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01 Package description no

e |t is optimized for mobile.

e The font was created with TextMeshProUGUI and The font used in the demo scene is
free font. (Follow the copyright of the font creator because copyrights are subject to
change)

e Sprite images come in their original sizes.

e Some icons come in a variety of sizes, and for item icons, pictogram icons, they come in
multipliers of their original size and 2(x2).

e The sample project is still unfinished and will continue to be updated in the future.
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02 Basic Setup

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

v Display1 ¥ 945x2048 v Scale @

v Low Resolution Aspect Ratios

VSync (Game view only)

Free Aspect

16:9 Aspect

16:10 Aspect

Full HD (1920x1080)
WXGA (1366x768)
QHD (2560x1440)
4K UHD (3840x2160)

1920x1080
2560x1440
1125x2436
1125x2302
1080x1920
1280x720
¥ 945x2048

-

v

Canvas Scaler Settings

[ v Canvas Scaler
Ul Scale Mode Scale With Screen Size

Reference Resolution X 1080 Y 2048

Screen Match Mode Match Width Or Height
Match

Width Height
Reference Pixels Per Unit 100

 fN .
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03 PanelControl N

There is PanelControl in the demo scene. You can hide it or make it visible, so
You can preview the demo panels with the adjust it according to your convenience.

left and right buttons in play mode.

= Hierarchy
+-
M DemoScene*
P Main Camera
@ Canvas
& Panel

PanelControl Hide
@ EventSystem

Ver. 1.0.130

Title

e, -
Ver. 1.0.130 ~—1
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04 Prefabs N

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.

GUI Pro-SuperCasual

s +README+

5 Prefabs
e Prefabs_Component_Buttons
e Prefabs_Component_Frames
e Prefabs_Component_Labels
m Prefabs_Component_Popups
e Prefabs_Component_Sliders
m Prefabs_Component_UI_Etc
e Prefabs_Demo_Background
m Prefabs_DemoScene_Panels

W@ Button01_|_BtnText_White

N# Button01_|_BtnText_Yellow

N Button01_s_BtnlconText

W@ Button01_s_BtnText_Blue

N# Button01_s_BtnText_DarkGray

N# Button01_s_BtnText_Gray
N# Button01_s_BtnText_Green
N Button01_s_BtnText_Mint
N# Button01_s_BtnText_Pink
N# Button01_s_BtnText_Purple
8@ Button01 s BtnText Red

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

Assets > LayerLab > GUI Pro-Super

8@ _PrefabsPanel_Button

¢ ButtonO1_I_BtnlconText

&9 Button01_|_BtnText_Blue

§@ Button01_|_BtnText_DarkGray
8¢ Button01_|_BtnText_Gray

8¢ Button01_I_BtnText_Green

8@ Button01_|_BtnText_Mint

89 Button01_|_BtnText_Pink

# Scene
R Scenes

[l &~

& Package Manager
.” _PrefabsPanel_Button

i v i v

Button01_lg_BtnText

8§ Button01_|_BtnText_Purple
89 Button01_|_BtnText_Red

89 Button01_|_BtnText_Sky

8@ Button01_|_BtnText_White
89 Button01_I_BtnText_Yellow
§@ Button01_s_BtnlconText

8@ Button01_s_BtnText_Blue
&9 Button01_s_BtnText_DarkGray
8@ Button01_s_BtnText_Gray
89 Button01_s_BtnText_Green
§@ Button01_s_BtnText_Mint
8¢ Button01_s_BtnText_Pink
8§ Button01_s_BtnText_Purple
8@ Button01_s_BtnText_Red
8¢ Button01_s_BtnText_Sky
8¢ Button01_s_BtnText_White
89 Button01_s_BtnText_Yellow
&9 Button01_s_Flat_Btnlcon
sle -

Button e/4 Binlcon Purple

T.EX:T; TEXT T EXT; ‘

Button01_sm_BtnText Button01_sm_BtnlconText

i T EX{T; | f TEXT ‘T'E‘X*T‘ T’E‘X‘T

RiittnnN1 em Flat Rtnlenn
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05 Prefabs White Elements e

e Some prefabs with intricate designs that cannot be replicated with white sprites have
been created using sprites of specified colors.

e Most Ul prefabs are made with white sprites, allowing users to customize the color
regardless of the prefab's original color.

e For some designs, a single sprite with a specified color is provided separately, and it is

indicated as 'Demo’ in the sprite name.

The white sprites may be difficult to express the detailed design shown in the demo
version, but it has the advantage of being able to customize the color directly from the
engine.

[&] v Image

rce Image []Label_Bubble_Bg 0
I,
None (Material) 0
Raycast Target v
Raycast Padding
Maskable 4

Image Type Sliced

Pixels Per Unit Multiplier 1

. Default Ul Material (Materia

Add Component
RGB 0-255+¥

RN 23
G N -
e [ o
PR
Hexadecimal EDFFOO

Swatches
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06 Sprite 9-Patch Lo

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

e Some designs only slice horizontally.
e O-patch is not possible for complex gradation designs.

e Some elements have a minimum size depending on the design, such as tables, banners,

and pop-up frames.

)

TEXTTITLE X

TEXT TITLE
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07 How to use Prefabs fN.e)

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

I Project 8 ! = Hierarchy
S Q 7 & & ®23 Rl ~
% Favorites Assets > LayerLab > GUI-CasualFantasy i SampleScene*

@ Main Camera
RA Canvac

N9 Button01_Demo_Black

O, All Materials
O, All Models
O, All Prefabs

N4 PrefabsPanel Buttons a
8¢ Button01_Demo_Black

Ng Button0'1_Demo_Blue K
§¢ Button01_Demo_DarkGray QJEveisysem

B;SLS:;; b W Button01_Demo_Gray

& GUI-CasualFantas N¢ Button01_Demo_Green
README - §¥ Button01_Demo_LightGray
; ;refabs " 8¢ Button01_Demo_Line

N# Button01_Demo_Magenta
Im Prefabs_Component_Buttons ..

Im Prefabs_Component_Frames L R

m Prefabs_Component_Labels :.: gﬁt:g;g}:gggzzgz\/&y drag and drop
8§ Button01_Demo_Pink
N# Button01_Demo_Purple
§# Button01_Demo_Red
¥ Button01_Demo_Rose
§# Button01_Demo_Sky

8§ Button01_Demo_Teal

m Prefabs_Component_Popups

m Prefabs_Component_Sliders

e Prefabs_Component_UI_Etc

Im Prefabs_DemoScene_Panels
B Preview

2. Bring it to canvas and use unpack prepab.

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

= Hierarchy 3 i # Scene B Package Manager

P &S il D v 8‘ v m v I }HM v
f SampleScene* :
@ Main Camera
1 Canvas

% Button01 Demo. Right click > Unpack Prefab

(g Eventsystem

Rename
Duplicate
Delete

Select Children
Find References in Scene
Set as Default Parent

Prefab Open Asset in Context
Open Asset in Isolation
Create Empty
Select Asset
Create Empty Parent
2D Object
3D Object

Effects

Select Root

Unpack

Unpack Completely
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Super Casual(+PSD) User Guide o

Packaged Elements
PSD is packaged.

PSD files have been packaged to speed up import.
You can import a packaged file by Double-Clicking it.

I Project g i
+ v 7 e & 23
% Favorites Assets > LayerLab > GUI Pro-SuperCasual

O, All Modified

O, All Conflicts

O, All Excluded

O, All Materials @

O, All Models a

O, All Prefabs Double-Click

(@@ Assets

[a® LayerLab
GUI Bundle-1/=—
GUI Pro-Simy Import Unity Package
GUI Pro-Suj
s +README| pgp
Bs Prefabs
e Preview
s PSD
Bm Resource
e Scene
= Scripts
GUI-Casualf

B= Plugins

5 Scenes

B TextMesh Pro

s Work

e Work_Script

m Packages

0_Component_0.psd
0_Component_1.psd
0_Component_2.psd
0_Component_3.psd
0_Daily_Bonus_30Day.psd
0_Daily_Bonus_7Day.psd
0_Title_Loading.psd
0_Title_Login.psd
0_Tutorial_1.psd
0_Tutorial_2.psd
0_User_Name.psd
10_Leaderboard_list_01.psd
10_Leaderboard_player_info.psd
10_Leaderboard_reward.psd
11_Friends_Chat.psd
11_Friends_Emoji.psd
11_Friends_Invite.psd
11_Friends_List.psd
13_Shop_1.psd
13_Shop_2.psd
14_Settings.psd

v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v
v

None Cancel Import Import
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