A big thank you for purchasing

Q
Modular Game Ul Kit

A multi-purpose Ul system

| hope you find this pack useful to create a great game!

If you have any questions or need any help,
please do not hesitate to reach me at ricimi.com.

The Modular Game Ul Kit can only be used under the terms of the
Asset Store License Agreement, which you can find here.



https://ricimi.com
https://unity.com/legal/as-terms
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1. Terms of use & copyright

Modular Game Ul Kit can only be used under the terms of the Asset Store
License Agreement, which you can find here.

The copyright of Modular Game Ul Kit and all of its contents belongs to
©ricimi.

After purchasing Modular Game Ul Kit, you have the right to use it only for the
purposes of developing and publishing a game.

A You are NOT allowed to redistribute or resale the
Modular Game Ul Kit or any of its contents for any
purpose.

To redistribute or resale this product is NOT

permitted under any circumstances.

@ Modular Game Ul Kit
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U

Modular Game Ul Kit is a premium multi-purpose game Ul system that contains
everything you need to easily build professional, high-quality game user
interfaces in Unity.

All the elements included in the asset have been carefully designed,
professionally organized and are fully customizable. The complete C# source
code is also available to you.

The asset contains a complete demo that you can use as a starting point for
your own games.

The project makes extensive use of the latest advancements in Unity’s prefab
system and therefore requires Unity 2022.3.0 LTS or higher.

Trying to use a Unity version lower than 2022.3.0 LTS will not
work and will result in broken prefabs in your project.
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Modular Game Ul Kit includes the following content:

Professional Ul design layouts for the following categories: character,
character creation, clans, crafting, daily bonus, friends, home, in-game,
inventory, login, membership, messages, notifications, profile, quests,
ranking, rewards, settings, shop, coins & gems shop, skills, stage selection.

Ul components: buttons, toggle, switch, dropdown, input field, slider.

Additional Ul components: scene transition, popup, popup opener, modular
popup, modular popup opener, tab menu, selection slider, text selection
slider, slider amount text, slider color swap, circular progress bar, tooltip,
gradient.

Images & icon symbols: 2 background Images (1920px x 1080px), 1
character image (800px), 4 avatar images (512px x 512px), 4 building
images (800px x 800px), 77 colored image icons (512px x 512px), 319 white
icon symbols (256px x 256px).

Animations: popups, effects, loading spinner.
1 handcrafted color palette.

Complete C# scripts.

The 3D models used for the demo images are not included in the asset. They
might be sold separately in the future.
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e Common
Contains all the elements of the asset that are generally useful outside the
context of the demo.

e Common/Animations
Contains all the common animations.

e Common/Editor
Contains the color palette.

e Common/Fonts
Contains the OPL fonts used in the asset. These are the Regular and
SemiBold variants of the Inter font family.

e Common/Materials
Contains the “GrayTint” material used for the locked items.

o Common/Prefabs/1-Foundations
Contains the main background colors, shapes and fonts.

e Common/Prefabs/2-Components
Contains the common Ul components like buttons, sliders, etc.

e Common/Prefabs/3-Layouts
Contains the common pre-built Ul layouts like tab menu, popup
template, tooltips, etc.

e Common/Prefabs/4-Popups
Contains the common modular popups used throughout the project.

e Common/Scenes
Contains the start scene to start the project.

e Common/Scripts
Contains the complete C# source code of the asset.

e Common/Shader
Contains the “GrayTint” shader used for the locked items.

e Common/Sprites
Contains all the images, icons, effects and backgrounds for the demo
project.
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« Demo: Contains all the pre-built, ready to use layouts for the most popular
categories found in a game:

@ Character % Character creation ® Clans # Crafting &% Daily bonus

2 Friends & Home ® Game o Start £ Inventory & Login

® Messages 2 Notifications ® Profile B8 Quests il Ranking ® Rewards
& Settings & Shop & Coins & gems shop @ Skills @ Stage selection

Each folder contains its prefabs.

e Demo/Animations:
Contains the animations for the demo.

e Demo/Prefabs:
Contains the prefabs for the different categories.

e /ltems
Contains the individual items.

e /Layouts:
Contains the individual layout elements.

e /Lists:
Contains the lists for the tab menu.

e /Panel:
Contains the panel which used as a popup for the demo.

e [Popups:
Contains all the popups for the category.

e Demo/Scenes/Main:
Contains the used demo scenes in landscape orientation.

e Demo/Scenes/Test:
Contains scenes with the panels placed for quick testing in landscape
orientation.

e Demo/Scenes/Main-Portrait:
Contains the used demo scenes in landscape orientation.

e Demo/Scenes/Test-Portrait:
Contains scenes with the panels placed for quick testing in landscape
orientation.
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The kit contains a complete demo with full C# source code that you can use as
a starting point for your own game Ul.

While the source code is not intended to be a universal framework, it can be a
very useful reference when it comes to learning how to approach the
implementation of a game Ul using Unity's built-in Ul system.

Please note this is a graphical Ul pack including helpful Ul components, scripts,
images and animations to use as a starting point for your own games.
Game-specific features will require additional programming work on your end.

All the scenes in the demo project make use of Unity's Canvas to display their
contents. The render mode of the canvas is set to Screen Space — Camera and
the Canvas Scaler is set to Scale With Screen Size scale mode.

This, together with extensive use of anchors when positioning Ul elements,
makes it possible to automatically scale the Ul across multiple resolutions. This
is particularly useful for mobile development, where screen sizes vary wildly
between devices. You can find more details about this in the official Unity
documentation.

The included demo has been designed for landscape and portrait aspect ratios.

Render Mode Screen Space - Camera Render Mode Screen Space - Camera

Enabled b

— Canvas

Default -
4]

Default
0
TexCoord], Normal, Tangent o Al TexCoord, Normal, Tangant

ace 14 allaw gamma Lo Iinear calor space aw gamena L6 Inear coler gace
ders. This will enhance Ul calar precision i inear 5. This will enhance Ul calar precision in inear

% ~ Canvas Scaler [ ] L

Scale With Screen Size | Scabe Mode Scale With Screen Size

X 1920 ¥ 1080 % | 1080 v 1930
Match Width Or Height Match Width Or Height

: . 0.5 = : . 0.5
Width Height Width Height
%e 15 Per Unit [+]+] Reference Pixels Per Unit 100
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4.2 Reference resolution

The asset uses a reference resolution of 1920x1280, which works well across a
wide range of aspect ratios.

v ™ ~ Canvas Scaler

Ul Scale Mode Scale With Screen Size
Reference Resolution X 1820 ¥ 1080
Screen Match Mode Match Width Or Height v
ETE] * 0.5
Width Height

Reference Pixels Per Unit 100

Reference

resolution

v [ ~ Canvas Scaler

Ul Scale Mode Scale With Screen Size L

Reference Resolution X 1080 ¥ 1920

Screen Match Mode Match Width Or Height v

Match L 0.5
Width Height

Reference Pixels Per Unit 100

o m
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At the time of this writing, Unity 2022.3.0 LTS contains a few bupgs on the

Inspector that seem to be caused by the recent rewrite of the editor code with
Ul Toolkit.

Until these issues get fixed in a future release of the engine, we highly

recommend reverting to the IMGUI-based Inspector so that your experience
with the asset is optimal.

Please make sure to enable the “Use IMGUI Default Inspector”
option in Edit/Project Settings/Editor.

|||||||

Space Before Number in Asset Names v
Inspector
Use IMGUI Default Inspector

......
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5. Ul design language

The kit uses a unique Ul design language that is fully customizable.

You can change the background/button shapes and their colors very easily and
your changes will be applied to the whole project.

5.1 Color palette

The kit provides a handmade, carefully crafted color palette with 40 colors that
combine among themselves in a harmonious way.

This makes it very easy for you to choose from a wide gamut of chromatic
options that are known to work well out of the box when changing the look and

feel of your game.

| @ Color

HSV
H | 0

o [ 0

v | 00
A RSN 0o

Hexadecimal FFFFFF

Swatches

0 Modular Game Ul Kit

NEUE]

Dark

Primary
Alternative 2

Positive action

Alternative

Alternative 3

Alert
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The buttons are sorted in primary, alternative and secondary buttons.

You can change the button colors inside the base button folder:
Common/Prefabs/2-Components/Base-Button-With-lcon/.

You can change the shape of the buttons (including IconButtons) changing
the Button-Base prefab’s Background-Container. \

) Button-Base
&¢ Background-Container
2 Content

@  Primary The most commonly used type of button.

An alternative primary button that uses a

&)  Alternative .
different color.

An alternative primary button that uses a

&) Alternative 2 .
different color.

A button for positive actions (e.g., “Accept”,

&  Positive " . )
Claim reward”, etc.).

A button used for actions that might be

&)  Secondary . . o
important but not as much as the primary action.

-
s

N

Useful to grab the attention of the user to an
important matter.

Prefab variant of the
secondary button.
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5.3 Buttons with icons

The buttons use a layout group to allow easily changing the positions of their
content (such as icons).

For example, if you want to change the icon position from left to right, just
toggle the Reverse Arrangement checkbox.

[ - b L 7
#_B“"“‘“"“"‘"’”""” Klpivotw (@clobaly & ¥ ! 7 154 Untagged = Layer Ul -
@i Button-lcon-Primary > “w Rect Transform [ L
i@ Background-Container > W
v [ Content e stretch Left Top PosZ
fp Image 5 - 0 0 0
% Label-Title b 2| & Right Bottom
& - 0 ] IR
I:{ Anchors
.&; Pivot X 05 Y 0.5
Rotation X 0 Y 0 Z0
@ Button Scale = X1 Y1
m + Horizontal Layout Group @ 3
Padding
Left 30
Right 30
Buﬂon @ .. - Top 0
| Bottom ]
(&) Eutton Spacing 10
Child Alignment Middle Center -
o 9 Reverse Arangement
Control Child Size +~ Width Height
Use Child Scale Width Height
Child Force Expand ~ Width ~ Height
Add Component
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5.4 Backgrounds

The background elements are ordered by numbers. They are repeated

throughout the project via prefabs.

You can change the background colors or the shapes of the boxes for the

whole project by editing these prefabs.

You can change the background colol
Common/Prefabs/1-Foundations.

*
" *
D
- Mimi Summer u a ,/4‘

E L 14 75%

) K -
Ghost '4‘

Are you really sure you want to
equip the Protective Spirit?

&

Cancel

Equip

N

N
" N The kit also
| | provides a 9-sliced
l\ J N¥ Dashed-Outline.
ST T TEN

0 Modular Game Ul Kit

inside the folder:

Background-Container-1-Dark

The darkest color.

Background-Container-
2-Canvas

The canvas and popup
background color.

Background-Container-
3-Main-Darker

The main color, but a little bit
darker. For adding
backgrounds.

Background-Container-
4-Main (Base)

The main background used
for the main content boxes.

Background-Container-
3-Main-Brighter

The main color, but a little bit
brighter. For highlighting
purposes.


https://ricimi.com

5.5 Layout groups

For the landscape orientation, the demo is using a horizontal layout group for
the panel layouts.

For the portrait orientation, the demo is using a vertical layout group for the

panel layouts.

The portrait variations are named X-Portrait (where X is the prefab name).

60 120 60
& Back Shop @0 Wow & &
60
£ Weapons # Resources ® ' Sorcery O
(®scain]
L 2 2 2
= Refreshes in: @ 6 days
y I[ron Axe
Weapon
” =2 2
Description @ ,
The Iron Axe is made from the finest materials. Enjoy great s
battles and amazing adventures. 4\ 4\
- L 2 2 24 L 2. 2 44
Power Speed Agility
. 90 /100 . 20 /100 . 40 /100 Shield Sword
Protection Weapon
i ® oo i ® o i ® o
60
L
s
: N /
gj ’ ) r Y}
Mimi Summer
;Dj_ wid 76% # 4
il
The layout elements
Rect Tool - use anchors to allow
, Blue Sword them to be resized with
é Are you really sure you want to the rectangle tool
upgrade your equipment? *
Cancel Upgrade
/ N
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The demo makes extensive use of Unity’s built-in Ul features, but also provides
some useful extensions added on top of them.

The pack provides the following components:

Button Info Circular Progress Bar

Circular Progress Bar Text Color Swapper Gradient

B B

Modular Popup Modular Popup Opener Popup

Popup Opener Scene Transition Selection Slider

B

Selection Slider Title Slider Amount Text

B

Slider Color Swap Tab Menu Tab Toggle

B

Text Selection Slider Tooltip Transition Utils

B

Modular Game Ul Kit
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This component provides functionality to transition from one scene to another.
Using it is very simple.

You can choose the background color as well as the duration time. Consider the
following example, where we have a “Play now” button in the “Start” scene that
should transition to the “Home” scene when clicked.

To do this, we only need to add a SceneTransition component to this button
game object.

Component: onClick 0
Sce ne Runtime Only  + SceneTransition.,PerformTransition -

9n0 B Button-Play (S @
Transition !

P Scene Transition (Script) o

The SceneTransition component carries out the logic needed to smoothly fade
out from the current scene into the new one. You can specify the destination
scene name and the duration and color of the transition.

Note how the very same button calls the SceneTransition's PerformTransition
method in order to start the transition when clicked.

You can make this call in code, too.

The scenes you want to open must be added to the Build Settings.

- 3 z
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This component provides functionality to open a popup and darkening the
background behind it.

Using it is, again, very simple. We just need to add a Popup component to the
popup prefab we want to open.

i )
B  Popup (Script) [
o
Background Color r
Destroy Time 0.5
»* v Animator @ i
Controller 2 Popup 10}
Avatar None (Avatar)
Apply Root Motion
Component' Update Mode Normal v
Popup Culling Mode Always Animate -
Cip Count: 0
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscies: 0 Generic: 0 PPUr: 0
Curves Count: 0 Constant: 0 {0.0%) Dense: 0 (0.0%) Stream: O (0.0%]
a2 v Canvas Group [ I
Alpha 1
nteractable o
Blocks o
ignore Parent Group:

You can choose the background color as well as the destroy time. The destroy
time is the time for the popup game object to be destroyed (in seconds).

This is useful if you have a closing animation.
We also need to add the Animator component for the popup animation.

Because the popup animation uses an alpha transition, we need to add the
Canvas Group component as well.

- 3 z
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To open a popup, we need to add a PopupOpener component to a game object
(generally a button). The PopupOpener component carries out the logic needed
to open a popup in the current scene by invoking its OpenPopup method.

@ ~ Button 9 i
Interactable L
Transition Color Tint -
Target Graphic I Background- Container (Image) [©]
Highighted Coor [
Component:  seected Coor —————¥®
p Disabled Color S
Opup Color Multiplier L 1
Fade Duration 0.1
Opener :
MNavigation MNone -
Visualize
On Click ()}
Runtime Only * PopupOpener.OpenPopup -
B Button-Log-in &
B v Popup Opener (Script) 9
a
Popup Prefab @ Popup-Log-In ®

The asset includes a popup template to help you quickly create a new
popup with some basic contents.

You can find it in the folder: Common/Prefabs/3-Layouts/Popup:

/N Popup title

." Popup-Template--Unpack-Prefab

Note

(&) Title goes here,

Subtitle 90es here,

Just drag it to your canvas and

a Q . . Lorem ipsym olor s
unpack it with right click: Prefab > oo 99T St o
Unpack

" €get dolor. IPiscing gl
Penatibys et magnis gis pa. t/-\ensan massa, Cym Soog;ism' Aenean
rturient mont natoque
es.

Labe]
@ 100/ 300 @ Labe|

100/ 300 ® !

Button
Button

-
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6.4 ModularPopup

The ModularPopup component is a generic and modular type of popup that is
used across the whole demo to represent many different types of popups in a

cohesive way.

This popup is structured in such a way that it can be used with or without text,
with or without an images, and with or without any number of buttons, all while
automatically adjusting the final layout to always be correct.

Text
Title
Subtitle
Message

Image
Image
Caption

Buttons
Button Group
Buttons

Element 0
Element 1

= « Animator

Controller
Avatar
Apply Root Motion
Update Mode
Culling Mode

Clip Count: 2

28 v Canvas Group
Alpha

Interactable

Blocks Raycasts
Ignore Parent Groups

Curves Pos: 0 Quat: 0 Euler: O Scale: 2 Muscles: 0 Generic: 2 PPtr: 0
Curves Count: 8 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 8 (100.0%)

Component:
Modular
Popup
B}  Modular Popup (Script) o i i
Script B ModularPopu
Background Color o~
Destroy Time 0.5

T|Label-Title (Text Mesh Pro UGUI) —&]
I Label-Subtitle (Text Mesh Pro UGUI) —&]
T|Lahel-Message (Text Mesh Pro UGUI]~®\

=lmage (Image) —a

I|Label-Caption (Text Mesh Pro UGUI) —&

./@_

0 Buttons

@ Button-Primary (Button) —
@ Button-Secondary (Button) —a
+ —
e 3
% Popup @
MNone (Avatar) [O]
Normal v
Always Animate v

@ it

Caption

Message goes here.

> Secondary button Primary button

— Popup animation

«——— Canvas Group for the
animation transparency

Modular Game Ul Kit
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The ModularPopupOpener component is used to open a ModularPopup. Every
property is optional, so you can leave the ones you do not need empty and the
popup prefab will automatically adjust its layout as appropriate.

This component has the following properties:

e Popup Prefab:
The popup prefab to open.

o Title:
The title text.

e Subtitle:
The subtitle text.

e Message:
The body text.

e Image:
The image to show.

e Tint color:
The tint color for the image.

o Caption:
The image caption.

e Buttons:
The buttons to show.
Every button has an optional label and a click callback.

e Close Popup When Clicked:
If enabled, the popup will be automatically closed upon clicking this
button.

e Ignore Button Clicked Event:
This should be generally left disabled. It should only be enabled
when the modular popup prefab that you want to open already
defines its own 'on clicked' events for its buttons, and you do not
want to override them.

L Modular Game Ul Kit rl:Cln:ii
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® ~ Button @

Interactable v Component:
Transition Color Tint - Modular

Target Graphic = Background-Container (Image) O] Popup

Normal Color I, Opener

Highlighted Caler - i

Pressed Color ra

Selected Color ad

Disabled Color a

Color Multiplier [ ] 1 Button

Fade Duration 0.1
Navigation Automatic -

Visualize
e
On Click () /
Runtime Cnly + ModularPopupOpener.OpenPopup - . <1
B Ingame-Inventory-| @ S
+ -
~ Maodular Popup Opener (Script) @ 3 i
B ModularPopupOpener >

Popup Prefab ¥ Popup-Modular B | T~ . .’ MOdUIar Popup
Text
Title Blue Sword
Subtitle Do you want to equip the Blue Sword?
Message

Made from the finest materials. Enjoy great battles and amazing adventures.

\\% Blue Sword X

Do you want to equip the Blue Sword?

—
—
—i

Image
Image [l Sword
Tint Color Vd 5
Caption Weapon L — ~
Weapon
Buttons Made from the finest materials. Enjoy great
battles and amazing adventures.
Buttons
Equi p Cancel Equip
Label Equip
Close Popup When Clicked + \
Ignore Button Clicked Event
On Clicked Event ()
List is Empty
+ -—
Cancel

Label Cancel —
Close Popup When Clicked «
Ignore Button Clicked Event

On Clicked Event ()

List is Empty

-
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6.6 TabMenu

The TabMenu component provides a tabbed menu that allows you to switch

between different, independent tabs of content.

This component has the following properties:

o Tab On Group: The active label game objects.

o Tab Off Group: The inactive label game objects.

o Content: The prefabs used as the content in every tab.

e Root: The (optional) parent game object to which to attach the content of

every tab.

Active

|

2 Friends

Inactive

|

8. Requests =

v Tab Menu (Script)
SCript
Tab On Group

Element 0
Element 1

Element 2

Tab Off Group

Element 0
Element 1
Element 2

Content

Element 0
Element1
Element 2

Root

Component:
Tab
@
Menu

| RIEDEL

2 Label-Active
0 Label-Active
P Label-Active

3 Label-Inactive
2 Label-Inactive

@ Label-Inactive

i Content-Placeholder-1
# Content-Placeholder-2
# Content-Placeholder-3

Iy 20

+ —
«» Tab-Menu-Root (Rect Transform) VG{

Inactive

|

o
@ Messages

[ Tab-Menu-Horizontal
v ) Tab-Menu-Settings
#9 Background-Container-3-Main-Darker
[ Toggles
Item
9 Background-Container-Medium
29 Checked
@ Label-Active
@ Label-Inactive
Item
9 Background-Container-Medium

\Gﬁ
@
#9 Checked
[ Label-Active
) Label-Inactive
@ Item
@ Background-Container-Medium
ﬁ Checked
\ @ Label-Active
@ Label-Inactive

O Modular Game Ul Kit
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6.7 SelectionSlider

The SelectionSlider component allows you to scroll through different prefabs
using buttons.

You can make use of the Root using a GameObject to load the prefabs in
specific positions or sizes.

/— Root (GameObject)

. >
Sunken Sea Castle
H Survive and find treasures and rare fish.
Arsrrroooomooooooooooooooooooo oo LN
v Selection Slider (Script) 9 &+
Script B SelectionSlider ®
Component: Options 4
Selection Element O 7 Stage-Selection-Item-1 O]
Slider Element 1 % Stage-Selection-Item-2 O]
Element 2 #9 Stage-Selection-Item-3 (C]
Element 3 29 Stage-Selection-ltem-4 @
+ -
Root it Root (Rect Transfarm) ®

@ Modular Game Ul Kit
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6.8 TextSelectionSlider

The TextSelectionSlider component is a specialized selection slider that allows
you to scroll between different text-based options.

This component has the following properties:
« Options: A list containing all the available options. Every option is a string.

« Option Text: The associated TextMesh Pro label displaying the currently
selected option.

( v Text Selection Slider (Script) @ i
Component: B TextSelectionSlider
. Options 3
Text Slider
Selection 2l Option 1
Element 1 Option 2
Element 2 Option 3
+ —
Option Text /9 [T Label-Title (Text Mesh Pro UGUI) ®
< Option 1 >

6.9 SliderAmountText

The SliderAmountText component allows you to link a text label with the current
progress value of a slider.

You can specify the suffix to use (if any) and whether the number should be
whole or not.

50

Component:
Slider * v Slider Amount Text (Script) o I :
Amount ; I A SliderAmountText
Text Slider = Slider (Slider) ®
Suffix
Whole Number v

C Modular Game Ul Kit rlC|mI
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6.10 SliderColorSwap

You can easily swap the handle color of any slider using this component.

v Slider Color Swap (Script) o
Component: Script B SliderColorSwap O]
Slider Color Enabled Color ]
Swap Disabled Color Vo
{ Handle ElHandle (Image) O]
You can easily swap colors using the ColorSwapper component.
{ Color Swapper (Script) e
Component:
Script ColorSwapper
Color ! S
Enabled Color &
SWapPer . pieq Color P
L

6.11 CircularProgressBar

The CircularProgressBar component provides a progress bar with rounded

corners.

The CircularProgressBarText component allows you to link a text label with the

current progress value of a slider.

Component:
Circular
Progress  + circular Progress Bar (Script) o it i
Bar
pt B CircularProgressBar
Percentage L] 5
Progress Image E=IFill-Area-Color (Image) ®
Progress End Containe :: Container (Rect Transform) ®
Progress End Image  i:Circle-Color (Rect Transform) @
[® v~ Circular Progress Bar Text (Script) e 3 !

Script CircularProgressBarTe

Progress Bar

xt

Progress-Circular-Roundet-Grac @

O Modular Game Ul Kit


https://ricimi.com

6.12 Tooltip

You can easily add a tooltip to any game object using the Tooltip component.
You can choose the fade time (the duration for the fade-in time in seconds).

The tooltip itself needs a canvas group with the Alpha set to 0, like you can see
in the image below.

7 I
Component: [s]Rectangle O]
Tooltip I
Neone (Material) [O]
.det v
Raycast Padding
Maskable 4 ——/\ .
— Tooltip
v Tooltip (Script) @ 3 i
Script A Tooltip ®
Tooltip @ Tooltip-Basic ]
Fade Time 0.1
22 v Canvas Group e +
Alpha 0 '\
Interactable v
Blocks Raycasts v
Ignore Parent Groups
& ~ Canvas e 3 i Just add a Canvas component to
SICHEHECT UL s the tooltip GameObject to keep the
Override Sorting b4 .
S — tooltip always on top of the Ul.
Additional Shader Chz TexCoord1, Nermal, Tangent -

You can find our pre-made tooltip prefabs with a size fitter component (the size
of the window fits automatically to its content) inside the folder Common/
Prefabs/3-Layouts/Tooltips/, but you can literally choose any object as a tooltip.

If you need to keep the tooltip on top of the Ul, just add a Canvas component,
activate Override Sorting and enter the Sort Order number.

[@ v Canvas e
Pixel Perfect Inherit

Override Sorting

Sort Order 100

Additional Shader Channe TexCoord1, Normal, Tangent

O Modular Game Ul Kit rIC|mI
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U

This is a very nice component, because it adds a modern and special style and
also additional color options to your design.

It can be used with any image. Using it with the modular color palette is very
easy and quick, especially to try out different color combinations.

Bl ~ Gradient e &
Component: _
) Color1 #
Gradient > P
Angle @ 0]

Modular Game Ul Kit
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6.14 Useful tips
Replacing Prefabs

You can easily replace a prefab by selecting it and right-clicking over it,
selecting one of the following options: Prefab/Replace ... or Prefab/Replace and
Keep Overrides ...

Prefab > Open Asset in Context
Open Asset in Isolation
Create Empty
Create Empty Parent Select Asset
2D Object >  Select Root
3D Object >
Replace...
Effects > .
, Replace and Keep Overrides...
Light =
Audio " Unpack
Video > Unpack Completely
Ul > )
) Check for Unused Qverrides
_Ul Toolkit >

Rounded corner radius

You can easily set the corner radius for the buttons or backgrounds by
changing the Pixels per unit Multiplier amount.

[&] v Image o
Source Image [¢]Background ®
Coler Vd
Material None (Material) O]
Raycast Target s
Raycast Padding
Maskable v
Image Type Sliced v
Fill Center v
Pixels Per Unit Multiplier 2

Changing font color

You can easily change the font color by changing the .’j Label Prefab located
inside the folder: Common/Prefabs/1-Foundations/Label/. This will change to
font color for the whole project.
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7. Contact

If you have any questions or need any help, please do not hesitate to reach me
at ricimi.com. Please make sure to include your invoice number.

| am always happy to help. e

' i 6
g 8
Ncimi

J¢ ricimi.com *

A

Thank yeu
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