UnityGUI




This Talk

® What Is UnityGUI?




What Is It

® Completely skinnable, has autolayouting




Fixed positioning




Small Example

function OnGUI (O {
GUI.Label (Rect (10,10,120,20), "Hello World!");

GUI.Button (Rect (10,30,120,20), "Meet the new GUI");

Hello Waorld!
Meet the new GLUI



Meet OnGUI

® (Called every frame




Code Flow

function OnGUI O {
GUI.Label (Rect (10,10,120,20), "Hello World!");
1f (GUI.Button (Rect (10,30,120,20), "Start Game"))

Application.Loadlevel (1);

® [he GUI.Button returns true when the
user clicks it

® So we can put other stuff in there



Data Controls

® Ve just pass in values we want to display as
a parameter.

® [he function returns the value
- which may have been modified

" o _nmn
var playerName = "";

function OnGUI O { [Im t!.l'plng li ke m.ﬂdl ]

playerName = GUI.TextField (Rect (10, 50, 120, 20), playerName);
}




Conditional GUI

® The OnGUI function gets called like update
So just throw an if in there

var playerName = "";
var advancedSettings = true;

function OnGUI () {
advancedSettings = GUI.Toggle (Rect (10, 10, 120, 20), advancedSettings, "Advanced Settings");
1f (advancedSettings) {
playerName = GUI.TextField (Rect (10, 4@, 120, 20), playerName);

// Just put more GUI hergl
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[Thls s a fine day ]




More Code Flow

® OnGUI gets called multiple times per frame

® Mouse & Keyboard events, Layouting
...and Display
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Fixed positioning




Automatic Layout




GUILayout

® | ike old-school HTML templates

® Just switch GUI. with GUILayout & remove
” ‘he.,_R
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Grouping

® By default, controls are placed underneath
each other

function OnGUI O { lam a label
GUILayout.Label ("I am a label™);

GUILayout.Button ("And you can click me"); And you can click me

® Use BeginHorizontal / EndHorizontal

function OnGUI (O {
GUILayout.BeginHorizontal ();

GUILayout.Label ("I am a label");

lam a label And you can click me

GUILayout.Button ("And you can click me");
GUILayout.EndHorizontal ();

® You can nest as deep as you want



Size

® By default, Unity will determine size for you

® You can add overrides to this:
GUILayout.Button (“Hi”, options)

' 3 b/
;..':t s ?

- ® options can be any number of:




GUILayout




Im a Label

Im a textfield

Im a textfield

Im the second line
Im the third line
Im the fourth line

Im a Toggle button

Skinning

30 Graphics Settings
Soft Shadows Particle Effects
Enemy Shadows Ohject Glow

Im a Button

Im a textfield

Im a textfield

Im the second line

Im the third line

Im the fourth line

Im a Teggle button




Content and Style

® GUI controls are made up of 2 things
Content

Im a button




Creating GUISkin

® Create one from Assets->Create->Gui Skin

® Create a variable and assign it in your

Script:

var mySkin : GUISkin;
function OnGUI () {
GUI.skin = mySkin;

GUILayout.Button ("Please Click me");




Using Custom styles

® All controls have an optional style
parameter at the end:
GUILayout.Button (“Hi there”,“MyCoolStyle™)

Ll Flnds “MyCooISter |n your skln and uses
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Skinning




