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Pa3paboTka nonb3oBaTenbCcKoro uHtepdenca B Unity

Ashley Godbold. Mastering Ul Development with Unity: An in-depth guide
to developing engaging user interfaces with Unity 5, Unity 2017, and Unity 2018

Bepcuu GUI e Unity

Jo Bepcun 4.6 B Unity ucnonb3oBanack cuctema GUI, oprHeHTHpPOBaHHAS HMCKIIOYMTEILHO HA MPOrPAMMHYIO
peanusanuio. Ceituac ona HasbiBaeTcs «ycrapepiieii GUI» (legacy GUI), Torna kak HOBasi cMcTeMa Ha3bIBACTCS
npocto Ul.

[Tpumep ucnonn3oBanus ycrapesiieid GUI:
using UnityEngine;
using System.Collections;

public class CompoundControls : MonoBehaviour
{
public static float LabelSlider (Rect screenRect,
float sliderValue, float sliderMaxValue, string labelText)
{
GUI .contentColor = Color.black;
GUI .Label(screenRect, TabelText);
screenRect .x += screenRect .width;
sliderValue = GUI .HorizontalSlider(screenRect, sliderValue, 0.0f, sliderMaxValue);
return sliderValue;

}

using UnityEngine;
using System.Collections;
public class GUITest : MonoBehaviour

{

public Color myColor;

void OnGUI ()

{

myColor = RGBS1ider(new Rect(10, 10, Screen.width / 2 - 10,
Screen.height / 2 - 20), myColor);

}

Color RGBSTider(Rect screenRect, Color rgb)

{
rgb.r = CompoundControls.LabelSTider(screenRect, rgb.r, 1.0f, "Red");
screenRect .y += screenRect .height;
rgb.g = CompoundControls.LabelSTider(screenRect, rgb.g, 1.0f, "Green");
screenRect .y += screenRect .height;
rgb.b = CompoundControls.LabelSTider(screenRect, rgb.b, 1.0f, "Blue");
return rgb;

}
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Edit | Project Settings | Player
3 | 0 | L]

Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution

Default Is Full Screen* (¥4
Default Is Native Resolution &
Run In Background* [l

Standalone Player Options

Capture Single Screen [l
Display Resolution Dialog | Enabled =
Use Player Log ¥4
Resizable Window [
Mac App Store Validation [l

Mac Fullscreen Mode [ Fullscreen Windaw With Menu Bar &And Dock =] k2 = i

D309 Fullscreen Mode | Fullscreen Window 4 Settings for PC, Mac & Linux Standalone

D3D11 Fullscreen Mode [ Fullscreen window +)

Vil T B o Resolution and Presentation

Allow Fullscreen Switch I~ Resolution

Force Single Instance [l Default Is Full Screen* O

¥ Supported Aspect Ratios Default Screen Width [10z4

e i Default Screen Height |768 |
) - Run In Background* ™=
16:10 I
16:9 ~ Standalone Player Options
Others o Capture Single Screen |

* Shared setting between multiple platforms. Display Resaolution Dialog [ Disabled =]

Ecnu custe ¢naxxok Default is Native Resolution, To MOXHO HaCTPOUTh Pa3peIICHUE 110 YMOTYAHUIO.

Ecnu otkoMnuiaupoBath M 3amycTuth nporpammy B Unity 2017, a 3aTeM M3MEHHTh HACTPOMKH, CBSI3aHHBIC C
paspeleHreM, ToO OHH He OyIyT YYTEHBI IIPU MOCIEAYIOIIEM 3aIlyCcKe, TaK KaK UCXOHbIC HACTPONKH COXPAHSIIOTCS
B peectpe. DTO MOYKHO HCHPABHUTh C MOMOLIBIO CIIEAYIOIIEr0 CKPHITA (IaHHBIA CKPUNT JOJKEH OBbITh pa3MeIICH B
nojkaranore Editor karanora Assets):

using UnityEditor;
using UnitykEngine;
public class DeletePrefs : EditorWindow

{
[Menultem("Edit/Delete ATl PlayerPrefs")]
public static void DeletePlayerPrefs()
{
PlayerPrefs.DeleteAl1();
Debug.Log("delete prefs");
}
}
Cpa3y mocie co3faHusi JaHHOrO ckpunrta B MeHio Edit Oymer mobaBnena ykaszaHHas KoMmaHga. MHorma

BBIIIOJTHEHUE H3TOM KOMaHJbl HE MPUBOAMT K TpedyeMomy pe3yinbrary. Torja Haxo SBHO OYHCTHTH
COOTBETCTBYIOLIMH pa3ell peecTpa.

I 4 .78 Computer
4. | HEEY_CURRENT_USER

MName

ab| (Default)
Erﬂ Screenmanager Is Fullscreen mode_h3981298716

o Screenmanager Resolution Height_h2627697771

Erﬂ Screenmanager Resolution Width_h182942802

_?5'9'] unity.cloud_userid_h2665564582

fg'pj unity.player_session_background_time_h123850221
_?5'9'] unity.player_session_elapsed_time_h192694777

_?5'9'] unity.player_sessionid_h1351336811

4, DefaultCompany

| | Maserng iy U Project |
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B Unity 2019 orMeuenHas mpobiiemMa pelieHa: Mpy U3MEHEHHH CTApTOBOTO Pa3pelIeHUsT OHO YUUTHIBACTCS TIPH

OYEPEIHOM 3aIlyCKE IPOrPaMMBl.

B Unity 2017 MOXHO HACTpOMTH HapaMETPhl 3alycKa MPOrpaMMbl TaK, YTOOBI MOKHO OBUIO BHIOHMpPATH

pasIM4YHOE pa3pelIeHUe, COXPaHssl COOTHOLIEHUE CTOPOH:

L 3

n! |

Settings for PC, Mac & Linux Standalone
Resolution and Presentation

Resolution

Default Is Full Screen®

Default Screen Width 1024

Default Screen Height 768

Run In Background™® ™=

Standalone Player Options

Capture Single Screen

Display Resolution Dialo | Enabled ¢|I
Use Player Log =]

Resizable Window -

Mac App Store Validation -

Mac Fullscreen Mode

| Fullscreen Window With Menu Bar And Dack

0309 Fullscreen Mode

| Fullscreen Windaw

03011 Fullscreen Mode

| Fullscreen Windaw

ar || an ||

Visible In Backaround
Allow Fullscreen Switch
Force Single Instance

Supported Aspect Ratios
4:3

F

5:4
16:10
16:9
Others

oo ooo

* Shared setting between multiple platforms.

B Bepcun 2019.1 omus Display Resolution Dialog o6wsBiieHa ycrapesiieii, a B Bepcuu 2019.3 ona ynanena u3

HaCTPOCK.
1t g% Project Settings

Audio Player

Editor Lursor Hotspot A
Graphics

Input Manager

Physics _ :

Physics 2D Settings for PC, Mac & Linux Standalone
Player » lcon

Preset Manager

Quality ¥ Resolution and Presentation

Script Execution Order
Tags and Layers
TextMesh Pro

Time

VFX

XR Plugin Management

e T 0

Resolution

Fullscreen Mode
Default Screen Width
Default Screen Height
Mac Retina Support
Run In Background*

Standalone Player Options
Capture Single Screen
Use Player Log
Resizable Window
Visible In Background
Allow Fullscreen Switch
Force Single Instance
Use DXGI Flip Model Swapchain for D3D11
¥ Supported Aspect Ratios
4:3
5:4
16:10
16:9
Others

* Shared setting between multiple platforms.

» Splash Image
I b Other Settings

Mastering Unity UI Project Configuration
Graphics | Input
Screen resolution | 640 x 480 - Windowed
) i 540 x 480
Graphics quality 800 x 600
1024 x 763
Select monitor 1152 x 864
1280 x 960
1360 x 1024
1400 x 1050
[ Flay! ] [ Quit

Windowed
1024
768
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O6bexkm Canvas

JIro6oii orobpaxkaembiii Ul-00bekT (B KpacHON paMKe) MO/UKEH HaXOAWThess Ha obbekre Canvas (rmosotHo,
KaHBa), 4YTOOBI OH MOT OBITh M300paskeH Ha cueHe. [Ipu mombITKe moOaBieHUs oToOpaxkaemoro Ul-o0bekra Ha
cieHy, He coxaepkamryro Canvas, oowsekT Canvas (a takke oObekt EventSystem) Oymer mo0aBiieH K CICHE
ABTOMATHYECKH, @ 0OTOOpaXkaeMblii OOBEKT CTAHET JOYEPHUM 00BEKTOM 00BeKkTa Canvas.

Create Empty

Create Empty Child

3D Object >

2D Object >

Light 2

Audio »

| |u ’ Text

Particle System Image

Camera Raw Image
Button
Toggle
Slider
Scrollbar
Dropdown
Input Field
Canvas
Panel
Event System

KomMmnoHeHTblI o6bekTa Canvas

o ; L static ¥
Tag |Untagged  #|layer|ur &
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BapuaHTbl oTpucoBKMu KaHBbI (Canvas Render Mode)

WuTepdeiic 3annMaeT Bech IKpaH, HE 3aBUCUT OT KaMephl U PUCYETCS MOBEPX BCEX UTPOBBIX OOBEKTOB!

v[|¥ canvas #,

Player 1 Player 2
v|[|¥ canvas %,
Render Mode | Screen Space - Overlay m Skill level [—— ]| | Skill level
Pixel Perfect - Show hints Show hints
Sort Order [ |
Target Display | Display 1 :]

NHuTtepdeiic 3aHuMaeT BeCh SKpaH U HAXOJIUTCS Ha HEKOTOPOM PACCTOSTHMHU OT BBIOPAHHOM KaMephl:

Render Mode | Screen Space - Camera 1 Player 1 Player 2
Pixel Perfect J
|4 Main Camera (Camera)

Render Camera

Plane Distance 100 |
Sorting Layer | Default ™
Order in Layer o |

‘!’ECanva!

Render Made
Event Camera

| Warld Space

[None (Camera)

Sorting Layer | Default

Order in Layer [

cBsi3aHa ¢ o0bekToM EventSystem.

KoMmnoHeHT Canvas Scaler

Ompenensier, kak MeHsieTcst Bu Ul-371eMEHTOB B 3aBUCHMOCTH OT Pa3peIleHuUs
(B mpumepax — 1024x768 u 640x480).

v ||« canvas Scaler (Script)
UI Scale Mode | Constant Pixel Size

Scale Factor {1

Reference Pixels Per Unit/ 100 Button 3

o Skilllevel [—— ]| | Skl level [—— |

NuTepdeiic — maockuii 00bEKT CIIeHBI (BAPHAHT peau3alluu duecemuiecko2o uHTepdeica):

B stom pexkume ykaswiBaetcs Event Camera (ne Render Camera), moCKoJIbKY ¢ TOUKH 3pEHHUS] OTPUCOBKH KaHBa
HE OTIIMYAeTCs OT JPYruX HUrpoBbIX 00BekTOB. Event Camera oredaer 3a mpuem coObituii oT Ul-00hekTOB U

Button 1

Button 2

Button 3

Button 1

Ygtanvai Scaler (Script)

UI Scale Mode | Scale With Screen Size

Reference Resolution X [800 Y 600 |
Screen Match Mode [ Match Width Or Height
Match

o :
Width Height
Reference Pixels Per Unit 100

S —

Button 1

v || ¥ canvas Scaler (Script) @ #
UI Scale Mode | Constant Physical Size s | BUttOI’] 2
Physical Unit | Paints al
Fallback Screen DPI l96 |
Default Sprite DPI EE | Button 3

Reference Pixels Per Unit 100 |

Button 1

Button 3

[oioema =g

Button 1
Button 2
Button 3

Bapuant World — 370 eiMHCTBEHHBII BapUaHT, JOCTYITHBIN [T TPETHETO PEXKUMa OTOOPAKCHUS KAHBBI.
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O6bekm Panel

Hasnauyenue nanenu — copepskarb apyrue Ul-o0bextsl. Ha camom nene komnonenma Panel ver, manens — 310
UrpoBON OOBEKT, CHAOKEHHBI KOMIIOHEHTOM |Mage ¢ HeCKOJIbKO M3MEHEHHBIMHM CBOWCTBAMM 10 YMOJIYaHMIO
(Source Image 3aman kax Background, user Color — nosynpo3pautbiii).

© Inspector | A=
.’ [ Panel [ ] Static =
T Tag | Untagged 4| Layer | LI &l
Rect Transform [ %
stretch Left Top Pos Z
= 0 0 0
o E Right Bottom
¥ Anchors
Min X0 ¥ o0
Max X1 ¥ {1
Pivot Xx|0.5 ¥ 0.5
Rotation ® o Y0 Z 0
Scale X1 ¥ |1 Z|1
@ canvas Renderer [ %
v % ¥ Image (Script) [ %
Source Image \Background @
Caolor [ | #
Material None (Material) @
Raycast Target [+
Image Type | Sliced el
Fill Center [

KomnnoHeHm Rect Transform

Ul-00beKThl MMEIOT IaHHBIH KOMIIOHEHT BMECTO KOoMIOHeHTa Transform (cBs3aHHOrO C TpeXMEpPHBIMH WU
JIBYMEPHBIMH UTPOBBIMH 00BbeKTaMK). 3ameTM, uTo Kiacc RectTransform ssisiercs motomkom kiacca Transform.
Jlis MaHuIynupoBaHUs ABYMEpHbIMU oObekTamu (B ToM uucie Ul-oObekTamu) mnpeaHasHau€H UHCTPYMEHT

Rect Tool:

(O # s =)

Cpasnenue kommonenToB Transform u RectTransform

¥ .~ Transform
Pasition

Rotation
Scale

OcobeHHOCTH 0T06pa)KeHI/I$I YHUCJIOBBIX JaHHBIC B 3aBUCHUMOCTHU OT PCIKUMA HACMPOEK

ﬁ#‘
X0 Y0 Z
X0 Y0 Z|0
X1 ¥l Z[1

(Mcnonb30BaH WK HET pescum pacmsxcenus Stretch):

¥.- Rect Transform
center

1]
L]

middle

¥ Anchors
Min
Max
Pivot

Rotation
Scale

ﬁ 'ﬁ'r
Pos ¥ Pos Pos 2
0 0 a
Width Height
100 100
» 0.5 ¥ 0.5
» 0.5 ¥ 0.5
» 0.5 ¥ 0.5
b ] Y0 Z|0
X1 Y1 Z|1

npussizku Anchor Preset

T’i Rect Transform [ % T’i Rect Transform @ %
center Pos ¥ Pos Pos 2 stretch Left Pos Pos 2

B 0 0 0 o 0 0 0

3 - Width Height 2| Right Height

E 100 100 E 0 100

Y5  Rect Transform 0 = ¥35  Rect Transform (@l
center Pos ¥ Top Pos 2 stretch Left Top Pos Z

= 0 0 0 < 0 0 0

s [1] Width Bottom 8 [ Right Bottom

n 100 0 R b 0 0 R

3unauenus (PosX, PosY, P0osZ) ompenenstor ono‘pHy}o mouxy (Pivot Point), smauenus Left, Right, Top, Bottom

OMMPEACIIAIOT OTCTYIIBI OT COOTBCTCTBYIOILIUX I'PAHULL B PEKUMCE PACTAKCHUS 10 JAHHOMY HU3MCPCHUIO.
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OnopHas Touyka (Pivot Point) n nosmuumn npmusaskm (Anchors)

Pivot Point

[To3uuuy mpuBS3KM BCerja pacroyioKeHbl B BEpUIMHAX MPSAMOYTOJbHHUKA (BO3MOXKHO, BBIPOXKIEHHOIO). DTH

MO3HIUH 33J1at0Tcs 3HadeHussMu Anchors Min u Max B nporieHTax oT pa3MepoB pOAUTENILCKOro o0bekTa. [To3uiust
onopHo# Touku (PivVot) Toxxe 3a1aeTcsi B IPOLEHTAX OT Pa3MEPOB POAUTEIHCKOIO OOBEKTA.

v%@ Rect Transform

center Pos X Pos
# o o
= HH Width Hei
E '100 101
¥ | Anchor Presets
Shift: Also set pivot  Alt: Also set position
left  center right stretch
ol (o] (O] =
o e
Hactpounku npussaskm (Anchor Presets) =S =y q] = .
L i — ]
ol |
3 B | BRI =
Ba:knasi BO3MOKHOCTB: €CIM TIpH 3aJaHUM HACTPOCK TIPUBSI3KU | E - >
. o ET —
nepkath HaxateiMu KiaBuimn Shift w/mnm Alt, To kpome mno3uImii HiE Ol lml (O =
HpI/IBﬂSKI/I MOXHO Cpa3y HaCTPOI/ITI) IIO3UIINTO OHOpHOﬁ TOYKHN I/I/I/IHI/I 2
MOJIOKEHNE 00BEKTA. || - }
¢ [d] [m] |m
Anchor Presets Anchor Presets Anchor Presets Anchor Presets
Shift: Also set pwot Alt: Also set position Shift: Also set pwot Alt: Also set position Shift: Also set pwot Alt: Also set position Shift: Also set pwot Alt: Also set position

right stretch right stretch right stretch right stretch

ElElE o@E & SIS SIS

o] (] [o] [5] (O] [d][a] =] PIHE = EIHEE B
e e = EHEIEIE HEE 5 HEE B
o/ [d][a] =] o/ [@/[a] = hllmlld =2 iojhlkld =

ERENEINE] EREIEIE] IINOD B ¢ ) o (0 (0 B

Shift Alt Shift+Alt

bottorn middle  top
o] (] [5]
bottom middle  top
o] [d] D]
I:!ottom middle  top

= B]ldl[d
bottom middle

= b[8l[d

etch
h

=

atc

str
s.tg_c h
stretch
stri
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KomnoHenm Canvas Group

Add Component | Layout | Canvas Group

ITo3Bonsger HaCcTpanBaTh psAa BaXXHbBIX CBOICTB Cpa3y ajsd urpoBoro 00BEKTA U BCEX €TI0 JOYCPpHHUX 00BEKTOB.

"ECanvas Group *,
Alpha
Interactable
Blocks Raycasts

ODRE-

Ignore Parent Groups
Alpha — nactpoiika npo3paunocty (1 — mosHast HEIPO3paYHOCTh ),
Interactable — B03MOXXHOCTh pearupoBaTh Ha COOBITHS;
Blocks Raycasts — nyun He JOXOIST 10 0OBEKTOB, PACHOIOKECHHBIX HUXE (M, COOTBETCTBCHHO, 3TH 00BEKTHI
HE MOTYT pearupoBaTh Ha COOBITHS);
Ignore Parent Groups — eciu YCTaHOBJIEHO, TO HAacTpoiiku kommoHeHTa Canvas Group poaurtens He
YUUTBIBAIOTCSI.

O6bekmbi Text u Image

Create | Ul | Text mim Image
310 Ul-00BeKTHI, K KOTOPBIM IMpHCOeInHEHB KoMIoHeHTHl 1ext u Image. [lpu nobaBnenust nzoOpakeHus B
KOMITOHEHT IMage KoIu4ecTBO ero CBOMCTB yBEeIMUYHUTCS (Cp. ¢ KoMmoHeHToM Image aist oobexra Panel).

¥ ¥ Text (Script) &
L::: Text ¥ ®; ¥ Image (Script) . @ %
Source Image Mone (Sprite) [0}
Color | | #
Character Material Mone (Material) o]
Font 4 Arial e Raycast Target [«
Font Style | Mormal al
Font Size 14
Line Spacing 1
Rich Text ] ¥ "a ¥ Image (Script) @ #
Paragraph Source Image \Background @
Alignment B=:= 8= gul ' _ P4
Align By Geomstry = Material MNone (Material) ]
Horizontal Overflow | Wrap $ ] Raycast Target i«
Vertical Overflow [ Truncate sl UmEEs s | Sliced 4]
Best Fit O Fill Center [
Color I
Material None (Material) @
Raycast Target [+
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Cpedcmea aesmomamu4eckol kKomrnoHoeku (Layout)

KomnoHeHTbl Horizontal Layout Group u Vertical Layout Group

Component | Layout | Horizontal Layout Group
Component | Layout | Vertical Layout Group

| 7@Hnriznntal Layout Group (Script) @ % | 7E'o'ertical Layout Group (Script) [ %,
¥ Padding ¥ Padding
Left 0 Left 0
Right 0 Right 0
Top 0 Top (8]
Bottom 0 Bottom a
Spacing 0 Spacing 0
Child alignment | Upper Left 4 Child Alignment | Upper Left
Contral Child Size [ | Width [ ] Height Control Child Size  [_| Width [ | Height
Child Force Expand [ Width [ Height Child Force Expand [ Width (v Height

Padding (B atux npumepax yCTaHOBJICHBI coiictea Control Child Size u Child Force Expand):

vm@Horizontal Layout Group (Script) ﬁ o,
¥ Padding

Left

Right

Top

Bottom
vm@Horizontal Layout Group (Script) ﬁ o,
¥ Padding

Left 30

Right 30

Top 30

Bottom 30

vm@Horizontal Layout Group (Script) ﬁ o,
¥ Padding

Left 30

Right 30

Top -30

Bottom 30

Spacing — pa3mep MpoMexyTKa MEKIY T0YEPHUMHU O0BEKTaMH.
Child Alignment (8 atux npumepax coiictea Control Child Size u Child Force Expand ue ycranoBiieHsl):

| Upper Left s |
v Upper Left
Upper Center
Upper Right
Middle Left
Middle Center
Middle Right
Lower Left

=EIEE

Lower Center

Lower Right

Control Child Size — ecnu ycraHOBICHO, TO KOMITOHOBIIIMK MOXET M3MEHSATh COOTBETCTBYIOIIUN pasMep
nodyepHero oobekra. Ecnu mpu 3ToM He ycranosieHo cBoiictBo Child Force Expand, To modepHre 0OBEKTHI HE
OyImyT BHIHBI, €CIIM JUIS HUX HE 3amaH kommoHeHT Layout Element ¢ ycranomnenubimMu 3HaueHusmu Preferred

Width/Height).

Child Force Expand — ecnu ycTaHOBIIEHO, TO [O04YepHHE OOBEKTBI MOTYT 3aXBaThIBaTh JOCTYITHOE
MPOCTPAHCTBO MO YKa3aHHOMY HM3MepeHuto. Ecnmu mpu atom ue ycmanoeneno coiictBo Control Child Size, to
OOBEKTHI HE U3MEHSIOT CBOIl pa3Mep, HO CMELIAIOTCsl B HY)KHOM HaIlpaBJICHHH, IPUYEM K HUM J100aBJIsIeTCs ITyCTON
POMEXKYTOK HYKHOTO pa3zmepa (Tpu 3TOM CBOWCTBO Spacing urHopupyercs). Eciu coiictBo Control Child Size
YCMAaHo8IeHo, TO pa3Mepbl 0OBEKTOB M3MEHSIOTCSl TaK, YTOObI OHHM 3aXBaThIBAIU BCE JOCTYITHOE HMPOCTPAHCTBO

(Tpu 3TOM CBOWCTBO SPACing y4UTHIBACTCS).
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B cnenyromux mpumepax coiictBo Child Alignment obuio ycranosneno B Middle Left, Spacing = 10, Bce

coiicra Padding pasusi 0.

(CBOP’ICTBa HEC YCTaHOBJ'ICHBI)
Control Child Size [ | Width [_| Height
Child Force Expand [ Width [ | Height

KomnoHeHT Grid Layout Group
Component | Layout | Grid Layout Group

Control Child Size [ Width [ | Height

Child Force Expand [« Width [ | Height

Control Child Size [« Width [+ Height
Child Force Expand [« Width [ Height

TIZ Grid Layout Group (Script) @ %
Padding
Left [1]
Right 4]
Top 4]
Bottomn 4]
Cell Size 100 |v[1o0 |
Spacing xo  |v[o
Start Corner | Upper Left ol
Start Axis | Horizontal =1
Child Alignment | Upper Left + | Start Corner [Upperiee  ¢] Start Corner [Uppermighe &)
Start Axis | Horizontal _ t] Start Axis [ Harizontal +]
Constraint | Flexible s AT

Start Corner u Start Axis

Start Comer (Dpper Left 3 Start Corner [ —|
Start Axis [Vertical ) Start Axis [ Vertical ] pj

, 1
1.3 5 53 1 4
2 46 6 4 2

2
S

N
—

3 3
6 6

1N

Start Corner [ Lowmer Left 3] Start Corner [Lower Right
¢ Start Axis [ Horizontal i) Start Axis [Harizantal 0|

5 4
2 1

i) Start Corner
i) Start Axis

Start Corner (
Start Axis

2 4 6 6 4 2 4
3 5
1

1 5 3 1

Constraint
[Fle:{ihle

{ ¥ Flexible
Fixed Column Count

Fixed Row Count

5 6 6
2 3 3

ar
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KomnoHeHT Layout Element
Component | Layout | Layout Element

[To3Bonsier 3amath A OOBEKTa pa3IMYHBIC BAapHAHTHI PAa3MEPOB, HCIOJIb3YyeMble MpPHU aBTOMATHUYECKOU
KOMIIOHOBKE.

| v[CI ¥ Layout Element (Script) [@ # | v[CIZ Layout Element (Script) @ =,

Ignore Layout L] Ignore Layout [J

Min Width - Min Width ¥ 0

Min Height - Min Height ¥ 0

Preferred Width - Preferred Width ¥ 100

Preferred Height | Preferred Height ¥ 100

Flexible Width - Flexible Width ¥ 1

Flexible Height - Flexible Height V1

Ignore Layout (ycranoBiieHo Juis 00beKTa 1; MTHOPUPYETCS KaK MO3MIUS, TaK U MacIiTal):

1

Jns Grid Layout Group mactpoiiku coiicte Width u Height re yuumwisaromes.
Min Width u Min Height (ycranosnensr ains oobekra 1):

Preferred Width u Preferred Height (3amaror makcumanbHble pa3Mepsl 00BEKTa, €CIIU U POIUTEIHCKOTO
komrmoHoBiuka ycranosiensr Control Child Size u ne ycranosnenst Child Force Expand)

Cnesa: s komnoHoBinuka ycranosieHsr Control Child Size u Child Force Expand, mis mouepHux 00BHEKTOB
ne ycmanosnenwt Preferred Width u Preferred Height.

B uenTpe: mis xommonosmmka yctanosinenbl Control Child Size u Child Force Expand, mis o6bekra 1
yemanosneno Preferred Height = 100. B pesynbsrare o0bexkt 1 Ha 100 equHuMIl BBIINIE, YeM OCTaJIbHBIE (TO €CTh
Preferred Height B mannoM citydae 3TO He BCS BBICOTA, @ OONOJHUMENbHASL BHICOTA O0BEKTA 10 CPABHEHHIO C
OCTaJIbHBIMHU ).

CnpaBa: s kommoHoBuka ycraHosiensl Control Child Size u Child Force Expand Width, HO He
yemanosneno Child Force Expand Height, s Bcex mouepnux o0bekToB ycmanosaeno Preferred Height = 100.
B pesynbrate BoicoTa Bcex 00bekToB paBHa 100. Ilpumeuanue. Eciu 3amate Preferred Height = 200, To Bapuant
ClpaBa COBITAJIET C BAPUAHTOM CJI€Ba, TO €CTh TpeOyemass MaKCHMallbHast BHICOTA JOCTUTHYTA HE OYIeT, TOCKOJIbKY
JUISL DTOTO MPHIILIOCH ObI BBIMTH 3a TPAHUILY POAUTEIHCKOTO OOBEKTA.

EIEENE
EEENEN
BDENE
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Flexible Width u Flexible Height (3amatorcs B porent

o0bekToB). 3Hauenus, meHbinue 1 (100%), mpuHUMAaroTCs

Child Force Expand poauTeabcKoro KOMIIOHOBIIMKA; CBOMCT

ax, OMPEICISIIOT OMHOCUME/bHbLE PA3MEPhI TOYEPHUX
BO BHHMAHHUE TOJBKO €CIIU He YCHMAHOG/IEHO CBOWCTBO
Bo Control Child Size ue yuntsiBaetcs).

Ipumep (B 060ux ciayudasx 3HaueHus Flexible Width paBusr coorBercTBenno 0, 0.5, 0.75, 1 u 1.5):

ceepxy — Child Force Expand Width ycranosneno, Cont

rol Child Size Width kakoe yroaso,

cau3y — Child Force Expand Width xe ycranosneno, Control Child Size Width kakoe yroaso.

KomnoHeHT Content Size Fitter
Component | Layout | Content Size Fitter

| Uncenstrained

| ¥ Uncenstraine

*!
m | Min Size

MR
+] ] Preferred Size

v iEh ¥ Content Size Fitter (Script)
Horizontal Fit
Vertical Fit

| Unconstrained

| Unconstrained

d

i
3amaercs U1 pooumenbcko2o 00BEKTa, CHA0)KEHHOTO TPYNIIOBBIM KOMIIOHOBIIMKOM, U HOJCTPAaUBAaET pasMep

POAUTCIBLCKOI'O 00BeKTa noa pasMepbl OOYCPHHUX. ITocne

JAHHOW TOJICTPOMKU Henb3s BEPHYTHCS K MPEKHUM

pasmepam, pocTo BeIOpaB BapuanT Unconstrained (Hazo He ToabKO BbIOpaTh BapuanT Unconstrained, Ho u sBHO

YCTaHOBUTH HY)KHBIE pa3MephI).
B cnyuae xommnonoBmmkoB Horizontal Layout Grou
nojicTpanBaercs o 3Hadenus Min Size wiu Preferred Size

p u Vertical Layout Group pomutenbckuii OOBEKT
CBOUX HOYCPHUX 00BEKTOB.

B ciiyuae xommonosmrka Grid Layout Group yuutsiBaeTcs Toibko ero cBoiictBo Cell Size, napsay ¢ Padding u

Spacing (B aTom citydae pesxkumbl Min Size unu Preferred Siz

KomnoHeHT Aspect Ratio Fitter
Component | Layout | Aspect Ratio Fitter

€ paboTaroT OJIMHAKOBO).

HaCTpaI/IBaeT pa3Mep O6T>CKT8., K KOTOpOMY IIPUCOCANHECH, C YHECTOM YKA3dHHOI'O COOTHOIICHUS CTOPOH.

Width Contrals Height

N
T

MNone

v Width Controls Height
— Height Contrels Width
v i« Aspect Ratio Fitter (Script) G % i
Aspect Mode | Mone ™ Fit In Parent
Aspect Ratio 1 Envelope Parent
v i Aspect Ratio Fitter (Script) @ % viCh [ Aspect Ratio Fitter (Script) G %
Aspect Mode | Mone $ | Aspect Mode | Mone M
Aspect Ratio [4/3] | Aspect Ratio 1.333333
Width Controls Height — BricoTa moacTpanBaercs 1Mo yka3aHHYIO IIHPHHY,
Height Controls Width — mmpuna nojacTpanBaercs Mo yka3aHHYIO BBICOTY,
Fit in Parent — o00bekT MacmITaOUPyeTCsAs C Y4ETOM COOTHOIIEHHS CTOPOH K pasMepaM pOIUTETHCKOTO

O6L€KT3, OCTaBasICh B €T0 I'paHULIaX;

Envelope Parent — o0bekT MacmTabUpyercsi ¢ y4eTOM COOTHOIICHHUS CTOPOH K pa3MepaM POJHUTEIILCKOTO

00BbeKTa, MOJHOCTHIO 3aHUMAsi POJTUTEIBCKANA KOMITOHEHT
TPaHUIBI 110 IPYTOMY U3MEPEHHUIO.

Kommonent Aspect Ration Fitter Hemp3s mpuMeHSTh K
IPYIIIOBON KOMIIOHOBIIYK.

10 OAHOMY U3MEPCHUIO W, BO3MOXXHO, BBIXO/JA 3a €TI0

OO0BEKTY, €CIIH €r0 POJUTENbCKUI OOBEKT COIAEPIKUT



