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Package description o

The assets are optimized for mobile platforms.

Preview images and demo scenes are designed at a resolution of 1920x1080.
Sprite Ul images are provided 9-sliced at their original resolution.

Item icons are provided in various sizes, with item icons offered at their original size
and multiples of 2.

Other Icons are provided at their original sizes as used in the demo scene.

The fonts are created using TextMeshProUGUI.
Free fonts were used in the demo scenes.
o Please exercise caution before use.

It's essential to adhere to the font creator's copyright, so please make sure to
confirm the original author's copyright before use.
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02 Basic Setup

fN..

1. GameView Resolution Setting

If you set it to the desired resolution in the game view, you can preview it.

~ | Scale ————— 0.693)

v'Low Resolution Aspect Ratios

E VSync (Game view only)

Free Aspect

5:4

4:3

32

16:10

16:9

Standalone (1024x768)
2560x1440

21
1920x1080

Brown

COMMON BUTTONS (ICON

2. Canvas Scaler Settings

v [W) v Canvas Scaler o
Ul Scale Mode Scale With Screen Size v
Reference Resolution X 1920 Y 1080
Screen Match Mode Expand v
Reference Pixels Per Unit 100
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03 PanelControl

There is PanelControl in the demo scene.

MOBILE GUI KIT

TAP TO START

Text Title

You can hide it or make it visible, so adjust it according to your convenience.

= Hierarchy
+ w |a- All
v < DemoScene*
£ Main Camera
v ) Canvas
» () Panels
» (71 PanelControl

TAP TO START
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04 Prefabs Lo

All Ul prefabs are located in the path below.

e Components were classified as buttons, frames, labels, popups, sliders and Ul_etc and
saved as prefabs.
e Each demo scene was saved as a prefab in DemoScene_Panels.

B GUI Pro-FantasyRPG
s +README+
= Extensions
B Prefabs
e Prefabs_Component_Buttons
e Prefabs_Component_Frames

e Prefabs_Component_Labels-Titles
e Prefabs_Component_Popups
e Prefabs_Component_Slider
e Prefabs_Component_UI_Etc
e Prefabs_DemoScene_Panels
e Prefabs_DemoScene_Particle
Bm Preview

Double-click on the “_PrefabsPanel_xx” to view the screen of
a collection of prefabs at a glance.

Assets > Layerl.ab > GUI Pro-Fanta
." ___P refa bS P a n e |__B U ttO n S Button_Rectangle_01_Convex Button_Rectangle_01_Flat

Ng Button_Circle01-Group | o | Green | BlucGray Ml Gy [l Owhite Dark
~" :
§¢ Button_Circle01_Blue 3 - . — i

Ng Button_Circle01_Gray
N@ Button_Circle01_Green

< 2
. ’ B u tto n —C [ rC ' e o 1 —P U rp | e Button_Rectangle_02 Button_Rectangle_03 Button_Rectangle_04 Button_Sqgeure01

N~ : 1 . 10 ¢ I

.: Button_CfrcleOLReq s B - I = I
j¢ Button_Circle01_White =

Ng Button_Circle01_Yellow
N# Button_Circle02_Dark
W@ Button_Circle02_White ¢ o (x o K x @

N# Button_Rectangle_01_Convex-Q
~ i n. - < Ja

Button_Circle01 Button_Circle02
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05 Prefabs White Elements e

With the exception of some detail designed Uls, flat sprites that can be represented in white
have been changed or added to white.

Component prefaps have designated colors and customizable white versions according
to demo scenes.

N# Button_Rectangle_01_Convex_Yellow
W@ Button_Rectangle_01_Flat_Dark

N# Button_Rectangle_01_Flat White
e

g Button_Rectangle_02_Blue

N# Button_Rectangle_03_Green

N# Button_Rectangle_04_Gray

N# Button_Rectangle_05_Deco White
W@ Button_Rectangle_05_Deco_Yellow

You can customize the color with white sprites.

& v Image
Source Image [s]ItemFrame02_White
Color
Material None (Material)
Raycast Target 4
Raycast Padding
Maskable v
Image Type Sliced
Fill Center v
Pixels Per Unit Multiplier 1

. Default Ul Material (Material)

Add Component
RGB 0-255v¥

BB
c B 55
.
N =
Hexadecimal B4FF45

Swatches



https://discord.gg/qCsVSHHcY7
https://www.facebook.com/layerlab/

06 Sprite 9-Patch Lo

The Sprite elements except for some have been sliced and can be resized.

e Depending on the design, some Uls are sliced horizontally only.
e Nine-patch is not possible for complex gradient designs.
e Some Uls, such as panels and popup frames, have a minimum size determined by

their design.

Popup_00

Text Info



https://discord.gg/qCsVSHHcY7
https://www.facebook.com/layerlab/

07 How to use Prefabs

 fN .

1. Drag and drop Prefab to import into canvas of hierarchy.

B Project | and
+~ a | & | € |k | PS5
v - Favorites | Assets > LayerLab > GUIPro-CasualGame > P
©, All Materials ¥ _PrefabsPanel_Buttons
8::::;1:"‘:; BN LI dddddddddd i iy
A ( §# Btn_MainButton_Blue

» Im AssetStoreTools
v [ LayerLab
v [@ GUI Pro-CasualGame
s +README+
» I Extensions
v (@@ Prefabs
B Prefabs_Component_Buttons
B Prefabs_Component_Frames
Bm Prefabs_Component_Label
Bm Prefabs_Component_Popups
B Prefabs_Component_Slider
Bm Prefabs_Demo_UI
Bm Prefabs_DemoScene_Panels
Bm Prefabs_DemoScene_Particle
Bm Preview

§# Btn_MainButton_Gray
W7 Btn_MainButton_Green
§# Btn_MainButton_Orange
§# Btn_MainButton_Purple
¥ Btn_MainButton_Red

§# Btn_MainButton_Sky

§# Btn_OtherButton_Circle01_n

§# Btn_OtherButton_Circle02

§# Btn_OtherButton_Hexagon01_Blue
¥ Btn_OtherButton_Hexagon01_Red
§# Btn_OtherButton_Polygon01

&% Rin NtharRiittan Dalunann?

2. Bring it to canvas and use unpack prepab.

This will keep the original. And modify it as you want and use it.

= Hierarchy |
+ v oAl
v < DemoScene_(v3.0)*
7] Main Camera
v [ Canvas
» 7] Panels

i O (PP

l > ﬁ Btn_MainButton_Blue l

&7 Btn_MainButton_White
% Btn_MainButton_Yello d rag an d dro o]
§# Btn_OtherButton_Circle ¥

= Hierarchy

2 i | # Scene

ar All

+~

Shaded

v € New Scene*
v () Main Camera

gy

Paste

Rename
Duplicate

Delete

Select Children

Select Prefab Root

Open Prefab Asset

Select Prefab Asset
Unpack Prefab

Unpack Pretab Complietely

Create Empty

WAs

v

Right click > Unpack Prefab
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08 Sample Fonts Outline fK)

Because outline fonts are made of bitmaps, Larger text sizes may result in poor quality.
Therefore, we make it in various sizes and provide it.

The number written after the font name is (32,40,50,54,64,72,120,210) font size.

Font with the same name is only different in size, and the included alphabet and symbols
are all the same.

Select and use a font similar to the size of the text you are working on.
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(+PSD) Pack User Guide

 fN .

PSD is packaged.

PSD files have been packaged to speed up import.

You can import a packaged file by Double-Clicking it.

Assets > LayerlLab > GUI Pro-FantasyRPG > PSD

A%

Double-Click

Import Unity Package

=
m
|

I

[# _Chest.psd

(%] _Component_1.psd

[%] _Component_2.psd
ADRemove.psd
BattlePass.psd
Character.psd
CharacterSelect.psd
CharacterTutorialChat.psd
CommonMessage.psd
Equipment.psd
EquipmentDetaill.psd
EquipmentDetail2.psd

EquipmentDetail3.psd
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Q&A

To change the specified color of an element N

Q. | want to change the designated color of the element.

A. You can edit it in Photoshop. (Edit PSD)

To modify the design and export the slice, you need to know how to use Photoshop.

It will be helpful to know the concept of layer and to learn how to use basic tools, how to
use 'layer style', and how to 'export png'.

That way you can modify it to high quality, and you can do 9-slice as you like. And that will

help you grow.

1) Easy way to change color

e Open the PNG in Photoshop and adjust it using 'Image > Adjustments ue Hue/Saturation'.

Image Layer Type Select Filter 3D View Window Help
Mode Y N

Adjustments > Brightness/Contrast...
Levels...

Curves...

Exposure...

Auto Tone
Auto Contrast
Auto Color
Vibrance...
Hue/Saturation...
Color Balance...

Image Size...
Canvas Size...

Image Rotation Black & White...
Photo Filter...

Channel Mixer...
Color Lookup...

Trim...
Reveal All

12
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Q&A

To change the specified color of an element N

® B pause_btn_blue.png @ Hue/Saturation

. = ( S
Preset: Custom . s oK ,)

Master Cancel

&
Saturation:

Lightness:

Colorize
Preview

e You can change the color of the element in a simple way.
e However, but you can't adjust it in detail or do a high-quality design, so please refer to
it.

2) Export to PNG
e The simple way to store PNG(9-slice) is to 'Export' with 'Quick Export as PNG'.

File Edit Image Layer Type Select Filter 3D View Window Help

New... o000
Open...

Browse in Bridge... fh P
Open as Smart Object...
Open Recent

Auto-Select: Layer ~ Sh

Close
Close All

Close and Go to Bridge...

Save As...

Export Quick Export as PNG
Generate Export As...

Share...

Share on Behance...

Search Adobe Stock... Save for Web (Legacy)...

Export Preferences...
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