) 22U E W(:active) HEO| HX|ALL 2Ot = A1, ALEXt &= ZHZO|Lt

O[HIER QI3 47t O] =O0FRE|HLE HO[X| ¢4A| & 4= AELICEH

AP SAE AP FOlEH, RMHo 2 BhS 4= &L

R0 mef AErE HE

Aol Ct2 ZE o|HE| CHl, Ul Element APIS] HIMES AtE38I0] = LHO|A AEIUS HAT £
U&LICE OIE S0 FH2lH 5| =0 iz} CHE AEIY 2 HASI2{™ RemoveFromClassList HA EQt

AddToClassList HIMEE A% £ USLICE

if (character.rarity == RarityType.lLegendary)
{

visualElement.RemoveFromClassList("common");

visualElement.AddToClassList("legendary");

LSt AN ZHE QA 0| 2t MEfE 7|ECE St RAF 224 tactive = :inactiveE FIIE
E2|H5t0], AElf tHHE A| USS M| MEE|EE & 4~ USLICE 0| AEHR} O] MEHE EHH EM Q.
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I-Ierus } Heroes i Heroes

gl Unity 7|2 MEiZ} 2H{2t0|E

B HH 3 O 2XSHA|ZE QAL SHLIC| B QAL A|AEI0| Of8f AFM KO =l Ct2-9| X}Al
QA TYELICL 02(3t QA0 RHAS F7F0HH SHE WAOR ST, AISE AEfALS

HIZHIBHE] T Unity AERLO| HBE 242 BRLICH A F9l MERE Ol S2stn SAkstol
AEHR AIE(USS)OIM HRBHS WO R of2{et 7| MEXIE Quato|= 2 4 YALICE

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. 3D
.unity-tab-view .unity-tab:checked

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

E|Of
AlZ0 w2t HHY = Ul A S SHE AL ChFst Haf AEMAS MZst s 2R, TSS(H|OF AEIY AE)E
A28 T2 MAEZ Ztaslst & UALICEH TSS= Create > Ul Toolkit > TSS theme file2 %oH MMt Ct.

TSS It 2 LK QI USS T X ASot= oAl THUAULICEH TSS THUS AFESHH USS MEXtet T2 HE| 5l
He 4Yoz FHE HAH HIOE FoT £ ASLIC
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O Inspector

@ Halloween TSS (Theme Style Shee

t) Import Settings (Theme Style Sheet Importer)

Open
Halloween TSS
Inherited Themes

Unity Default Runtime Theme & UnityDefaultRuntimeTheme (Theme Style Sheet) ©

4t
Style Sheets

Halloween Fonts

HalloweenFonts (Style Sheet)

Halloween Buttons MHalloweenButtons (Style Sheet)

4+ -

Revert Apply
Asset PostProcessors

UnityEditor.U2D.Animation.SpriteLibrarySourceAssetPostProcessor

UnityEditor.U2D.Animation.SpritePostProcess

o] &Z ¢l B0k Ul 224 o Al0fl A Halloween TSSE Unity Default Runtime TSSE 4

¢t Ct3, Fontset ButtonsOll CHaH E|OHE AELY A|EES F7HgfLICH

MEZ2 B0 &4 E HOf2tE 2= ot s MEXI7E AEHY A EOf|AM F25|0] Q0= =2 Ok
AEtYO| HEELIC mhatr HAEDR0|FOo| St ZHHBHELIC o E S0 LHHX| UI(ol: 221, THE, HIF2)
AEIU2 Y2 HIOLEE |XIS 1 EEL +HE MZ2 HOE 44848 £ A2 B2
2E, JH2E{E Ul HAEOO|EE F3E oLt A|Y

O[HIlE EIOIE Mde mf FEELICE

2 &LICE O] WAl2 gr2/0
I:é F

Ul Builder
StyleSheets
+-

Buttons.uss
Button

Viewport

Filew 134% ~ Fit viewport Halloween-theme v Preview

.button-accept

Halloween-buttons.uss
VisualElement

Hierarchy

test.uxml

W\ #button-accept

0] A3 ZIN0| Hol= 22l =0 TSS= Halloween-buttons.ussE AHESHX| 0 H{E0| AL F¢! MEHX} .button-acceptet YX[sH= MEHXIt glon 2
Y (ot MEE MEiX}7H ALSElLICH
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7|Z HIOE J|Ete = MZ2 H|OHE W48st= A2 == tEa ZaU T

1. M TSSE ddsta, 4423 HOkeE O] A TSS7H AFEE M USS TS F=7+EfLICt.

Ul Builder > StyleSheetsOl| A Add Existing USSE Z2/st11 A H|Ot7} AFE T USSE MEYBILICE,

M B0 Q20| =g MEIXHE FAFELCE
M E|OF7} AFR3H= USSOl| 20 @2 CH2 QEZ 22/5} 1 Set as Active USSS MEHSIL|C},
M USSOll M MEHXLS HEBLIC

Ul 0ol EECH2 S R0|M 2} B|0F7F AF83HE AEMYE 2 4= AFLICH

=

o v oA W N

[@] Ul Builder
StyleSheets ¢ | 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 OK

Unity Default Runtime Theme

Hierarchy

test.uxml
W} #button-accept

Ul'24E REEO|A o= HIOIS X EEX| MEfRL|CE

HEt 2| AL Panel Settings QIAHIE{S| Theme Style Sheet Z=0{| A M E|OIS & =3tH 2.
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Ul 222 AH83HH EXHE AIEXIE AHESI A[ZfA] @49t USSE #z2[dHol stE 2, H&E WAl F ol
FHHMUNOZ QFE F0|1 O Jt=40| Flojt FES ZHdY £ ASLIC

N B2 AEH0|AE FH5H= SLS UXML R USS O MIS HZESEZ, Al ZH 249 AEHY A|EQ
Y F2lE BESSHE A0l SQELICE E AA2 UI 2N A FZE AANSZ |XISH= O
=20l guct. azEgtotL2t I A Zo X|F FAO|M ST Q47 MAHED, A2t A=
TEHO|AE DAY &+ JASLICH

AZH 249] 0|52 ZEOM eiE 2400 tiet HEE M= O AL ELICH

SE ZR0i| Mfst tts AEY 10| E= EMSHX| F&LICH Bl Z2EE| JhE Mo HAlS HotEAR.

SRS JHs el o AA| EES E45ts A0l ESLICH m2tM A ZE 240 AEFY A E0]| EM(Block
Element Modifier) BF A28 AI8Y A4S HEELICHL BEM2 Ul £3] B4 Q| HiZO| I CSS & Z[ A

|
x|
g AHAE0M EE| AL ELIC
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5, AI8ElE 2, FH CIE 2499 #AE shzo| otetst &

K40 BEMA 0|F2 EH dig 49| 7
Z S 7O R N JHX| £ HEHEES AEELIC

A O
o =
UELICH BEM2 Ct31t 22 72
block-name__element-name--modifier-name
CHE2 gt 7EX] of| LICE,

navbar-menu__shop-button--small

Zt 0|5 RE2 2t EXL, AL CHAl 7|22 718 E =+ ASLILL 24 0|5 RE2 0IS BE(L_) E= 0I5

|
HAI(--)= HZELICH M 7Hel 28 SHLHY HT{EZUSLIC

[

— =5 0|5 (block-name)2 2{|0[0tR 0| M 25t FEE = SR UI AZHER! B4 o 7Lt
FNEIE ABin 22 NaF HEHAES UEMHLILH EH S5 M8 2 AMEE | = &EtHel

HE2 HAISHK| 20t ELICHO: button--small).

—  f2(element-name)= =F2| AHA| RA0|7{LI YR0|EE, o|0|4 siiF SEE 1 HREO AELICH
CHA] 25HH, 24= S5 Q0| EXg &= gl E—.Oﬂ 2t AEAE I MY RLICE M2t shop-
button OllA|0|A O] HEZ navbar-menu E50i| £5t= CHE HED CIE ABUS HE= A2 L
[AELICHA: navbar-menu__shop-button?| shop-button).

M a7 SLXI0M 52l RAE QUAEABIGICHH 5t 2400 2H SeHA S SEatL(Ch
(0ll: my-block__first-child, my-block__other-child)
— OIX|Ye =, otHXt= 28 &= 249
AR} &2 0| MEHE|O] ZHE FA|E

UBLICE O WA ALgOlH T

HiZ|0|O| M = AENE LIEPHLICEH HEO0| &2l AR, HAE
= ol O AX R shop HES| 22 HiZ[AEQI Y
HSHA| etk ChRFot ALtE| 20 2| thEaE 4= USLICL

un oy B~

%
=
ool M H 7HX| BEM BB OAIE HTH{EN K.

— menu__button-home
— menu__button-shop
— navbar-menu__shop-button--small
— navbar-menu__shop-button--large
BEM Z2{2 0|2 0|5 Xiulo] Y Estoz HYURS0| ZEUES] X9 252 i niere
UAFLICH Mt Z2HMEQ| RRIt HX|CEt: Fefdt AE FZE HIFHCORZ [ &/ AELS 22|

LHO|EY & AELICE UM 2 ZHE YL 7H5d S RUAISHE HO| HREfAlgtL|Ch R 7Hel 252
Akl AlZte Hofots AN 2ol o SRELICH
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Of o A0l M= CSS BHO| 23| ArEEl= 7Y #7|%(Kebab case)0|2t & St 30| E T2 YAl
AEELICH Z2HE £7|0f o= B #AIS AFBEX| Yot i 7|2k Set 0|2 E4dt= 20| SQELICH
O ZMetUI =21 7|= A =20|lM CSS Y FAof 2i3f| XiA|S| 2OHEAHR.
E:UIE3l2 3 74
L2 2ot HE A4S 218t & 71X 10| =2l LT,
—  Z35HK 20 HOHM A 0|FS XHR. Y 47T UIMM = S Jats 529
M= ZESHM T THXQl 0| S 2 AIBSHAIR.

—  gu HAE ZESH= O|ES MESHMR. 0|E ¢ inventory__button--equipped

HCtinventory__slot--equipped?t HHZ&ISILICE. Button, Label 52 R& 0|2
HetdE =0|= Zak7t SICHH MEFSHN K.

—  HRE £ A= 0|F/5A0= TISHMIR. ol E S0] Z2| MAI7t OF2! 2HYE|X| 42 HE2tH
‘button-red’ 2Lt ‘button-quit’o| HFEIZIBILICH EH S42| 0| il 20| Z4i2| 0|§2
AL83HH, AELU NIR Ateto| HEE|EELE 0|F2 Al 2l0|of SEA| |XIE L

— g AAS VIS A o[22t AZE[O|E Sl HIAX S OFE 0| M2 SHESIN K.

2l0|E
FEQoflAlo] o] E2 Y= A XIHSHH Fehol 2AE LIELE & I T2HMES FIAHs}
S O L2 HAIE RAIE = A&LICH

rir

—  RASCIE DTRHEO|N ASIICIN 7|Z ASK S22 OIS SE0IX Y= Z2hA0f
HEALS 2I1SHAIR. HIYATO| AL HEAS Z7folH 12 TRHE Ei 2toj=ai2|gt
e o 358 MY 4 sl

— Q4 QIAHA 2H USS A E FI15HH M MXI0f| A AddToClassList()E AHESHMIR.
0| HMEE AHBSHH QAT QIAEHATSIE= AT Rt Z2AT} FIHE|0 HESH AEHUQ]
Ul ZE0A et a HetMo| RXIE LICH

o= o

C# AEIY 7h0|E US7|

= XP%OHH Z=Q FAC AR HIAIS JME)| T2 EQ| EEIMS
0|10 NCHH 222 HIZE = A C# AEFY J10|E aHET|:
”amsf" 33 Jhs8t ACE M HPHS Stolsl HAR., 0f

Jt0|E8 HTo| FBolH AC AEIAT HH FHES O 2

= "1
EFEote 4 AFLIC

CREATE A C#
STYLE GUIDE

Wiite cleaner code that scales
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Ul E212 3lIHA] Ul A ARIRI Unity UIKIA AR E|= TextMesh Pro 7|8te] EE #IEE 7[=2l TextCoreE
AHBELICE TextCores g AEIY 7|5 MS6HH, CHYst IQIE 37| sHA =AM HIAES ZT5H
AHZE 4 ASLICL SDF(Signed Distance Field) ZE M S &2t 2, HEIE| 7Lt SiE 0=
MHSHA 20|= ZE o|MIS BHE 4 QUELICE TextCorel| 02{ AIE 2 2 =of Chst XbAISH LIB2 7|2 Xt2E
XXM 2.

Cret ZE oMl Rt O =0f Chal| AmEASLIC

A Ql

AAEE I

Jbat ubEel ZE ool TTFSL OTF IS Unity TREE0|A AlRs2{e oiX EE oMo Hetsiof
SILICL ZE oM 2Xt 22T, E X|E, ALY 74(37), T, A 5)8 HIR EES AciYots o
LR H0[E7} SO Q= Unity HE 2lAARILICH YREE A TU0IN 2t EE 2|9} ALY S 40
oot EE 2 4 YLt
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@ Inspector*

Aa HVD Fonts Mikado Black (Font) Import Settings *

Font Size

Rendering Mode

Character

Ascent Calculation Mode
Use Legacy Bounds

Should Round Advance Value
Include Font Data

Font Names
Size
Element O

16

Smooth

Dynamic

Face ascender metric

v

v

1
Mikado

References to other fonts in project

Q

Thes utomatically generated by the inspector if any of the font names you supplied
match fonts present in your project, which will then be used as fallbacks for this font.

ol2{et AR E M F M= Unity UlQ| 2I7{A] HHAE AARIOR Qlsf| Hot U= SMO|H,
Character, Include Font Datas ZE 0|Mg MMst= o AF2ELICH

xS
) TF

22| A0M AH|E o " ULICE Rendering Mode,

St ZE of| M2 MAst{
Text Core > Font Asset > SDF

AA EE OIUZ MEHSIT Assets H'wE RLEZ 22/%t LS Create >
E
=

MEHRIL|CHRSHE JIEH 2271 SDFR! B 2).

=

mikado

Aac &0

HVD

Fonts b

M M

ZE oM 43

AXEE IUS HEHOW, T EE oM MeEjstol ZE N2 Belohs o LAY BE NS E 4

UELICH T 71X R SM2 ATBASLICH ZE of 0] et XS LIBS 7|2 A2 S XML,

—  Facelnfo: 7|2 24 EES ZHs0} ot 2 OfB2I7H|0| Mol MefobH Lf0lEIS +HE 4 Qi
EE 717 7F U Az eMelLTt
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—  Generation Settings: £A EE AA ZEJ} 0{2] AEIYS XES
ZE H{0|A, Atlas Population ZE, 2] RE 59| 7|2 AQIL|C

o

te 29 EE oMol AI8E

t.

—  Atlas and Material: 44 & HE[2|Zat HAXZ, OtSEtA T FHIX| SHIX|, MEHE 2=t
HIEMQIX| SDFRIX|Of w2t 2XF EE0| 2 AN E X FLR ddE[= otS2tAo 37|18 Mofg
UAFLICE

—  Font Weights: 22 0f| 20j| CHS3}= Bi2(0f|0] 40| Gl= B2 o2] ZE FHE A28 gLIct.

—  Fallback Font Asset: 2Ixif ZE o &0l £ 22Xt = 22|27t gl= 22 MEY UMl EEE

HA o=
A2 ek,

—  Character and Glyph Tables: ZE ojjflof] ZetEl HE EXIet (X2 FLHE AMIS
SEQYLCL

—  Ligature table: & 7HQ| EXt7t H&O = LiEtLt= &
A2 E2 JHM).

Ho
>
ol
ot
ny
i)
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N
o
)
in]
N
dn
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Glyph Adjustments: 2t 2Xt

Font Texture

OEEERE
Eele)

q8
D!
5
sF
3=
P
A\

el

ug.~
'&WNO
cIC 2

Rh®x
AX

I\>-'-'n~'-'
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#o.o‘L>obi%91. A
uly

Font Texture
128x256 Alpha8 UNorm 32.0 KB

AA EEQL OLSEIAR Qs 2iE 377}
otS2tAL|ch

AHE ATt M ZE oMl MEHSIH Update Atlas Texture HE 0}2H0f| Al Font Asset Creators
2 AELICH 670 A OlERtA T2HE|S ML D Holot= o LRstRE HEES ¥2 £ U&LICH

o re
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B T B OFS A U

EE AKX 2XH0|= 2 XIS HHHOR ALYty ook T4 £H9l2 XWE 4zre) o]

LoL|ct O] OB SDF JZ|CIEN| WP B2 OhHELICk HEo| 28 18t2 Mol
=

[ =
EEYXER 15 AL FH2 2 22 20tE 7oE + ASLITL

ASCII EXH2E A3t F 0= tHRE2| ZE0| M OFSetA S =8 512x5122 25t Y S 52
X HolH S2eLICH O B2 EXAE AF8%h= ZEEHH I 2 Y E MESIAHLE 0f2] OFE2tAE

e L T [
AtE8HoF & 4= AFLICH LHHOZ T F7|oF MER 37|90 HIES 1:1022 %= HO0| ZELIL

ZE oMl Hi2|HE

MZ2 ZE OIE2tAE AM26IX| 10 7|= OlE2IAE HASHZH Create > Text Core > Font Asset

[LEr—r—

Variant0ll Al ZE 041 H{Z|HUE S BHELICE. O] H|QAS0)= CH2 BHo| ZE M X|EJH I8 4 AUttt

Bi2lQlE = A 01, B} 9I%] S XH| Face Info AHS JHNBME 212 OFSEIAS HZBLICH WatA

AKX B7HS £742 AFSSHA| SIE HE EE o PHES DR AEKUS XY 4 YALICH
EHIAE

2|k BIAE

2K EAE BT BAE WO X7} BJI8 ALSOH0 BAES| 2HT} 2|0]0FRS HFBILICE A1

94 Y A Ul UE| YF DE0N 2K YAE EfIS ALSE 4 USLICH EHIB ARS SR IR

HAES XS XYY & ASLICHO: ALEXt 0| F2| ¥ S HAE{OIO|X).

2|X| HIAE EfO= MAES| T2ME|LL AEYS $YOHX| b HAEQ| ZEL HAHES HAY
= AL 2[X| HHAE S AHESI0] CIO|Z 20 Alﬁ?é!QI HAE MAS X|HsHAL HESHE LHES
Al

Moz 2xE 4 YaLict,

Extra SettingsZ 0|535t0{ Ul hIII1‘I01I/\‘| 2|X| HAE 7|5S gMolslH Ef I8 IEs HAE MAlg
EN

o
HESH| X2 + ASLICLGIE <b>Ef19t Bt </b> BN ALO|S] HIAEE= 2 SMZ EAIEL|C

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

n Elided

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

Enable Rich Text v

BIOE AIZFS SAE Z2HEIS £5 4 ATS Ul UColA 2/3] SAE B0 BastLIC

At 7hset 2|X| BIAE B9t TEt0|E Q| TA| 553 2lstM K.
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Y CAE

T E A EE QB0 A THkof| AEFYS TSI, Ul E2I0M <gradient> Ei 15 ALE5I] HEY
UASELIC of2e| ThA[off w2t ZHEFSE a3|T

O Inspector

@ Test Color Gradient (Text Color Gradient)

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
Crannii Calllaaals

1. Create > Text Core > Gradient ColorE Sl J2|C|HE Z2| of|AMIS MMTtLICE o] U2

A =

Assets/Resources LI Resources Ot2|2] 89| ZCHof| &ofof SfL|Ct.

2. Panel SettingsOll M &Z&E Text Settings 0l 412 MMELICH ST of| 10|l Color Gradient Presets&
30 of| 0] QU= Resources Of2fle] EG{Lt 6t9| EHE XIFLICH

3.  UI¥O LHoflM <color=white><gradient="testColorGradient">Gradient Test</
gradient></color> Z|X| HIAE EfOE FIEiL(C

4. O] e Ef 2= DCIAET Q=3 T2 HO|=X EE ZHE MO Z SI5i0, o|uff BXE=

—

JCIAE= 1EHA0 A St of| 4l o| Fxt LX[3HOF LT, Rich Text7t 24 t=|0{0F BL|CY,

5. UIZH E= Y FoM HE A0 HEE A= = + ASHIC

o —_ A AN
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AO2}0|E of Alla} O|E|2

== = == = T

At83ta{H J|CIUE of| At RAFe AZE[0[E 0f 4S8 AHE3HOF Bl

o ==

E|X| @!ﬁg EH1§ %5“ E-IIAEQ" OlEElE]I_I- piX=] A]IE_'-O'EE X7|.$+ £ |§L|I:f A]IEI-O'EE
Ct.

ofa] Azmalo|EE AX
ofEatAL] BAtE < it
ZH| Mg solsth e

E3f siLto] OISAHAR HYotE S22 B8 FY 4 AULct Axato|s
Al B2 ZeZol| Hgtsfof $LIC AZato|= Az | THEF KEMSH LIS of Al

SEPOSTSEOS

POO SIS ST DS
52385858060

RGE R G

c@@@@@@@@@@@@
PP OTIHOJI LI SS "® O @ e @ ®

@666@@3@@6@6

S8 8659
@@9@606

1. O|ZE|ZO0|L} Ol0|2E EESt= AT2IO0|E L& PSD YU S UZEEFL|CE

[:|.n|- _IEHﬂl o| It oﬂl f_‘H| Ml)qoﬂ A-ID:IEI [Hg PSD
I} GLICH TR0 A] AT2HO|E OIMS eI

ocood

. 0|12 Assets/Resources = 6H9| Z0f| Ho{of

2. O|OIX|E o4& 7He| AZEO|ERE %
oA S AH85h= 20z olFA 2
(Create > Text Core > Sprite Asset

Erl|°+u
r e
vto_'_

grLct.
3. Facelnfo % Mot M2 AD20|E ofAlle] 2F 2| 2|#/0| S HAEDIO|XE £ USLICt
o710 X 5._ DE HZE AFZE2 EE 0| M2] 7|2 Face Settings& EHMI&”—IE}.
&1: 047|0i A Update Sprite Asset2 ME{SIH AZ2O|E of|Ml0] AZ2L0|E Of|CE{ Q] X4 HE

Atgat T[S LICt
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O ol M1E Ul E2I0IM ArE5t2AH, O C|AE =t

1%
2
Rl
ro
vl
it}
omn
1

K

2ot HHAIE wEtoF LT,

1. Ul Document0iA| Panel SettingsS ME{BtL|CE,
2. Text Settings Ol41S FLICE Q™ A2 BHELICL

3. Text Settings ItU0|| A It HatRX S AFESI0| AZ2O|E o Mlof| AZGILICE XF st Chs 220
HEES HAsI] YUOI0|EE HFO| MEE|=X| gelgfL(Ct

[ [

4. B|X| H|AE EfO(<sprite index=0>EE <sprite name="name">)S ALE5I0] AZZIO|ES
FIIELICH UHEE ATRIO|E= CHE BIAE Ef Ok WHEL|CH

Focusable
Binding Path

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

C

StyleSheet
Style Class List

E[X] E|AE EfTE AFESI0] Ul 219 HIAE TE0f| AZ2I0|E ofMlS FIMEfLCH &EHe| Enable Rich Text £440] 48 &|0f Qlofof gfL|Ch.
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El: 0S O|ZE|Z AL

OSLE Androidet 22 S 2Etel ZES EpIESiCH ZRHEN A4 EES TSt i
ASHold el cladE 20 Al = SlaLic Jeiel 2o g + som s
O|REI2 221112 Of B2l 0|43t 21 TS| 20KE LI Text SettingsolA| 22# B0z

283170l = Mot dRIt BELICH

Generation Settings

rce Font File Aa Annle Calnr Emaii
Face Static
s Population Mode Dynamic
Atlas Render Mode v Dynamic OS
Sampling Point Size 90
Padding 9
Atlas Width
Atlas Height
i Atlas Textures

dth
Atlas Height
Multi Atlas Textures
Clear Dynamic Data On Build
et Font Features

\ " Focusable
- - S R E e Language Direction Inherit
e f . Editor Binding Path
m OJ I O nt- Text 0S Emoji font: \n \UOOO1F601 \UOOO1F973 \UOOO1F64A
A, Enable Rich Text v
: Emoji Fallback Support

Parse Escape Sequences
Selectable
Double Click Selects Word

[ blank new

OS E_mo | font

@ 5 emojiOS_test Info o e 4 Apple Color Emoji.ttc Info
e Apple Color Emoji.ttc 188,5 MB
emollos—teSt 127’7 MB A Modified: Saturday, 7 December 2024 at 09.11
Modified: Today, 11.63
General:
3 Kind: TrueType® font collection
General: Size: 188.489.720 bytes (188,5 MB on disk)
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IZZHEN M OS O|ZE[2E AHE5taH THZ HAIE 2N K.

1. ERZ A|ABIO| AIBSH= EE0|AM EE o|MIS MMBILICE i0S2l ZE &= Apple Emojio] (0]
ol Alofl M AFE), Android2] ZE = Noto Color EmojiiLICHE R COLRVORE X E). ZE
o|Ale] SHE ColorZ MH3stT Atlas Population 2=Z Dynamic OSZ A& sfjof tL|Ct,
J2{H of| Mol A4 ZEZ Z3tet LQ Tt ol0] Z7t0| HH S ELICE

2. EE of|AloiA Clean Dynamic Data On BuildE ME{giL|CY,

3. Ul'ZollX Parse Escape SequencesE MEiot CH2) macOS E= Windows2| 0|2 E|Z
7|HEE MESI7LIUTF ZUOE RSt= O|ZHE|ZS AHYLICE o|E S0{ A0 O|ZEIEZ2
\UBBO1F6010|H, ZE 0f| 12| Character Table0llA| 2} O|ZE[22| UTFE &g 4 JUSLICH

4.  OSZEO M2t macOSHlM &% 521 U=0f| O|ZE|Z0| EAIELICE

5. EIAEO|M HE AHCHE 0| ZE|Z EEof Hls WE 3717t &2 HE ol

= == = =
matM Z2HE| O|2E|E EETL ZoE(X| (US| = Hetot O|REI2S AT

MEED JASE & 5 ASLILE

il

HIAE AEIY AE

OHE 20| Mol B2 Y| HIAEES ME|Sts R, HIAE AEIY A|ES RHE0{M HAE MAS
22|sh= 20| EELICEH HIAE AELY A|EE THEM <style> 2|X| HIAE E{OE MBI HAH HAE
AEIUE OFE & USLICH HIAE AEIY AE = Assets > Text Core > Text Stylesheet2| Create
7oA BHE 4= ASLICH

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

Enable Rich Text v

Opening Tags

Closing Tags
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12|35

name> Ef 3 StLF2E

£ & JELICL <style

, 021 7Hef <style>

MEpA B AE AEHY A EOf| M StLES| 2|X] &

FFotE AL LRI WAY 50| HELICH

2%

i

Ei

69 of 147 | unity.com

© 2025 Unity Technologies


https://unity.com/kr/releases/lts

L O

AFEAF SlE{m 0|20 By

o I ==

C ALlct Zdolol=
AMEXt QAEHIO|AS S3l| A ,

= YAl HIO|Ef acizo| ABH0| Ofl A2 HHE EA| 2|0, Of0|

= Z40] otuzt
YA QIHEZ|E AHESHA| ELICH UI2L Cf|0Ef AtO]Q] O]

mE Q|
2B HULICE O] AHEX} QIE{H|O| A0 M= RPGA! A2

83t Ul AHHI S LIEFALICH B EAl o AH|o| = 2t
SHA| Felsl 2of FLICh.

level 3

: v The Sacred Knight of the Kingdom

Paladin Common Melee

Skills

Sword Slash
Basic attack
@ s @ 265 4
2 @ 0a/s
4 21s N am

e s ol

t Level 5
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Skills

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 \/'

. exercitation ullameo laboris nisi ut aliquip ex ea
Paladin Common Melee sw ord sl ash commodo consequat. Duis aute irure dolor in

x reprehenderit in voluptate velit esse cillum dolore en
BaSIc attack fugiat nulla pariatur. Excepteur sint occaecat cupidatat

non proident, sunt in culpa qui officia deserunt mollit
35 265 B T
/ 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 interdum varius. Metus aliquam
+ 2 IS w 372 NGHK tier at I.evel 5 alaifand miin nulls nasuars callicibiadin Bihandim anin

View (user interface)

Model (data)

ScriptableObject 0l 40l = 7H2IE{9| C|O|E{ 7} ZBHEILICH
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Solsie AEQ| QUK TAISY, B2l 804 £ 4+ 2
SISt UE H2ls|n nue |

=22 1T

UASLIL.

MEXMO

S 11—

of 2Zst7| ff3ll S8t 2L .
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ClolEf A4 &= Ul HIRIYE H|o|E{ 7t MEElE QEHERIL|CH B E C# REH E (ScriptableObject,
MonoBehaviour, AR C# RENE J)= HO|E AA HHE f3T 2 JUSLICEL FEXM|E HIO|E AAR
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CreateProperty £4 A2

UI 22 Unity Properties 2E0| g8tz Z2HE| #E ALE5I0] HIQIEE Z=HE|S EAILIC
IDZHE| M2 H|0|E £A9| 0{= ZZHE[0A Ul HIRIFof| AM AT 5= QA=X| FolptL|Ct,
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[SerializeField, DontCreateProperty]
int m_Value;

[CreateProperty]

public int

{
get =>m_Value;
set =>m_Value =value;
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Set the Data Source,
Data Source Path, and

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

</Bindings>

=
AA QEEEES QA

ol M ScriptableObjectt 22 H|0|E]
9| dataSource T2IHE|0]| S erL|CL dataSourcePat

C# AI8: A3RIE
dot QEMES 2E @4

FHEQ T2EHEIE XLt
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parentData=ScriptableObject. <PlayerDataS0>();

playerData. = 100;

("text", DataBindi

),

dataSource = playerData,
= PropertyPath(

(PlayerDataSoO.

1)
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CtS Clojo{ oA o] SZFS &let &~ UELICH

=

DataSource A

DataSource B

XA QA= B2 H0[E A4S @H20|=Y 4 JAELCH
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Ot Gl Al A 2 4= ARO[ CHE AT M St &% 2X0| HEE UL,

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

// BE QA0 C|0|E AA SHEt

root.dataSource = parentData;

var child =new VisualElement();

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

/] RAQ H&EE2 H|O|E AA QHEIO|E
child.dataSource =childData;

root.Add(child);

AtAo| REE 2H{2t0| =510 SRIEQI H|0[E 2AS ZELICE

Edit Binding

Source

To Target

Two Way
To Source
+~ To Target
To Target Once

Ul 250l Binding ModeE A2510f HIOE] A2t Ul Zke| HIO|E] 225 Mg 4 A&LICH
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Ul 22 C# APIO = CHE 2t 22 S 40| JSLICH

—  Two Way(7I£3}): 7 Arsto| Hlo|E| 2AA0M UIZ, J2|1 Ul Ho|Ef AAZ FmpEL|CY,
ALEXL7L HIO|EHE HAY 4 Ql= &210|C{Lt HIAE TEQL ZH2 QIEZE|E QA0 ALESHM K.

—  ToTarget: HIO|E 227t HIO|E] AAO0AN Ul AEFO20F ZIMEILICE 27| ME Ul @400 AHRSINR.

—  ToSource: HIOIEl B2} UIOIA HIOJE| A4 W0 2ot MIYEILICE HSRE WA 32 BAIY
Lot gt Y gRo Merst,

HAT: H=1

—  ToTarget Once: GIOIE| B2} CIOIE| 22014 UI2 8 ¢i6t O] ROIXI0, O]9 el COIE] 220
Z7t 7 ArO| Ulof BHEE K| efLIch
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O[0{X|£ A= QuizU M= ==X E0f| e Clo[E HIY AFEH HIZ0M 2 4 ASLICH

EtRlof HM|ASHHH 0|9l O 2 0|55t Demos > Data BindingS ME|st7Lt, EEZRLE

H| &g 2tst 2150 DataBindingDemoE 2= LICHQuiz > Don’t Load Bootstrap Scene on
Play).

o2 Moll= 5 7He| M= HEF QUELICE Stibs Ul LEollA UXMLE HiQIEo] MM E|in, CHE StLte
C#o= HIQIFo| W& AYLICt.

Data binding setup

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

M= Hh= Z20]0f HO[E{E LtEtEL|CE
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HIo[E| AA FH|

ENEO0|= PlayerDataSo ScriptableObjectdl| X &£l S2{|0|0 HE2t AEH0| Z5tE|0f
I—I Ct. PlayerDataS029| & TE2ME|= HIQIHO| ALY 4= UL E CreateProperty 402
E|0 AELICE

$0 Oz
> rLIIn

HA

Z} H|= Hh= PlayerDataS00i| U= CIO[E{S Y& Ste| HEotS LIEHNH, of 7]ofl= Z2[0]0f o] 2t
M2 gho| ZetEILICH ofaiel EafA AL R 7tX| Z2HE|QL 22 HEE = 4= JASLICE
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, @, 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;

0| Ul= PlayerName, CurrentHealth, MaximumHealth®t 22 £X H|0|E| Z2E AIE3I0{ 0| HEE

SHHO| A M= EAIYLIC

MaximumHealth
and CurrentHealth
properties

Team

Ol0|E{ &A= PlayerDataSO ScriptableObject2| M2 H|O|E{S Z&BiL|Ct,
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FEOM HIO|E AAE MHSHH O HIO|E AATE XA @A 59| 7|2 0| AAZ HA|ELICH SHIE
CO|E] AA HZE QUESIMR. LIS o= Ul 22 T 2IHE|Z ScriptableObjectoi| ®Z38H= G| 0|
HroIEo] Ma| =0 L&LIC.

vl el uiea Hi2Y T2 HE| =
ITZHE|
health-bar__player-name text PlayerName Sefl0jofe] 0|5 EA|
health-bar__current-health | text CurrentHealth A M 2l EA
health-bar__max-health text MaximumHealth Z|Th M= EA
health-bar__progress style.width Progress SHOZ Ht | =¥
Cllo|Ef HiQIH O] tZ =™ K| Hi7F AMAIZHO 2 H|0|E 0] o4& 2i|0| =1t Z2{[0]0] X2 S LiEtl=

I EAES 2 = ASHICH

ClOJE AAE HAFSH= YHS ZHEHELICH 2R ScriptableObject 0|41 ZE5HH, UIO| M HiQIE 2
S RAIE JEZ RS2 2 MZ2 (0| B EL|C.

Swap data sources

HlojE| A S HASHH Co|E] Hteldo] AH[0|EE LI
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Ul 2HollM Cllo|E| HIQIE & MESHH HQIZ0] UXML IbUo]| =7tE| 1 2} HIQIE RAHE <Bindings>
=SE0| HYEL

22 health-bar__player-name 49| text Z2IHE|E PlayerName Z2HE|0] HjQI ot H

MHE|S UXMLE] ALIBIQILICHYE £42 JH5 42 9lo) 24E).

<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>

=HE AEXIZIH UXMLE 27 HQIE S MHS = AELICH T EE AI8SHH CHo| Hiold S A E
HUSHA MO{5t =AH HES = JASLICH 27 2o UXML2 BT 22| S I8t 258t H|lu Kte S
.
S5t

=l
—d
02, 8% £52 oAU HE A S =53 | =+ A ELICH

C#2o =2 O|O|Ef HiPlE &

Ul 2= B O|o|E(AM F2| &l ScriptableObject of A %)% 25t0] ZEEELO|HS7|of| £X|Tt,
HELY CIO|E = C#E AFESI0 SH R N2|sof ot= 27t H&LICH O & oflAl= Player Two2)
M= HE7FOl2 Mo M ZS5Hs WAlg Hof FLch

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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Data binding setup
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ScriptableObject
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Edit Binding
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. UXML IHoll EH O|o|H 2A7F dHE|™M(0l: data-source="PlayerDataSO0.
asset") HIRIE 2 DHE D HEFQ| HHYX| &LICtH, HIoIE o] HEMIOf HHRA| ot2{™ data-
source £48 H|9] 7Lt data-source-types AtEdlof BL|CE
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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();

/] .

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 *

1)

ConverterGroups.RegisterConverterGroup(colorConverter);
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StyleColor 2=
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HealthPercentage
data converter

UI'ZE{ollM Etel AHE S AFS-LICH

HeathBarWithConverter AF2

HealthDataConverter 2aiA0 = AKX 7|50] ZEE(0f

Ct3at Z2&LIC

public class HealthBarWithConverter : HealthBar

{
#if UNITY_EDITOR
[UnityEditor.InitializeOnLoadMethod]
#else

#endif

public static void RegisterConverters()

HealthDataConverter.Register();
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7.  UI'Z4oM ul 2200 HIoE| HIRIESLI]: O|X| Ul £3]2| Z&st IEL H|O|H HIQIT A|AHIS ALY
K YLICh Ul 2ol wX|etst = @45 MESL|CH QIAHE IHdS En 2EHX HE0)|M Add
BindingS ME{TLICHOI: 20| 22| B text L= 0|0|X|2] ZR backgroundImage).

HiolE RO R LocalizedString EE= 1 Ho| #X[S}HE of|4llg MEYSID, String Table £
Asset TableO| A O[0f CiSot= S0 HZELICE HX|S}slof ot= 24 J4-0t2 Ho| 20 H=2
=ItgEL|Ct,

English (en) v

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

Spanish (es)

Game View dropdown

Game View 2HY EECH2 SES AFEd}0] ®iX|et §M48 0j2] HLch
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8. EIAESIHHE Game View Z#H|Y EELR2 S55 AHE5H0] 2] A2 UIE 0|2 EH 2t 2HLof| A
2AS0| SHI2A| EAIE[E=X| 2elgtL|ct,

X7t 712l SFYULICE of olA[of A OfX| HE1t 20| 22| text T2HE|E THE P& A0 2
&= JAELILCE Ul THE oIX[eH5H{H String Tabledl| 2= HIAEO| LHE3h= &=50| UAO{OF SFLILCH

I'>| 2

N$-+

2|n
43t

Localization I{7|X| 9] 2EIx
DTZHEE 22(5t7| HOIE=E =2 =
Table2 ME6I0] HIAKE H|Zo HIAE Q| AMIZ HX IRFOWIR

Ul 20l $X[SH HEQIE S F716FH UXML IHI0| 2| Ul 40 #X|SHE SEELICE 22{H Ct3at
22 I 20| MY =0, ¥X|3E 2 TEME| 7} String Table BE= Asset Table2| £H A EZ|0f
HEELICH

<Bindings>

<UnityEngine.lLocalization.LocalizedString property="text"

table="GUID:6aaa262cde38a4024bc3fc7f5ce6d50d"
entry="Id(104135776002048)" />

</Bindings>
O] UXML AL|ZH2 Ul 249 text ZTRIHE|Z String Table & Asset Table2| &0 HZsH= HI0|E HIQIY S iRt Ct.
iX|%t E|O|2 2 YOIo|ES ulotct HAE Ul @A #X|3HE 2[4 BHIXE XSO 2 I BILICE

AbT1: Ul LG 2 O] HIQIE A A
M2t xofsHoF & o UXMLE =

) |_

Localizatizon APl A2

OICIE{ 9] Game View 2A|Y EELH2 S 82 02 A0S BHIAESH= 2 HIEHESH| 2, 0 Z2|#H 0
Lo T X|= SSLICH Z|E oS 2IZ0[H0H| M ALEXIIL A0S HAY 4= UA| st{H ZH| Y Tt
2ot XA UIE d4dloF ghct.

272 M

2|29 271 Xt AIEXIE L1 A9 H LocalizationSettingsoll A #4 2|2 % 23g 4 AdsHoh a2
CtS 2 HEQ clicked OHL|Z2{|0|E] EE= RegisterCallback<ClickEvent> HIMEES A8t 0] St

HEo| JZELICt
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ME TZHEQ| | ocalizationDemo AIEENH M= CHS1t 22 76 HAIS 2tolgh 4 QUELICE

void SelectlLocale(string localeCode)

{
Locale locale=LlLocalizationSettings.AvailablelLocales.GetLocale(localeCode);
LocalizationSettings.SelectedLocale =1ocale;

void RegisterCallbacks()
{

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

U XHE 2HYZE HEY & JAELICE English, French, Spanish & Danish
EH HEtJo| U129 BIAET HAELIT

_—

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. ocale sin cadigo.
ﬁ
® Script binding: Added at runtime using SetBinding(). ® Vinculacion por script: Agregado en tiempo de

ejecucion usando SetBinding().

SetBinding Al2

Ul 2 E A-E5HH Cf|ofEf HIIE S th
Hild S AHElof 5= R UAsL

Jtset HI0|H E &3t HiRIEo| /U

AoZ ¢l MFE 4 YALICL J2iLt AERA0| ASUES S
=
=

JHIE S0 UIR4AE SHOR MYSLE AIYE 0| B2 AL
4\_ ol

o 0 ot
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C#2= H|O|E HQIH S AFSIH™ Al2A 2401 Ci3l SetBinding HIMEE AFS®LICH Label® text
T 2HE|E StringTable2| LocalizedString &= 0f| HIQIE 5= BiH2 Chg ot Z2&LIC

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

public class LocalizationDemo : MonoBehaviour

{

// QAAHE M B
[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);

O] ™o m_LocalizedTextE QIAME{0|A DemoStringTable2| &=0f SHEL|CE 0] ZEE
m_LocalizedLabel?| text ZT2EHE|E X|HEl LocalizedStringdl HZAFLILCE. o|of w2t Ao
HYE|H HAET XSO 2 YO0 EE LT

EAY HE 4 Y]

27| Y0| HEE FR HX[2tEl EAEE YH|0|EdH= Aof| Tish =71l ZX|E F[slof ot= Rt ASLICH
EA|Yo| Hoo|EE moiCt 2% AHSI2{H LocalizationSettings API2| SelectedlLocaleChanged
O|HIES =4I CH7|5HH EL|Ct.
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@ | Localization |

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

public class LocalizationExample: MonoBehaviour

{
void OnEnable()

{

LocalizationSettings.SelectedLocaleChanged +=0OnLocaleChanged;

void OnDisable()
{

LocalizationSettings.SelectedLocaleChanged -=0OnlLocaleChanged;

void OnLocaleChanged(Locale newLocale)

{
// 2HLO| HEE|H = £+ (0f : UT 24 YH0|E)

Debug.Log($"Locale changed to: {newLocale.Identifier.Code}");

07| M 2#| 20| HAE mofCt CHE R4S YH|0|ESHALE HAT 2ES dAle 4~ A== OnLocaleChangedt
SEEUCE O] O[HIE SHEHE A8 Ul Z2HE|Lt ARIYAS TSN R, £ HHE HAET} x|
2lloforol| SEX| 9iS i REELIC

String Table AFHS

Chstio| $1%|3} HAolls Ulet 2022 BE HAE 7|t MG X2|She String Tableo| AR ELICE

ret

Localization Tables &(Window > Asset Management > Localization Tables)2 €11 String Table
CollectionS ‘45t ALE MEHSILICE 7|0l M M =S FIH6t0, IR 7|E FolstL, 2 2H|UE HAS

IEEESEN=)

2% Hlo|E| YEE Y JATE

csv o
CSV(HHEE 72 gh) Il M Co|HE YEESIY String Table2 ME = A2M, 0| A| 51 C|Xt0|LA7}
QR0M HIAEES MHY = UFLICH LB EIAE MAMOZ st=8 MASIHH J|& String Table2 CSV

2 QAZEBILCE,

© 2025 Unity Technologies 105 of 147 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/Packages/com.unity.localization@1.5/manual/StringTables.html

P

93 Localization Tables

+ New Table Collection

| Localization |

Current table (DemoStringTable)

Selected collection

Name
Preload

Text_LabelUXMLBinding

Text_LabelScriptBinding

DemoStringTable(StringTable)
DemoStringTable

UXML direkte binding: Konfig

Script binding: Tilfgjet ved ru

Google Sheets 7|2}

T 2HEE Google Sheets MH| A0 HZsI2{H Sheets Service Provider 04l A+EsHOF BFL|C,
O] o M2 2152 2t2|5HH ALZXITL OIC|EO M 2T M A EE

of of| A

2
=

eet Prope

fer F

Google Sheets ServiceS M4st QIF gL,

© 2025 Unity Technologies

Localization Tables

UXML direct binding: Config|

Script binding: Added at runt

None
v 0 Auth
API Key

Load Credentials...

e

h (fr) ®

Liaison directe UXML : Confi

Liaison par script : Ajouté a |

Importv Exportv

XLIFF into collection
XLIFF file

XLIFF directory
CSV...
CSV(Merge)...

-

Vinculacién directa UXML: C

Vinculacién por script: Agrec

= A=E X[

MAMst2{™ Assets > Create > Localization > Google Sheets ServiceZ 0| SgL|LC},

Select
authentication
method

and add
credentials
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Google Sheets Service0ll= OAuth2t API Keyzt=
=X !

S{7Lt M2 OAUthE

HH| 47|/ M7 AMA HPHE FO2{H Googled| 2152 R§3H0F LICE XtM|EE LH22 Google Sheets
7|z Xtz QF 2155 |E HESHNIR.

String Table Collection2 Google Sheetdl| &
ExtensionZ F7tfLICE. String Table Oli4lS MEqst
|;|-|E° ELEIoI-|_||:|- o:|a-| g}ﬂ oz Tzl

E=

CHE AMEES

st
=

String Table= Google Sheet0f| Z7|8}5t2{™H Sheets Service Provider 0f| 410f|
Service Provider O A S

¢ 0
QuizU -

A Ul ToolKit

2 &

Assets > Unity Technologies
DemoStringTable

EER DemoStringTable Shared Data
’{@ DemoStringTable_da
fn DemoStringTabl
'@ DemoStringTabl
fn DemoStringTable_fr

es

at
¢ 0O

QuizU - A Ul Toolkit

I 3
Unity Technologies
moStringTable
E@ DemoStringTable Shared Data
@Do-mobtlmgTat)le da
5 DemoStringTable_en
53 DemoStringTabl
3 DemoStringTable_fr

StringTable & 27

ON
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A0l Google Sheets ServiceE

Foieels &

, 3 AEO| AM 2SI 47]2F

HZAste{ H 2 M| Extensions S =01 Google Sheet
ot CHS QIAHE 9| Extensions F0i|l = 81| (+)
M & String Table Collection LY F=715H0, 2t 2|LYHE M2

ge = AFLIC

A
At

[=]

ZgtL|Ct, Sheets
=

HiEH O ‘6'|.A-||R

St S BIHS Sheets Service Providers

© Inspector

A

Tables
Open in Table Editor

String Table

List is Empty

Select extension
and asset

© Inspector
{g_'n Demc

Tables
Open in Table Editor
Group String Table

Extens

Ej Google Sheets

& Google Sheets Service (Sheets Service Provider)
Create New Spreadsheet

Spreadsheet Id

s Empty

Remove Missing Pulled Keys

Jhg|ct.

A S OHX[H CIXIo|Lt HIZHEXLZE 0] S7|=HE HIE S 2 Google SheetsOll A X1 H #X|st =5
HEY = AFLCH

Mo| QULICH H| 27 A|Eo]| M| At
Sl OF SICHH APl KeyZ ArEEtLICE

+

Csv Extension

Google Sheets Extension
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Smart String Al

Smart String2 S 2XE 8 MMt iff String.Format LAl AF2E 4= Ql= Z&st 7| 5ILICt Smart
Strings Sl £, ZUR Zo XM, 58 9 7|6t H0{E 73 Z2 7|5 X[J¥5H= HI0|E 7|gt
HEAS AMEY & JUFLICL 0|23t 7|52 oiX|2t BEE ZHASELICE

Smart StringS A&3t2{™ Localization Tables &0 A] 2XIE S SmartZ X|FgtL|Ct.

Localization Tables £t2 FLI|Ct. Hl& S4()0llA Smart FormatS MEiEiL|CE &= Foj {S} 00| 20|
HEAE|=X| 2olstM| R,

OfL|H QI AME| 9| Localized String OICIE] 2t0fl L= Smart =0l A Smart StringS gMot&tL|CH

Import = Ex

Enable Smart String
in options

(s} El

See Metadata

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

al:un artic

StringTable & £ QIAHIE0f|A Smart StringS ZA3HELICH

AAZYEN M Smart String 4H

e

A3 EO|M SmartString2 223}

rr

Chaat Z2&Lc

rlo

E2o|AZHE AH25S10] Localized String MAS17]: Smart String2 S20|AZBCIF SES{}2
S0l 2HE HAERZ LHE|H, String.Formatzt H|SstX| 2t M o R HELICE String Tableol| A
E0|AZHE AMESI0] S22 MATHLICH: “Welcome, {0}!7).0{7|A {0}2 ZEIR H|O|E{E
9ot E2fo]AZE QLT
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—  LocalizedString®@} Arguments At85}17|: AFZE0||A O] F=0] CHt LocalizedString
2 MAMstT Arguments ZEHE|E AtEsto] HELR H|O[HE X|™RILICE ol E =X
SmartStringDemo0i| Al 3|5t CHe ALITI2 E2)|0|AZH SHUHE CHAISH: WHE B0 FLICL

/1 SE0|AZHE S20]0f O|F 22 THA| (o :
/1 ‘gz, (e} => "vtzidl, Z0jof 0|51 ")

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

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

m_PlaceholderLabel.SetBinding("text", m_PlaceholderMessage);

O|=A| 5™ LocalizedString0| 2i|0|=2| text Z2IHE|0]| H}QIEE| 0 HE[RI0| Z2(|0]0{2] 0] E0]
AUELICH Ao Y=ot “ghZid|, {e}!”2 sHHOf| “BtY|, Z20|0f O|F!"2 =2 EAIE £ JUASLICH

Elo]A= o]

Smart String®| E3[0|AZH = Hadl {0} X|2e| =20t Af E[X| etELICH 220|ABHE B
ESHOZ A8 £+ ACH, NG AUZ|RE Mg £ AT DAJELICH Z20|AZHE TS 22
o EEoz FHE = ASLICH

—  MEiX}: |- DO|H E AFE X MEtLICL & 0 {player.name} player 2QEHEQ9| name
T ZHE|E MEHEL|C

— EZ%E 0|8: X8 ZUHE FAYLILLAE =Y XS X"t pluralS A ELICL

—  EoE M. ZoEo 3%

o

o

HAE{OIO| ZJILICHO|: Tha et =4~ HE X|H).

— % E30| BEARE SAS HYUCL S S0 2XIE S8 T = HESAL, I = Al
ZoHE X Fstr L, Y=ol w2t 278 MEfetLct

Formatter Options

AT

: choose ( 1] 2] 3 ): | | }

Formatter Name

S 0|ASHE 62| RECZ FYE = JUELICE
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RS & 73, 2EH{0)| H|O|E

=

sxoz JiMgLch QeS| T2 £

= E = o 1—
= HELAO| 2|E 4 UELICE o|E 0] {gameObject.name} MEHXIE AI2SHH A& QEHEQ
name ZE2ME|E 7IM2 4+ U1, {slider.value} MEHXIE ALESHH slider| value Z2HE|E
718 g 5= USLICH
EUE = 7t 2 HI0|H E £[Z XIS XSO E MetptL|Ct LBHE E A6t I A2t 55, 549
ToiS X|HSIAHLE 78 22| E M2E 4 QI&LICE
EYE = 7t 2 CO|E{E £|Z £HO 2 HetgtL|O} 2 ITUEE= M8 Mot o FA|2 Ho|ghL|Ct ME
OIZHE = CiEa 22 S 719 ZoE 7t JSLICEH

Choose EiE:

{0:choose(1]2|3) :morning|afternoon|evening|anytime}2 QU&= L0 mzt

‘morning’, ‘afternoon’ EE= ‘evening’S

Plural Z9E:

{0:plural:one item|{} items}= &l

QIAHE{O A 242 2HotD

Ezf|o] REZ HMetsto] At

MENSHL|C}.

—1d

HAEE

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

Smart Strings

Langues

Smart Strings

Marcador de posicion indexado

iBienvenido, Player One!

Formato de eleccién

iBuenos dias, Player One!

Formato de plural
Tienes 8 articulos en tu inventario.

Vous avez 8 articles dans votre inventaire.

Espace réservé indexé

Bienvenue, Player One !

Formateur de choix

Bonjour, Player One !

Formateur de pluriel

© 2025 Unity Technologies

Smart String2 String.Formatg CHM|st= 7| s iLIC.

Languages

Smart Strings

Indexed placeholder
Welcome, Player One!

Choose formatter

Good morning, Player One!

Plural formatter

You have 8 items in your inventory.
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Smart String2 HX|2E M= Crst WEQI IOEE S| AlY MEl = HEAE HAH HAEE
BAIE & JEE X AL

—  Choose EHE]: 2™

rn
1
>+
2
Kif}
B
r

g &
—  Plural ZHE: £28 J|ZF02 X}502 B4Y FAIS XMETtL|CL
—  Time ZE: Mt A|ZHS EAIRLICE
—  Conditional ZHE]: if/elseQt 22 2XI2 X ¢tL|Ct.
—  List ZSE|: Y == S50 Zoi g X FRL|CL

7

—

£

4
J

— IsMatch ZSE: §3A IHEHE J7|&=C 2

rd

SHAEE EAIY Of ABELIC
APIZ ALES10] 71 A 5 TS MEE & AASLICH EREIO) it XMEH IS Smart String 712
T2E HESML.

-

ZAE T2 T2MY

Ul 242 LocalizedStringdl X7 HoIZ37| HHZE U7} LIk 02 S0f o R25 HX|2tel

HIAEZ BAISH| Mol TS £It X ™S AL A8 0F & 4 QU&LICE 0] 2L LocalizedString2 Z2|
D243 20| Uloll AR = AELICH

GetLocalizedString
GetLocalizedString HlME= LocalizedStringS ZEIIO| #F EXIEE MEEL|CL 0| HMEE
A8 X2|El EXIEE UIo EAISHZ|Of M HAE ZoH(0f: WA F7H E2XHE 28 §)2 M8 ¢

UASLICE HAIE =0 2SI

[SerializeField] int m_PlayerLevel= 1;

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

/1 SiXI3HEl 2XIES JHHet {0} Z20|ABCE Z20]0{e] BHE ChHs TRIE]

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

O] oflAl0ll M LevelMessage Z2HE| &= LocalizedString2| {0} E0|AZSHE Z2i|0/0{2] 3xY 22
CHAM|BILICE [CreateProperty] 42 XIHstH o] Z2IHE|SE EIR! H|O|E HIQIHOf| AFRE 4= U0,
ulaao o €A 2d dielde o~ Ql&L|C

S AL AL R, 910l LF2 LevelMessage®t 22 ZTE2HE|7} X8 X|H 2XE N2[StE AistH
ZIMHQI OJHIE MEZE MEE LRIt glELICh
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StringChanged O[HIE Al

LocalizedString®| StringChanged O|HIE = O[2{3t R&o| Z2| T2 MM S FHst= o RETLICH
StringChanged O|#HIE = LocalizedString0| ¥G|O|EE mOICHZF, EA|Y0| HZE mioiCt)
ER[AHEEE HAETL AHEET| Mo Y 4 JSLICH

To=2 T M

X
in

O] OJHIEE A3l StringChanged O|HIEO| HEHE HZELICE TS 2 My_Entry 2=2S
AHE238t0{ My_Table StringTableOlA] Af LocalizedString2 MAst= IE AL|TIL|CE,

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

localizedString.StringChanged +=0nLocalizedStringChanged;

OnLocalizedStringChanged O[HIE 3HS2{7} O{EA BEZE EXEE Metst= HYUS Xs2=
HE|Sh=X| ZISHM 2. O|H| IAETL HAIE| 7|0 2N Hste HAR BES MY o AUSLICH

void OnLocalizedStringChanged(string value)

{
/1 Al EF =A0| wep ZEALFTF

string processedString= $"[Prefix] {value}";

// UL @45 M2|E EXIEE YH0|E

m_TextlLabel.text =processedString;

2 & LocalizedString2| Z2| TZA[&0] 7|2%Ql BIAE HEDIOZ H|PtE|X| = &LICt Ol= Smart
StringPtO 2 Wt 2X|0|LE XU S X2 £ gl= E2 ST TEME|LLUI FZE AHEE f £3
F8aLch

OlE £0{ DropdownFielddll& 2Xt

=
oy 2AUS HIHGEE 0| BM 22

ZEEO= FY4El choices TEMHE[7} JELICEH T2| TENAZS Sl
2 =0
=2 - O =2 o —_—

HO= Hx[ety + AL
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0{7|M PreprocessDemo A3 Z E = DropdownField choicesE ¥ X|atsta, E2{|0[0{7t M AI{E
MElgt mfotCh AHO|EYLICH o7 | M2 B 5 S CHA| #55H= &2 StringChanged OHIE0]| CHSE
SHOEM HAHEL|CL

Languages Languages

=T

Pre-process LocalizedStrings Prétraiter les LocalizedStrings
Dropdown [FEasy v geneChangeg Menu déroulant [Facile v
event
Easy Facile
—

Normal Normal

Hard Pre-process Difficile

Nightmare LocalizedStrings Cauchemar

L to List<String>

StringChanged O|HIES AF83}0] LocalizedStringS Z2| T2 A& ELICH

C}22 PreprocessDemo A3 EO A L8, &
AL AL|CE

[

10| ChA| PSS SAIS Sols 4 9l

[SerializeField] LocalizedString m_ChoicellLocalizedString;
[SerializeField] LocalizedString m_Choice2lLocalizedString;
[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_Choice2LocalizedString.StringChanged +=UpdateDropdownChoices;

.f2gMsE

—

EZR-E

UpdateDropdownChoices(null);
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StringChanged OJ#IE 7} E 2|75/ SECHR0| &M0| ChA| RXE|D 1) MeEl S42
2EELC

void UpdateDropdownChoices(string value)

{
if (m_DropdownField ==null)
return;

// AT MEHEl S8 ME
int selection=m_DropdownField.index;

//O|™ &8 MA
m_DropdownField.choices.Clear();

/1 AR AR =tE 2 =t

m_DropdownField.choices.Add(m_ChoicellLocalizedString.GetLocalizedString());

m_DropdownField.choices.Add(m_Choice2lLocalizedString.GetLocalizedString());

// .. tHE S8 FIt

/1 MEHE Qleyagl 7t mel
m_DropdownField.index = selection;

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

SetValueWithoutNotifyZS AM2%tH ChangeEvent E2|7 §l0| EECIR9 EA|7} HO|0|EEL|CE,
O HAlI2 XA HHIO|EE YX|st EECHR FMO0| HEEUS © AHEXI7F MEfot S8 S BEFLICH
IHDmmmmeMLmemwﬁmg 10 met EME SHOZ YO0 EL|CE M
miotct Aol EE AH0{7F EECHR: SMQE MIObE L|CH

AH I
o=

27 1

—

TZHEQ
20| MEE

0| 22 ma2| T2 M|&2 HX|SHE HEIAE Q1A Y| ONHL*WHNHHNEH#%ﬁuq
Smart String2 S2|0|ASC, S+ 22 o |SEX|2H of 7]0f] Z2| T2 M| Y S CotH
Smart StringT Q2= MeZ|g = gle X X ™S M st %ﬁ’é‘% ahatel = AFLICH

ot
bal
e
ﬂJIO =
ﬁ m
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Ol S A K=t

X[t M 7t 2 HIS S KHXISHE A2 ZAHE0|Z SiLt, HIAE Q|0f| = oM S BX[=tsf{of & o= ASLIC.
SHItX o2, ME Z2HEN = FHE ZAH Lo waf CtEA| X &30 5= 0F0| 20| ZFE0 AFLICY.

Localization Tables

Current table (DemoAssetTable)

DemoAssetTable(AssetTable)

DemoAssetTable
v

New Entry

=7|2t ‘Hello, world’ O}0| 22 2} 2| S LIEHHLICE

ofj 4 eix|=t 27

oAl eiX|sh= 2XHE HX|9tet 72| HI LT #X|otE HMIAES MESHE O String TableS A3t
AXH, dXISHE oM S MFSt= O Asset TableS AFESHH ELICH F HO|22 &5 F7I517|, A3EE
= UXML IO o5 EXSH| S HIRS A EZE SFYLICHL

=2 o1y

54XI§rEI OS2 Ul LIS Sol7iLE C AT 018 Ul 22400 HIRITE 4 &L

o2 T M

29| style.backgroundimage ZEHE|E ?1X|2HEl AT2I0|E = Bl AKX 0| HHQIE
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Al

O

HEIUO|| 2H|UES MEHSIH 00|21t HIAE 2{|0| 20| YUCIO|EE|0| &4 2H|US HEH| &

English

e

o2HE

HTEH a3 ZEL T

uin

=

24 StLHE C|0[E HiRIY 0] Ul 2HE S3ll UXMLE Fl=|of AELICEH

ECHE AL HiIYo| CH ATRER MHEE|N UG

UELICEH

sfolgt 4= AELICH

Languages Sprog

Sprite/Texture

Sprite/Tekstur

AR

UXML binding

HEJ,
| ' VERDEN
UXML binding C# binding UXML binding C# binding
Idiomas Langues
ool
Sprite/Textura Sprite/Texte

BONJOUR,

LE MONDE

C# binding

UXML binding C# binding

2} 23|Yoi| et LocalizedTextureZt FH|0| EELICE
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Asset TableZ} String Table H|u!

Asset Table2 At&3H= WHE String Table AFEH It ZELICHL F HIO|E 25 RAYE 7|ECE ¥=
Mofst HEIJO| &=S 7= o AL ELICE th, 33t 22 Xt0|Fo| USLICE

mjo

—  OJHIE Ma|: 3X|stEl EXHEO| HAE|™ StringChanged O|HIEZL E2|7E 8tH ) Asset Table2
AssetChangedE AtE3%t0] wiX|StEl ofAllo| HAS LEL|CL.

—  HIE HME: SetBinding2 EXAIE 1} of| Ml FZ50f| AL E[LE, HHRlY Z2ME|= of| 4 Ko o2t
EHELICHOl: 2XtE Q| B text, HIAX 2| B style.backgroundimage).

CHS AL oA CIZ20A O{E A Asset TableZ2E2E| 0|2 7|&2Z LocalizedTextureE 7t et
style.backgroundImage Z2HE|0]| HIQILst=XE 20§ FL|C},

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);

—  HX|EHE EAK: 00| 2, B S 7|EL FHAE

— —i—

o A =
ZO| AIZA @4 T2IE|of X7 HiQIFE = AFLICH

o N
Ja}
o
k>
=2
1A
ot
el
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2
e
<
=
)
O
o
o
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=
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3
o
[(e]
)
o

—  HUX|etEl EE: EES AHOEE Q7& = S AIYELL MH| ARt 2 Tt £ AELICH

—  oX|3tEl QEME; T2[HO|Lt C|o[E 7|H of| Mt Zro] 2| ofl w2} Bt of sh= FE T 2[AAE

Asset TableZ O|2{¢t 0| IS ALESHH US| IAERE OfL|2 AN QAL 2 27|20l 5HA SHe=

ZHEER g 4 AFHCL
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Ceffet 3 S| X[}
3

UIS2 ME - =22 320 HIZ0M = o2 @iXIst 7|80] AHE &1 AELIT. Settings ROIM E&CH2

2i
HwE AHE5te] X g
Zt ol.

AHO| F SILIS MEfeh = UFLICH A} A0{7t ME4E|H | ocalizationSettings
A|ARIO| HAS XS !

L=
L UIE Ao = A0l E-fLICt.

Configuracion

1dioma Espaiiol

Inglés

Volumen Espaiiol

' Restablecer moneda miisica Prancés

Danés

Volumen o— )

efectos

Nombre jugador

GUEST 123456 Contador fps

Casilla

Tasa objetivo
Tema Predeterminac

Language EECI2 HiFO0IA 2AH LS MEfBIL|CE
Ol Z=HME|M A E Hst LIE2 Ch2 1 Z&LICH

—  SettingsScreen 2H|Y MEH: Settings StHO|M= ALK EELIR TR E Sl 2AH(US MEie &
UELICL O] Ul LocalizationSettingse HE S 4 Ch7[sto] M2 MEHE 2H|US AX|StD
CEOR b7t HEEH HAZtICZ HH|0|EELICE

Fot HiX[st 7| H0| HEE|0 ASLICHL FH T2HE|= Ul LEHOA
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UXMLZ UL Lol ALY &~ JEE ElEH*OH UxmlElement
t=a 20| public partial 2ziAZ FHolslof siL|Ct,

[UxmlElement]

ExampleElement: VisualElement

Jd2{H HAE HESO0| Ul 20N

Library M42| Custom Controls (C#)
FHe| 2] 0ff LIEFELICE o 7| M Ul 22

AE Boz 7AH HEES E2la5HM K.

Drag and drop
custom
control

Standard roject

Ul Documents (UXML)
Assats
Unity Technologies
Custom Controls (C#)
Demos
ArcVectorElemeant
S EEENENT
QuadVectorElement

ssetStoreToals

HAH HEE2 UIY

9| Libraryoil LIEFEFL|CH
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ANZHE Qo= A1 QEHMET} otL| 7| w20 Awake, OnEnable, OnDisable, OnDestroy2t
Z2 UHPHQI 20| I ALO| 2 O|HIETL GIELICH [t HAR HEE2 HHEXIE ALE5I0 £7[=tetLICt

[UxmlElement]
public partial class ExampleElement: VisualElement

{

/1 °48xt

public
{

e

HAE HEZ0| UI0f]| ZItE|= A|ETDIR| £7|3812 X|HE &5 QUSLICH o] A sta{™
AttachToPanelEvento] CHsl St S SEgLICE,

HAE HEZ0| VIO HHE ZRE ZXISI2{H DetachFromPanelEvent 2¥S AreL|CE

UxmlAttribute &4

I =THE|0f UxmlAttrlbute £4E F715HH dfd TEHE[TUI LC Q| QA ABE] Xof| LIEFELICH J2{H
£7| g2 tistr oz AHY £ JFLICH UxmlAttributeS AFESHH QIAHE 0N Z2HE|S HEY i

HA = TM

IEE +HEE QI U [[H—.-_-Oil CIXtolA et el ZHeiet W RELICH

=S = 2t ZTZHE|Of| UxmlAttribute £4 8 HERILICE name 215 AIE3IH £4 0|52
HAEDO| =Y & ASLICH
AE FZO0IM ZHEES MEHSHH HAR £40| QAHE] Hof| EAZ0 £4S 2 14Y + ASLICHL

Hi22{0[E £42 0HX| MonoBehaviourg At83t= ZME HAHE £4 ZEE 8T = ASLICL

o=
8%t o|22|0/E £42| o|E E™ TextArea, Tooltip, Range, Header, Min, Multiline, Space,
Delayed S0| UELICH O|E S0 Range £ 2 A3 2T He| LYo g2 MEiE & A= £2t0|6 7t
ZFIHELICE
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[@ Ul Build

Bindings

Position

MNone

UxmilAttributes
appear in the
Inspector

Select Type...

Inlined &

HAR £d2 U2 9] el AHE{of LIEFELICH

CHE2 HAE HEEO| UxmlElement £82 F715t= 7|22l o A[LICH 7| M= UxmlAttribute
A48 AL8SI & Iiel T2ME|J} = EEL|CY,

[UxmlElement]

ExampleElement: VisualElement

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

[UxmlAttribute]

0| ofA|0llM MyStringValue= name IEIO[HE AL S0 QAATIE|0f ‘My Text’=2 HEA|ELICE

MyStringValue® MyIntValue= 25 AZ T X0|A ExampleElement| QIAEI AT} MEHE! minfCt
OIATIE{O| M MEIS & QI&L|C}

—_H=2 T Mg

© 2025 Unity Technologies 123 of 147 | unity.com


https://unity.com/kr/releases/lts

@ | Custom controls |

Unity 6 M0l 7HAE AESS MAs{0 HAE Q40| 44 SE1 QUHE QIAASES Halsts

UxmlTraits 22 A2t UxmlFactory 22{A S 75}{0F HELICH
Unity 601l A= UxmlElement &3t UxmlAttribute £440| EI=|0] HAE Q4 MMO| ZHASHERAELICE

o & £82 HAH HEEN Z2HE|S UXML % Ul 20| HE EAIZLICEL Ol 22 }FE=E=
LRst 487 ZE9 A2 E0|1U UI 45 HAEDIO| XS O] ZE2|= AZtE TEELIC

Of| A

AR ot0|c E2 7ES

Custom SlideToggle
implements Basefield<bool>

OHLIcilo|d A9IX], 22| ¥, SH elAaset
SiceTogge 35 116 1 22 Al2H D=we ook of DztEel

on @D UIS BtS 4 aLch

Click with mouse or
press Enter / Space key to toggle

HAH £210|E E2 HEE2 £8 oS LIEtYL(CH

S0 Zhekst 30| YBLICH

QuizU ZZHE 9| CustomControlsDemo Moj|= 0] HAE ZHE

SlideToggle.cs AFZEE 11 HAH HEEO0| O{EH 2SsH=X| AHEM (Ot ALK EX).
Z210|E EZ HAE HEELS 0] 2 71& XMgst 7|2 Z2fAQl BaseField<bool>2 At&eL|Ct
UxmlElement 42 UXMLI}F Ul 20| HEEE L E510] ALE J7HsotA| oHEL| Tt

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

{
/17
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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, @.5f, ©.85f,1f);

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

Holst= USS 222 FYE|0f ASLIC

=
&=
il
a
P
rir
=
oM
2
—
>
e
c
Xas
H
|.|'
|T
2
)
>
o
=
[
]
o
0
jo
0.

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";
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/] .
RegisterCallback<ClickEvent>(evt =>0nClick(evt));
RegisterCallback<KeyDownEvent>(evt =>0nKeydownEvent(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();

0|21t i E 2= AL ARIX|E E20IH X522 YH0|EE|0] AIZtA mEMS XS EfLICt.

of2fl ZE0|M ChangeEventSE E2|H3HX| 21 E=2| AZtH HEHE RH|I0|ESH| 2I8H
SetValueWithoutNotify7t AF8El AHE & £ JUSLICL O HIMEE gt0| HALH LIEXO =
SEEOZ 2ot YO0|E ROE QUK g1 UI7F SHIEA| YO|o|EELIC

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;

© 2025 Unity Technologies 126 of 147 | unity.com



https://unity.com/kr/releases/lts

@ | Custom controls |

CustomControlsDemo 0| 281E MES MT{ENR. 245 OIRAZ 22I617Lt Enter 7| EE=
AHO|A 7|18 52 2N MEE ESELICE O] MEO|A o|=3t HiE 2= ALEXIJt &210|E HEES
EZ4%IH SXOZ HH|0|EE|H, ZHEHSH OHLIH[O| MO 2 A2t m| =S K|S EtL|Ct.

QAAHEES ALESH0] 24 HEHQL HIEY YEfof i S3ts EXAHE 20|21 Bl E 2 E AEELICH

| - Attributes
d

Position

None
ab Inc 0
on @D v

tion Inherit

ing Path

abel

Iue
Enabled Text
Disabled Text

o CHED

Inlined Styles

£210|E E29| H|AEQ} AR S F{AE{DHO|ZRILICE

S20|lE EZ M8

AmUo| 2A=E|H O|X| £210|E ES S UIQ o IX|ofLt S & ASLICH 7{AE SlideToggle
EUAS OIE AL QANH AFESIM|R2. CH2 2 SlideToggle 2 A S AEBI0] AIREE SAH EE=
A7 si{H|SH= T8 ol A LI

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_AudioSettingsS0O.IsMasterMuted;

slideToggle.RegisterValueChangedCallback(evt =>m_AudioSettingsS0.IsMasterMuted =
levt.newValue);

07| M SlideToggle2 7|& UXML EAM 2| AR EL|Ct. MonoBehaviour?t A|ZE E2|0f|M 0|E2E

SlideToggleS %2 CtS RegisterValueChangedCallback HIMEE AEst] EZ MEHE QLR
Ao AZELIC

SlideToggle2 ARHEHE F{AH
OlE S0 =eff F2iM Ul 2
H|gMdatetL|Ct.

SA0|EZ UINM ZE Q8 EZ AQX|0] AFBE £ JUSLICH
Zo|lME 0|2t RAISE SlideToggleO| fps 7H2E S &M stst Lt

Account Language | English

- ' Music
Reset Player Currency volume

SEX
Player name volume

GUEST 123456 Fps counter On SlideToggle enables
fps counter

Checkbor example (. 2 @ Max

Target frame

| rate
Defaul

Theme

UIS2 MZ - S22 A2hMel AEjelo] HBE 3
OiZ2|#[0| Mo M ERet CHZ SlideToggleS HAE{OIO|ZSHMIR. HIFY, AR E, AIYE20] S8t
#2 HFo| Arg5t7|0fl ZELICH o 1 M £ HAR AKX 2 AIEX FHE g

IKIOM THAHESEM K.

HA| +¥ TEE QuizU Z2HEQ| SlideToggle.cs AT EE &ZToHN Q.
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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(S$"{element.name} {changeType}");
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