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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 container-3
assigned a unique name, serving as its identifier.
UQuery allows you to search for these names when
you need to reference specific Ul elements.

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

- Element type: You can query for elements based
on their type (such as Buttons, Labels, Images, etc.

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

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

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

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

Ul 7y hE EE®D IDE TO—REL TR g 3h\ Ul Toolkit @ Ul Builder Z{ER L TREMICIER
TEFJ,Ul Builder D1 2—TJx—REFERTEZET. 7—T1 AT A1F—I1d Ul 2B LA
WEBEIZIENTEET,

Ul Builder*
StyleSheets Viewport Inspector
+ v Add new selector... Filew 25% ¥ Fit Canvas Active Editor Theme v Preview Canvas Size
List is Empty
Size 1

Match Game View v
Hierarchy
This option automatically resizes the Canvas to match the

MainMenu.uxml Q Game view resolution.
Ml #background-cursor
. #HomeScreen HomeScreen.uxml Canvas Background

MainMenu.uxml* & (al

‘é ; K7 @ »E> xEHO o
S [
r L — k | 9 : i : Document Settings

=
’

Editor Extension Authoring

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

= §%
g 4 = » .. To enable Editor extension authoring by default, edit the Ul
3 Toolkit Project settings.
( FEN \

Jom

Level Name

Standard Project [ . A ——

isset, sea e2 itellegam instructio, ox mei
viderer scasvola perfecto

B CharStatsPanel.uxml
B GameLoseScreen.uxml
B GameScreen.uxml
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B Gearltem.uxml

B HealthBar.uxml

B HomeScreen.uxml

B infoScreen.uxml

B InventoryScreen.uxml
. MailMessage.uxml

. MailScreen.uxml
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. MenuBar.uxml

B OptionsBar.uxml v UXML Preview -MainMenu [ |USS Preview
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Manager TldT 74 M TIERRICEOTVE T RF a2 AV FDOFIBICR > TA A R—ILLTLIEE LY,
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RE.SVG 771ILICIZL VRIS RU D VRICTYEL—a BRSNS T RIZ—EIRD

Ay RHFIRENTVETAIARFF IS AT —ERS LWESHBRHIRTIZ BRI Ty PHHIID
BEDRBDET AT ROBERRTIF Ul Toolkit TPV FIAVFRIELEBMICBSTVEEA,
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BA#TdH37-8%.Vector Graphics /Xy —C%#RAEITIHEIIHDFE A

© 2025 Unity Technologies 20 of 147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.vectorgraphics@2.0/manual/index.html

@ | Introduction to Ul Toolkit | Graphic and font assets preparation | Ul Builder |

Fonts
Ul Toolkit & Font & FontAsset DI A% S R—ELTWLET,

—  Font:AEBRMEDIDIC.TTF ¥ OTF REDIBET+> MERAI Y HR—F TN TUVET =72 L.
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EHEND Ul ERICRIIEET,

I5710v I RCETB—MRNBARIN TS IT4AERDEBEDTY,
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LET1 DDREAINE—EILAIBABDOERIGEATEEILEENAIE Ul 2FICIICRM
ENET.CNUCED U THAUNMELDBERDONRZIER TS TR B —ELLBHA
IR R ILICERNTNE T,

—  ASYIrTHAIUOGE U LAT IR ERZINA - RSB ShE T, CNICED THA
T CARENMRERFRZET R AITLTERZEDZ N TEXR LRI - —HBER
CEICERTEED

0% w Fit Canvas Active Editor Theme v Preview }

Width Height
Size auto = auto
Min - Max
.HIEFBIETW’
[¥ " exampleUXML.uxml
B VisualElement
W #box-1
T Label
W ibox-2
T Label
M VisualElement Racdng
Left
VisualElement 31 |=| = Right

Top
Bottom
Text
Font #a None (Font)
@ Inter-Regular SDF (Font Asset) ®
B I

12

Align

Wrap

)yid OnEnable()

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

ODyoeTHA Y OREETOIIY—NEDaTINERERBEOT —LAODYIIREHHT2—H . THAF— B ETNSICHTERXAILDERICEFRTE
EXD
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EoavILER

Ul Toolkit ICEWT. BAIVEA—TI—ADERLRZEINT1>FTOvIIE ESaF7IIEBERETI . ESa
TILEZRIEZ. & Ul Toolkit BEER (REEBHR. TFAREY) OEXRISITI Ul Toolkit (&5 —LAT
SIUMIBETZDIDEEZTLIEE,

1DULEDOEZaTIERTHERINDS VIR 3. E2a7ILY)— I Exd,

L — Box

- —

L_

ErariLy)—ofEitEhic Ul BEE L AR0SNER

BHROEIaTIEBEROBEAEDOEIE UXML 771ILICERIRESNE S COT7ILICIZ BEEICET S
BREEFDAZAI (RACIL—R® USS ZFHALAWVESR) . EPaT7ILEBRDLITIMNEEN
E

Ul Toolkit ICDWTESICHIED FIFHIIC.Flexbox LAL7 I+ OERZIBFETINENHDF T, UL
Ul Builder DEARDE a7 BEREZFHRALTREIZEHNTEZHDTY,

E2a7ILERDEE

Ul DY I 7y T2 ERTZEEIF  REEZIEOES2T7ILEEZDIIL—TeLTHRVWE S BEm%E
KEABEFEIZEEARICEAERDIRYIRICEDEISICHEITEINEVWS e BHREEELTHEL
TeODFRYIZADMRBEHNESMIDWVWTEZET,
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TOBITIF T DOREIREDATINERIEIATHF AZa—N=AZa—N—DERDEZTHS
AIREMED DD E T BRIV ZRIVT B DICFOEDaTIEREZDRELFT,

900 [ os0 M 3‘&

LEVEL O

LEVEL NAME

(Admin) Welesme back to the Dungeon
Cuest 123456 |

P pmmea,

elusmod tempor Incididunt

SBDIE AR EY I T YT EIETAIVY—TL—LERBEL (£).Ul Tookit TFH1 > 2 BRT3OICBRE/ELTIOVINITS (A) LT,

Ul Builder IZIFEZaTILBRDI=DIIRD 2 DDEEE 7 F2a>hHDET,

AHERE FLOWESaT7IILBERZDT I AEE T FERIFE IV TFD Flexbox DJIL—ILIC
RVWET.HZIZHEEOD Direction B ROWICEEINTLBRES. FOE aTILERIZE
HEEALRBINE T HENEBTIE U TICESVWTERATNICH I IEESLUBHLET,

— HEZROYIIERBZX21ILDIL—I)L:Padding 7% Align > Justify Content T
BERORERXEELIBE. ZOFERIIEZNSOEBICRCHBMICHARINET,

—  FEZRHAOYAILZZAUNDIN—IIL:FOED2a7ILERICHBORNT A FIF
BATAXDRESNTVWBGEE LATIRIV U THENSOREICRSSELET,

Ul Toolkit IFREFOERDEDHSWZFHEZMNIBLEYT (FIZAIX.FERICHIAVTTDIE
FDHAREFVR/NMENBESINTVRE A—N—TJO—DEELET).

Position
Position Mode Relative
Offsets v Relative
Absolute

auto

EROE a7 BERTHAREARBE—F
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—  BNERECCaTIILBROMBNRIVTFICEAESINE T Unity Ul OF v /NI TOEEIC
PTVETHA I — IR FERIIZETDIL IS EHRESERASNEFITN . ERBRKIZ
Grow. Shrink.Margins 72 '® Flex REZE EL HIA>TFOLEICA—N—L1ENET,

AL EDE RIS, Left. Top. Right.Bottom DFREZT7>H— & LTHERLET.HZIE Right
¢ Bottom DEZEOICT B L ALV HRIVTFOETICEEENE T,

Relative Position

Absolute Position

Position Relative Siti Absolute

Left % e 15

Top 150

Right

AT FVETaATIERNERREICRESNTEDIRERD Flex DFRE £ L TDirection:Row ZEAL TV HE T AIF. FLEDaTILERHIENE
BEEALHRERD Flexbox L—ILZEELET,

KBHICRTENZERPC.IIL—TEDADBATVWEER ZROEBERDNEINZIERDH I
HZS<ENEEZEMAITZLICHEBTLEDS.

ENEE I —RR Ul (RyZ 7y T o4 ROBE) LA T IMERICTH LR VWEHIER. 7 —LRD
HMOBRDUBICKSIER (Fv>IX—DENT—27RE) ICEFITT,

: ===
Size DEXTE
ECa7IBRIFERZIAVTHICTEFEFEAUnity 6 TIE T 724ILED Grow FREIL 1 T Zhid.
AVTFTROFERFTREBRIRTOIR—AEFRAITEZCZ2ERLES. TNUADZESFEDH 1 XIC
FTTICREINTVRMOFERTEFo>TLO EAEZ Width % Height IZ58E L7ZDLTULVAL
PROEEIR—ZAEEHTLESLIEHD FE A
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I Flex

Basis auto

Shrink

Direction

Wrap
Align
Size
Width Height

Size auto auto

Min - Max
px
Width % ight

none ne

v auto
Width initial ight
auto = auto

ECaTIVERDY A XRE

Width 7-r—JLR ¥ Height 71—JLR T.BEZRZDH 1 XZEZEL FJ.Max Width ¥ Max Height T. 3K
TEZEHEIC_ERZHRITE 9. EHIC.Min Width ¥ Min Height (3. 8/ CE 38R ICTREZHRITE T
TIAHINDEBREEZA—/N—FARLCET LB EIEIN—E M RN TH A X EEEZTEET,
CNBIE Flex DFEE (F) HAEZIZAR—RIIEDVWTEROYA X Z ENTETEETEIMIRELET,

Flex DE%E
Flex DFREIZ AU EEZXFERALTVWR I BEROYIIICHEERIZFICCAHDET, £ ZDE)
PEICDWCIBR BT OIC. TEXFERERAZFRALTCRBIZeEHHOHLET,

Basis |&.Grow F7:i& Shrink ICERESNEBGICE DB RETIRID. TATLDT IHILED
Width & Height Z35L %9,

—  Grow MM ICRESNIHBE HERHNDZEWVWTWREEAR XIFKEAADIRNTDIR—X
MEDERTEEDET.0.5 ICRET D L MEAATERAR-IADFDDMERINE T,
—  Grow #' 0 ICRRESNIIHE EDOERIFIRED Basis (F1X) ZBIXTUIILALFEA

—  Shrink B 1 ICRESNIEBEHEZDZEVWTVBRAR—RICNEFZLSICHELREDTEITZEOE
Eyal " ey gi= S

—  Shrink 2' 0 ICRESNIIHE. EDBERIGENEN T BERBRIFA—N—T0O0—-LET
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Basis 80%
Shrink 1, Grow 1

Basis 80% Basis 80%
Shrink 0, Grow 0 Basis 80% Shrink 0, Grow 1

Shrink 0, Grow 1

500x500 px

500x500 px

Basis. Grow. & Shrink DFRE

Foflid.Basis H* Grow #F>3>% Shrink #7723 EDELSICEENT D ETRLTVET,

4.
5.

CEDLSICEVEIBEMNTHAIDEEINLESR (3 H'5 5 DFEDARYIR) Id.Basis.Grow.

Basis 7' 80% DIFEDERIF.TEVLTWVWBEIIR—ID 80 N\—tobEHHFET,
Grow Z 1ICRRET D L. EDREBOEBERENAR—ILEIILAKLET,

BEDERZEMITZE ZOBENAIR—XZF—N—TJO—LETL.BEOEENIR—ID

80 N—trhzehdBREICRDET,
Shrink Z 1 ICRET 3 L BRBOBENAEBOERICEDLETRNINET
CCTIR A DERD Shrink EH 1 T FARIBEBAR—RUINEDLIICFLFNEINE T,

Shrink DFREICKRGLEE Ao

EVM EPaFIERDOYIIDHE

LAT7 ORI P UId Size ¥ Flexbox DFREZHASHE CIHENEEZERALIHBEICSERD
ENUFEARERRENBDZRELE T EZPaTILBEROY A X ZHETIRICIATDRTYTH
EITEINET,

1. LATIRIRATLAWidth & Height OFONTAIZEDWTERDF A XEFHELEY,

2. LAT7ORIVOUPEIAVTFTRISEMDAR—ZADHZH FROFERHFIARIEER
ZR—REFTTISBATWAEWLWHDERESRLE T,

3. BIOAR—ZBHBHE.L1T IR ZXTLIE Flex/Grow EZEDEDNEYOUNTHIER%
BLEDIT 72— G TEIMDAR—R 2D L. FEEZALET,

4. FERDPFATERAR—IEZBITVSHS . Flex/Shrink DEHNEOUNTHZEZRIE
BEICHENSNET,

5. ZLCEZOERRNAYAXICEER® 5220 70O/V7+ (Min-Width, Flex-Basis & ¥)
EZEINET,

6. LATURIVOUIR TR R BREDT A X BRALET,
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Direction R E . FEEINRERZDRNE TEDLSICERBEEINZIN EEZ L E T Hierarchy X=Za2—T
BWMIBICHIFERNRINCKRTINE T Hierarchy DREICHIBRIIBRICRTINET,

Wrap RE T EROERZT 117X 152X S (No Wrap) hEShZL AT ISR T LICIER
LET.E5LARVERIF RDITEREIFFNIRIREINET (Wrap £7z1F Wrap reverse) o

= L Column LLL 4= | Row
Column : 1 rovarea Row ..
C D E F (€] G F E D

H oom | o

8 f e

1EXHEZE T Direction ¥ Wrap DI T F4MAEHEICHTS Ul Builder TORBLVFOEDaTILER

=

No wrap

C
D
=
F
(€]

Wrap
reverse

Align ORTE
Align DEREIFBHERICHLTFERDNEDLSICEITEHERODZIEDTIFHEXT Align >

Align Items ZHRET 3 L FERNMFRMUBH X PREIZ LT ABRIZ TEYLFT, CCTORERIG
R ZEHH (Flex > Direction DT X/ IFFCEE) ICHELET,

Stretch A 7> 3> B33 EEITR>THEEL £9 5% Size D Min fEX Max {EICK>THRIFIRETNS
BEDBHDET (CNHTTAILETE)o—A T Auto 772 aVIE LATIRI VI UHMBD/INTA—
R—|CEDVWTHOA TS a>0oWTFnNhEBEMICORIRS 3N HZ e ERLEILI1T7UME
DAY FO=ILTBEDICIEI—F—DATIa D rnhZRIRL. Auto AT avidEIC
BB 1—RT—ATERTZCzEHDLET,

Align > Justify Content I[CBEL T LA T ORIV U RBROHRTFERE CNSVORBEREE

T TCHERZIDEEELEF I EREZHEICEEL TUERZCH ERATEIEZRR—AEFEALTLITS
FTLAENRBZEDHARET T Flex > Grow ¥ Flex > Shrink DB ENL A7 I MERICHELET,
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Allgn start Allgn center Allgn end Allgn stretch
Justlfy start Justify center Justlfy end Ju:ggvzzice Jus;:?ui%ace

Direction % Row ICRRELCRERICEASN Align REL Justify RE. ZOMMDEBE LY 1 XDA T avhREHEAICHETZRENEINHEL
ARLWEET

Align Self #7723 %z ERT2L. AVTFHEILYIIALATIROROIET B, £ IIBHBME
RABZENTEXT,

Margin & Padding

Margin & Padding DFRET.EZDa7IIBREEDOAVTVYDORBEDEZZAR—I % EEL F T, Unity
Tl TRIDOELSHIZED CSS RYIRETILONII -3 0= FRLET,

Margin

Padding

Content Space

Visual Element

Size. Margin. Border. Padding D& EHEE SNz Ul Builder DE a7 ILER,Width £7zlE Height B EIE SNIBRDAR—RITREDES 1R\
EnHBNES,

© 2025 Unity Technologies 37 of 147 \ unity.com


https://unity.com/releases/lts

Q | Ul Builder | Layouts | Styling |

—  Content Space |CIFERETCaFIER (TFAMER. OV MO-ILRY) BMRIFENET,
—  Padding I&.Content Space QBB DZEW5E1H (f=72L Border OAl) ZE&EL £,

—  Border |&.Padding & Margin OBDERZEERLF T CNUICIF . BEMFTEDAAEMITTD
TBRIEHTEET EANEEINTULRIEE . FOERRISRBIANIEERLE T,

—  Margin |& Padding (Zf{TW\EFH\ Border DAMAIDEIS %= EER L ETHENEBOERDBS.
N—UURE IR H O EEAD . Position FREZFERALTT > H—RA2MIBEEM T THED
AR—AZEBINTEET,

db B2

5= C[ER

Ul Toolkit TlE. H5WZESaT7IINBEREZFERALCEER LOBERER A CETXI. A2 TONTIZHRTE
LTCTIRFYRR TS M ERTTBIEITTT,

BTEDDRLDEGREZFERLIEDL TG ZOBRRDNRZEEIB D TEXRT.CNIF. T1V—
TL—LZER T 3DICEFTI MR AAIVEZRERATZ L BOE BRI ENISVERST
RROAVTTHAOEIICHETZIDZIBIEBTE D TEET,

TITLE
GRAPHIC

LEVEL O

LEVEL NAME

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

TAV—TL—LIEREICIST LB ZERAL &,
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BHETIBEE SNISRIE B

Ul Builder ICIZ.BERDEHM YA AZEETIUTD 4 DONFX—F—HHDET,

L

VisualElement 1§ [=]

Auto: A XLMUBDT IAIN DA T3> T LAT IR AT LI REREFEROBAD
BRICE SV T BROBEZEHRELED

Percentage: 2 |FBERD IV T DEIGLFELILFHD Width & Height IC&>TEIRNICE L
LET N—T 7= FRT2 8 B8RO T7+—< v b A XER/S EFIRAT—FEU T =R
TEET,

Pixels:Z DA T2 avid . BEEOHAX#EELI-VWSE FIZIENSHBEREE I EILEAT
RN A XL BICHRARDAREICLIEWE S ICERITY,

Initial IRFED XX AR EMEER L. TONTZT 7L EDIREE (Unity DT I7HILEDZZA)L
=) ICRIAT2a>TY,

Size Size

Width Height Width Height
EG) =7 auto - Size 461 226 Size 75
Min - Max Min - Max

Width Height Width Height Width
none = none = none = none = Max none
Width Height Width Height Width
588 0 auto - auto = auto

TIFNRDYAIRE L ETEINPN—E I T—IOTERINIH 1 XD

2= J)L—)L% Ul 2@EICERISERTY %513 Panel Settings D Scale Mode /XS X—32—%
FERLET,
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Constant Pixel Size:CD X — /L E—RTIE. BRIFBEEY A XD EEZZ TS BEEC I ILY
AREMAFLE T RT— I T7 08— 2 BALTCEET A XZIEATEET,

Constant Physical Size:CDE—FTIF. BERIIEHROEE TRILYEBEY A X ZHRELET,
Reference DPI ICEDWT Ul BR7—U> TSN EBROEM DPI N"ERZIBEIET 1 IHHE
ThEd,

Height
75

Height
none
Height

auto
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—  Scale with Screen Size:Z DA T aVICED BRIREICE SV TEEREIFIMICH I XZESN
¥9,Screen Match Mode Tl3. Xy —U>JTlR.ES. XLIZZOHEAEDEDOENEEBL
I 3h%I8E L £ 9. Reference Resolution Tld. Ul OEEY 1 XEZ&ELEJ,Screen Match
Mode #' Match Width or Height ICEE SN TWL35HE Ul X T LN EEE. BiE S S, £72iE
ZFOHAEHEIZ Ul ZRT—1) 209 3HhES5H D Match fEIC K> THITITNE T,

O Inspector a i

UI Panel Settings (Panel Settings) Q!
Yix

Open

Theme Style Sheet UnityDefaultRuntimeTheme (Theme Style Sheet)
Text Settings None (Panel Text Settings)

Binding Consocle Logs No logs

Target Texture None (Render Texture)

Target Display Display 1

Force Gamma Rendering

Sort Order 0

Scale Mode Constant Pixel Size

Scale Mode Parameters

v Constant Pixel Size

SEEle Constant Physical Size

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

Buffer Management

Ul Toolkit D/SFRILERTEICIE Unity Ul DHD LBTIEATRNA T2 a> b D &S,

Ul Builder TH—/N\—Z0RENT=70O/7+
EESNETAONTAIETDRIY =223y MIRT LS, Inspector TRFEZFDEDBEIRICLDIERT
RRSINET, CHUS T 7AILME. = HBIRLT- UXML 77 1ILDRZA1ILS—bk (USS) DELIE2—T
RELIEEZA—N—FMRLTWBZ e ERLET COENEIE "10F51VREAIT" CHEIENET,
EEZEFETIHRENBRVGEIF EEZRDIIP I EEBLYICIBZ DI T I LDOREDEF
ICLTHELDDRETT. TANTAZT AL MEIC) Y b 3ICIE. 7AaNTa2I2a>D0EICHD
MERYE () XZa—ICH B4 T3>z FERATEXT,

I Background
IS Color Pl

® Texturev
Add binding...

Extract Inlined Style to Selector >
Extract All Inlined Styles to Selector >

Height
100

Unset

Unset all

=H\VileTel=

COAZa—HDS BBLIfEZT 7 EDEE I L IR —DTDMEICETTEEY,
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TYTL—heLTO UXML

UXML 771G FLNTERICESICHERTE LT HAXIE ARV NIATAEHAR—VT2HEN
HBBEITATLTAAVENIVRESZEL UXML L7700 7AP I HBELETUXML =H
IR TUTL—REERT 34T a hRnINET, T L —MMEET Hierarchy R1>D
IEDDEDATINEBRICIMAED. D= RS VARV LD TEE I /B SNz T77)LI&. Library &
Project 7+~ RUTHEERTEET,

Hierarchy

test.uxml
W\ #button-accept

Standard Project

or Search...

Ul Documents (UXML)

Rename
Assets

Duplicate

m button-accept.uxml

Delete
test.uxml

Custom Controls (C#)
E3 TabbedView
Ed TabButton

Create Template

Add selector...

Library

Standard Project

FUTL—MEBFIARTEERR UXML T#HD. Library X >® Project 2 7 THATEE T,

FOMD')V—X

Flexbox LA 7RIV OEFMICOVTIEIUATOUY —ZX BB L TLIZE L Flexbox & Yoga &
DITRTIVT—oa DRERICEVWTIZEE LB TWA O SEIERVYV—IABA VT TiH
TNTVET,

—  SYRALT Ul Toolkit 5 5l = HEER

—  Yoga R FFaxXTk

—  CSS-Tricks @ Flexbox AR
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- 1
‘ { Wrap 9 -
tive \ Outline Width
4 Y
™ : Outline Color —
p e
—— L— Text Shadow
und Letter Spacing
- — 1 3
gradn #menu_home-button £ = = = R Word Spacing
Paragraph Spacir
Jimber : Background
. Color —
ind .
Image
. group Image Tint e
- 1e-button
Scale Mode B F
- button
- button Slice
- p-button Left
- button Top
. ent-marker ome s
19
Bottom
Border

A1)

wd Project
Ul Builder TZRIILOTONT1 % BHEEELET
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[T U1 Builder*
StyleSheets

Hierarchy

MenuBar.uxml|

| styling |

EVa7INERESCTAV—TL—LLATIMDEYI T VTR LICS REA )T LIeD T4—
RYbOTOANT1ZBRAREBIZAILRFLIEDTEE T, X212 J1E Ul Toolkit DEDHH
HREINZWH T,

EJa7IIBRICAZILVEBMTBICIE Unity Z27)L>—k (USS) 77-JL (Assets > Create >
Ul Toolkit > StyleSheet) ZfERITZDNLEELWVAETT . CHUFTTTD CSS 771ILICHEETS
Unity B7 7L T ERDIL—ILR—ROFEXMNMERINE T, £le. 71O ROF#EZEH D
CCTHAIBLIBZICAD KRER IO TV LEKIChIEDZAZCIILD—BEEIMRINET,

USS 77 1L T ERXDY AR B I+ M ERIERIR UBREZERELE T

USS ZLo%—

USS 771 ZXEEBLTVWRWER  RFTILDEEIFIRTA I VZEA)LELT UXML 7wk
ICEFEDRAFNE T CNSDIUIA VAR RESNTVWBHREDOEDaT7IILERDNEIC
FEEEZRFINTOP I TEFATZ LI TEEEA.

BIZIE.TOTTIMABRDDREI DB ZHENERDRE D2 IV EEHY 3D IFR[HHD 0.
FEMETI.RDODICNUSS TELIEZ—ZERTTEILUSS U4 — ZFEAT S L. Ul Builder @
AZAI =T UXML 7EYRDEZLDERICOIOTRAZIIIEHBELVERATEE Y,

BEDIIS1 221N et LI2—IC K

Viewport Inspector
Filew 100% w Fit Canvas Active Editor Theme v Preview }

R \_/
#menu-home-icon } } [IEI =
Align
Wrap
QOutline Width

QOutline Color

Text Shadow

L

Font Asset u Lnelaune-reguiar SUF 1 (F(®

a

[s] Main_menu_icor ® Sprite ¥

"eroes 1 Open in Sprite Editor

Inline'Style

Transition Animations

AVSAVRZAINEF —N=F1RTY,
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Add Style Class to List R EFRALTCERDAVTA VARV EZIRTAAL ELIZ—IIEH
LEY (BBET"." THES).COTELIZR—T . XZAIITANTADEREEBINZLSITHD,
7Oz V2B T—ELERZCILEMOREY (PHOER) ISERATEET . ELIF—IIXLT
THONEEHIZ BEETEZIRTOERICBEFNICKMENZDOT. 7OEADRT—5TILTXYTF VR
HEOBWHDICHEDET,

StyleSheet
Style Class List

button-glossy-green

Add Style Class to List

Extract Inlined Styles to New Class

Matching Selectors

AVFAVREANDTANTAZINTELIZ—ICHELET

BEDA VAV RZAIINEFHFLWELIZ— I T3ICIE. TONTADEICH DM S () 20Uy 0
L.Extract Inlined Style to Selector / Add Class ZERL . 2D FONT1Z L IRZ—IIEHL XD,

Cancel

TAONTADAYSAVREA )L o2—|HmHLET

© 2025 Unity Technologies 44 of 147 | unity.com


https://unity.com/releases/lts

Q | styling |

HLWELI2—DIER

TLIZ— I IBESNIRERGFIC—BIBZIEREZE D27V ) —HERBELET, D% Ul Toolkit
ICED T I B3 TARTODERICRZMIINOEENBBREINEF T HLOWELIZ—%EMT SIIE UI
Builder @& _EIZ#%H % Add new selector::- 714—JLRZ )y L%,

[@ Ul Builder*
StyleSheets ¢ | Viewport

+ (]

Filew 25% v Fitviewport

Selector Type SETTE

Click the + icon to create a new StyleSheet.

Hierarchy

Element C# type Button

Name or ID #examplelD
Style class .styleClassName
Direct child _parentClassName > .directChildClassName

Child at any depth  5rentClassName  .childClassName

test.uxml*

4

Library

M VisualElement Mouse over only _styleClassName

T Label Focus only .styleClassName

M VisualElement
M visualElement
] ScrollView Example

Selector types listed from least to most specific.

Button.yellow:hover Label#foo

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

Standard Project

- Search... over them.

Containers

FLOWELOZ—1ERE D USS LL U2 —DER

USS tLIZ—TIR RDAETES a7 I BERZRATEX D,
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Element C# type:CN5DELIR—IE2AT (KRR TR/ ListView &) CCICHBEELF T,
L UA—|E Library NRILTHEREBERT I74ILEDRA TR EBELE S, L ORIk
XFIEFEALEFRA. VXL IRZ—IFEEBTRREINE TR (E.Button |F Button 21 /D
TRTCODEBERICAZAIEBRLEY

Name or ID: TN5DELIZ—IE FALEBIDIRTOERICAZAIN ZHBEHATEEI. &HI
TLIR—IEREBEIC Nya "#" BENMTEIETERIINEFT XL #title LIEETD L.
Hierarchy Adtitle & VWWSZFETDINTDEZRICEDIRTILDEHINET,

& UXML ORFEIEMEIFHTML ID EIZERD. —BTHIUEIFHDFEA.ZNUF Ul Toolkit A
UXML 7> 7L —h BRI BRRR IV R—R Vb2 R—rLTED EROERTRLARIE
AR EHBTERHTY,

Style class: Style class TL 72— 3BFIBARERIZIIL T HIGTDIRLZERZD Class
List ZONTICEBMT B3I THEFEDEDa7IILERICERATE X9, Style class L4 —
IFFEFEICRY R " MU EEBTRRINETFAIXIL .smallFont ZERALT Class List I
smallFont ZEBIMT AT RERDERICKHEDAZAIIZEETEXT,
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93 Direct child BRIZITHEEEZITETHIZIE. L UX— #title > Label |&. &7 #title
DEZNICHZEED Label X1 TICZAZ1IVEBALE T ZOHEDONEBD Label RFVEREIC
H3 Label IIREEZZITEEA

Child at any depth: CNIdFIO L 72— LREILTIN . COHEIE 2 DEOREGEENFREE
ADERIIEARBLCIRTOFISERAINE T,

FE: BBIRKELIZ—DEBEELILTEBVRSICLTIIE SV §FIC* TRDZELIZ—.
.unity-button WX DM Unity 75RZERRETEELIX—).EDaTIILYU—DLEWEEZ
BRIZIHBERVEBOTELIZ—ICEoTNTA—IVRADMET I 308D B D F T,

Pseudo-class: Pseudo-classes (8fll0FR) ZEHETH L. ETVa7ILERNIYTIRA—/N—
SN ERTA—NRATNTZETRERENE DR EFICEVaTINBRICERZIRAZ I %z
EECTELRUISRIFTIOY " TREIN. CNICEIDEEOELIVZ—DMEIESNET,

B ZIE "R focus" LLIA—IF. TA—HADHBZ IR TDREVEBRIEFEEDIZAILE
BARALEIT.FDED RLUISRIGAEN—TITITIMCTA—ARA T T—2—REDBENR
T4— RN\ I ZBIMTB3DICRILEE T, IHICERUI TR % USS PZX—2a> e ilAaht3
CE T BOARE—Ia VBN AEBEEATERDT. A ——FREZMIL TETET,

BRATTREERELISRICDOVTIE. CE5ZBRLTIEE L,

EZaVIERDERD L IF—I—HTR2HE . ROFAMEOBVELIZ—DBEINET,

USS DFFHIEDBEIRMIZRDEEDTY,

3.
4.

AVFAVRAZAIVERIC (UXML R O—RBLICKD) EEERA SN XZTIILDRDEEIELL
ELIRTD USS ELvE—%F—N—F1RLET,

ID ELI%— (#id):ZDHEMFKNA USS LLIF—T. —ROLATONTAZHOERICEAIN
9,

9522t L 98— (.className): [T 375 H Class List ICENEh-ERISERAINE T,
CH AL TELIA— (RENGRILRE)IBELIEAAITOIRTOERICERINE T,

BRI BRICAVFAIVRZAIDRE SN DD #title ID €L IF——HTBIHE A1V
& ID ELOB—%A—N—FA RLETFERIERZNISA L IR — 21T LI2—DmAIC—
TBHEII VAL IF—PBEINET

BHROELIZ—DEILTANTAZF—N—F1FLESELTVWT ZDOFHEDN TR TR TH I,
USS RZAII— b TOIER E%BDUAMATRICH B ELIF—HMBREINET,

TLIZ—DBEIRM ICDVWTIE FFa AV THAZRE TEEY
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b2 b: Hierarchy ICEE 3 3B N5k

Hierarchy Ay A —0Dt Rk () 20w o33 Ul BERZESICHELTEED,

v Type
¥ (lass List

¥ Attached StyleSheets

Hierarchy Tld. SEIEBREL IZ—TIAIINRI VIR TS LD TEET,

Hierarchy XA > TIF. BRI TOEISEMBERNRTINE T EIRY S &, #Hoptions-bar
&gzl o2— options-bar R21 LIS AL IZ—HRRINET,

—BRDELIZ—ITIE FL Ty I RELT unity- BMFVWTWET, CNSIF IR TOERICER
ENBTIAILEDRZAIL T CNSDEIFER SN ELIR—ICEoTH—N=F1FENE T

BRICEIDEHTSh-EL9%2—

Inspector Tld.Hierarchy TGERLIZBEZD—HTEI3 L IVZ—EHBENTEZIEHTEXT. VLD
—BTRICHZELIZ—DBEINETHBERAT 2L EDRZAINTA—RZ—DHEEINTLSH
HHEERTEET,

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)

Inspector TIFGERENEDaTILERIC—H LIz L IEZ—HRRINET,
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L5 DiEE

2L LIF—%2EBETBKEIZ Hierarchy OETa7)LEETIZ4<. Style Sheet /\RJL T Style
Class #FEIRL TSIV ES LBVWE RZMIL IS RBETII B IHEDERDA U S1VAZTILH
ZEEINET,

[G1] Ul Builder
StyleSheets -MenuBar.us Viewport
4+ v Add new selector... Filew 175% + Fit

Inspector
itor Theme v Preview i Button
Name menu__home-button
.menu__current-marker

View Data Key

g Mode Position .menu__button

Tooltip .menu__button

Usage Hints None

Tab Index 0 .menu__button
cusa = .menu__button--active

Binding Path

Text

Enable Rich Text «

Display Tooltip When Elided v

StyleShe

background

.menu__ican--active
xp-meter__background
.Xp-meter__counter-group
Add Style Class to List :
Extract Inlined Styles to New Class
it .menu__button--active X
Double-click to select and edit USS selector.
Selectors =
MenuBar.uxml
B #menu__background
B #level-meter

B #menu__button-group

unity-button
unity-button
unity-button

Button
menu_button--active

cursor-b ~ T

Inspector TREAINIZR%ERTINIVYILTCARAINIZRZT T4 LET,

BROERZTHEBRL. ADDICZAZCILEZLIR—%FEIRT BICIE Inspector TREAILISZAELATIL
Iy L%,

INTA—=Z—% UXML TIYVFAVRRZAINELTEREELLCELAKRICNTA—R—%
StyleSheets XAV TEIRLTELIZ—TREL. A—N—FIRLTEETCETEFTEFHAFTRT
SN BICABNPNRTINEIMEORELEIRTZICIE. TOANTADBICHIMR YL () XZa—h5
BIELET,

Viewport Inspector

Filev 25% ¥ Fitviewport Unity Default Runtime Tk
Selector

usstest.uss*
#VisualElementTest > Label

alElementTes
alElementTest > Label Left

Top

Right

Bottom

S Scale

Hierarchy Border

test.uxml*
px
0
40
. 0
Standard Project
| [

Width

ELITH]

USS L% —DiR&E
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SEFERTA—TYATLIVHRBINTUT ERP T4 O BRNBRNBAEET 52 LA TS
%9, Ul Toolkit Tl BERRZT U I HEMRHINTE D ARZLRT S FOREEEHST
CEDTEET,

Ul Builder TIE 7V 51 AN EGRABERFROB R EZERICHBICEMTE LI A2
TIIANILNREZEDIED A—VIEGREEETETBLIICTBIEDHTEET

Button

Ul Toolkit (2K BIIOF SR F v EBBL LAV ODDREA U IHRABDES,
AN DA=N=F1F
IL=ILIFSNBEMICHDET U BRICREZAINIFRAZERTIRICII BICAADEELFT,

BIZIENAEDDRIVERZD DD ERIVICRBRZTAIAVHHZHE FhenlHLLWELIZ—%
ER S 2REIIHDEEAENTIIRZTIILOBRBM (FIEYE) BRHONTLEVET,

ZDORDDISTARTOREIVICALRAZAINZEBRAL. ENENDREZVEICEBORR 24 —/N—

SARTZDONEIENTY (flX L. Background > Image 4 —/\—S51RLT. EREVERICHRBED
FAAVEFERTRRE) e CNSDA—N—FARIF AVTFI VAT TONT1 EFIENET,

EVMAVFAVRAZLNIBELI2—SEDEREIET
AUFA VARSI BICEL I —EDBEINE T LA ST ELIZ—D BRI TVSICD

BAHOS5TREMIDEFH INBVERNDOISBRVEEIF BREREL A —N—31 D ER
TRINESHZHERT B LD BLNEEA
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Uss EH

USS 28 Z1ER I3 T BRZ7ONTA IR EEFH THRET 2REEHNTETE I, USS 8%
BH T2 EOEREFERTZINTD USS 7ONTAHEFESNE T, Unity 6.1 TlE. 5D
Ul Builder DT 2 —h'5H_/ETRIEHTEFET,

[ Ul Builder*
StyleSheets ¢ | Viewport Inspector
4+ v Add new selector... Filew 75% v Fitviewport Bu

Selector
Buttons.uss* { }

.button-accept
Button

.button-accept Styles

label-normal Variables

label-normal . .
-- margins-size = 10 Float v

label-normal - - -
. . -- square-size 450 px Dimension ¥
.unity-disabled
ity [flcog ©® Sprite v
.unity-tab -- sprite . : - AssetReferev
Hierarchy : Open in Sprite Editor

test.uxml*
#button-accept button-accept.uxn Display

USS L o42—DZHIF Unity 6.1 D Ul Builder TYERB L URETETET

o —— Float, 5. XX F5). 7ty MR (B REEMA). KT
B N R et paddingEon (B EN—tEoT7—JR ) FBEROEH %=
--unity-font-button-padding-bottom fERTE R TR L IE—LALORI—TH
--unity-metrics-default-font_normal_size BOFTMOEL IR—IHFET SRAIHEATE
--unity-metrics-default-font_semi_small_size FEAN LI -BREBEBRGHOBRICER

--unity-metrics-default-font_tiny_size TEET,
--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: --square-size
Value: 450px
Stylesheet: Buttons.uss

Top 0
12

Set variable

Set as value

Unset all

EEREREETZ2NO0ICTONTAICEREZRELET
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USS BB 7 ZAX—13Y

AZa—BEEICEBZMAZCE T HENAEREC I - —KBRERBICEDBZEHTETEILUI
Toolkit Tl&.Inspector MTransition Animations ZONT1%Z RT3 LT HBRNBHEICIBR ZH%
EITBRENTEET

T Z=X—3>® Property. Duration. Easing.Delay Z5XE CEF . —ERTETNIL FBETZX21ILH
SR LRICEESN SIS BFNICEBIERAINE T,

REVDRLUISABEDBRAZEZTCHELLS.IFATZL U4 — .green-button (CX LTERELIIZR
chover B’HBIBETI.BZBAZTILICIIIBBEDOH I X ELRHDE T,

Y IZADFEN—RETDEBR EZEET 31213, .green-button:hover L 7% —|. Inspector D TFERIC

%3 Transition Animations ZF&RELEToE€5T DL REAVHRA U Z—DEZIICEHETT=ZX—23Y
tEN3ELSICHBDFET,

Button Button Button

Duration ransition Animations

all 2s Ease Os

BBOT-A—2a el T AP EEZ#ETZ A TEIE

BREDTZA—2aYTIE A B Z@HE T BDICUATOF T a2 ERTEEY,

—  Property: EOTONT1Z@EITEINERELFT. T 74 ERER all TIH FOYTETY
DZARDSREDTANTAEBEIRTZ D TEET, ESLDHITIL. :hover JREE(Z Color 70O
INT ¢ Transform FONT1 OHZEELE T, 7=X— 3> alRERTANTAD TE2E A
EBRETW,

— Duration:BBORTZMEIFIUMNTRLES IRMEZREMRT 3ICIF Duration Z 0 £DH
AEIREICHKETZIHELNH DX,

—  Easing: 1 —JYIHEEIR. T X =23 AR EDICE DL SITETT D ERE L IR,
R, R OBEARBRIHIE I AL — M TEF T A — PV I EEEERATBRIET —ED
A — R THKEARNHFHEAR B LT 7o XA—2a DB IBSHN TEARICRZ T,

© 2025 Unity Technologies 510f 147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/ja/current/Manual/UIE-Transitions.html
https://docs.unity3d.com/ja/current/Manual/UIE-USS-Properties-Reference.html

@ | styling |

o

easelnSine easeOutSine easelnOutSine easelnQuad easeOutQuad easelnOutQuad

_

easelnCubic easeOutCubic easelnOutCubic easelnQuart easeOutQuart easelnOutQuart

R

easelnQuint easeOutQuint easelnOutQuint easelnExpo easeOutExpo easelnOutExpo

.

easelnCirc easeOutCirc easelnOutCirc easelnBack easeOutBack easelnOutBack

N

A~

easelnElastic easeOutElastic easelnOutElastic easelnBounce easeOutBounce easelnOutBounce

FATRELREEERELLIEVZAIE ZEALTRTV (RELDiR A )o

—  Delay: BB %A T2 F COFEEZ M EIFZSURNTEELET,
—  Add Transition: 5T LVVRREEDE TONTA Z@RIC T ZXA—2a b TEXT. ENENICERS
SR OBIE, 7 — S VIR A IEETEE T,

Add Transition REZ>Z IV ITRE RIDBRDTZA—2a>0ZBMTEET, CNICED.
F—=—N—Zv T LIcEROBBREREICE)H—L. LOEBN TRV BALNREZEBZI N
TEEY,
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eV BBARVE

TZA=2aLENBEDPATIERICIEGEZAAVE OOA—=INYIZEBMTEENTEE
T CNUCED =T VRPN —TREDBERT—IT7O— 2 R—r BN TEXT,

MR —RANBEBA R EE ENSHVDEEENBEDMTDOVTDHATT,

—  TransitionRunEvent: BB AMER SN SISKEENET

—  TransitionStartEvent: B OELE I T —IHHE T L BRI HIE T3 X EEhEY
—  TransitionEndEvent: BRI T RFICXEINFT

—  TransitionCancelEvent: BB F v Il SN E SISXETNET

USS BREDEHAICDOWVWTIE REaxX >k #BBLTIZTL,

EJa7ILBRICDVTIE LU SX ((active. :inactive. :hover A¥) THEDELI2—%HKTE
TEBZDT EDOMOOA—RIZIBEHDFE A BUIFRICEO>TRAEZAILOEENN NI A—INB .
ERINCEBBRIEEZBHNICTZX—23 1 LEFT.H): R/N— (chover) o UwZ (:active) T
REAVHEAFEN LD A= =1 VRS T3 R FDMDA R MG TEREN 7T —RT7IRLEED
ERRICHST=DLET,

BRUISRIERAATHDIRBICIER T LI TETEEA

AT IVRTDOREZAILDYIDE X
T—=LADOMDA RV ETH Ul ZZ APl OXVYREFEBLTI—RORARZMILEEETITEIL.H XX

XS IR—DLTEICEDVWTHDORZTILICEE T 3ICIE.RemoveFromClassList XYk
AddToClassList XV REFEHETEXY,

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

visualElement.RemoveFromClassList("common");

visualElement.AddToClassList("legendary");

TBICEDPaTIBERZOBEMREICEDVWTELIISX tactive £/ :inactive ZRUH—L.
REZZTBELIETIC USS BB TALSICEKRET A EDHTEEI, 3T NIEEERI EBEELDIRRED
KD TEBLSICHRDET,
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' n‘ R R

Home Home

WV m-wi

Heroes Heroes

Ul Toolkit #>=JL — IDragon Crashersj®X=a1—/\—71R% |3 PointerEventClick ZfERA L TFHTOER =) H—LE T,

EYb: Unity 774 ELIZ—DF—N—F1TF

SOEMBEDATIIER FIRIFZTELI—E AT LICESTERIER SN FERORERT
BRINET.CNSOBRICAVT VY ZEMT 3L HEDBEZL EAINTVERZILY
| TN Unity TERSNIEESICRAF T EARO L IVF—2R TN )y I FTBILET
TIANNELIE—ZF—N=FA L. AE—ZER L TR RZAMILS— P USS TIRETE XY,

StyleSheet
Style Class List

Add Style Class to List

Extract Inlined Styles to New Class

.unity-tab 3

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

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

F—<
FHICEDLE Ul N—=2a Z B LTcVEER. BREZ DT —ARZAMIILZRELIED LIEWEEICIE.
Theme Style Sheets (TSS) ZERAYTRTTOERZBHRILTETEI,TSS Z1EK T BICIL. Create
> Ul Toolkit > TSS theme file DIEISERLE T,

TSS 77ILEBED USS T71ILLERRICIHKEET 7Y b T 71IL T T USS ELIX—T21FT
BLTAONTAPERDORELSATIRBD AR LT I EERI BIODERERE L TRIATEE,
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O Inspector
@ Halloween TSS (Theme Styl

Halloween TSS
Inherited Themes

Unity Default Runtime Theme

Style Sheets
Halloween Fonts

Halloween Buttons

Asset PostProcessors

eet) Import Settings (Theme Style Sheet Importer)

Open

& UnityDefaultRuntimeTheme (Theme Style Sheet) ©

MHalloweenFonts (Style Sheet)
HalloweenButtons (Style Sheet)

Revert Apply

UnityEditor.U2D.Animation.SpriteLibrarySourceAssetPostProcessor

UnityEditor.U2D.Animation.SpritePostProcess

NAD1—=>%&T—ICLI=ZD Ul BZROF Tld Halloween TSS (£%9" Unity Default Runtime TSS Z#t#& L. RICT—TEB D Fonts & Buttons @

2RI —hEBMLTUVET,

BMESNIT LR TOT IR LTEL 72— RRLTVWBRZTILY— DLW T—XIC
BRETNTVBBRICTDOT—YDRAZMIHDBERAINBZ L ZERLE T CNICED AREIAIN
BRICBDETHRIETAV b DHEEETBHLVT—IZER LUl DFERDDOERSD (BT,
BRRRE) ZTDT—RICEDELZARZAIICT BN TEXR T, COT7 TO—FIF ST A—JE—R
DEBE FvSI74—8D Ul DARZIARX T —LEBDARY T —ERBRED S F ) A IER)

TY

Ul Builder
StyleSheets

+ v

Buttons.uss
Button

1 new

.button-accept
Halloween-buttons.uss
VisualElement

Hierarchy

test.uxml

W #button-accept

Viewport

Filew 134% ~ Fit viewport Halloween-theme v Preview

CDRI)=>2ay b TRINTWVWS/N\OTr—>7—ID TSS I&.Halloween-buttons.uss ZEALTVWETHARZ THERAF DL UFZ— button-
accept IL—HT 5L IZ—DBWH TTOT—RISERAINTLWSHDEEALET,

© 2025 Unity Technologies

55 of 147 | unity.com


https://unity.com/releases/lts

Q \ Layouts | Styling | Naming conventions \

BEOT—VICEDVWTH LW —IEZERT27—2770—E . RDEEDTT,

1. #FLWTSS ZER L. METZT - & COFLL TSS AMEATBH L USS T7/LZENM

LET,

2. Ul Builder > StyleSheets T Add Existing USS 7w o L. #HLWLWTF—IHMERTS USS &

ERLED,

I

9o

[E Ul Builder
StyleSheets
+~ Ad
Buttons.uss
Button
.button-accept
Halloween-buttons.uss
.button-accept

Hierarchy
test.uxml
WM #button-accept

Ul Builder @ Viewport TEAT 3T —YZ&ERLE T,

FLWT—IH A —N—F1RT2ELI2—%2IE—-LFT,

ZNEFLVWT—IHMER TS USS ICBEDTIF. 50w LT Set as Active USS ZEIRL T,
FLWLWUSS TELIVZ—%RELEFT,
HBT—REFLIFRDT—ITEAINTLB X L)L Ul Builder DROYFUIRHSHERTSE

i | Viewport

Filew 135% ~ Fit viewport Halloween-theme~ Preview !}

0 ¢

Built-in Default Runtime Theme
v Halloween-theme

Unity Default Runtime Theme

S>3 LEFICIZ. Panel Settings Inspector @ Theme Style Sheet 74 —)LRTH LLWTF—I B8R

LET,
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Ul Toolkit Tld. E2a77)LEZRE USS ZXFIHR F2ERLTITVERTIIRED H BT,
ERBHD—EDREZERATIET 2FMNICTIS—DRD. - RRRPI<BDET,

AVR—TT—REHEH TS UXML & USS 7EYhMIDLWTIZ BEF—LBEILDLDEBBIZ LI
BEDTETVaTFINBEREXZAI—COBEADHERAUZIZELTEZICHEBLRDE T . Mm%
#RA(Z. Ul Builder THREBEZEBEIZDICRIIBEEY, £/ A—T1 I RAIRT+— v MR EHEA
FRZEHHRLKED —BLIEO—RR—XDIBRICKIIBET,

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

EDa7ILERDRFNE. ENSADBRZI— NIRRT 37cHICERINET.

REBRAZAIHIRIEHDEEABROF—LRTAC IV MIRERBDERUVE LLS L.
TEBRITERZEIDEVDDICTELEBSEHO LET. DD ETaTILERRPIZIILS— D
% RAIZIZ. Block Element Modifier (BEM) Z {32 &z #R L £9.BEM (F. Ul Toolkit A
BE(|CLT- CSS PREDVITERICLKERINTUVEY,
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BEDLAIC BEM X221 2E IS BEROKRE HRESA. SLUVEDOMDOER EDORFRMEN—BT
HHDEFBEM TR IUATDELSIC 3 DOEFEIVR—R UM TR INSERAZEALES

block-name__element-name--modifier-name
UTFICBzZEF £,
navbar-menu__shop-button--small

BRFDHANE ST IXFHF Ay aTHBR SN EY T BRRIDOMBAIIAIINT VA —RAT __
FFHETNAYa -- TRESNTUVET.3 DOEDICDOVTHFLKRETLEELLS,

—  JOw2% (block-name) IF.FEX =23 X a—PF vy S IX—DFEBEREEL1T IR
RICEITZ2ABOOAVR—R M DEDBEBETER®RDOHS Ul AVR—EERLETRED
JOvZICEB TR B VRBREDBEE I button--small DELSICEBLTENFVEE A

—  E#H (element-name) & TOVID—EIFFERTHD. EIXV Ty 2270y IIED
FI5NFET,DED BRI TFAETOVIICKELTED. JOVI R LTIEEETEEFE Ao
ZD7=&.shop-button OfFliL.navbar-menu JOVIICB T 2MDREVEIZBREZIZAIL
THZDERLTVWET (B: navbar-menu__shop-button ® shop-button)s

FLOUBRHAIVRANSVE—RNTFEREZA VARV TR HEIE BETZIFREFERIC
BIOHTETFIZIL my-block__first-child % my-block__other-child ¥ T,

—  RRICETAIFIT7IITOVIPERONI I -3V FlERT— R LETAIRIE AREZIH
BENTWVWB. THEINRYIVZOEENRRESNBASTNTWVS. 23y TRI DN A Z/N—
2avTHB BEDNFZELEI . CNUCED O—RFZEETERZ LA TEIERIFTIFIC
BHEISEISTEE Y,

BEM Dl Z E5ICWVKDOMBNLET,

— menu__button-home

— menu__button-shop

— navbar-menu__shop-button--small

— navbar-menu__shop-button--large

BEM OUS5R4&IZECERENTH B /O FHAEENIVR—R U FOBEEBMZERLPI<AESTL
EI. T BEEBEZHRICL. IO IIFDOERICEDETRAZMIIZEERSLUEHTEHDIC

BRIBET.—MRNBRERA LT ERSLIDDHAPTEZERLE I, —HMOBF AL TREZ
BB ELDEH BERDBESDIFSNEETY,
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CNSDOBFITIR NATUREEID (BIFR: 7NTo—XR) BMERATNTHD.CSS DB TIF—RRITT,
FoLICEOTRERBRAF—LZTOP IV ORVERBETREL.ARLEZRBLTEDIF—LIC
OBEDBDET,

CSS O%RAICDWTIE. CHE5MEEE" Ul Toolkit D RF a2 X REBRBLTIE IV,

b k: Ul Toolkit ICH 134 REI
LRICRIDIE RN BBBDI=DODHARSATY,

—  FBCTHOLDPTV (BEETHVERED) 24172, BF1IEERTHD DS Ul ICEITEE/P
REDMCOZREICHBRICLET,

— dinventory__button--equipped TidZ<.inventory__slot--equipped ICLDIi.
RECBEAREBRRAT IR ZEALET AREZPINILGBEDRA T4 IS BHERGEIE
HEELF T,

—  ZEEINZAEMOH2LF1/1EMHFIEETET (BIZIE BORF—LHFLEREREINT
WA WEEIE. "button-red" TiZ#< "button-quit" DESICLET) BEBICKETS
ZEITIE B YTy I BB ZEFERLELLD CHICED R Z1ILOMEHIEE INT:
BETOL EERDOH 2L EHIFTTEET,

— NS 0RAZET—RT7EYMNIBERTS (Ul Toolkit 1>2—T7T—RICEEMITONTC
ATFAMRTIVRAF ¥R L) A—RET Y rDOZRIIC—BM 23T 7Oy ok
%@ L THRELEFRZHE L. BEREICRIBET,

— BELERZMOT7OC I/ THHEATIHERBEFEOI - —IIRXRLDHEZEITS
DI IZRBICT LTy IR 2T B 2RI T B BRI ZEAPTL Ty IR 2
TRIELTMOTODIIMRSA TSI ERETIHROBMEZHLETEET,

—  OYARRSU4—T AddToClassList() Z{FEHE LT BEEYT S USS VSR EBR A VARV
MRB. CDFEICED.BREDAVRAVRILBICHRER IS IDMA SN GBI BRI ZLILE
BARAINS7H.UI O—RO—E M CRRBEMIMEFINE T,

C# 22 ILHA K DIERL

HBI. HRIZOF— LN BB BRZA—FT I TZ7IT71R
FWEL.TOPTIMEEDRT—ZTILBBDICLIEWESE X
THNIE EERID eBook IC# XZ1ILH1 RDIERL: X r—S )L
ToU—>%0— RO ZBR LTIV ZD eBook (.
A—RRZAI B R ZAZE N TERTDDHIRELTER
WRRIT £,

CREATE A C#
STYLE GUIDE

e JyoeAorO—R
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Ul Toolkit Tidk.TextCore WS (HUWLWEEED Ul X7 LTdHS Unity Ul TERINTWVS)
TextMesh Pro ZR—X 92374270/ O0 —hMEREINTULE Y, TextCore (& BER
2B TR IRBELTED. SESERRA VM A XACEBRETTIFANE I U—=2ILOFI VY
FRENTEELI ST ERET v —ILEF (SDF) 74> LAV I ZFRLTE D ERRILAD
TIONTHRIEEINEARTA VN TV ZER TR EHTEE T, TextCore DI FIFHRL AU S
E—ROFEMIZ FFaX - THRETIEET,

TA2 b7y OB FNSDOFERABNICOVTRETUEXLLD,

V=RTF2cT71IL

Bb—RRNATrVMNERTHS TTF 770JLE OTF 77J/Li Unity 7OV N THEATBHIIC
AV ETEYE IIEBRTEIBRELHDET . T2V T EYMEIXEDT VT TR AXNI IR ELT
PARXDIAMNRARZAINE VST LA VTR EIRE D TF U b LA ) TSR DICRBRT—R
ZEE Unity BEDVY—ATE A VR—F,ENEYV—XT7MILICIE BTN T7IVEEDL A
DI IF T3> DERIRINET,
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nventions | Text | Data binding

@ Inspector*

Aa HVD Fonts Mikado Black (Font) Import Settings *

Font Size 16

Rendering Mode Smooth

Character Dynamic

Ascent Calculation Mode Face ascender metric
Use Legacy Bounds

Should Round Advance Value v

Include Font Data v

Font Names
Size 1
Element O Mikado
References to other fonts in project

omatically ge S
present in you for this font.

CNEDAVR—bFT72a>DZLIEEW Unity Ul OFFRMSZTFLORTETFRO)) —XTHIBR TN 3 F E TI.Rendering Mode. Character,
Include Font Data (. 74> b7y bOERICERATNET,

WIS T7AV Ty EERTBICIE YV —RATA T 7MIIZEIR L Assets XZa—&=HIUvY
LT.Create > Text Core > Font Asset > SDF (L4140 E—R% SDF £ 3358) TERLET,

BB Ul YRATLTIRBBBZ 74V b7y MMERENET,

===
TJA 71V hDRTE
V=R ITAEIT7AIINDOEHERIZ. TA T YR EEBIRTIEITARTOA TV RRIN. T4 D
SR ERRICHHTEE I EELRA T B OHNRTHELELS (742 M7y bOEERICDWTIE.
REaXREBBLTIETW),

—  Face Info: 774 MDY —R T M ZRBETINENHZIBEICEDTTIr—2a i@ LE:
INGRA—R—EFETZI-OOBBER =T DA T3>
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@ | Text |

—  Generation Settings:/—X 7+ M YV—X T3V MIBHDZAZIHZENTVRHED T+
TEYMIERTZ 74T AR TS RERE—R LR VT E—RB EQERNGERE

— Atlas and Material: £ EN3ITUTILETIRF v, 7 RS ADEERHEIRN D LAY VST
E—RHEYRTYTH SDF hZIEELE T KIREAXF Y M EFOEEE Y R— N 3581
EHEINB TSRO ZOEIEERELE T,

—  Font Weights:V—X 7Y rITTARDNII =23 DB BWVESICERZ T+ ITA D
Zal—2a>ETVWET

—  Fallback Font Asset:IRTED 74> b7y MIXFERT U IHBRVEEICTA—ILINY I T %
RMHLEY

—  Character and Glyph Tables: 74> ;7Y MIBENZIRTOXF TV TDFME) X

—  Ligature table:lt A TUW\3 2 XFICERTEIUT7%EBM (AT ILETa7IL7O0—%2HE)
LET

—  Glyph Adjustments:XF X7 FJUTZLICA—N—F1RZEERLEXT

Font Texture : Font Texture

MM~
X —

s
W)

.
W 3QAA"-

}

A
<
n
e
3
\

+
(.
of
#

o
m':.

s akey
Eﬁ'gll’,asgm

lﬁexdE!3UB!¥=

Ny ©

- 9
Font Texture %% AROAV SCA 6l
128x256 Alpha8 UNorm 32.0 KB 2048x2048

V=27V RETRSRICEDEI R A IDAREL DB LD BD EIERIE ASCI XFDT RS R ARIZFEL7% Unicode XFEYRDT7RSXTY,

Inspector M _EETT7+> 7w h%Z#EIRL.Update Atlas Texture RE>% U1y § 3L Font
Asset Creator B’MRNE T, TP RATANTADEREEBZEINTHIETET XY,
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Q | Naming conventions | Text | Data binding |

eV b: NTF12T8T b5 AR E

Font Texture NDXFICDWTII XERDNT>Y (EVRILBEMTIEE) 2R ELT.XFE
BRNCL VR TTERELSICTRIRELNBD X, /N T T ICL>T.SDF J57—3>DT=HD
AR—ZABERINE T NTAVIHDRITVIZE BBDNBOSMNMIED. BREDL VA VTR,
KWTIRSA VB EDNRDATREICERD E T,

ASCIl XFDHZFERLTVRIHEIE. 7ASZBRRED 512 x 5120712 TD 5 EVWSRET.
FEEAEDTAYMIT ARG TE LT XFENZ VT4 DIFEIF KORSBBEECEBD
ThIZADBEICBRBZIZEDOHDEITRAUELTNTA 2 TDTF AR DWTUI STV TH AR
EDLEFEA 110 ICHB T eZBIELTIZEL,

pA& 24 ik 41 JAU iéd

FHLWIA T RSREERTZCHKEEX MR T-LEE . Create > Text Core > Font Asset
Variant 5722 b 7Y NIV TR ZERR T 3D TEIE T CONUTUMIL 2T IAV DT
DOZORBN—2a>ERFIBZIEHNTEET,

NIT7 R TIRIRB D Face Info BRE (ITORIPTINEXFOMUER L) BMREENEIN TDT7 RS
ZHBREINFT EDHEBMDTIRF Y IR—REHEET BB TDTAV ST EY N CIFER
PREDREAI I ZEATEEDTEET,

Uy FFFRN

UV FTHEANZT ETHFAN T4 —ILFROFHEN BRI I ZE>TTFIACOANRAR L AT U2 EE
T3HDTYI,A—R& Ul Builder DAADESaT7IBRT VYFTHFRANI I ZERATEET. O
R ERT R PRIEI - —HDARAZHRETAI T BDIC TR TLEICTF AN Z T4 —
NyhTEET,

VyFTF AT ERITBETHFRNDTANTARREA ) ZEBETIL THEFANDBREREZ
EETBZEHTEEI . CNODET I TFESRTLDTHF R 2T+ —I Vb LIEDRR T VWREZ
REMISGRFLIDTEENTERATEED

Extra Settings (&1L C. Ul Builder Dy FTFEIMEREEXBEMCLET BMCTI . TFR (#9%
B0) BBEYICTH— YR INFTHRUIE <b> FTEENEZFHLS </b> RTLDBDTF I,
KFETRRINET,

example |

Ul Builder TUYFTFRMFIZBMICT B RIICEOTEDaTITF IO TANTAHEESINET,

FAARBVYFTFRANTENITA—R—0D T2 ) A 2 CHESRTE SV,

© 2025 Unity Technologies 63 of 147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.textmeshpro@4.0/manual/FontAssetsProperties.html
https://docs.unity3d.com/Packages/com.unity.textmeshpro@4.0/manual/RichText.html
https://docs.unity3d.com/6000.0/Documentation/Manual/UIE-rich-text-tags.html

Q Naming conventions | Text | Data binding

JI3T7—>ay
I57 =232 FAVE—T—REEKICARZ1INZFRELFTUI Toolkit Tld.<gradient> XJT
BATEETUTORTY AR OV IINGRIST—2a =2 ERLE D,

O Inspector :
6}. Test Color Gradient (Text Color Gradient) :

Open

Color Mode Vertical Gradient v
Colors S #FF1212FF

Bl -~ #FFFI1EFF

Color Gradient Presets 9

Path: Resources/ myGradients/

Line Breaking for Asian languages

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

4,
Gradient lest

1. J5F7—arvh>—7tvhkid Create > Text Core > Gradient Color TERLZF T, CDT7TIL
I&. Assets/Resources 7=l Resources DY T T7AIL A —RICECE L TE T LY,

Cuamii Calllaaals oo aud

2. Panel Settings 588893 Text Settings 7wk ZERLZE 9, 7t v T Color Gradient
Presets ZIEL. 7ty b Hh&H B T4/ 4 —F7=1F Resources AD YT T4 A —%IEELE T,

3. Ul Builder RIC\UyFT+RZ+RY <color=white><gradient="testColorGradient">
Gradient Test</gradient></color> ZMMZA %9,

4, ZODHZ—ATTIAVFDOBEERIETIZCET.IST—avhBRLI-EBEDONRICED
£ 8B T3557—avIdR Ty 1 TER L7y bR e—8d 30BN H D F 9, Rich Text
BEMICHROTWBRI EEREELED,

5. Ul Builder BE7l3S —LAE2a—TEEHNBMCE>TVWBR I EEERTEET,
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Q Naming conventions | Text | Data binding

AT b7y FEUEXF

VY FTHFRANRTZE>THRNFDESIBRAT A M ZTFAMIGHZ D TEX T . ENSZEA
TR IFIT—2arTeyMIBI R TS 7y EERTIHRENHD T,

BRBORXTSA AV R— 388 RO—O—-LEHSTDIC A TS N EE—DT |‘5ZLC
NI LEGTRTFANT SRS HRD TSV TA—LISELIRREZHR E?’%cﬁjluLT(ﬁ_
277'{ F@%{%g‘n—%j—é n¥ﬁﬁ oWk 7t /]\—%1}_0)127 3 /‘LEOTEEDJU LS

SSPOSHSS O Y
YOS ST ST SE
2SS SSSSDO

éeee®o©@@egél-
T L L LS & S @ @ ® O

@GG@@@G@@&@@

©&8 838
EEEKE XK K.

27Ty bO—R B IR 7 — AL LT THF AN FINRE SNIRXFR T AVDHBDET,

COBEMDIDICRTSA AV R— b B3FIRIFATOEED TS,

1. BXFEPTAAVESUCRSSAMERIEPSD J71ILEA Y R—NLET

2. BEREEBORTSAMIRTAALET I 70v o7 yhe T4 7w bO#ERFEII 3> T
SREAL7LSIC PSD 770 EERT 2B 81X CORSTRIFRETI . 771IH5 ZFS51
7y bk ZERLEY (Create > Text Core > Sprite Asset X=a1—%EERBLVFEALET),
7t b b Assets/Resources £7zlIH T T4 A —ICBBBINTWA e 2R LET,

3. FHLWRFZA:7EYhD Face Info ZIAEEL. K "JUT" ONECRFIZHREZIAXTEED
TEETCCTOEEICL DT IV NTEY DT IH)L D Face Settings B'BFRI SN ET,

#: COWRAT Update Sprite Asset 2321792 8. X SS5A N7V MR TFSA I T4 R—TORFD
ZEICHLTEBINET,
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Q | Naming conventions | Text | Data binding |

COT7EY k% Ul Toolkit TEAIBICIFTST—a>TITo D LRILFIRICRSBENBHDET,

1. UlDocument h'5 Panel Settings %:#iR L £,
2. TextSettings 7ty ZRAZTET (BVBEIFEHRLET).

3. Text Settings 771N DI7AINITZTHF—2FERAL T XTSI, TEYF ICUYILETHREFELT
BEE—RICTR . FHSNLERENEBEMICEDET,
4. YyFTFFRERY (<sprite index=8> X£7/z|& <sprite name="name">) ZFEALT.XFS
TREEMLETIBDRAENT=R TS MIIZ MOTFI N T HBRINE T,
Focusable

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

® , Enable Rich Text v
SP rltes @ @ Dis oltip When Elided

StyleSheet
Style Class List

ZfEALTUI Toolkit DT F AT —ILRICZT 51+ 7ty MBI L £ Y. Enable Rich Text 77> a>H A U eoTWB I Lz R
LTV (L3R
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Q | Text |

E>b: 0S DIRXFDfER

i0S % Android BREDRED TV RA LTSV I+—L%ERZ—YMILTWABEIE. 7O I~
(V=R 74V EMRABZRDDIC AT LICEILNM Y ENTWAIEXF 74V M EERATEEY,
CHUCEDREBVZEH L. T VT —2a B FORRUER AL 723> 2N\ r— DT 20 E
LD E 9, £7-. Text Settings @ Global Fallbacks IZHELTLWE T,

Generation Settings

rce Font File
Face
s Population Mode
Atlas Render Mode

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

Language Direction

j I fO nt: I ::"" Binding Path

Enable Rich Text

Emoji Fallback Support

Parse Escape Sequences

Selectable

Aa Annle Cnlar Fmnii
Static
Dynamic
v Dynamic OS

Inherit

0S Emoji font: \n \UOOO1F601\UOOOTF973 \UOOO1F64A
v
v
v

Double Click Selects Word

OS Emoji | font:

e @

emojiOS_test Info

emojioS_test 127,7 MB
Modified: Today, 11.53
General:

© 2025 Unity Technologies

blank new

@ + Apple Color Emoji.ttc Info

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

188,5 MB

General:

Kind: TrueType® font collection
Size: 188.489.720 bytes (188,5 MB on disk)
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@ | Naming conventions | Text | Data binding |

7O IhT 0S DIsXFZ2HERI3FIRIE A TOEENTT,

1. A=Y RTLDERALTWRTAV IS TAV 7y M EER L EF,i0S Tk 74>k %
Apple Emoji (ZDFITHEEA). Android Tld.Noto Color Emoji (BR7EIECOLRVO DHHHR—K)
VXY, T4V T7EYRDEALTH Color THBZEEHERLTHS. T FSRDERE—R
% Dynamic OS ICERELF T, CNICED. TEYMIV—RTA Vb2 EDHIHEHIRARD,
AR—ZADEHRNZBDE T,

2. 7#>b7+ YT Clean Dynamic Data On Build DA NI TWAZ e ZRESELET

3. Ul Builder T Parse Escape Sequences #HE%IZL.macOS ¥ Windows DIEXF+—
R—RZERTEHIUTF X TENOEXFZANLEIFIZIFE. \UBBO1F601 TRY—
EANTEET.EIEXFED UTF (. 7130 b7y bOXFEI—RRCTHERTEET,

4. macO0S TEITTNBEILRTIF.0S DITA VMRS TR FELRTEINETT,
5. HLTHBE ELRYLINREVRTOYDBRXFEIAVREDHNS TOTSTIMIEE

NTLWRWIHDD DS T BYIBIENFZL RIS BDIfERThTVWS I ehthhD
9

TEARZRZAI—b

FIVr—2a  TREDTHEIMN RSB EIF COEXNREZEBIETR/HD TFAZAZAIIN—F &
BB REATRIERVWTLES. 5T NI <style> UyFTFFRAMRITEZFRLTHIAZLD
THERAZARAINEZER TR DN TEET, CNid.Create XZa1—h'5Assets > Text Core > Text
Stylesheet Z:#RL TEITTEET,

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

Enable Rich Text v

BRHATREETFRNZEIILS—F
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@ | Text |

THERIARZZAIND—MIE AT ORERHBD XY,

—  ARZLAZANICIE BREETOVYFTHERIAMRIICMAT RROTF AL ZHZ D
TEED

—  TFAPRZANI—MEIVYFTHFRNDERAREZEEZEE IS5 R LUATERICEHRIS
ZENTEED,

— HRBRLZABZANZFERTRIEVYFTEFINZTOBZRBOTECNTEEXT1 DORY
<style= name> ZFEATRILIT T RBRERIRTORRIIIZERATEXT,

— CHIEEDTFIRZEZAINLD—FAD 1 DOUYFTHFIAN T ZHHEICEE TS BEHO
<style> RV ZFHTEBEIBZLDDII—DEIDIKAEDET,
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TN T

KB A —A2E—Tx—RE. 7TV T =232 ZPh 7 —ReTLAV—DERKTI,
A—F—A22—T1—RE. T —LOREBRECOD Y I BB BIE 5 I 31D DELBFERTT,

TLAV—RBET—ETIRBLL AT —PZRET TAT LI ZEEGRAMBDTIZBRFIYYT
TURROYTHDA ARV ZFERLETUl ET—2DZOMEERIF. 7O I bOEAILTAHIC
FEE5ZXFT,

T—LT— %= RRT S Ul

Ul Toolkit #+>7JL — IDragon Crashersy DFvZ 02 —#iat7«> R oZUTICRLES . COI—H—
1> R2—T1—RIFRPG B —LOTERBYERLTVETD,

View (Ea—) 3 Ul ZOHDTHD. TLAV—HEHZE D T 2INEOIALTFIEFvI 72—
BENZEIEBL. FES —2a zRBICLET

" Sirfarek @ socE™ 0l O @ wE™ ol @ cooE™ oo O

& 152
&

Level 3 The Sacred Mnigh ofthe Mingdom

"
®0 8 =

Paladin  Common Melee Sword Slash

Basic attack
@us © o
2 @ 0a/s
4 215 Wi

FY IO TRV — LT —2%ERLET,
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Q Text | Data binding | Localization

Ul OEAITIE. BF v 72— DEEHERZRFE IS ScriptableObject A ¥®D Model (EFIL) AIC
F—ANBHELET.

Skills

tem‘ 3 P | ) The Sacred Knight of the Ringdom

- . Lorem ipsum dolor sit amet, consectetur adipiscing elit,
[ 2 sed do eiusmod tempor incididunt ut labore et dolore (= )

magna aliqua. Ut enim ad minim veniam, quis nostrud

exercitation ullamco laboris nisi ut aliquip ex ea

Paladin Common Melee Sw ord sl ash commodo consequat. Duis aute irure dolor in

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

non proident, sunt in culpa qui officia deserunt mollit
35 265 T
/ Deals 125 Damage points to an 4 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 ,S ¥ 372 NQH‘ ticr at leue' 5 alaifand mi mlla nacnara callicibudin Bihandum anim

View (user interface)

Model (data)

ScriptableObject 7Y MIIEFvZ 72— DT —2HEFENET,

© 2025 Unity Technologies 710f 147 | unity.com


https://unity.com/releases/lts

@ | Text | Data binding | Localization |

Ea—CETILD BOO7EE Ul P—FTI0FvORRZEBRZFRANTI EREBDT—2h5EDa
TINAVR=TT—RZIDEES LT A—FORRMECBAAMDS LD BELCIEDET,

TRLDBLICBRTET IV 22— I 31013 BEP B EICAD TR CNICIIEEN R EHR
FIRBARYIRBE S ITLMERENTED. T XD EESNEEICH T —N—H Ul Z8H
LET.CNSOEHRREIIEN TIN RENBER I - FIRBEICRSFATREENBD XY,

TOVTIDREIKBBICONT.COLAE Y RATLDERIZE LBD T HMLVWERPKFRFRE
EBMT3ICIF ZBLDOBEEBMOEFHFOADYIRARYINY RS —DHURETT, RIUTHEE T A
ICKLKBD R TF VRN LLBDET,

TURALT —=RNA T T DEA

Unity 6 DS Y81 LT —ZNAY T 1. COMBICN T 5EBNAY U1~ 2V EIRELET,
P~y D7~ 8% Ul BEICEE S LKA TOREN A b5 KRR NEESI
L&,

D EFINEa—Ea—ETIL (MVVM) 7—FFIFvldEa— (View) EETIL (Model) DRICTL
Y>7—a>aPyy (Presentation logic) DLAVY—%EBMLET. Ea—FET /L (ViewModel) (&
MR ELTEEEL. Ea—BIC 74—V SNEETILD ST —R2ERFALE T,

MVVM EZDMDTH A 2 /NZ—>OFEMIZ DU TIE Unity eBook 711 >/V&Z—>& SOLID TI—R%
LANIILTw TS #BRLUTIIEE L,

S— ViewModel
Data binding

Presentation and presentation logic Business logic and data
MVVM 7—*7UFv (H#:Wikipedia)

BIZIEAAENT —DICT LAV —DEDNZBBNICKRTLIEDGEBMOR )T Oy IRFBDA AR b
WIBZRBEEFICRATININZUTILEALTEFHLICDTELI. BRI IHENHZEHROD Y IN
WBIET. IOV EEDMRNICRT—ILTEET,

TOSTIRTEDESICHEARATEZ N Ul Toolkit DS EALT—ENA T DB EFE->THE
L&Do
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P

| Data binding |

T—INA T TDAETH

Unity 6 ICI&S Y RA LT —ENA 2 TA VIO AT LADNEASNTED U BRET7 U r—>3>7—4R
ZOREEN NI FEEZRBLET . EPaF7IEROTONTAZT—RY—RIINAVRTBITIE
DataBinding @1 A2V Xz ER L% T,

BERIAETIDVKODBDES

— TRV RUINAS TV DT —RERIFITBATOTIRTY,

— TR =2NZT—=)—RAADZDTONTRT— LR Ul BEEDESLEHRDET,

— NAYTaVIE—RYV=RE Ul ORBIOT—4270—%FHLET.—ARCNABRDEESTH
AIHETY,

CNSDN—YDEELTT =N T =B L E T ESICHELLRTLERL LS,

—_ > =+

T —R)— XD %A

T=RA)=Z R Ul NV Ta> DT —R2ERFITZF TPV MTY, ScriptableObject.
MonoBehaviour, hX2 L C# ATV RREEED C# ATV MTF—2Y—R & LTHEE
LEY, BERET—FY—RELTERTR . BERXEVEDYTEAR=IOAL I3V ORED
ICEDNT =TV RAERETEE T, T—ENT VT, O—R¥ Inspector DEBS5THERTE
TEEY,

COTEIOS TV RTIE Unity Inspector ACT—RZ U7 LT EDODMERICHBBZ LIS T—R
Y —2 £ LT ScriptableObject ZfERAL XY,

CreateProperty Bt DfER

NA T4V DT=DICTOANT1Z R T 3701 Ul Toolkit (&Unity Properties EYa—JLIC&2T
ERINTONT NV ZERALET. CNBIE T —2Y—IXADLEDTONTAD Ul N1>T0>T
ICT7OERTERhEEELEFT,

TOIT4 %AV RETREIC T BICI, CreateProperty BMEEEERLE T, NS NA VT T R TLD
TONTAZRATRNICY— I LET.— MR BFRENFZ—VZUTICRLE S,

[SerializeField, DontCreateProperty]

int m_Value;

[CreateProperty]

public int

{

get => m_Value;
set => m_Value = value;
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COBITIE m_Value 7LD F=HIC SerializeField B TIY—oENTWLWETH.
DontCreateProperty BHEICKOTNA U TA Y IDBBRATNTVED,

—7%.Value FO/N7rlZ CreateProperty TY—2J3NTED. CNICEDNA TV T RTAIC
TOERTERLSICBDE T, COPERDBICED.ETILE Ul OBDT—27O0—-HEBINET,

FUBALT=BNA2 T4 TONTa N\ ZERBLTREDRDT —RZHERNICER
BELVRIELET T 74 TIE Unity ZERADHIERI 77 REICUTL O3>z EALTTAN
TANVICERTBTeD S EALDF—IN—ANYRDBDLELEDFT,

CNnZELET3ICIZ. TONTEEZT B EEIC CreateProperty B ZFERALE T, UKD,
AVINAIWEHINA VT2 A= RBER SN SR L) TL ISV D RBICED N TH— VR
F—N—=~AYRHEIR I ET,

F=R) =R EINR
T—R2Y—XADERHTE=6.FNE UL IINAVRTEXT, 7 — 2V —ZN\Z XUl BRIEOHITS
TF—=RY—=ZARADTOANTA EIET4—ILRZEIBELE I HAZIE. T—FY—XIZ "EA" 7ONT«ah

HDHENXIE UXML £l CH ODNA VTV IR EZFEARALTC.ZDTONTA%BEERLED,
NEERBICBTHELLS,

Ul Builder:Hierarchy DEZX %:3&R L. Inspector IZBEILT. A T3y () X=a—5H'5 Add Binding
FFoarzFERLET,

Add Binding

To Target

Add a data v
binding in the @~

Unset

InspeCtor Unset all -

Add Binding

Inspector HMo/N\A > T1 > F%=BMLET,
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JRiZ.Data Source (PlayerDataS0 ScriptableObject % &) %=E|DH T.Data Source Path
(CurrentHealth % ¥) #EELE T,

Edit Binding

Set the Data Source,

Data Source Path, and
Binding Mode

Ul Builder T Data Source & Data Source Path Z&&EL 7,

UXML:UI Builder TF—2N\A VT4V I %BETDEMIETS UXML BERINET TFIANI T
R—TT =AY —ZANREFHTEMLIEDRELED TR D TEX T NI NI TAV T ZER
9351—R7JOYITY,

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

C# MfEM:ScriptableObject BWEDT—RY—RA TSI ERAIIT TV REV 2L £ IS8R
LEd.#N%EIL—FERDdataSource FONTIlE|DHTEd.dataSourcePath ZERLT.
NTURTBERETONTAZIEELE T,

LTI R2UFRT dataSource & dataSourcePath OFONTA R ET DI HEERLTLET,
CHUCDVWTIE R D CH TOT—ANA T VTR E O3> TELGGRBELET,

var label = new Label();
var parentData = ScriptableObject.CreateInstance<PlayerDataS0>();
playerData.Health = 100;

label.SetBinding("text", new DataBinding
{

dataSource = playerData,
dataSourcePath = new PropertyPath(nameof(PlayerDataS0O.Health)),
1)
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A RLC U BRICT—EINAUTA VI ZEREL VSIS E HAaNKET BRI DD X IRELZ
BT BIC13:

— Ul Builder/lUXML N1 Tt 0 ERALET. A1 LABERB LBRVENT—X I
FILINNTF—EREDBE T,

— CHNAVT1VTFERLET, INAEFCT —LTLARICT—EY—REZFETINED
HBHETY,

Ul Builder/lUXML TNA > T4 D—EHRELSVRALBICNA T2 T2 eHTE
FI.AVTHFRAMDEMICOVWTIE R D KR T—EANA T4 T DT—0 70— OIS avkE
BRELTIESIL,

T—3)—ZA DR

ECa7IIERRFLVWT—RY—IDERHNICEIDH TONABAVRDRERDT -4 — Xz BEMIC
MEALEIHRIEIN—FBRICT -2V —IDBBH5E TN TOFERDT 7L TEDT—RY—R
ZEALE T CORIZEDIFERLTVET,

DataSource A
Visual Element —_— Visual Element
DataSource B

— Visual Element — Visual Element

— Visual Element — Visual Element

— Visual Element
FERIIBET RV —R%EF—N\—F1RTEXT,
RERICT—RYV—ANH3BE. FEZRIEFNICENZHRAL I, Ul Builder Tl&.FD Data

Source 74 —ILRICIZFFEDT—2YV—XDBEFICANTNTOVEITHA BEICR L TA—N—F1RTE
E
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ROPNITRTESIC.CH TEEXET B LEICHALMAO Dy I EREINE T,

var root = new VisualElement();

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

// IN—REBEZRICTF—8YV—IEEIDLHTS
root.dataSource = parentData;

var child = new VisualElement();

var childData = ScriptableObject.CreateInstance<PlayerDataSO0>();
childData.Health = 50;

// FOMET—R)—IX A —/\—F1TF
child.dataSource = childData;

root.Add(child);

CCTIFOREA —N—FARLIRI LT — 2V —RZ2 LTV ET,

INA T4 TE—R

NAVTAVTE—F TF—42Y—R Ul OfIDT—270—%=5IEL 9,

Edit Binding

To Target

Two Way
To Source
~ To Target
To Target Once

Ul Builder DNA YTV JE—REFEATZIE. 7T —2Y - Ul OBOT—270—%HIHlTE £ T,
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UTFDAF>a>id Ul Builder & C# AP IZRRENET,

—  TwoWay (Default):ZE (&, T—2YV—ZAN5 Ul . HELU Ul h'ETF—F2Y— OlEAFICRMIN
FTATAME—TERN I — LR R E A—F— DT — R EEECENRBROERICFERALET,

—  ToTarget: T —R|IT—2YV—ZAH'5 Ul ADHFRNET.5mAWMDERD Ul BERICEALET.

—  ToSource:T—RlE Ul B5T7—2Y—IADHFHNE T HREDEERVICKRTIITIHNEDHEL
ANIEFR T,

—  ToTargetOnce:7—RY—ZH'5 Ul AT—ZH 1 EIZIFRNL.T—2Y—IXTOZDEROEEIL
BHEhFzEA.

: BhTF=SDT—=2NAIT1T

KEEDFIT Ul Toolkit TERANBT —ENA 2TV I BT 2 A EZRTHELESTES—2DHI
T ILAV—DEDICEDVWTENICEFINZ S VTN ENT -2 T,

FES—Y
ROBUFQuizU BT ILTOD 7 IZEFNTULS Data Binding D/\VY—TEIZHD £,

SYUBRALBICTIERTRICIE ACAZ2—I| B E L TDemos > Data Binding %#&iR

IB3MT—rO—KA—%=EIC LT (Quiz > Don't Load Bootstrap Scene on Play) BEf%|C
DataBindingDemo >—>%E#EO—RLZX Y,

CDTEY—VICIE 2 DDEAT —JHEENTUVET,1 DIE Ul Builder ZERALT UXML TER
INTNATAV T T HS 121 CH TR SNI-NT T I TS,

Data binding setup

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

N7 =P TLAV—T—2%RLET,
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T—2) =2 DR
Yo FILFOTPTIMIIF.PlayerDataS0 ScriptableObject ICAIITNTWLBE T L1V —I1FR &#kstH

SENTULE T, PlayerDataS0 OBHEZ O/ T & CreateProperty BETY—2o SN N1 2T J1C
FERATEET,

BUEAT =D T LAY —2PENELR . PlayerDataS0 OF—42DH Ty D AHAERLET,
LTI 77207aNT1 CBEET—ILRO—EERLTVETD,

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;

Ul TlZ.PlayerName.CurrentHealth.MaximumHealth BEXDRFEDT—ENIEZFEALT.CD
BHRzEE LICRENICRTLED

MaximumHealth
and CurrentHealth
properties

F—&Y—2|ZI& PlayerDataSO ScriptableObject DFEHT—2MNEENTVET,
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Ul Builder/lUXML TOT—2/N\A>T74>0

Ul Builder | Ul BERET—RIINA VR TERENTHEN ARG EERELET. CNIE THF1HOD
D—o70—%FE Ul 7T—T« AR ERERICUTILEA LD T4—RINYIDX )y EEZTEZHEEE
KRB T Rl T —ENA T TN TERT AR DFEY—ILE LTHEBELET,

TES—2Tld Player One DIEF7 =S DT —BINA T4 > J1E$ART Ul Builder TERESNTULETD,
CHICIEFUATHAEENFT,

— W= FEBROBERAENT—CHEESUCEBATIL—FEREZERLEFI . COFITIK RO
713 demo_container-uxml & TY,

—  F=RYJ—=ZADOEIDLTinspector ® Data Binding £ 3> T.F—4&Y—X% ScriptableObject
TEYMIBELEFT. T2V —ZADEDE TSN TR TOFERICKMINE T,

—  F=RY—=ZANADEH:E LD Ul BE% ScriptableObject DZNENDTONTAICIITS
TR —ANRZIEELFT (flZIF.PlayerDataS0.PlayerName)o

BERNRGNT -2
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T—R2Y =A%) —MIBETDEENHDFEZEDT IAI ST —EY—RE L TRREINEFIEELW
F—=RY—=2ZANREANDLETRDERIZ. Ul BEROZFO/NTr L ScriptableObject Z##EE93T—4
NATa2TZRLTVWED,

U ER U ER Bound 7O/\T+ pE £

Tanr«
health-bar__player-name text PlayerName TLAV—%ZRT
health-bar__current-health | text CurrentHealth REDCKNEZRT
health-bar__max-health text MaximumHealth FKNORKEZRT
health-bar__progress style.width Progress TF=lazEnIcEE

T—=ENA 2TV ITDRT IBEMNT—=IDNITILZALTEHRF SN SNILE TLAV—DEN%Z
RS TOJLRN—DRRINET,

F—=RY—ZADYIDEZ IFBE T, HLL ScriptableObject 7wk ZEDYTBZEIF T BELENTY
TAVTZEFLAEDS UL ICHLWMED BBINICRBIECh Y,

Swap data sources

TR —2EYDBEZ BTN T VI D EHEINE T,

© 2025 Unity Technologies 810f 147 | unity.com


https://unity.com/releases/lts

@ | Data binding |

Ul Builder TTF—4aNA>To VTR ETDEUXML 77IILICEREBMEIN NI VREINEER
ZXlZ <Bindings> 7OvIDMERINE T,

KiZ.health-bar__player-name EX® text FO/N7T+«% PlayerName ZFO/NTAIZ/\1Y
TAVILIEBD UXML ZRLET (AP I<TR1-DIC—EOBMZEELTVET),

<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>

BEBREERI—H—RS5 UXML TCNSDNA U TAV I 2 BHRIER TR B TEET . CNEI—RT
TFRIEZBERONA VT2 7% /S HEIC ERAHIH ORRLREDATEETT. . FH TR L
UXML IIN—=C 3 BEBOEN ELDBEEIC LY —CHREa DR EEOBH 2B ZICLET,

= —_—\ N\ —_— \\g}—lﬂ_‘_'

CH COT—XINA T VITHTE

Ul Builder I&. 88007 —4 (BHIEZRAAD ScriptableObject 7w A Y) #FEALI- IO E> T
BETINSURALT—2TIE CH# TOEBMNABNEIREICARDZENILLHDFT, 20— RFIF.
TFES—2T Player Two DENT =D EDESICHEETZ D ERLTWVWET,

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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HealthBar XZ1JFkl&.0nEnable DX/ >V O—5—X VU FTEHEHEUEENS Initialize
XYYRTINZNELET,

— %9\ health-bar__player-name BENDYITU%REITL I, RIC. ScriptableObject T—42%
V—RELTEIDHETEY

—  ZL7T. SetBinding XVwRT.text 7AO/NT+s%ZF LU DataBinding 1> XZ>ZUISNAVRL.
dataSourcePath LU bindingMode NSA—R—%RELF T,

BIRDIRD 4 DONA TV TIFTR T BERRICRE SN E T, ScriptableObject 51 HZ— %7
FARELITqEZ—7ONT«ROT7—%FEALT.CurrentHealth ZFABLFI. T EICIE.
ScriptableObject Z#H RO GEIRTZ7-HDTLAFXEOO—JL (+.-.Select) BEENT
WETENT - B DB e BICEFR SN ET,

Data binding setup

75/ 100 Player One

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

increment
ScriptableObject

200 /200 Player Two
(I

Binding in C# - SELECT +

HealthBar & CurrentHealth fEXFEIHAL £ 9
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REERT—ZNA T T DT—0TO—
Unity 6 I&.Ul Builder QEZaTILDFRE LFRBR IV T T4 T ZBE LIENA T VY RT—ZN1 >
T 7—=070—bHR—FLTVWET,

UXML TF—&Y—XZ/\N—RO—T71>7 33 HDIZ.Data Source Type ZI8E LT EREDT—X
V—RERERDEFIZT B EHTEET,UI Builder Tl CNESDARTELH/NA VT4V J 3R E
TAAYVTREINET, NS NREBEARESNTLBRIHDD. T—RY—IDEFEDHTSNT
WEREWIEZRRLET,

Edit Binding

Icon shows
unresolved

binding III

Data Source
defined at
runtime

KEFRDT —ZNA T VT IIRETA AV TRENE T,

SUBALTIFITOO—F 2 TT—2Y—XZ2EIDHTEIENTETHTLA:

myElement.dataSource = myNewDataSource;

CCT.myNewDataSource % myElement ICEIDEHTB L UXML TEZINILTL—ARILE—D
NA TV THEEREN Ul D EEMICEH SN E T, NICLD. SetBinding MU LO#EDIR
LA7%<AD UXML OFBED RSN ET,

B Z X FDragon Crashersy %> 7L TIZ.UXML TF—2NAEBIEEL.TVX1LICEED
T—RY—R=ZFELTVET,

Ul D RN % "R OREV D)y I T3 L RBERINTVWSFvS 74— T —42Y—IE LT
REINFT T T —XYV—RZZEBLTHUXML ICEBRZBEDDF A

FLWT—2Y—IBRESNDEKRBRONA VTV JICELVWF v S 72— DfstHRTIN
9
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Sir Jarek @ 0E ™ 0l O

Level 3
Paladin  Common Melee
@ ©x
A @ 0.1/s
4 as N s

switches data
source

l Click event

Wolfman Oriz @ oE™ sl O Data bindings

& 3,6 2 \ update
“ a,_/ﬂ Skills Bio
-
N
Barbarian  Special Melee
' A 56 @ 0.5/s
4 sis W 6%

Level 2
‘ @ 400 @ 220

& 880/20

S o

IDragon Crashersit > 7ILDT—5Y —ZDEH

A UXML 771 HREDT—4Y—R (flZiId.data-source="PlayerDataS0O.asset") &
BETDIENAVTAVIEEARICED SR LRFICEE TERADET, TV RILFEOEE .
BT BICIF data-source BEEZZDEFIZT3h data-source-type ZFERALET,

CDNATVYRTF—=BINA VT4 T7—07a—0FICDWTIE ListView ANDUZRD/NA VT2
ZBELTEE L,
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RIZ 2

Unity 6 ORIZEMEE#ERA TR ET— 41— —ICEBBLYTUVERICE#ELT Ul ICRTRTE
F9.7—2Y—RE Ul OREIDHNE L LTHEEEL. I — ' —IC > TEDERMN AT RICT — 2% T L
x7,

PRI BB 2 AL G SO T ZEICER LD A NEZ RN T — P DBICEHRLIEDTEEXT,
CHUSEDUI DERRETHD DT WER TEREZR T TSR ATRRI. ZLOFHOEHROD Y IZ
HEEEFICEITLED

Unity 6 TI& RD 2 BEDEIREENY R— SN TVET,

—  Ja-NLaAVN=F—REORBEHIURBELNA T4V IICBRALETAZIF.FO0—-NL
OV N\N—2—I|% Float DANREBEICE#ELIZD.Color A7 Ub%StyleColor B
THLI-OLT Ul 2 T—E LEBEERRLE T,

—  NAITAITEDAVN—Z—FEDT —FNA TV JIBRAY B LT K DFHAHIEA
AIBEICARDE D,

fl: gzt icE

TLAV—DENICISCTEDNEDBEN T — VIR BERICLBNA T VI DERFI TS L1V —
DREDENZNZ—I5T—ay (GEIMEATILEBIMENE FEH VT HIL) IIRvEVST
TRETTLAV—R T —LTLARICRT— 222 RITIBETEXT,

QuizU 7Oz RO DataBindingDemo > — > CCDE{EX R CTI X7,

HealthDataConverter D&E

DataBindingDemo >—>Tld.HealthBarWithConverter 72X (%8897 HealthDataConverter
DEEZER LT LW DHD DataConverter ZEE&ELTWVET,

— AR EHT - OHS5—I5T—avIicEBLERE (KATIL) HS5TR (FAER) I2Z2b
DEJ,

—  IRNF NI XFFE L TEEERTITEET (f: "75%"),

—  BIOZRILTRERLCESAZEZ "Full"."Mid". "Critical" HEDRAT—RIAZNIUIRY I TEXT,
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CMd HealthDataConverter 75XD—EB T,

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();
// e
}

static void RegisterHealthColorConverter()

{

var colorConverter = new ConverterGroup("HealthColor");

colorConverter.AddConverter((ref Float healthPercentage) =>

{
if (healthPercentage > 0.5f)

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

}
if (healthPercentage > 0.25f)

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

}

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

}
1)

ConverterGroups.RegisterConverterGroup(colorConverter);
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5Oy T HealthColor ConverterGroup ZERY L.Float MI&FIZE (0 H'5 1) Z. 7% (IEF1E) &
i (XD 7IL) ORIOXIEY S StyleColor fBICE#LET,

HealthDataConverter 75 XIlI&.2 DDOIANILDAVN—Z—HEENFT, ZHsld PlayerDataSo
@ HealthPercentage FONTAZ. 74—V b INIEXFINELLTRICEDTETF I EHOD
aAYN—4R—% 1 D0 ConverterGroup IC/NVRILTZEDHTEIEFIN.COTETIETREAPICTS
7=®IZ{BFID ConverterGroup 15T TWET,

HealthColor
data converter

HealthPercentage HealthStatus
data converter data converter

Ul Builder TRZE#REZHERAL X,

HealthBarWithConverter Q)

HealthDataConverter 7 5 RICIXEBOEENSENTWVWB ZCITEEL TS L,
HealthBarWithConverter |3B#T9d,

public class HealthBarWithConverter : HealthBar
{
#if UNITY_EDITOR
[UnityEditor.InitializeOnLoadMethod]
#else

#endif
public static void RegisterConverters()

HealthDataConverter.Register();

© 2025 Unity Technologies 88 of 147 \ unity.com


https://unity.com/releases/lts

@ | Data binding |

RDOSUFRLTLIEELY,

— UnityEditor.InitializeOnLoadMethod %A % &.ConverterGroup HEEFRINT Ul
Builder TERTERLIICAD. ENEI T4 X —CHREL GERATEXT,

—  RuntimeInitializeOnLoadMethod T/ —LREITRD TR LIZHULT ConverterGroup %z
MEATERELSICLED

#if UNITY_EDITOR FUOtvH—F4L U747 C.A—RPIT T4 X—TRITEINZIDT —LT LT
FICRITINZIMIGCTOBETI XYY RBBERINDESICLET,

Ul Builder T® DataConverters MDiE

DataConverter #5323 FDEHRHENB LT IH5PB/N\1 VT4 IIBRATEE I, Ul Builder T

BEERATIICIE U TOFIEERTLET,

1. UXML 770 ZzRE TOJL AN —ERZEIRLEXT.QuizU 7O 7T
RuntimeDataBinding.uxml 771 JLZWTZDREZHRTIE T,

2. Data Source % PlayerDataSO0 ScriptableObject ICERE L £95

3. FAJLZRN—dD backgroundColor X&-1JLFO/NT+% HealthPercentage 7—%/\XIC
NAYRLETD,

4. HealthColor ConverterGroup ZERL T ENERDEZTOILAN—DESBICERELEFT,

Data binding on
style.backgroundColor

Edit Binding

ConverterGroup
transforms
HealthPercentage
property to
StyleColor

BN =S DT —ENA TV T RELET,
5. PlayerDataSO ScriptableObject ® CurrentHealth {E%RSvJ 3 KT —SDENEEH

ENBEIICBDELIIFT—2avid e (TIL) ho&EeE (). FL2UI’ (K)IR (;BR) A&
BOMCELTVEEXT,
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ZDSJO—/NI)L7% DataConverter (3.

]00 /100 : b Float {BZCDHZ—JFFT—avIlEH
Player Thiee sz 4 @he3 770 —2avR0bs
[ o ] PHBETHATEIBLSICRDEL .
Data converters for text/color - | SELECT +
75/ 100 Player Three
[ 5% Mid. ]
Data converters for text/color - | SELECT +
50 /100 Player Three
Data converters for text/color - SELECT +
35/ 100 Player Three
== )
Data converters for text/color - | SELECT +
/ 5/ 100 Player Three
[ Critical ]
Data converters for text/color - | SELECT +

HealthColor AYN\—2—T7OJLZAN—DBEEZFT,

HWERATR

B IR 2 ERTABIE U TOE Y EBEICLTLIEEL,

— EOYHTORIMEEHOTIT— b (FICHEERREDBEI) BEICRBABR/NT+—I R
F—=N—~AyRZE#LET,

—  HEREREEBRTIZBLS UAINTERER ST AVN—— 2B LE T E/ELAO DY IP
Y —RZHBETRIOD VI EHRAT T EIFETET,

—  ERET-YY/-RARHE: TRV —XBARTEANLBERZRWET (fF: ScriptableObject
TONRTATEAREETICTIA—I V) Ul N1 2T BEEDOZE#ERAIC DataConverter %
FHILET,
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Fll: ListView NDUXSD/NA VT4

TV —=2a TR T =L UHCRLCTCETA TLDA RN BiFZiRd 2T A7 7L
AV—DIVF VT ERTIB)—F—R—RRE EESFRT—HOAL I 3V zBEREICKRT I ZHED
HOFY,

ListView & . RIZO—=)LERETToEDE LI U2 —TJ 1 — X% RME L IBHROEB R TEBRRICLET,
Unity 6 TIE TV ZALT—RNA VT4 TIDTOELID GBI IN. T —EH B LIS Ul &
FEICHRALRI )T TEFHTIHEDHD FEA.

LEID/IN—23>D Unity Tld. ListView ZRETBICIZ VR NEER L. T —2ZLEOEFHEZNIET S
HAZLD—RERTZHENHD LT, Unity 6 Tl ListView ZF—2Y—XIZE#HE/NTVRL.UI D
ZEZBHNICERLTRMTEEY,

FEI—ICIE. PlayerDataSO ScriptableObject MU NINA Y RIZEEA ListView BEENT
WET, CNICED RILFILAVY =/ —LOAOE—PNARAT ) —HZ—R—RFRTRENZ LSBTV
B—TT—RA%EERTEET,

TEAM BLUE

RespawnSamurai ¥’
Tactical v
8BitHero @ u
Light Tank
DataDrifter212
Scout g E
NetNinja
Advanced Tacltlical g m
LaserNovaX ¥
Master Support V E

TeamList I&. VX +% ListView (Z/N\1VRLET,

SUBRALT =N T %FERT S . ListView % ScriptableObject R ¥DF—4Y —X|ZE#EE
U TEF Y ListView (3T —2DZbZzBEINICEEF L BRE LAY TV RZ2HEILLET,

ListView ZURNIT—ENA T4 2T T RIS KBRONA VT4 272 WK ODRELTH B T
BALBICT—INA T4 I 2T T TRRENBDET,

© 2025 Unity Technologies 910f 147 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/ja/2021.3/Manual/UIE-uxml-element-ListView.html

@ | Data binding |

DRPETYTL—FDRE
T DOFIRICHEST ListView TT —ENA T4 VI DEREITVET,

1. F=RY—ADEHE ListView |ZIFT—R2DUIMHETY, ZOTETId. TeamSO ScriptableObject
' PlayerDataSO A7z I hDURMEFIFLTVWET. ZDIVIMNDZIEE X, ListView @
TICHRIGLTUWET,

2.  UXML 7AT7LT>7L—k®O{ER:UI Builder T.1 DOUXNEBDONEEEETS UXML T~
ZL—I (VisualTreeAsset) ZTH41 Y LETHZIETED team-list-item T2 FL—MIIE
TLAV—2BWKOHD Texture2D 7OANTAHEENTVET. T —FYV—AEEHREBRIZD
Tl&#%<.Data Source Type ¥ Data Source Path % Ul Builder TEREL X9, N TNV T
DREERIZED. HETTVRA LRI T TERLSICHRDET,

#item__container =5 B0 (10§

Placeholder

TITLE

Ul Builder TEZa7ILY)—TrybeT 1V LET,

3. ListView ZXA>A—H =Y 2=T7x—XITEM:FID UXML 771 T. LIV —DUR L
2% RRTS ListView BEREEBMLEY, 77TLTVTFL—L% ListView @ Item Template
CLTEIDYTEY, CORFRTIE ListView IEBTHEDLSICRZIZDZRBLTVETH LD
F—=RY)—REFRAIRINIEEHDHDE A,

Binding a ListView

Add VisualTreeAsset
as Item Template

T 7L —k% ListView ISBMLE T,
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TEI—2O ListView TlE WK ODDEAKETE (LEEEBR) OAZFERALTVWET, IS5ICEEREREIC
DWWTlE. ListView DR RFa XV EBBLTIE SV,

SUBRLLDNA I T1ITIDRT

2B LI RBEOT —8Y 2RI 2T BfR TeamList RZUTMIEDNA T2 IH
FT LETUTDITTREBBERIE ST NA Y TAVITDTET LES

/] T—RY—RXERETSD
m_ListView.dataSource = m_TeamData;

// "itemsSource" % Players UXNC/NTVRTS

m_ListView.SetBinding("itemsSource", new DataBinding

{
dataSourcePath = new PropertyPath("Players")

1)

ZCTlE.m_TeamData (TeamSO M- RXRZ>R) H ListView ICBIDH TSN TLE T, SetBinding %
MUY . Players 7O/NToh' itemsSource (CBERIFSNET, THICLD. ListView T Ul @
TEEMTEET,

CNESDNA2T1271E UXML TIRSUEALETRBRTHZ D EIVANERZERICER TS
BEIFHDEEAUI Toolkit TCNESDNA U TAVITZBBICHRL.INTOUINEB DT —4%
ABNLES,

T—=RY—=ZDVINMIMRASNIEE (FLAV—DEIN KR BEERY) 3. X7VTHZEMNYTS
ST VNIRRT ENET,

TEAM BLUE

TEAM BLUE

RespawnSamurai

Tactical

8BitHero I RespawnSamurai [§%
Tactical
NetNinja g
Advanced Tactical IR\ H
I 8BitHero
H untime data %
DataDrlfterzslcﬁ g S Light Tank
B 8

LaserNovaX

Master Support

«

EO— DataDrifter212

automatically Scout

NetNinja

Advanced Tactical

*
»
»

Add, remove, _ Lasel'Novax

«

@ @ @
HDEEOBR

or reorder 1 Master Support

I

Player URFDZEEN Ul ICRBENET,
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CONATVYRBT—EINA T4 7 TO—FICED . ERI-ROKEDOEDIRLEZFHSTZ N
TEFBREEEZITELVTLKETVLUXML TF—ANNADTL—RARIA— B ETBLICEDEBD
F—R2Y—2ADENDYTES V2L LEETERATEET,

T=RETINERBLISZE NI YTV IODy I 2fZEETRIBVERH D FEAEBKFD 1 ED
BEHTUI ZHLLW —RICEERTEE Y,

ListView QUZXRADNA VT4V TICDVWTUEI. TBESD RFaxX o bR—2 #BBLTLEE L,

—_ W —_ RS =R
T—RINA T4 D@t

MEBEHBNA D TAVTIE BVWNTF—I R EHIEBETS Ul ZfIFT23DICRIGEI. REB/NTY
TAVIRBEIENA VT4V TN ATLICEBEBRZE R ARBEREFCNTIF+—IVADETIC DR
BRIEENDHDET . NI A E—TI—ADEETH /=D VY —XEHELI-DTBBEHIC
EFETY,

TIFIWNTIESUBALNAYTAVTIRTLIE Ul BRETL—LIEICEHFLET CNITNRIER
TIV =23 TREBEUDBDETHNA T2 ITHZLBRBENTH—IVADRIL R YT
BBIBETNDBOET,

SOOI ar TR ARBETOS IO T —RNA T4 VT DOERZRET D HEICDOVWTHALED,

ERDEHE

T—RY—XTER (int.float.struct AY) ZFEAT3HRIE. RYIXILOARMIERELTHKE
TWL.dataSource ZONTAIZA TSI LTEIMET DD EERISOEERTIRISA —/N—
ANYRHYBBREEENHHDET,

CNZRSTICIIEROTONTAZERATRLEIARBEBNA VTV I ARBEFH z&R/IMELE T,

F=N=~AyFDOFzIME

BILEREEREIEF LD IFCALEESNAVWT —2Z B LIEDT RN VTV I ERET S
CEDBIBOET. CNSDNA VT T EREFIFHIRL G AELRIEE RS LE T, ARERIEE 3.
EMHEEBEETIIR ISVRNTO VTN AT — 2B EEEALE T, CNICKDBEART —2&RERIC
ERTINTH—IVADRRL Ry I EBBETEET,

HEEFOBWMEICDOVWTI . BFICHELTED D Fyvlallthddl xRt LET . CNHD
BRI EINIBICNA TV TTRENA TV IO ATLOAEREINRED. BEDEDRLE
BIF3Z e TEET,

EELBER W BETBIBERIINAITAUITITBEIIC LTV EENICFIAT U EDRVWERIC
DVTIIAREBNA YTV I IR L EZEER DS TEN AR MILOTRIA-ENIHBEIC
DHBEHFLTIEELY,
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B bUH—DER

NATeo T Ul B F—RY —R RT3 ERRET S B A— ICEDVWTEHFRINET,
CHUCED N TH—IVREIGEBEDNSVAERMBEDTEFTUTICRTA T avicLkoT N1y
TV DEFEEIREDET,

—  L—LCCHENICERCNE S AN —POLSIICEBNAEHEVBELIZERICER
LET

— ZEEORHEE:T -2V -IANEBEINZ EEHFINETRETERWGEIZ. TL—LTEICEH
ENETHI RIS BRRTRE R T — RITHRTF I BHET /N RILRA AR ZNMIERLET,

—  H=T1EI—ITNTVERBE:EFRENMBLSF VA TIE MarkDirty TNA>T12 0%
=T LRI — 0T 3 LT RBAEH A 2L E BB TE F 7, COEH kU — 14,
REDIAVTHFANTOAENTIRER -2 —BREDERICH L THEELET,

BHMA—Z& U EROZ—XIEOEBIETILBEM EMEONS VA ZBB I EDTEE D,

N=2 a3V ERCEEER
FEABHERST HICN\—Ua BB EEBYET— 2V —RRETEET,

KD 2 DDA VA—=TT—ABT—ZINA T TDNEAIIRIIBEE T,

— |DataSourceViewHashProvider:/N\—2ay/N\woaZERLTE2ENAEZEEZBHL. T —4X
V=AW EBEINEEZIIDAEFHERNIHA—LET . CNIT. EFEEHIMBEVERN /- I3F 5N
F—RDGEICERTY,

— INotifyBindablePropertyChanged: ZHUE 7T ONTA LRI TEE B L. R EEZITE/N1>
TAVTHRERICEF INDLSICLET CHUCKD AN WEIEIA ETEEIC AR D £ TS

NBDAYE—TT—RET—2Y—RIEMLEIMERICEALIED A EDETEALIEDTS
CET EHZMIKHIETE R T EREININIZITARICDVWTUI THESD FFaAvbR—2 %
BRLTIEEL,

EYk: 2Dttd Ul Toolkit @t EV
Ul Toolkit D&EEILICEET R D Unite 2024 TOHEE Tl GEHENARO—I—IILOEREY

NYT7HAZDEE HNT FSAIEDRIN TS ITFA A HRZLT—4—% 3D Ul BED
FIFRADM G E W T hEYIICDWTERZ ENTEET,
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O— 771 17

Ul #O0—HA5MXTBR3ET T IIVr—2a %2 H503 5B CTERMNDDBELARPTVLHDIZLT,
F—LEIO—NILEBA—TFAIVRABITENDELSICHEDET,

Unity 6 &, Localization /w4 —<% Ul Toolkit IS LTHED. COTOELRADBIRIEL TN TVET,
CORBICED TLAY—HETICVWTHMIEEBEO O TV ERELOH £,

Unity dO—AS1E—>3>0#1E Locale 95X TT.CDITRATHRENSEBERL.EEPHED
EXREL O MFEEOMBEEERELFT,

Ul Toolkit TO—HS1X%EREITDHEDBEEFAZ R THELLS COREICKD. T TV r—a 0%
BIRLEOT—IJLICEDSWTOYT OV EFIMICARTEEY,
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Ul Toolkit > 7JL - [Dragon Crashersilc&13 3 2R VEEO—HZ1E—>a>nf)

(o

Localization /N —J DEEHBEX LK ODENLET,

XEFO—hS51¥—>a:localizedString 5 REEAT B S22 LBICOT—)LEYID
B IBICEMEF NI FY 2 BB TEX Y, Smart Strings ZFERT3 . FL—RFRILE—D
BN EEFORV.SEEEDEOMD =27V RADABZTSENTEIET,

7y bO—ASAE—230:07 —ILCEDSVWTTIRFYREOMD Ty D BRSNS
e BB TFINUNOHIBEB DI TV HIERTEEXT,

F=RINA T 1> Localization /N —J1d Ul Toolkit DT A1 LT —RNATATL
BEINUI E&R% String Table ¥ Asset Table IZUY Y LE T T—42. A7 —I)L.O—RRED
ZEICKLD. BRIEFHFHITONET,

String Table & Asset Table MDEIR:String Table ¥ Asset Table ICI& TFIAMRCZEDMD 7Y M
A7 —ILEEOERIIEET B7HDF— LEDRTHEAINE T, —tH%A Ul 122 —J1—2X
ICED. 7OV MROO—AZA IENTZIRTOTHFRMN T Y OB EZHIETEET,

A7=LOYIDER: 7TV r—2a zBRHTECBLSEEVTILZALTHIDEZSZ LN
TEEIIVAILBHIHLLOT—IL 2R3 & Ul B i BICER SN BB RMEN T

FEIRDOEICHERODEEICHIT B L EFE. Ul Toolkit M FlexBox A>T F X HEIY M ARABREES:
FEARATACEEENAVTLIE IV CNICED. TEIERSEFETR— T IO Ul DB EHLEE
L&,
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= 2 Sal s

O—h"Ao>217t—23 EE

Ul Toolkit T Unity @ Localization /N7 —2 OFERZRET 3 ICIF A TOELRFIEICK->TO—H
SAZXENFaATIY%ESFZRELUI Builder TUI BRICNTVRLET,

Package Manager

Localization
1.5.3 - October 01, 2024
From Unity Registry by Unity Techno

Built-in Install

Plugin

Package Manager H'5 Localization /Ny —2 %AV X—ILLE T,
1.  Localization Settings DE&E:Package Manager H'5 Localization /\wr—>% A VX h—JLL.

Project Settings > Localization ICBEILT.O— DA AINEIRTOT7EY L EEETS
Localization Settings 7w hE1ER L TEREL T,

Settings

Localization

Add Custon -ale Add All

Project Settings T Localization Settings Z/ER L TRELF T,
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2. O—=)LDEM:Locale
Generator ZfEALT.7O>
D IR— g B EEE M
EEELET.CNICED.EED
2 XFOI—F (REBOZEIF
"en". 7T RFEIE "  ARTY
FEld "es" X)) THAIETNBZT
Ty PO —ILZUICER ST
£, 7TV —aViiREegic
FERIZTI74O05 =)L %
BRELETS Gl

Add Locale

D7 —LEBMLET,

3. String Table & Asset Table D{ERK: String Table (XF5|7—7)l) 2FERALT.EO7—ILD

TEARIVM=ZEBIALE T INILREZI ROV TE I A T30 ED Ul THFINERD
IVRU—%EBMLES,

New Table Collection

5tring Table Collection

Locale Generator select Mone

String Table (XF57—7)L) & Asset Table (7w r7—2)L) Z{ER LT,
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4. Localization Tables 7> K> (Window > Asset Management > Localization Tables) T.
U ADOETEFRAREBERDF—CEORTZEMLET.EF—IEHEDTFANER (SRILPREY
RE) ZRLU BEIXEZEOT—ILTEOEBRICH L TERRSN/TFRANTY,

5 BT —LFA TSI RREDHIEEIRE D7y k% Asset Table ICHMLE T AR ZFOT—I)L
ERITAAVNIRTZAMCTIVAFvEZEBIMTCEE . F—IS AT —IIICAEO 7y %
D2 LTI X b DiF A% RIS E £,

Localization Tables

Tab

Current

DemoStringTable(StringTable)
DemoStringTable
v

Languages_l

English Engelsk

Languages. k Francais

Languages.

Languages_Danish

<« 14 1 /1 Pl M

F—LEDORTIZO—HDF1XITBEERERLET

6. UXML 12—71—XDEH:U| Builder ZEBA LT AREZ ROV TATT4—ILR.SRIL
BREDBREZSL UXML 77 EERLET TES—>TlE CO UXML TO—AF1 X A8
BREFVWCOMNRLTVWET TR Tr—ILRDIFE & String Table DTV M) —%FERLET,
FOIRAFvRBETFARIADT—ILRICDWTIZ Asset Table ZfEHAL 9,

FEI—Y
QuizU 7O U MMI& N3 LocalizationDemo > —>TC.O—hS51HF—>3> 0% 7))L RE%
SR TEXT,

CNUCTIERTBICIESURALTAA I AZa— I FE L.Demos > Localization %3EiR

B3N T—bO—H—EEHICLT= (Quiz > Don't Load Bootstrap Scene on Play) E#%I(C
LocalizationDemo >—>%ZO—RL XY,
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Add Binding

+ Default
UnityEngine.Localization ?  Localized Audio Clip

y Localized Font

8l Localized Game Object
Binding Mode To Target Localizad Material
Localized Mesh
Localized Obj
Localized Sprite
Localized String
Localizec

Localized Tmp Font

Cancel Add Binding

O—AZ4XENIXFFIR Tty MM Ul Builder TF—2N\A > T4 >0 %BMLET,

7. Ul Builder T Ul BEICT—R%Z/\T2R:Ul Tookit DS RA LT —RNA T4 AT LDEEN
HFIBEENE LUl Builder T.A—HF1XT3EREEIRLE . Inspector NRILERE A>TV
74—JLR® Add Binding ZERLET (TNILDBEIS text . EHRODBE I backgroundImage
RE)s

NAT1> I DIEFE L LT LocalizedString £7-/dO0— A5 X SN2 DD 7y M a&ERL.
String Table 7zl Asset Table IOWIET BT RI—ICUVILE T MMOBREZO—HS1X
TRIRENHZFEIE. T—TILZEDMOI VR —EBMLET,

English (en) v

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

Spanish (es)

Game View dropdown

O—AZ(€—>a>ve7LEa—93I3. T —LEa—0O 7 —ILrOy AU 2 ERLET,
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8. TRAMTBICR.F—LEa—0O —IROYFEI 2FERLTIETEHEET Ul 27L
Ea— L. BOT I TERDELKKRTENZDHERLET

U EDBERRETT. OB TIF REVEIRILDOTFAN T ANTAZ RESNTVS MO EEEICTID
BXBIEHTERLSICHDFELIUI 22O —H51XFBIIE.ITRTDTFHF AT String Table
MBIV R)—D BB EZREELET,

Localization /N —JEa VTV OBIBAEICKEMEDH D £, 5D String Table ZFEHRLT.
KEEAR IO TIRELDBELYTVWEIIaVICHEILIED. SETFRI VN — 2D ELIED TS
F9. I Asset Table ZFERL TG TIVXFvOTFAMNNDZOMD 7Yy EO—ASAALET,

Ul Builder TO—ASAE -3\ 207120 EBMLIE . UXML 770)LICED Ul ERICO—A
AL -2 a hEBEEAAENE T EOBR.ROLS5AI—-RIOvIRERETNEIT. O—HF1X
TN7=&70/37 I String Table 7% Asset Table DRFED T ) —ICBEEMITSNTVED,

<Bindings>

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

entry="Id(104135776002048)" />
</Bindings>

COD UXML (3 Ul BRO text TONTAZXFHNT—INEET YT =TIV —ICVV IS BT —ANA U T1 VI ZRELET,

Localization Tables #F 3 3/ U oENT- Ul BEIC.O—HASAXINERBHOIVTIYN
BEFRICRMREINET,

iE:Ul Builder TT —@NA T4 I DI ZBRILTEE TN O— DS Nfc I TV N
FIHET B DICEREE LI - —THNIL UXML ZEERE TSI CHTEET,

Localizatizon APl Of#FE

IFE—0F—LEa—OOr— ROy TAIUG SESEREBELTANT BOIRIBETAT
T =LAV DELRTIHERTE A BRI BT T —> 2y Tl—— N EBEEETESL
3109 3Icid 0T —ILEGIDE X B0 DIRED Ul Z1ERT 3BENBDET,

a4 —IJLD#ER

O =L 2 XEOHANFHNHBHEIE LocalizationSettings TFIT7 RO T —ILZERTE
TEXEIRISEBREZ>DU )Y YZEal—R—F7:Id RegisterCallback<ClickEvent> XYwR
ZERALTC.COT7 I avmRINELET,
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Y7L TFOTTIRD LocalizationDemo XU T HE 1 DDORERFITT,

void SelectlLocale(string localeCode)

{
Locale locale = LocalizationSettings.Availablelocales.GetlLocale(localeCode);
LocalizationSettings.SelectedLocale = locale;

void RegisterCallbacks()
{

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

m_ButtonFrench.clicked += () => SelectLocale("fr");

BREZT A= ZEDREVHRIOT—ILUCEE TEE I RE TS VAFB ARIVE TIN—Y
EBORIVZIRTE U ADTFIMI VA1 LRICEETh XY,

Languages Idiomas
String localization Localizacion de cadenas
ClickEvent
® UXML direct binding: Configured in Ul Builder with no changes ® Vinculacién directa UXML: Configurado en Ul Builder
Locale
code. sin codigo.
® Script binding: Added at runtime using SetBinding() ® Vinculacion por script: Agregado en tiempo de

ejecucion usando SetBinding()

RE TOT—ILZEETEET,

SetBinding D&M

Ul Builder ZfERALT=T—2N\A VT4V J I3 BN CREBEICRETEXI. 7 LBEICL TSI F YV
RALBICRIV T 2ERL NI Y TA VI ERETIHVEDRHDEF T FIZIE Ul EXESHICIER
TRIGER T —LTLAHICOAFBTERT—RMKETEINTI TV I E BT 5HE T,
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C#H TT—ENAVTAVIERETDICIF EZaTILERT SetBinding XVyREFERALEIT. NI
D text FO/NT% StringTable @ LocalizedString TV RJ—ICNA Y RIBHEERLET,

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

public class LocalizationDemo : MonoBehaviour

{
// Inspector TERE
[SerializeField] LocalizedString m_LocalizedText;

Label m_LocalizedLabel;
UIDocument m_UIDocument;

void Start()
{

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

CDERETIE. Inspector T m_LocalizedText H* DemoStringTable T MJ)—(CEIDYHTESNET,
CDIO—RT.m_LocalizedLabel @ text FO/\Tr%$8%E LTz LocalizedString (C)>oL.O%7—)L
HEEINEIICEFNICEFHFTESRLIICLEDS

A7=LVEEDUYRY

BEICE ST . OTF—IIAEEIN LTI O— NI ATNIXFIHOEFHFUANDEBMD 7Y
2AVHIREBICBRBZCENHBDET. AT —IILAEHSNB-CICASHDODY I ERITTDHEIE.
LocalizationSettings APl @ SelectedlLocaleChanged AR rEUYRVLET,
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BlEZEITFTHELED,

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

public class LocalizationExample: MonoBehaviour

{
void OnEnable()

{

LocalizationSettings.SelectedlLocaleChanged += OnLocaleChanged;

void OnDisable()
{

LocalizationSettings.SelectedLocaleChanged -= OnLocaleChanged;

void OnLocaleChanged(Locale newLocale)

{

// OT—IEEFIC Ul BROEHMBEDT0>3>%FT93
Debug.Log(S$"Locale changed to: {newLocale.Identifier.Code}");

COBE. QT —ILHEEENS/IC OnLocaleChanged MU H N IFHDERZEH LD,
ARZLAOADYy I ERITLIED TEE RIS BRRINAETERMBEDL A7 IMISEUWRES KL
BEII.CDAIRIMNIYRS—ZFERLT Ul DTONTARREMIIZRHELET,

String Table DR1E

O—AZAE =23 EEDIFLALIF UL ETGRNILDITRTOTFIANR—IXDER =S String
Table HEI5LET.

Localization Tables 7> RU%B T (Window > Asset Management > Localization Tables).
String Table Collection ZER F/=I&ERLET . CcohoOyr =L HFLLWI VM) —DIEBM.
—EBEDF—DERBROANZITOIEHNTEEY,

XFHUNT—2DAYFR— LI IRXF—F

CSV 771l

CSV (AVREXYIbHR) 771l BT —R%E4 > R—KLT String Table ICAAIL T F—HNERT
THFANZRETBLSICTEXET, IL—TFRANERDI VM) —%iRET 321K BIFZD String Table
% CSV ¥ LTITURKR—bLLZET,
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Q Data binding | Localization | Custom controls |

o Localization Tables

93 Localization Tables
+ New Table Collection ch in tab ... Import¥ Exportv

Current table (DemoStringTable) XLIEF int llecti
into collection

XLIFF file
Name DemoStringTable XLIFF directory
Preload v

Selected collection DemoStringTable(StringTable)

CSV...
Spanish (e CSV(Merge)...

-

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

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

CSV 771 Y R—r&ETIFTIRR—MLET,

T7LILDOEFHEZ Unity ICB1 YV R—,F3 8. F—ICESVWTI VRN —HEEMNICEFISNET,

Google 7 Lw k> —bD[EEA

Az k% Google T LRI —NIHESTd BICI. Sheets Service Provider 72w hEERLET,
COT7EYNCRAZEEL. IT72—ATEEHILVWAT LY RS — M EERTEET,

CNE{ERS 3ICIZ. Assets > Create > Localization > Google Sheets Service |C#E1L X9,

"0

QuizU - A Ul Toolkit

None
e Select
authentication
Load Credentials... methOd
and add
Piop credentials

er Foregrounc

Google Sheets Service Z{ER LT
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Q Data binding | Localization | Custom controls

Google Sheets Service IC13.2 DDFREEA TS a>h B D £T,0Auth ¥ APl F— TIaAHED®P
EZAADIEDIZTTAR— I —MMITIERATEIHENH BB L. OAuth ZFERALET/NTUvD
S—hDSDHFHRAMBIUBENHDIHEIE APl F—ZFALFT. RERHAMD/ESTAHT IR %
1751C1F.Google ICFRFIZV VTR NS ZHELNH D £, MICDOWVTIE Google AT Lw R —ED
REa XU REREED U TR EBBLTIET L,

String Table Collection Z Google X FLwRI—kIU> 9 3ICIE.OL 73> D Extensions
)X~ IZ Google Sheet Extension ZEBML £9,.String Table 7w k% ERL.Inspector T
Extensions DD Add (+) "2V % 71)vILET.1 DD String Table Collection (CEDILERESIE
MU BEBICRLTEOT—ILUCERZ O — b ZEIDH TR D TEEXT,

String Table % Google X 7Lk —MIEHEEE3ICI&. T—T /L% Sheets Service Provider 7tk
|Z3E%: L £, Sheets Service Provider DIERLEEREICDWTIE. CES ZBRLTIEEL,

© Inspector

A

Open in Table Editor
ngTable_es ¢] ) String Table
%3 DemoStringTable_fr

- +
Select extension

and asset

Csv Extension

Google Sheets Extension

= - © Inspector
22 {g;n

Tables
Open in Table Editor
Group String Table

Extensions

t;] Google Sheets

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

Spreadsheet Id

Remove Missing Pulled Keys

Google Sheets Service ZXFFT—7ILOIERICEMLE T,

—EREINE. CORBEEEICED. THAF—P AEEUANDI—H—H.Google AL YRI—FT
AO—ASME—23> DI M) —ZERBETIFT,

© 2025 Unity Technologies 107 of 147 | unity.com


https://unity.com/releases/lts
https://developers.google.com/sheets/api/guides/authorizing
https://developers.google.com/sheets/api/guides/authorizing
https://docs.unity3d.com/Packages/com.unity.localization@1.5/manual/Google-Sheets-Sheets-Service-Provider.html

@ | Localization |

Smart Strings D{EH

Smart Strings I& BIMARXFHOE R String.Format ZERT 3@ HRBRE T HHF1L.
FHAEEX VRN EBEBOEOMDIL—ILAREDEEEZ Y R— 2T —2REE DT> TL— %
FERTEET. CNODBEEICED. O—HFIE—2a > DREXBRILTEET,

Smart Strings =9 3IZIk. Localization Tables V1Y RIUTXFFZAY— b LTY—2LET,

Localization Tables TV RUEZBRZT LT RIS AZa—FA T3> () H5S Smart Format Z:#IRL £,
IVR)—DEIZ{S} 7TAOAVHKRRINTVWBREEZRERLET,

F7=i&.Inspector MDLocalized String Editor® Smart 7«—JL KT Smart Strings ZBMICLEY,

Enable Smart String
in options

o]

See Metadata
Wordwrap
+ Smart String (English (en))
f5y  Smart String (All)

{0:plural:un articulo|{} articulos} er

StringTable 7> R E7-l& Inspector T Smart Strings ZBICLF T,

Z9') T TOD Smart String DEEE

1) FEH5 SmartString #EIBY %553 RDED T,

—  TL=RRNA—=FEALTA—DS5AXINEXEFEEE:Smart String I& {} Av3aRWIC
TL—ZARINA—DEEINIUVTIILTEFINTERINE T, Chid String.Format &TLY

FIHN FHFENTRIL SN TLVE I, String Table [Z."Welcome, {8} !" DLSICTL—RKRILA—
EEALTIVRN)—Z1ERLE S, ZZ T {0} ZS5VRALT—RDT L —RFRILA—TT,
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@ | Localization |

—  LocalizedString & Arguments OfER: XU+ T.COI VM) —O LocalizedString %
ERL.Arguments 7ONTAEZFERA LTSV EZA LT —RZBELEF I AL UTIE
SmartStringDemo MIRFEIE 1 DD T L—ARINA— BRI BZAEERLTVWET,

/! TL—=ENA—=T LAV —RICEZFHEXS (H:
// "Welcome, {@0}!" => "Welcome, Player One!")

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

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

m_PlaceholderLabel.SetBinding("text", m_PlaceholderMessage);

ZHUZ &b LocalizedString BZRILD text FONTAICNA Y RINGURALEICTI L1V —8H
BASINEI,"Welcome, {0}!" DFTOIRJ—IX EELIC "Welcome, Player One!" D& 3IC
RREINFET,

TUL—ZFRINF—DILHE

Smart Strings OFL—XRILAZ—F BEifi% {0} BIRIEITTIEHDELA.LDEMBRIBEHHD.
BERISFTIAICHIGT DL TN TVETEB. L —RFRIA—IFRDELSBRERD/N—YT
BRINET,

—  Selector (EL92—):ERAT23T7—XZROFT (BIZIE {player.name} (FTLAV—FT
JIUb® name FONT1ZERLETD),

—  Formatter Name (74—<Iv4—2) RT3 7+—IvR2—%2EEHELET (EFHFILLOTDHD
plural 2 ¥).

—  Formatter Options (74— Y2—F T3 V). 74— v 2 —DEE (BEEH BB DTG L)
EAAZIAXLET,

— Format (7#4—Y ) HNDRTAEEZRELEY (BFEBTOEFEICT 5. B PEZZ
TA—IYETBANESIWTIL—IZBRTBH ).

Formatter Options

AN

TL—ZRIA— I3 EBDED THER N E T,
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| Localization |

L= RN EL SR LRICT —REEMNICIRE CTEE T SV FTLRICATS MDD
TANTART1—ILRZBETEET.HAIE. L U4 — {gameObject.name} ZERATZ 4 —L
AT ORD name FONTo%.{slider.value} OELIZ—%FERTDEXZIHE—D value
TONTAZBIETEXT,

TA=TvE— B BELIcT -2 28RN FIERICERLET. 74—y E—ZAT5 . H
B VAN BB Z 74—V b LIED RENEOD v I BALIEDTEE Y,

TF—REFR. TA—=IY A — TTF—REREHIFRICERLET . R 74—IvE—Z MBDOA T3
DETF—IYNL—ILZEELE T HOTILTOSTIMIIZ VK DD DITA—IvE—HEEFNTUVE
ED

— Choose 7#4—Ivy3X—:

{0:choose(1]2|3): morning|afternoon|evening|anytime} (& ADICETWVT
"morning". "afternoon". "evening" ZFERL 7,

— Plural 74—y & —:
{@:plural:one item|{} items} |I.THFAEZBEHEHIEBFICAELET,

Inspector TEZZEL. BEE—RFZRBLTHERDOTFINEREL TS,

Smart Strings

Indexed placeholder

Welcome, {0}

Choose formatter

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

Plural formatter

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

|

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

Smart Strings & String.Format OB LARDET,
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@ | Localization |

Smart Strings ICIE.O—AZME—>3>%Z8bTHMELDEIL L VT4 —T v R—hMEH>TED,
F—=LOREPADTHEFAMIBDOVWTTF R ZEHEIG IR ENTEET,

—  Choose 74—y a—#EANICEODVWTRHFOD Y/ ZBHATEEY

—  Plural 77 =2y 2—HEICEDVWTERALL—IL2BBMNICERLEY

—  Time 74—y a— BN CHAERRLEY

—  Conditional 74— % —iflelse D&L5HBODYIHTY

—  List 7a—2wa—EHFLIFVAN2T+— Y LET

— IsMatch 74—7y A —ERRBFENZ—VNBEIVWTEHENEITFRINERRLET

APl ZEALT NAZLT4—T VR — ZIERTRIEDHTEXRT 74—V E—DFEMICDOWVTIE.
Smart String ®RF a2 X ZBEBLTIEEL,

X FH DRI

Ul &% LocalizedString ICEENA> T2 I T3 EHERTIIHRVWEESDHD T HRIE. O—
AZAZXEINITF AR ERTI BRI —HBOERTEMD T+ —I VM PEENBEICEZIHE T,
ZDHFEIEUINIRRINBHIIC LocalizedString ZETAIETE XY,

GetlLocalizedString

CCTIRILDDD T2 LEFIC LocalizedString Z12ZEXF 5| ICE# TS GetlocalizedString
XYW RTE, CHUSKD SRS NI FH % Ul ICRBT3RIIC. FL 71y I RDBIP X FIDEE
BEDARZLIT A=Y EHERATEIETHZZEIFTHAELLD,

[SerializeField] int m_PlayerLevel = 1;

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

// O—AZAXSNIEXFINERF L. TL—IFINE— {8} ZTLAV—DLANICESFHZZ70O
Avars

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

ZOfITIE LevelMessage F7ONTAHO—HFTAIEN=XFEIRND {0} TL—RRIILA—%TL
AV —DIREDLANIIUCE S Z F,[CreateProperty] B2 ERTIL.COTONTAET IR L
F=ANA VTV THERATERZOT U BERICEEBHEICNAVRTEET

BiAd—X7r—XTIE giiRD LevelMessage DLSBRTONTAEZEEZLTI7+—IvbOSvI%
WRBIEDBIMDARY NV RS —FRETY,
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@ | Localization |

StringChanged TR FDfER

LocalizedString @ StringChanged ARV ME DK S HEIMIEIZIRILE £ LocalizedString A
EHFINZCIC (0FE0AT—IHAEESINZUNZ) MIA—SN LAV ITBFICTFER M E
BETEET,

AT BICIE.StringChanged 1 RV MMINYRS—% 7Ry FLET U TICMy_Entry T R)—%
fERALT My_Table StringTable h"5# LU\ LocalizedString Z1ER 9 % 3 — RDikEZRLET,

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

localizedString.StringChanged += OnLocalizedStringChanged;

OnLocalizedStringChanged A RV ENYRS—HIEEXFHIANDOEEZ ED LS ICEEIRICANIE
FTAINMTFBL WSV ZDR.ARZLODyIZEAL TG RRIBHICTEFANEEETEET,

void OnLocalizedStringChanged(string value)

{
/] P HFEDRMFICEDNTTIL 71w I E8BMT 3
string processedString = $"[Prefix] {value}";

// BIBINI=XFIT Ul BEXZEHTS
m_TextlLabel.text = processedString;

)]0 V) e D7 S YT

HB3A.LocalizedString DFLIBIFEANAGTFANTr—ILRIZBBESINEH A Z1id. . Smart
String 7213 TIFMERO Dy IR TA—w bR TERVEMATONTP Ul BEERS E SIS
BT,

5 Z |£. DropdownField ICI&XFF D) X MTHER I3 choices 7ONTAHH D £9, 51ALIRIZ.
CDAFAYOURNEEBMNICA—HAFA AL T IT47 A7 — I ZRMTZDICRIEE T,
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@ | Localization |

CCT.PreprocessDemo X' FkiE DropdownField O#EIREZO—H51 L. LAY —hFH LWL
SEEBRIRTZCICEH LEI . 2 TH.StringChanged 1RV MIBRELTURREUEILRTS
OJyIhERITEINE T,

Languages Languages

Pre-process LocalizedStrings Prétraiter les LocalizedStrings
Dropdown PEGSY v Bt ngChanggg Menu déroulant fFagile v
event
Easy Facile
ﬁ

Normal Normal

Hard Pre-process Difficile

Nightmare LocalizedStrings Cauchemar

L to List<String>

StringChanged ¥ X2+ LT LocalizedString ZRILIEL £,

ZDtHEA%TRIPreprocessDemo RV TS DIk ERLET,

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

public void Initialize(VisualElement root)

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

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

/] - HOBRKRZERT B

/! HIEBER
UpdateDropdownChoices(null);
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@ | Localization |

StringChanged ARV BRI H—ENZ L ROV TEI>OA T3> EIL RSN IREDEIRA
BOMREENET,

void UpdateDropdownChoices(string value)

{
if (m_DropdownField == null)
return;

/! BEDZERZRFZTS
int selection = m_DropdownField.index;

// UBIDZRZHIBR
m_DropdownField.choices.Clear();

// O=HAFAXSNICREDEZENT S
m_DropdownField.choices.Add(m_ChoicellLocalizedString.GetLocalizedString());
m_DropdownField.choices.Add(m_Choice2lLocalizedString.GetLocalizedString());
/7 - HDEREZEN TS

/] BRLIcA>TYIRENEEETT TS
m_DropdownField.index = selection;

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

SetValueWithoutNotify Z {9 3 .ChangeEvent & ~JH—EFICROYVIE V> DRTHEH
EINFET.CNUICED BIRNAEFHIMBLEIN. ROV IEAI AT aonBEINLCEIII—F—D
BIRMEFFINET,

Ho 7 FAP Y M TlE DropdownField H' LocalizedString {EICE W TEIREEBMNICEFHLE T,
FLOOT—IIZERTBIECIBH SN ESEB ROV TIAT AT avVICRMENE S,

ALEIZ. O—A5AXTNIVTHRIMNIERL Ul ZIER T2 DICIRIIDT I =y TY.Smart

Strings 7L —RRILA—PEFERAL B ZLOO—AFME =3 2RO ENIBTEEITHGEMND
BIALIRIC KD, Smart Strings 7217 TIFMIBTER VR CEXRELXRINTEET,
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@ | Localization |

TtyvbcOO—hHT714X

O—h354¥—2a TR XFIHASHREEZEHEHFITA . TEFINMIMZATTZEvbOO—H51XH
MEBICRBEELHDFTHRIE TN TAPIMIF BRENELRZIOT—ILDORHLDICHS
TAAVHEENTWVET,

Localization Tables

able (DemoAssetTable)
DemoAssetTable(AssetTable)
DemoAssetTable
v

0 *

===

New Entry

¥ "Hello, world" @74 aVEEOT—ILERLET,

7eyhrA=-hS1E—=a DRE

TEybrA—hASA4tE =23y EXFEINA—-hA51E—2a>veERkICErELEFI. A—HhS17X3Nik
TF AP String Table ZEAT 2D LEIHKIC.O—ASAXINT=T7 Y MI Asset Table ZFRLEY,
EE50T—TILH IR —DEBIMN.XI)T P UXML 771 TOIY ) —OBBAE FELO
J—o70—%HBLTVED,

O—AS1/ X7ty 3 Ul Builder £7:13 C# R0 ) TT4 >0 %ELT Ul BRICNTVRTEET,

BIZIE. EZaTILERD style.backgroundImage 7ONT4ZOA—HSAXINI=RX TSP
FUORFINAVRTEET,
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@ | Data binding | Localization | Custom controls |

Yo7 TOT I RTlE:

—  HBEHRH UIBuilder ZN LT UXML TT—ENA Y TAVTHERSNTULET,
— BIOBRONADTAIH Ct ROVUTRTHRESNTLET,

S LRICOT —IVEERT B L TFRAMSINILEEDICTAAVDEHR SN TOT47 %07 —ILH

—BTHhDhBESICHBDELI

Languages

Sprite/Texture

UXML binding C# binding

Sprog

Sprite/Tekstur

Idiomas

Sprite/Textura

AR
‘ ' VERDEN

UXML binding C# binding

HEJ,

V- N
E &
-

UXML binding C# binding

Langues

Sprite/Texte

LocalizedTextures (A7 =)L CICEFH INE T,
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@ | Localization |

Asset Table & String Table

Asset Table MREFOLRI&. String Table ¥ TVWE T, L5507 —)ILTIVR)—EFEEL. TV
BALRICIV N ) —ZRRTEXRTUTOEVIEELTLEES L,

— ARV MULIE:Asset Table |3 XFEFICx$ 3 StringChanged T R kD1 DI, AssetChanged
ARV EFERLTO—AS1XSNET7Ey rOEBEEBHLEY,

—  NAOTAVTHEEXFIN T EYRDNA T3 A &5 SetBinding THEBEL TN
N1V RENZTONTs (XFFDHBE text. TIXFvDIHE IS style.backgroundimage) I
Ty bOBEICLSTERDET,

TEDHITIL LocalizedTexture % Asset Table h5&ETAICEYF L. style.backgroundImage 7’0
INTAICNAVRLTVWET,

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);

Ul Toolkit DO—hZrXShi-HiE7t vk

O—ASAAINETEYMIEIEIEAERHAH D £, Ul Toolkit DERRFICRETZAIRENENHS

HDZEVWOMENLET.

— A=A ASNETIRAFv: 7M. B8 . ZOMOEMNAR/BICRKRE T.style.
backgroundImage RO ETaFIEBERDTONTAICEENAVRTEZXT,

— A=ASA1XSNIR TSI M HED—FENTIEHD FEAD N DRAZLAVR—R PR TS~
R—=2DETaT7ILICIEF T,

—  A=AFAMXINTAVMSETELFHBIBELBBEDR IV TNCRA RIS T4y IR 21
ZHR—bIBEIICTAV I ZYIDBER BN TEES,

— A-AFAXINATIIOMOT—IIIESTERBZBENH B TLNT T —2REED
TEYREDEMRL )Y —RE2BRTBHBRICEFNTT,

Asset Table ZFFRLTINSDT7EY N EFERTZZET Ul OTFFRANETFTRLLEDaT7ILD. T
T4 7 BOT—=ILCEHLETIHNICHETEEXT,

© 2025 Unity Technologies 117 of 147 \ unity.com


https://unity.com/releases/lts

@ | Localization |

Dragon Crashersg > Il TCOAO—HZAX

Ul Toolkit t>7JL - IDragon Crashersy TETIE& L KOHD DO—AZ1E—2a3> TV ZvIHREIC
FERINTWVWET,Setting Ea—Tld. FOYFE I XZa—%2FHALTCHR—FINTVWREED 1 0%
BIRTETEI . HLLEEBHIEINTENS k. LocalizationSettings AT ALIKEEERE L. UT7ILRZALT
Ul ZE#HLET,

Configuracion

Cuenta 1dioma Espaiiol g ;-‘_

l Restablecer nivel J Inglés
Volumen Espaiiol

| Restablecer moneda miisica Prancés

Danés

Volumen @

efectos

Nombre jugador

GUEST 123256 Contador fps Apagado | [RLLLJ

Casilla @ Mix

Tasa objetivo O 60 fps

Tema Predeterminac () 4| Sissfue

SEFOYIRIIAZa—h5OT7—ILZBIRLET,

7Oz OFBZB R TRAIBICHERIREIRZVOMENLET,

—  SettingsScreen O7—JLMER:Settings BIE Tld. FOv TR I A Za—TOT —ILZEIR
TEET.CD Ul [F.LocalizationSettings DEEEUYAYLTHLLAT —ILD:ER%E
BHL ROV A7V OEBICGLTITILZALTEHLET,

—  F=ANAITTFR U ICIZO—HSAE—a FEPEAELETERINTLED,
B O/XT 1% Ul Builder ICEE/NT Y RETN UXML ICIRESNET,

— B FICANTNZ T —=ILRIE T —ENA TV ISV RZA LRIV T2 ERLET,
SetBinding XYY R TFIXLDTFO/NT«% LocalizedString A7V MMIESLOGER
L=y =)Lz Ul ICkRBLET,
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Q | Data binding | Localization | Custom controls |

—  ScriptableObject DEFI 74— Fi&EH LocalizedString:—EFd ScriptableObject 7+
ICIF BRI 74—V NEAD LocalizedString 7ANTAHEF ENTULE T, B X I, Settings
EE®D Theme & Language ROV AT T74—ILRIEZ. O—ASAXINIENS )X ZEEIRIC
DEILRL ERMTREA IR ZERL X7,

RadioButtonGroup 71 X% . SlideToggle X DEDMDERDH.StringChanged IR~
%% > LT LocalizedStrings ZRIALIEL XY,

UXML IC&BT—ENA T4 TH Cl#t ROVT T4 TH O—AFAE—2a>DFEICBREL
Ulizo7r—ILOEBICVTILZALTIHRELE T,

YT TOCIINOFEESEIC.BE® Unity 7Oz . O—hAF1XENiz10 42—

TI—RENA2TA2 T LTLKIEE W T—ENA T4 T Ul Toolkit ZHAEHEBZ LT ZEE
MIGDFRRG Ul ZIER L M ARROTL AV —2BRBENTETED,

® =>~E™ =8O ” Sir Jarek @® =0 B0

o8 RO
U ‘l L

Ul Toolkit Sample

A » : - ‘ Invocar Elemental
A . 7 ~<~| 1a Guarida del Dragén b Afhgue intermcdio
* Vi : 3 _

J |
ap Tuaar ; €| filoe s puntos de daio 3 5m

\ J nemigo cada 3 segundos
Sed = =
Auto-equipar

2 ‘) ‘
}' EMSHERS Nivel1 —

Inicio

Sir Tarek

|

5 unity
Descubre las soluciones y los flujos de

— /A USER INTERFACE : trabajo de U Toolkit en nuestro e-book
\ DESIGN AND .
> 2 jr— IMPLEMENTATIO gratuito
o J ) o G2 IN UNITY  Obtén ol e-book
R4, = Obén - ook
\ . Svardhug -
N

Grundizggende angreb

' k_

Giver 125 skadepoint til en fiende
huert 1.5 selu

3
ﬁ 300 ’30 Naste rang ved niveau s

C Auto-udstyr 3 [ Fiern udstyr y

Ul Toolkit #> )L - IDragon Crashersy TOA—HAZAXICDWTESICANET,
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AWSSIRE VL |

Ul Toolkit ICI&1 Y R—T71—REBREITZ-ODIZENBRER Y IPBAESNTOWETN . 7T —
2avO=—RCEbLEEARZLOAV O ZER TR EDTEET,

BIZIEARZLDENT =2 I3ENEICEDVWTEIEDOD ANNES LRENSERE. KREICTZ
A=23 ML LETEBMREL LTS IZ—HTBHATEZLH I FTPNT—REQHDIRET =
RIDICFERATEZCCHTEEXI . CONTEIMEETNI=O>bO—ILICED Ul Toolkit 1ZZES1TSUD
ASAZA—PHRBENICKIBICHEINE T,

ARZLAVEA—LZER TR MEZAZ VR TOVERICATEIMEL AVZ—T1—ADEE
TELEATHEAATIFIBUICEST SNV MO—IILIG MRN. BEEREET. O FEFIAEZ
HYR—LLTED. TOP T I MR TF U ADBRELICRIIEE I ARF LI A—ILZRET B LT3
B TIIHELLAVRED IV R—RX MBS NIER (F—LXZa—RY) E—HICER
LBWELSICLET,

AZARZLAYFO—ILZERT BICIE VisualElement IS5 XDSETIHLL C# RTVUTEES
TEIMNERTBITRICUSDESH T IS REEERBLEFT. REZVDELSHIAVNO—/ILBRETIH?
Fhasid Button 95D S#ALELLS,
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@ | Custom controls |

HAZLAVFAO—/L% UXML & Ul Builder TERTE3LSIC93ICIE 25 XIC UxmlElement BE%
EBMLETHRAEZLEED public partial 75 RELTEEREINDELSICLETD,

[UxmlElement]

ExampleElement: VisualElement

ERLIARZLO>YO—)LIE U
Builder O Library £2<3>® Custom
Controls (C#) AT TJVICRTINET,
kI Ul Builder @ Hierarchy 7+~ R
ISRV T LET,

Drag and drop
custom
control

Standard roject

Ul Documents (UXML)
Assats
Unity Technologies
Custom Controls (C#)
Demos

ArcVectorElement

S EEENET
QuadVectorElement

tarElement

AssetStoreTools

AR LA +O—)LIE Ul Builder A 7S UICRRESNES,
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ECa7INBRIFT —LATOTINTIERW =S Awake.OnEnable.OnDisable.OnDestroy
BEDBEDTFAITFAVINARYNIBDELARDDICEDAVANS IE—ZFERLTHRE L
> ba—)Lz#RAE L&,

[UxmlElement]
public partial class ExampleElement:VisualElement

{

// AYRRS 58—

public
{

// {UHA1E
}

AZRZLA>EO=ILH Ul ICEMSNZ ETYHEZEETEZCDHTEEI . ZDREDHICIE.
AttachToPanelEvent ®d—ILN\wvI%=&EFLE T,

HZEZLVRO=ILH Ul ' SEIBRENI=C e Z&RE T SICIE.DetachFromPanelEvent @ J—JL
Ny OEFERLEY,

UxmlAttribute B 4%

UxmlAttribute B%Z 70O/ TIBINY 3 & FD /N T HY Ul Builder @ Inspector T2 RI|C
RARCNFET, CNUCED FHIMEZE 1 250 T1 T ICERETE £ o Inspector TOZEEIZO—RDEIEHD
ARER = UxmlAttributes |E7 541 F— EDHEBEZDKEICEFI T,

NETZZSO/NTIC UxmlAttribute BEEZEBLE Y, £/ name 5| ZERALTBEREZHREZ
IAXTBREHTEEY,

Hierarchy TaO>rO—)L&EIRT B L. Inspector T4V RIICHAZLBENR RSN EERETS
F7,

TAL—2—EM T.MonoBehaviour DIRELBILKSICHRZLEBYU T1—ILRZEETETH I EF %A
T L —X2—EMH(ICI3. TextArea. Tooltip. Range. Header. Min. Multiline. Space. Delayed n'% D £7,
Bz E . Range B ZFERT 2 L. EBERNOEZERTIOHDITAEZ—HEMNEINET,
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leElement

Object

Position

MNone
UxmliAttributes

appear in the
Inspector

Select Type...

o
#

HRZLEMIE Ul Builder @ Inspector ICRTRENET,

HARAZLAYRO—ILIC UxmiElement B ZEBINT 2EEANARHZRLET, ZNnUid. UxmlAttribute
BMEEFERT3 2 2OLRTONTAHEENTVED,

[UxmlElement]
public partial class ExampleElement: VisualElement

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

[UxmlAttribute]
public int myIntValue {

ZDOFITIE name /INTAX—R—EFEALT MyStringValue #¥ Inspector (C "My Text" ¥ LTHRRIN
F£9,MyStringValue & MyIntValue |75 & Hierarchy T ExampleElement -1 X2V AH
BIRINTLB EEFE Inspector TIRETE Y,
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Unity 6 &DEIIZFAXZLOAVNO—ILEZER T BICIEDRARZLEBROREEREA T IMD
AR R EILIES B UxmiTraits 725X & UxmlFactory 75X 5 RESZHNELNHD £ LT

Unity 6 Tld.UxmlElement B & UxmlAttribute BHEEZEA Y3 T HAZLEXDOIERD
RIS TVET, CNSIE UXML & Ul Builder THRZLOYFO—ILEFONT EZEHENR
LET.COFLVWI—770—ICED ERI—ROEHNRDUI BRZZRRBCHARAZITIATEET,

B DRZALRAZA RN )L AO—)L

BimAREZLaFO-ILOFlE LT,
2SRRI EEZEFT . CNIZ. T—U
TIUEERTAMIYFDEIOIBRERTY,

Custom SlideToggle SIS SBED NI ILED BB HB AL —
implements Basefield<bool> H—RRERBITICHHDET. 7=
X=2avftEhficR1vF. BOEE,
BNATTINREDORENBR T —F
Ny OHEBMT3I T EKDERNA U
ICTBENTEXET,

SlideToggle =5 10 [0 &

Click with mouse or
press Enter / Space key to toggle

ARZLZAZARMIIL IR O—ILIET— U7 U fEZRDLET,

HZ2LrFO-ILDES
QuizU AT bdD CustomControlsDemo ¥—>T.COHARALAVMO—)LDIEE R RE#RESR
TEFJ,.SlideToggle.cs RV zRAET DA ZHEZEL X T (TOREBER),

ZSARMNIINDARZ LA ,O=ILIZ EHBEYIRERISX (CDHEIE BaseField<bool>) h Sk
LF9,UxmlElement B I&.UXML & Ul Builder TaO>rO—ILZNBEL. BRIBETEF3L3ICLET,

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

{

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

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

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

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

ESa7ILiEEIFE s (n_Input) £/ 7 (m_Knob) THEEEN.USS VSAHANBEEEELE T,

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";

IV D F— AN FET =23V ARVMIGETBIR Y MUBAREINTVE T ChICKD EH
DHETREZEETEXT,
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// cee
RegisterCallback<ClickEvent>(evt => OnClick(evt));
RegisterCallback<KeyDownEvent>(evt => OnKeydownEvent(evt));

// ceo

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();

A—H—HDRAYFZHDEZBLINILEERBLNEFNICER SN EENIC T — RNy I ENET,
Z CTl&. SetValueWithoutNotify Z{# L T.ChangeEvent ZrUH—EICILORT-BDRES
BEHLET.COXVYRIIMENEL TR LA TEIEIND O BEFHOERIL—THHEET B A<
Ul BIEELLEFEINEF T,

public override void SetValueWithoutNotify(bool newValue)

{
base.SetValueWithoutNotify(newValue);

m_Input.EnableInClassList(inputCheckedUssClassName, newValue);

m_Input.style.backgroundColor = newValue ?EnabledBackgroundColor :DisabledBackgroundColor;
labelElement.text = (value) ?EnabledText :DisabledText;
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CustomControlsDemo >—>DH > FIINEREERTHEIT . BEREZTIXTY)YITBhEnter ¥—
F7clE Space F—ZFHLTT7IT4TRELZYIDEZ LT COYVFINTIF. I—H—HIXSrRkaVk
O—/LEYIDE R ABENR T — RNy I EBRBBEBRT ZX—2a3  EHIS IRV EERBHEIC
BHINET,

Inspector Z{FEH L. BMRE CEIREICHESTEIXFISANILEERBERELET.

| - Attributes

Position

None

Inherit

Enabled Text
Disabled Text

off OllD

ZZARMINDTHFRMEBEARITAILET,

AST1FMIILDER

AYNANUDRT LIS AFARNIILZE Ul OFBROTDICHAALIEDNTEXZT HARLA
SlideToggle V2R ZMOECaT7IEBEREFALLIICHERALE T XRIC.S1ideToggle 75X % FEH
LTH IR EZa—FERIESa—MERTIREFERLET,

public class MuteAudioToggle : MonoBehaviour

{
[SerializeField] AudioSettingsSO m_AudioSettingsSO;
[SerializeField] UIDocument m_Document;

void OnEnable()
{

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

slideToggle.value = !m_AudioSettingsSO.IsMasterMuted;

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

CD—ATI&. SlideToggle IFBIFED UXML RFaX>D—ETY,MonoBehaviour TEZa7)L
V) —NELHTTIRZEL.RegisterValueChangedCallback XV wRZFERLTrIILIREREA—
TAAREICVILES,

ZASARMIIVIGZAZVRTOYDARZLBRTHBcH Ul DHSPZBED NIy FICFERATSE

F9.HRIE [Dragon Crashers) Ul Toolkit > )L Tl&. F#k®D SlideToggle IZ&o>T FPS A& —%
BHBLIUVEMICTEET,

Account Language | English (b &f

——— Music o— )
Reset Player Currency volume

SEX ‘
- )
Player name volume

GUEST 123456 Fps counter on I SlideToggle enables
fps counter

Checkbox example @® Max
Target frame )
e O 6o fps

Theme | Default O 30 fps

Ul Toolkit #>7)L - IDragon Crashersi@tk At SNiztJIL

SlideToggle F. 77V —2a>DBEHICEOETARRIAITEE EDaT7I IR T —L4
TLADA TV BREDREICREBTT.—EEILRTNIE AREZLRAyFICE>TA—HF—FEE%E
B TERREIIVOTHENETEET,

REDARICDOLTIZ.QuizU 7OV b0 SlideToggle.cs XU ZBBLTLIEE L,
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FOMDHREZLDSO—ILDOVER

O bO—JLHEEE Ul Toolkit A 7ZVICEENTULVARWVEEIZ HBICIER TEX . CCTHENTS
DIF BIEOT —LICHRZ LAV FO— L ZBEATEHEEEZBT-HDHITT,

— EAF=JI7AaILAN=FAIF NTD—BEDTF—LBEET —LTLAICL>T
AREKZEDZEH ARXLZLAFO-IILOEHRBRETI.EAMBE. IREEREDERED
UxmlAttributes Z 2B LT AS—F5T—>a>DF o3> zEBMLET,

—  EBFE:COIVM—ILIE BHEZRTEZIXAVMESNETOILIN—DESICHEEELET
(RT—2 0 TRDEFHER L) ANNBEHDREERANDODREZTDEZZCHTEZEHD
FEREFOEDATILEEZNSHBO F I Inspector THRAERFD int ZRFL.2—F—H
UxmlAttributes ZER L TA /51 MEIRZ DRIV A X TESRLIICLET,

ATEaA—AYbO—-ILETRHEAEZ—T—REI ALV RUATEIEIERE2L—PED
2avEYIDBERB DD Ul TICNERETZICIF . FZTOITEA T VREERD
HRZLEBREZEBLEFT.EFTIIREDESBEDATIVERICTZIENTEBNICZTZ
EBMEIFEIRT 24T arhhbbES,

IFEACDZEUSS BRERNIA—LTT7ZX—23 > THABREECNNITAIZEDTEFEI . HREL
ARA—=LICED. A—F—IXZDH5 —LHMB® Ul T.DFARLD. IUyILI=D. 2o7O—I)LLT=D.
RIILLI=EDTEET,

BIADIEREELAICLTVETD,
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FRENTIT — L Ul ZRBET B3I Z<OGE BEHLOEROARRLCEEZEEIIHELDHD
FIMBLDERDEFETB7O KM BREDNELCBAEMEDH DI T HITHBRIEMRETH.
SO LFDRARZYR—PTL—LEBICDBHD. LAV —FRICBEZEZRIFTEENHHDET,

FZUVWRILILLINSDBEDIFEALIZVK DD DRECFEICI TR TEE T, Unity 6 TlE UI
Toolkit WD KRIBICHESN. ZDEEFTHNTA—IVRIFAELELTVE I BICHERN R —H—
AR —=TT—RITIFPIEORAREDE D UETY,

ZLDBAECDEEDABDIF FAELF—N—AYROHBRERO—I—I)LDOERICEIELET,
Unity 6 @ Ul Toolkit ZERARER T 37=HIRIDEV M EFEOTVLWEELLD,
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EIHANZI L

Panel

Ul Toolkit
Architecture

Visual Tree

A

Runtime
modification

Layout

Render chain

Shading

EDaTILY)—IC EBDEH XA ZALNEENTVED,

Geometry
Generation

Size and Position

Vertex Buffer
Rendering Commands

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

EZa7ILY)— I T RALRORZAIILATIMN AT Y DEBICRIGY 2EHBDEH AN
ZZALHEENTVE T CNSDEHXAAZILADVWTNAD N T+ — IV U E = RIFTAIREMED
BOET FRICENSDREZAIVITENTA RV ANDHEZL LD E LT

BERAN=X L
221 )LRIRE

LA T EE

TEm /NI 7EH

LR TIRED
xE

HEBA.CNSOREDIINMEI U BEREBOEE LEEICI>TERDET,
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N TR E R
AV R—TT—REL VAV
THLEF TRTOE D2 TILEET GPU
Batch 1 ICERAERET IUREN B ET, Ul Toolkit
BAYFLEBEELToASORO—a—)L
Visual Tree FREILLET.FA—D GPU EH%#FD
EoaT7ILEEETL—T L. FHT
VE1 MBTERESICLET Ny FRLE G,

F=LATTIRTO FO—0—I)L\YF

VE2 IS Y EREIC.GPU L OMBEA—/N—AwR

EAMBICEIHLET,

VE3 Batch 2

—> BEEMERICNYFUET S FL
£4 GPU 1 (AL T—H— FHZF 1 X
2257 —4.GPU BB DZDM®D/ 5K —
VES B—) BHETIUEAHDETHIZ L.
Batch 3 BLI7A M ERXRRAINZERTZ—ED

THERANERFFEODTNYFULETEF
SRl EOMCEREAT B,
#7123 GPU RENMBETY CNICKD.

FLONYFHEFIRICER SN E T,

NYFZERENTBENTF—IVADMETFLET

CDESIINYFE "DE" TREICD LIBNRICAEDEFT . VN T —I VR EMIFTBICIZ. DE %
R/INRICTEELS Ul 2B T D EHEETT,

IRTDO/NYFH GPU I 1 DU EORO—O—IILERITIDREELH BT — RIS/ Ny TFEHH
DBMEET—N—=AYRBRDNTA—TZADEELET,

KDL a>TIE Ul ONyFEZRBELL.—BLINTF—IY R ZRIRTIHDOFEZFE->T
HELLD,

Ba/\WwI7

Ul Toolkit Tl Ul DL YAD Y FICRHBR S AXRY (BER) FEANYI7ZICERSNED,
UlDocument 521 LBEIC Panel BT EEICEDa7 I BREZNIETIE—DES/NY I 7%
EHICRIDETEI.CONYIZIFEPaFIEBZRAD "e—77O7—32—" 2EE I LISV ERD
Ul ISBIIS NS S ICHMICXTUDEIDHTENET,

Ul ATEENYI7OREZBITVWAEEIE EBMDO/NYI7HERINE T CNICED/Ny FUIEBH
TSIAVMESN FO—O—)LOEIEHIEIN L. RIEMICNTH—IVIADMBETITI3EENHHDET,

UKL E B ICIX. Panel Settings T Vertex Budget ZFR LT JBR/\v I 7DHIEIY 1 X %R E

LEF.T 74 MEIE 0 T Unity BEEIRICH A XZREL T Icic L &R Ul DIFSICCOEZ
FHTEPER FO- - OEEDNEBZ 1O NTF—I Y AD A LT EAEELRHD £,
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MTICHEZBIFET. OO Ul IZIF 1 DOTERNYIFICNESBVWESHOEBERLAH D £FFrame
Debugger (ZL—L7/N\yA—) & FO—O—ILH 1B TId%< 2 BIZARZ e ZRLET,

O Ul IZIRMEBORO—O—ILHUETT,

Vertex Budget D%z 1E 20,000 TER
Vertex Buffer ICEPT 1 BoRrO—3—)LTIL—LA
NwI77H Ul BEREZNOZZEHTESRELS

SR EEY | ooosvoneeomesaceon
~ TIL Ul OZhEL M LELET,

[2 Rl
Open
Addressable

Theme Style Sheet XmasTheme (Theme Style Sheet) ®

Text Settings B None (Panel Text Settings)

Bindin sole Logs No logs

Target Texture F3 None (Render Texture)
Target Display Display 1

Sort Order 2

Scale Mode Scale With Screen Size
Scale Mode Parameters

Dynamic Atlas Settings

Clear Settings

Buffer Management

Vertex Budget Z3EX g & RO—I—ILHHZHEHDHD T,
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Vertex Budget ZHE T3 1 BORO—I—/LHETINET,

BHR Ul OBE.COEEFEITEPLTRO—O—-IILAEE I E TN T4 —I VXD M LT ZAREMEHD
HOFITNHXEUDBEE DY TIIZTZEELWLESVWIL—LF Ny H—¥ Unity 7O77145— %
FALT XAEVERERO—O—/LEBOREE RN AEBDITET,

—N\—>1T—&—¢ 8 TUXFvDFIR

Ul Toolkit {F.FRT®D Ul LAV THBEERBEDE W 120 "IJ—N—>x—4—" ITRELETS
COIT—R— X EHOI T —R— NI TUMNIIKIEFET D TIZ R B ZERALTI 21 LEHIE
PERLIAV TN BIRLE T CNUCED. T — A — DD EX ER/NRICINZZZ T CPU A —
N=AYRIFHIRSNE I ROy IICED GPU OXMMIVLKSHMMEMLET,

CDIT—R—EBAREHEDICLTVBEFHED 1 DIXBILNYFRTDRAK 8 DDTIXAFvDHR—K

T CNUCED. TETERTIRF VR DERZRALRO—I—-IILTLU R VI TEXR T RR—ID
B TIEUI A 8 DDERBBTIRAFYTHRINTLBZ LN DOHDET,
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& |Unity File Edit A GameObject Component  Servi Job Read Me

COHYTILUINICIE 8 DDTIRFYHEENTVET,
& Unity File Edit & GameObject Component Services Jobs Read Me

Frame Debugger

rSingleCamerali 3
man 3

Textures
Name

Vectors

B 2a - Texture Slots B
ml ur
@ Cam

T e Slots
- Texture Slots 8

‘Aezsass

-y Profil
W Packages

o)

Help

ture Slots 8

W Packages

"Y—N—xz—4—" 1 EOrO—-0—) TLYRIVTEnES,
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Q Custom con

Frame Debugger IZRENTULBE SIS Unity IFTRA 8 DOTIVRFvICH LT 1 EBORO—O—I/LT
YT Ul BELUAUVTLET L8 TIAF Y EWSHIREB RS & LD\ FIZDE SN,
F—=N—=~yRHEIML £,
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[CreateAssetMenu(fileName = "CarData", menuName = "Scriptable Objects/CarData"),
GeneratePropertyBag]

public class CarData : ScriptableObject, INotifyBindablePropertyChanged,
IDataSourceViewHashProvider

{

private long _version;

[SerializeField, DontCreateProperty] string _name;
public event EventHandler<BindablePropertyChangedEventArgs> propertyChanged;

[CreateProperty]
public string Name
{
get => _name;
set
{
_name = value;
_version++;
Notify();

void Notify([CallerMemberName] string property = ""

{
propertyChanged?.Invoke(this,

new BindablePropertyChangedEventArgs(property));

public long GetViewHashCode() => _version;
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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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