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Ul Toolkit




* Ul Toolkit 10us:uu Ul Anwauuicatliootu Unity
* IKU:aHSUNTISAS10 Ul idsuuuialaoi® wsu iy

nisaovAl a: Ul assu Editor
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. uJus.uu Ul ?Hunaanuuumlwau:w'tnmsasm Ul
1Uu1$aoownoa1ﬁsu Editor Ul ua:= Runtime UI
(Ul ALGQoNaUnU: LlauLNUY)

 TSLUDAQNAIIYAUNISWAUUNLDU U UXML (nane
HTML) ua: USS (Aarg CSS) tTunisniKua
IASVASIVLA=NISDDNLLUU
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Aruduualau

« %6 USS (Unity Style Sheets) nnda1onu CSS tuns
vasuuuu

e souSU UXML aHsSunmisnmkuataga (nare HTML)
e NANULUTINUS:UU Editor Ul ua: Runtime UI
» UszdnsSniwgotuoingunu Unity Ul nuuin
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UXML (Unity XML)

« T8aIHSUasS10lASVasS1VUDY Ul (rare HTML)

* Laa:ouAUs:=NoUTU Ul 1su Ju KSadandwa:nnNIKuQtu
wa .uxml
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USS (Unity Style Sheets)

» T8ahKkSuNiKuasUuuu (Styling) voo Ul (pare CSS)
* LU NISAVAILLUUDNUS J§ yu1Q 4939
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Ul Builder

[ ]
-l 8

- lUutASovijouuu Visual ngdetRAruasio Ul Tavelay
luaoowaulAa

» dwsnQwaaws Ul Tauuuisgalny
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UlDocument

e tBudaowa Ul Tu Runtime lTaawsoaulegv .uxml wa: .uss
LUINU Scene
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voQuov Ul Toolkit

» Usuuuna Ul Tave: are Flexbox aaie CSS
« Londoulasvasioua:zalaa: $28THIaN1SVIvTU
e Us:anSNiwgo: 9onuUuUUTHLIKUI:aIKSU Ul uunatkey
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nisul Ul Toolkit TUTS

* T78d1HSU Runtime Ul 1su wyxkan, HUD (Head-Up
Display)

. 25a810 Editor Extensions twausuudo Editor uov
Unity

 76VUusOUNU Unity Ul (uGUI) Taskinowlu
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3sisuautsolu
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1 Watsoiu Ul Toolkit

Window
Panel | S | R

i e - -Iqﬁ Window > Ul Toolkit > Ul Builder

Layouts

Iwadsioua=oonuuu Ul

Unity Version Control
Search

Asset Store
My Assets
Package Manager

Text
TextMeshPro

General

Rendering
Animation

Audio

Sequencing
Analysis

Asset Management
Accessibility,

2D

Al

Ul Toolkit Ul Builder
Visual Scripting

Samples

Debugger www.gamedevpbru.com
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& Ul Builder

[w] Ul Builder

StyleSheets ¢ | Viewport

Inspector
4+ v [ Add new selector... : || Filew 100% ~ Fitviewport

Unity Default Runtime Theme v Preview 3

<unsaved file>*

Click the + icon to create a new StyleSheet.

Hierarchy

<unsaved file>.uxml

Welcome to the Ul Builder

Ul Builder lets you visually create and
edit Ul assets, such as Ul Documents
(.uxml), and StyleSheets (.uss), that you
use with Ul Toolkit.
Standard Project

a- Search...

Getting Started
v Containers To get started, drag an item from the

Library onto the Hierarchy or the Canvas.

Visual Scroll View List View Tree View Multi- Multi- Group Box

Element Column List Column Tree DOCUmentatlon

View View Read more about the Ul Builder

v Controls

T m 8 & 0 g -=

Button Toggle Toggle Scroller Text Field Foldout
Button Group

+~ H =+ = m W e

Slider Slider (Int) Min-Max Progress Bar Dropdown Enum Radio Button
Slider

S

O= m=)
Radio Button Tab Tab View

Group

v Numeric Fields

H Gl o e e

| UXML Preview - <unsaved file> USS Preview
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[ul] Ul Builder
StyleSheets

<+ + Add new selector...

Hierarchy

<unsaved file>.uxml

Click the + icon to create a new StyleSheet.
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StyleSheets : | Viewport

<+ ¥ Add new selector... . | Filew 100% + Fitviewport
Inspector

v Canvas Size

<unsaved file>*

Click the + icon to create a new Wldth
StyleSheet. -
Y Size 350

Match Game View
v Canvas Background

Hierarchy

<unsaved file>.uxml .ﬁ" E

Color

Opacity

v Document Settings

Library

_ Editor Extension Authoring
Standard Project

Enable this option to create Editor extensions in this file.
2 eIy Q The Ul Builder displays additional features for working

with Editor UL.

v Containers : ) ) )
To enable Editor extension authoring by default, edit the

. E Ul Toolkit Project settings.

Visual Scroll View
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Q- Search...

Containers

Visual scroll View List View HEERYE Multi- Multi- Group Box
Element Column List Column Tree
View View
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Controls

T N e &b

Button Toggle Toggle scroller Text Field Foldout
Button Group

V- V7 ~=)- =D v -% O

slider Slider (Int) Min-Max Progress Bar Dropdown Radio Button
Slider

(M

Radio Button Tab
Group
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Mumeric Fields

gl ] I SRR
Integer Double Hash128 Vector?2 Vector3
—]
100 111 S B W

Integer Long Vector2 (Int) Vector3 (Int)
(Unsigned) (Unsigned)

&3

Rect (Int) Bounds (Int)
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dasio Ul

e aS1olwathu
» panJu New waisuasiotwa .uxml THU
e AVGOIwa 16U MyLayout.uxml

o LWL Ul Components

* aINua:d1vovAUsS:NdU (15U Label, Button, TextField) 91n
Library awugigwngwunoonuuu (Canvas)

« awnsndsuuaolasoasiotu Hierarchy aiuuon
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Mumeric Fields

gl ] I SRR
Integer Double Hash128 Vector?2 Vector3
—]
100 111 S B W

Integer Long Vector2 (Int) Vector3 (Int)
(Unsigned) (Unsigned)

&3

Rect (Int) Bounds (Int)
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e Jadlaa
» pAANNDVAUS:NDUNADVYNISYadlaa

* Tu Inspector Qluud1 t1aoan Add StyleSheet IWOLWL
'IWa uss THU

. GuBalwa 1wu MyStyle.uss
- unfu Style

* Tu Ul Builder anuasnuniu Style Tauuu Visual KSawla
wa .uss twounluadelna

« Uunniwa
» Ul Builder d:asiolwa .uxml ua: .uss 5tulwaiaas ShALU
NIKUQ
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iaavo Ul Tu Scene

e 3510 UlDocument Tu Scene uadisaulgonu .
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A28

N1sasio Ul abe Ul Toolkit
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N1sasiv Ul Layout adg Ul Builder

. 1Wa Unity ua:lun Window > Ul Toolkit > Ul Builder

e Tu Ul Builder:

e d310 VisualElement THU naztwuavAus:nou Ul 15u Label
HSO Button

* AVAIANUAUUGTU Inspector WU UoADIU UUIQ HSDA

[ =)

e UUuNNUUIWA .uxml ua: .uss
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> adog1viwa UXML

<Ui:UXML xmlns:ui="UnityEngine.UIElements">
<ui:VisualElement class="root">
<ui:Label text="Welcome to UI Toolkit!"™ class="title" />

<uil:Button text="Click Me" class="button" />
</ui:VisualElement>

</ui:UXML>
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flex-direction: column;
align-items: center;

justify-content: center;

width: 100%; height: 100%;
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title { 2/2
font-size: 24px;
color: white;
margin-bottom: 10px;
}
.button {
font-size: 18px;
padding: 10px 20px;
background-color: #3498db;
color: white;

border-radius: 5px;



http://www.gamedevpbru.com/

1ou Ul NnU Scene

e @S0 GameObject Tu Scene uaztwunauIwLuua
UlDocument

* tTu Inspector uov UlDocument:
» AvAWaQ Source Asset tUUIwa .uxml nasiold
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NISWou Script AduAu UI
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* KINA2VUN1STH Ul couauavaoanisns:NUavNts
(15u AandJu) awsnls C# Script Ta

* DYV Script aKsudans Button

www.gamedevpbru.com



http://www.gamedevpbru.com/

using UnityEngine;
using UnityEngine.UIElements;
public class UIController : MonoBehaviour{
private Button myButton;
void OnEnable() {
// @o UIDocument
var uiDocument = GetComponent<UIDocument>();
var root = uiDocument.rootVisualElement;
// Aur Button ADB31 "button” NIWE .uxml
myButton = root.Q<Button>("button");
// WU Event ianadu

myButton.clicked += OnButtonClick;

1/2
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2/2

private void OnButtonClick() {
Debug.Log("Button clicked!");
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Unity Ul (uGUI)

13-
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Unity Ul uuuaotaugonotsoiulauasiiui:

dHSUTUsSIONANUDEHKSDAKSUVIUNADVNTS

NISUSULLOVLIAWI:
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Aruduualau

* T30U0WUAAULAYATHSUNNLASTS Unity Ul noukuni

* SDUSUNISNI0IUSOUNUS:UU Input Manager HSo
Event System

» UAUIWLLUUANWSDUTEVIU WU Button, Slider,
Dropdown
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Canvas

- Canvas wWusinguuoo Ul u Unity nnovoAUs:=noau Ul
o:aovouMula Canvas

3 sUuUUHanuao Canvas

. Screen Space - Overlay: a2vAUs:noau Ul 2: nn:)muunuma
na:IudunudHUVUDVNADY

. Screen Space - Camera: avAUs:nou Ul a:Qnisutaasanu
Nnaovuns:y

» World Space: avoAUs:noau Ul 2:noiutkijou GameObject
tulan 3D
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RectTransform

e RectTransform t5aHSUNKUQAILLKUY, UU1Q LLa:
daduvovovnus:znou Ul

* 16 Anchor, Pivot ua: Position twoAdUAUNISDQ

aukuv Ul ag1v8daRgu
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3sisuautsolu
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as1o Canvas

- TUR GameObject > Ul > Canvas wwatsuduasio Ul
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\Wwu Ul Elements

- iWwuAUIWIUUA U Text, Image, Button avtu
Canvas
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JdsuuQo

e 16 RectTransform twadanN1SAILKUY YulQ LLazN1s
ganguyoo Ul
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LWL Script

* WU C# Script tWwondUAUNISNIVILUDY Ul
1u mMsAanyu
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N1stsuiIu Ul tHOUS:-FnSNIw
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()
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» T¥szuu Layout: 16 Horizontal Layout Group uas
Vertical Layout Group 1wo3a1SgvovAUS:NDUILUU
oaluuad

» Anchor ua: Pivot: USu Anchor ua: Pivot yavo Ul
Element THIKU1:JULWDSDVOSUNISUSUUUNQKUIDD

» 9ans Ul Scale: T8 Canvas Scaler (wousu Ul K
LKUN:dUNUADIUALIDYQKUIDDNHAINKANE
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Usudsous:ansniw
« a0d1udu Canvas nsoaunu

16 Sprite Atlas \woaa Draw Calls
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Unityoutyratianu?s Ul Toolkit ua: Unity
Ul sounula uandsAmUuonoAULLANCIYUDY

APl na:zs:uutunisdanis
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AD281V

nN1sts Ul Toolkit twasuA1ad1au 2 yao Ny

LLa:AIUDUNASOUKavIINNAaUu




o® Game

Display 1

v

\AWIVOA MM2AARYTARQ)
WXGA (1366x768)

v

Crnla N O
<oCale

Enter first number

Enter second number
Calculate Sum

Result: 15
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1 dasioiwa UXML

Hierarchy - _
e asiolwa Calculator.uxml
Calculator.uxm| ~

B VisualElement a)ulAasvasivaaiul

1 Label
Bl #input

Bl #input?2
R #calculateButton

T #resultLabel
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iewport

. o — i i Preview
Filew 129% ~ Fit viewport Unity Default Runtime Theme ~ Inspector

T Label

¥ Bindings

Enter first number filler text DataSource | Object | Type
None (Scriptable Object) @

Simple Calculator

Enter second number | fi|ler text Data Sourc...

v Attributes
Calculate Sum Enabled

View Data Key

Picking Mode Position
Tooltip

Usage Hints

Tab Index

Focusable

Language Dire... Inherit
Editor Binding ...

Text Simple Calculator
Enable Rich Te... v

Emoji Fallback... +

Parse Escape ...

Selectable

Double Click S...

Triple Click Se...

Display Tooltip...
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Inspector

:[I TextField
|

input2

Inspector

:[I TextField
|

input1

¥ Bindings v Bindings

Data Source [ Gbject | Type

Data Sourc...

None (Scriptable Object)

®

I + Attributes

Enabled

View Data Key
Picking Mode
Tooltip

Usage Hints

Tab Index
Focusable

Language Dire...

Editor Binding ...

Label

Value

0
v

Inherit

Enter first number

Data Source | Object  Type

Data Sourc...

None (Scriptable Object)

®

I v Attributes

Enabled

View Data Key
Picking Mode
Tooltip

Usage Hints

Tab Index
Focusable

Language Dire...

Editor Binding ...

Label

Value

0
v

Inherit

Enter second number
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Inspector Inspector

Label

Button
I n T resultLabel

calculateButton I

¥ Bindings ¥ Bindings

DataSource | Object | Type Data Source | Object  Type
None (Scriptable Object) ® None (Scriptable Object) ®
Data Sourc... Data Sourc...

I v Attributes I v Attributes
Enabled Enabled

View Data Key View Data Key

Picking Mode Position Picking Mode Position
Tooltip Tooltip

Usage Hints Usage Hints

Tab Index 0 Tab Index
Focusable v Focusable

Language Dire... Inherit Language Dire... Inherit

Editor Binding ... Editor Binding ...

Text Calculate Sum Text Result:
Enable Rich Te... v
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® Save UXML

& = ~ /2 M Kanchana (D) > lab » UlCalculate > Assets

Search Assets

Organize ~ New folder
v I This PC Name
> = Windows (C B Scenes
> = Kanchana (C Ml Settings
> 8 Network M Tutoriallnfo

I Ul Toolkit

Date modified

6/1/2568 13:30
6/1/2568 13:03
6/1/2568 13:01
6/1/2568 13:05

Type

File folder
File folder
File folder

File folder

File name: | Calculator.usml

Save as type: uxml (*.uxml)

» Hide Folders

Save

H Cancel ‘
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Calculator.uxml
1/1

<ui:UXML xmlns:ui="UnityEngine.UIElements">
<ui:VisualElement class="root">
<ui:Label text="Simple Calculator" class="title" />
<ul:TextField name="inputl" label="Enter first number" />
<ui:TextField name="input2" label="Enter second number" />
<ui:Button name="calculateButton" text="Calculate Sum" />

<ui:Label name="resultLabel"” text="Result: class="result" />

</ui:VisualElement>
</ui:UXML>
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Assets

Bhbhbh DR

Scenes Settings Tutorialinfo Ul Toolkit Calculator InputSyste... Readme

Calculator.uxml
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asioiwa USS

e as10iwa Calculator.uss twadadlaa Ul
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& Ul Builder

[u]] Ul Builder

StyleSheets

=+ v Add new selector...
Create New USS

| S USS Fil
Add Existing USS %% Save ile

e +icontocreatea |
& > ~ /1 M -« Kanchana (D:) > lab > UlCalculate > Assets G Search Assets

Organize ~ New folder

J Download:# Name Date modified Type

B Document:# I Scenes 6/1/2568 13:35 File folder

& Pictures  # MW Settings 6/1/2568 13:03 File folder

@ Music » ® Tutoriallnfo 6/1/2568 13:01 File folder
#® Videos # m Ul Toolkit 6/1/2568 13:05 File folder

&= Kanchana (D:'

File name: | Calculator.uss

Save as type: |uss (*.uss)

» Hide Folders
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[ul] Ul Builder
btyleSheets - Calculator.uss

+ v Add new selector...

Calculator.uss

Assets

"R R ROoRod ISe

Scenes Settings Tutoriallnfo Ul Toolkit Calculator Calculator InputSyste... Readme

i

Calculator.uss
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Calculator.uss
1/2

.root {
flex-direction: column;
align-items: center;
justify-content: center;
width: 100%;
height: 100%;
padding: 20px;

}

.title {
font-size: 24px;

margin-bottom: 20px;

color: white;
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v Size

VisualElement .root

Inspector

- WETENSEIRER

v Bindings

Size
b Min - Max

v Spacing

Data Source Object Type
None (Scriptable Object) © WY Flex

Data Sourc...

Direction

Wrap » Margin

» Padding

v Align

Align Items
Justify Content
Align Self

Align Content
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Label title

Inspector Text

T Label Font AaNotinter-Rec® Font ~

Font Style B f

¥ Bindings
Data Source Object Size
Z

None (Scriptable Objegy Spacing

Data Sourc... Color

) Align

Wrap

Text Overflow

» Margin 4px 4px 20px 2px
» Padding 4px 2px 4px 1px
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.result {
font-size: 20px;
margin-top: 10px;
color: yellow;

}
TextField {

margin-bottom: 10px;
width: 300px;

Calculator.uss

2/2
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resultLabel .result

Inspector

I T abe

resultLabel

¥ Bindings
Data Source Object Type
None (Scriptable Object)

I Spacing
Data Sourc...

» Margin
» Padding

10px 4px 2px 2px
4px 2px 4px 1px

Text
Font
Font Style
Size
Color

Align

Wrap

Text Overflow

Aa Notinter-Rec® Font ~

I
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. . v Size
inputl TextField

Size
» Min - Max

Inspector

]:I TextField

input1 v Spacing

v Bindings

Data Source | Object  Type

None (Scriptable Object) O]

Data Sourc...

» Margin 2px 4px 10px 4px
» Padding Opx
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Inspector

:[I TextField

input2
¥ Bindings

Data Source (17 Gbjéct "

None (Scriptable Object) O]

Data Sourc...

input2 TextField

» Min - Max

v Spacing

Type

» Margin
» Padding

2px 4px 10px 4px
Opx
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Viewport
Filew 134% + Fit viewport
Calculator.uxml

Enter first number

Enter second number

Calculate Sum

Unity Default Runtime Theme »

Preview

.
-
-
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3 1Boulwd UXML ua: USS riu UlDocument

e @S0 GameObject Tu Scene
e IWUnDUIwLuuA UlDocument
e AVAIWAAQ Source Asset WUWuiwa Calculator.uxml
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= Hierar : Scer Game
Hierarchy fa) # Scene an G

4+~ « E»f':' [o] Center v [ Local 1 By i cC O @

g Save Scene

€
Save Scene As @)
All

= Hierarchy =N
4+~ o rd

-
P SampleScene :
Find In Project [ja Main Camera
Add New Scene -
oretab ) Directional Light
GameObject Create Empty Ctrl+Shift+N EI} Gl':'t:'al UD|LH'I"|E'
2D Object ) UlDocument

3D Object
Effects
Light
Audio

M Project B Console Video
+ L 4 Ul Q
 Favorites Assets Al
Q, All Materials .
Q, All Models Ul Toolkit Ul Document
Ia_'\ All Prefabs Rendering
= Assets Volume
B Scenes Scenes Camera nputSyste Readme
e Settings i o i
B Tutoriallnfo Visual Scripting Scene Variables
e Ul Toolkit
Im Packages _\\'PJ— CON’@
=)
Qé? g 1&;/1
D
© °
www.gamedevpbru.com @1

B

D Gan®
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O Inspector O

6 v  UlDocument Static ~
y Tag Untagged v Layer Ul

v . Transform

Position X 0
Rotation X 0
Scale &R X 1

v @ v UlDocument

Panel Settings 5 PanelSettings (Panel Settings)

Source Asset None (Visual Tree Asset)
Sort Order 0

Add Component
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. v Ul Document

Panel Settings 5 PanelS

Source Asset | None (Vi

Sort Order 0

Select Visual Tree Asset

Assets Scene —— @ — $22

Add Cc

<>

Calculator

v B v UlDocument
Panel Settings 5 PanelSettings (Panel Settings)
Source Asset @ Calculator (Visual Tree Asset)
Sort Order 0

Add Component
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10ou C# Script a@hKSUN1ISAUDU

e dS10ansua CalculatorUl.cs uaztwuaotu
GameObject N UIDocument:

www.gamedevpbru.com
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Create Folder

Show in Explorer Material
Open MonoBehaviour Script
Delete Prefab Variant
Rename oD
Copy Path Alt+Ctrl+C Animation
Open Scene Additive Audio
View in Packa Rendering

Scene
Import New Asset... S
Import Package Search
Export Package... Shader
Find References In Scene Shader Graph
Find References In Project Testing < > o
Select Dependencies Terrain
Refresh Ctrl+R Text Core
Reimport TextMeshPro _ _

. Timeline Calculator Calculator CalculatorUl

Reimport All .

Ul Toolkit
Extract From Prefab Visual Scripting
Update UXML Schema Physics Material
Open C# Project GUI Skin
View in Import Activity Window Custom Font
Properties... Input Actions

SRV
Q\o P Af\n
www.gamedevpbru.com - ga :
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CalculatorUl.cs
1/3

using UnityEngine;

using UnityEngine.UIElements;

public class CalculatorUI : MonoBehaviour
{

private TextField inputl;

private TextField input2;

private Button calculateButton;

private Label resultlLabel;
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CalculatorUIl.cs

2/3
void OnEnable()

{
// @v UIDocument
var uiDocument = GetComponent<UIDocument>();
var root = uiDocument.rootVisualElement;
// AurDvAUS:=NoU UI

inputl = root.Q<TextField>("inputl");

input2 = root.Q<TextField>("input2");
calculateButton = root.Q<Button>("calculateButton");
resultLabel = root.Q<Label>("resultlLabel");

// WWu Event THJu

calculateButton.clicked += CalculateSum;
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CalculatorUIl.cs

3/3
private void CalculateSum()
{
// wdavA1din TextField tUuddiau
if (float.TryParse(inputl.value, out float numl) &&
float.TryParse(input2.value, out float num2)) {
float sum = numl + num2;
resultlLabel.text = $"Result: {sum}";
}
else {
resultLabel.text = "Invalid input. Please enter valid numbers.";
}
}
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O Inspector

@ v UlDocument
y Tag Untagged Layer Ul

— Transform

Position X 0
Rotation X 0
Scale & X 1

v M v UlDocument

Panel Settings % PanelSettings (Panel Settings)

Source Asset @B Calculator (Visual Tree Asset)
Sort Order 0

v B v Calculator Ul (Script)
Script CalculatorUl

Add Component
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av Ul avAaUs:nou:

1. inputl ua: input2 1WugavsSuAdLIaY
2. calculateButton AaJuaiKSuAUDU
3. resultLabel AoaainaHsSunaaowaaws
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lWU Event ?HUU
luaUunnnan w\)nuu CalculateSum 2:n1vu
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NISATUDUWASIU:

1. %5 float.TryParse woudaomniisnsonan
TextField 1WWuddlay

2. FINAINNS2NQNADY d:NINISuUdNLavllazlldaowatu
resultLabel

3. KinlugnAdov d:1APUNIBIBUWATUQNADY

‘ ; (T
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ds10 Health Bar uvooniauade Ul Toolkit




nlavelae?sd ProgressBar HSo
VisualElement nunisniKuauulauuU

Jsuldagulaawwnmaiwaosda (Health)
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asio Ul Layout axg UXML

e 3S10lwa HealthBar.uxml

* 9uAUs:nautuiwa:
* health-bar-container: TasoasioniguanaiKsSuU
. Health Barhealth-label: UhgdionduAuaavA1s "Health”
- health-bar: WwunRfKUAIUUNSDUYDVLOUWAVTEIA
- health-fill: unumMetunuaaoUsuItUWaVE3a (Health) vovRLaU
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HealthBar.uxml
1/1

<ui:UXML xmlns:ui="UnityEngine.UIElements">
<ui:VisualElement class="health-bar-container">
<ui:Label text="Health" class="health-label" />

<ui:VisualElement class="health-bar">

<ui:VisualElement class="health-fill" name="healthFill" />
</ui:VisualElement>

</ui:VisualElement>
</ui:UXML>
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nKuadalaaary USS

e 3s10iwa HealthBar.uss

e dladannikuQ:
« health-bar: WUunsounNidwuKavllu
* health-fill: &WaodNUsuUAIIWNIIVOWAY Health voorLau
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HealthBar.uss
1/3

.health-bar-container {
display: flex;
flex-direction: column;
align-items: flex-start;
width: 300px;
padding: 10px;
background-color: #333;
border: 2px solid #000;

border-radius: 8px;
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HealthBar.uss

2/3
.health-1label {

font-size: 18px;
color: white;
margin-bottom: 5px;

}

.health-bar {
width: 100%;
height: 20px;
background-color: #555;

border-radius: 5px;

overflow: hidden;
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HealthBar.uss

3/3
.health-fill

width: 100%; /* d:USuawm Health */
height: 100%;
background-color: #4caf50; /* &wed */

transition: width ©.3s; /* 1WualwGu */
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3 15oudo UXML ua: USS fiu UlDocument

e @510 GameObject

e U Unity Scene TRas$1o GameObject ua:ziwunaulwiuua
UlDocument

« 1o UXML

* Tu Inspector vov UlDocument HAavA1 Source Asset 10U
fwa HealthBar.uxml

e LOU USS

« Tulwa UXML 2:0n1so1vdviwa HealthBar.uss lagaaluua
KInasiowiu Ul Builder
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4 Script @ KsunduAu Health Bar

» 3s10iwa HealthBarController.cs

* WoNsutu Script:
« OnEnable Goiwa UXML ua:znisuaAitsuduttinu Health Bar

» TakeDamage aan1 currentHealth wWorlaulasuAdVIdSHIY La=DU
LOQUOUWAVEIQ

* UpdateHealthBar Amudmua>wn31vvoounu health-fill awdosiduad
waovgddaniHao
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HealthBarController.cs
1/3

using UnityEngine;

using UnityEngine.UIElements;

public class HealthBarController : MonoBehaviour

{
private VisualElement healthFill;

private float maxHealth = 100f;

private float currentHealth;
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HealthBarController.cs

void OnEnable()

{

// Qv UIDocument

var uiDocument = GetComponent<UIDocument>();

var root = uiDocument.rootVisualElement;

// AurOVAUS:=NoU Health Fill

healthFill = root.Q<VisualElement>("healthFill");

// avAisuau

currentHealth = maxHealth;

UpdateHealthBar();

2/3
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HealthBarController.cs

public void TakeDamage(float damage) 3/3
{
currentHealth -= damage;
// I namtHRagS:H310 @ fiv maxHealth
currentHealth = Mathf.Clamp(currentHealth, ©, maxHealth);
UpdateHealthBar();
}
private void UpdateHealthBar()
{ // AMUDTUADIUNIIVYDOUOUWAVTIQ
float healthPercentage = currentHealth / maxHealth;
healthFill.style.width = new Length(healthPercentage * 100,
LengthUnit.Percent);
}
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Nnadoautu Scene

. IWwuADUIWLUUG HealthBarController aolu
GameObject 1agdnunu UlDocument

» aS1oWunsulu Game Manager KSo Object duniSun

TakeDamage() twod1aaunisaawaousda

* na Play iwanadouiuonadu Space unuwaosddad:aqavaiu
AMNNIKUQ
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AD2810NISISYNTE

1/1
void Update()
{
if (Input.GetKeyDown(KeyCode.Space)) // na Space woaawaodda
{
healthBarController.TakeDamage(10f);
}
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LJOWLAUTASUADIULAYKIY LEU DINAASKHSD
IKaNIstututnu - asdwonsu TakeDamage o:
QNISENTEIWDaaAIWAVBIa uazunu health-

fill 9:USundWNIVIWOLAQOWAAWSN
d0aAADVNUATWAVBIONLKADDE
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