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1. Package description

e The maximum supported resolution is 3840 x 2160

e The first production ratio is 16:9, and all ratios such as 16:10, 2:1, and 4:3 are supported.

e |t is optimized for mobile.

e The font was created with TextMeshProUGUI BitMapFont and the font used is free.

e Changed to Lilitha One font since v1.2.0 (The font was changed to a more global and
refined font.)

e Sprite images come in their original sizes.

e Pictolcons, Itemlcons, and Runelcons come in a variety of (x2) sizes.

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

v2.0 update

e Inv2.0, you relocated the sprite & Prefabs source file to fit the component.




2. Basic Setup

GameView Resolution Setting

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

v Low Resolution Aspect Ratios
~ VSync (Game view only)

Free Aspect

5:4

4:3

3:2

16:10

16:9

Standalone (1024x768)

1920x1080
2560x1440

2.2. Canvas Scaler Settings

v [ v Canvas Scaler e
Ul Scale Mode Scale With Screen Size v

Reference Resolution X 2560 Y|1440 |

Screen Match Mode Expand -
Reference Pixels Per 100




3. PanelControl

e There is PanelControl in the demo scene.

$ Facebook

e you can hide it for your convenience.

= Hierarchy

+ v o Al

v € DemoScene*
) Main Camera
v () Canvas
» (7 Panels

» (1) PanelControl
EventSystem




4. Packaged Elements

PSD, some Icons is packaged.

e PSD and some icons have been packaged to speed up import.
e You can import a packaged file by Double-Clicking it.
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5. Prefabs aiu pre-fabs are located in the path below.

e Common components were classified as buttons, frames, labels, popups, sliders and
saved as prefabs.
e The Ul used in the demo scene was stored in the Demo_UI.

e Each demo scene was saved as a prefab in DemoScene_Panels.

M Project | ald
e a (&€ | x
v - Favorites Showing multiple foiders...

O, All Materials &7 _PrefabsPanel_Buttons

O, All Models L= TR R R R A A R PR PR AR AR A AR A A AR AR

O, All Prefabs & Btn_MainButton-Group-

& Btn_MainButton_Blue

v (@ Assets &% Btn_MainButton_BlueGray

&9 Btn_MainButton_Gray
&# Btn_MainButton_Green
&9 Btn_MainButton_Orange
¥ Btn_MainButton_Purple
&9 Btn_MainButton_Red

& Btn_MainButton_Sky

¥ Btn_MainButton_White
&9 Btn_MainButton_Yellow

v (@@ GUI Kit Casual Game
(& Casual Game_v1.0
v (@ Casual Game_v2.0
B +Document README+
» Bm Extensions
v (&8 Prefabs
Im Prefabs_Component_Buttons

m Prefabs_Component_Frames
Btn_OtherButton_Circle01_d
Bm Prefabs_Component_Label g Btn Otherﬁunonn:C|rcIe01_n
m Prefabs_Component_Popups " Btn-Othereutton_ClrcIeO2
m Prefabs_Component_Slider 9 Btn_OtherButton_Hexagon01_Blue
I Prefabs_Demo_U| ¥ Btn_OtherButton_Hexagon01_Red
m Prefabs_DemoScene_Panels & Bt OtherButton_Polygon01
B Pregabs.Fx Paticle &% Btn_OtherButton_Polygon02

: z’se; i 9 Btn_OtherButton_SideButton01_Left
i oo ¥ Btn_OtherButton_SideButton02_Right

<) Scenes | {3 _PrefabsPanel_Buttons

RGOS e GRS R Blue Gray
m Red W Purple

TEXT

@ Scenes | W _PrefabsPanel_Popups_1




6. How to use Prefabs

e Drag and drop Prefab to import into hierarchy.

2 i | = Hierarchy

s S

B Project | =
+ C | 8o *]ms| v (<n
v - Favorites Assets > GUIPROKit - Casual Game > Prefz

O, All Materials % _PrefabsPanel_Buttons

8:2::;"’:‘::; BB YL dddddddddbd iy

&% Btn_MainButton_Blue

v (@ Assets e i rers

v (@ GUI PRO Kit - Casual Game
B +Document README+
» Im Extensions
v (@ Prefabs
B Prefabs_Component_Buttons
s Prefabs_Component_Frames
Bm Prefabs_Component_Label
Bm Prefabs_Component_Popups
s Prefabs_Component_Slider
Bm Prefabs_Demo_Ul
Bm Prefabs_DemoScene_Panels
s Prefabs_DemoScene_Particle
I Preview
I PSD
» Im ResourcesData

v € New Scene*
v () Main Camera

'ﬁi
» §¥ Btn_MainButton_Blue

§# Btn_MainButton_Gray
&# Btn_MainButton_Green
§# Btn_MainButton_Orange
§# Btn_MainButton_Purple
§# Btn_MainButton_Red

§# Btn_MainButton_Sky

% Btn_MainButton_White drag and drop

&# Btn_MainButton_Yellow

§# Btn_OtherButton_Circle01_d

§# Btn_OtherButton_Circle01_n

&# Btn_OtherButton_Circle02

§# Btn_OtherButton_Hexagon01_Blue
§# Btn_OtherButton_Hexagon01_Red
§# Btn_OtherButton_Polygon01

§# Btn_OtherButton_Polygon02

§# Btn_OtherButton_SideButton01_Left

e Unpack and use the imported prefab.

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

= Hierarchy |

2 i | # Scene | W As

+ a: All

_ Shaded v

v € New Scene*
v () Main Camera

&¥ Btn_MainButton_Blue

Right click > Unpack Prefab

ey

Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Open Prefab Asset
Salact Prafah Accat

Unpack Prefab
unpack Prerab Compietely

Create Empty



7. Outline Fonts

7.1. Outline Fonts

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.

Please select and use the correct size for the text you are working on it.




7. Outline Fonts

7.2. Outline_Extended ASCII Type

'Extended ASCII' font has accented fonts such as 4, A, E, ¥, and so on.

T
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YOIV %Ya3k5F!Y fe»

B Project : =i
+ v Q | =‘ L 4 * | @17 )
v  Favorites Assets » GUIKit Casual Game > ResourcesData > Fonts

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

» % LilitaOne-Regular Outline 32 SDF Atlas
B LilitaOne-Regular Outline 32 SDF
» 7% LilitaOne-Regular Outline 40 SDF Atlas
» | F|LilitaOne-Regular Outline 40 SDF
B %LilltaOne-Regular Outline 50 SDF Atlas
) » | I'|LilitaOne-Regular Outline 50 SDF
¥ i GUI Kit Casual Game » Y. LilitaOne-Regular Outline 54 SDF Atlas

s +Document README+ B
> [F -
>l Edanaions LilitaOne-Regular Outline 54 SDF

v (@@ Assets

» %, LilitaOne-Regular Outline 64 SDF Atlas
P Firelaba » [F7]LilitaOne-Regular Outline 64 SDF
B PSD » . LilitaOne-Regular Outline 72 SDF Atlas
s RocoupeRDeE: » [F7]LilitaOne-Regular Outline 72 SDF
i Animatons » _LilitaOne-Regular Outline 120 SDF Atlas
» 'I'|LilitaOne-Regular Outline 120 SDF
> I Particle » :%% LilitaOne-Regular Outline 210 SDF Atlas
i Freview _ » [FLilitaOne-Reqular Outline 210 SDF
i ShadertMatorials -~ LilitaOne-Regular Outline_Extended ASCII_32 SDF Atlas
> I Sprite 5| LilitaOne-Regular Outline_Extended ASCII_32 SDF
: :z:;f: - LilitaOne-Regular Outline_Extended ASCII_40 SDF Atlas

@ LilitaOne-Regular Outline_Extended ASCII_40 SDF
Z=LilitaOne-Regular Outline_Extended ASCII_S0 SDF Atlas
I|LilitaOne-Regular Outline_Extended ASCII_50 SDF

3% LilitaOne-Regular Outline_Extended ASCII_54 SDF Atlas
L:Iﬂ LilitaOne-Regular Outline_Extended ASCII_54 SDF

) LilitaOne-Regular Outline_Extended ASCII_64 SDF Atlas
@ LilitaOne-Regular Outline_Extended ASCII_64 SDF

“. LilitaOne-Regular Outline_Extended ASCII_72 SDF Atlas
@ LilitaOne-Regular Outline_Extended ASCII_72 SDF

2 LilitaOne-Regular Outline_Extended ASCII_120 SDF Atlas
[E LilitaOne-Regular Outline_Extended ASCII_120 SDF

“4 LilitaOne-Regular Outline_Extended ASCII_210 SDF Atlas
| LilitaOne-Reqular Outline_Extended ASCII_210 SDF

» B Packages

» | I'|LilitaOne-Regular SDF
b Aa LilitaOne-Regular







Q&A 1

To change the specified color of an element

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

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

e 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
Mode

Adjustments

Auto Tone
Auto Contrast
Auto Color

Image Size...
Canvas Size...
Image Rotation

Trim...
Reveal All

Type Select Filter

3D View Window Help

SN N

>

Brightness/Contrast...
Levels...

Curves...

Exposure...

Vibrance...
Hue/Saturation...
Color Balance...
Black & White...
Photo Filter...
Channel Mixer...
Color Lookup...
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Q&A 1

Hue/Saturation

[} B pause_btn_blue.png @

Preset: Custom

Master v Cancel

Hue:

&
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... 38 N . . .
Open... ®0

Browse in Bridge... X¥0 fr P
Open as Smart Object... ©
Open Recent >

Auto-Select: Layer -~ Sh

Close EW
Close All

Close and Go to Bridge...

Save As...

Export

Generate

Share...

Share on Behance...

Search Adobe Stock...

Quick Export as PNG
Export As...

Export Preferences...

Save for Web (Legacy)...
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Q&A 2

Users before v1.2.0 / To replace a changed font

Q. Users before v1.2.0
How can | change the font easily?
is there any trick you have to change my font quickly?

A. Here's how to replace fonts.

< Existing Font (A) / New Font (B)>
1) Import the New font (B)

| GUIPRO Kit - Casual Game

B
Vi
v B
Vi
v B
vie
v B
Vi
vl
VB
Vi
VB
Vi
v B
Vi
VB
vl
v B
Ve
v B
Ve
Ve
:.
vl
VB
vie
v B
Vi
v B
=5
v
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Q&A 2

2-1) Create a new folder on the desktop.

2-2) Move the New font (B) into the new folder on the desktop.

P
» Aa CookieRun i
%% LilitaOne-Regular Outline 32 SDF Atlas
LilitaOne-Regular Outline 32 SDF S
# LilitaOne-Regular Outline 40 SDF Atlas = E m=m = #v M a Q
LilitaOne-Regular Outline 40 SDF
LilitaOne-Regular Outline 50 SDF Atlas New Fonts
» [I|LilitaOne-Regular Outline 50 SDF
» % LilitaOne-Regular Outline 54 SDF Atlas Lol
LilitaOne-Regular Outline 54 SDF @ AirDrop = LilitaOne-Regular Outline_Extended ASCII_32 SDF Atlas.png
LilitaOne-Regular Outline 64 SDF Atlas N LilitaOne-Regular Outline_Extended ASCII_32 SDF.asset

LilitaOne-Regular Outline 64 SDF =
LilitaOne-Regular Outl Extended ASCII_40 SDF Ati;
» .% LilitaOne-Regular Outline 72 SDF Atlas lf Rones egu S e mX S0 =500

.LIIIIaOne -Regular Outline 72 SDF
» 2 LilitaOne-Regular Outline 120 SDF Atlas
LilitaOne-Regular Outline 120 SDF oo e :
Lllllaone Regularomllne 210 SDF Atlas E I LilitaOne-Regular Outline_Extended ASCII_54 SDF Atlas.png
= M LilitaOne-Regular Outline_Extended ASCII_54 SDF.asset
M LilitaOne-Regular Outline_Extended ASCII_64 SDF Atlas.png
R LilitaOne- Regular Outline, gaded ASCI| 64 SDF.asset

B8 UnityProjects
Daaag

=y

- s
. LilitaOne-Regular Outline_Extended ASCI|, 120 SDF.asset
® Fuy = LilitaOne-Regular Outline_Extended ASCII_210 SDF Atlas.png
@ Ly D LilitaOne-Regular Outline_Extended ASCII_210 SDF.asset
. LilitaOne-Regular SDF.asset
©® x84 B LilitaOne-Regular.tif
Rk

® wapy
oy

Q= BN

|-« Assets/GUI Kit Casual Game/ResourcesData/Fon @———

3) After confirming that a New Font has been moved, delete the New Fonts from

the Unity Project window.

4) In the Unity Editor "Project" window,
Rename all Existing Fonts (A) by matching them with New Fonts (B).

l v ‘ r 7 ~ I L I 4

Assets > GUIKit Casual Game > ResourcesData > Fonts >
» «= [LilitaDne-Regular Outline_Extended ASCII_32 EDF Atlas
> LI}_‘ CookieRun Black Outline 32 SDF
» 5. CookieRun Black Outline 40 SDF Atlas
CookieRun Black Outline 40 SDF
» iz.CookieRun Black Outline 50 SDF Atlas
> @COOKIeRun Black Outline 50 SDF
» Y. CookieRun Black Outline 54 SDF Atlas
> [FjCookleRun Black Outline 54 SDF
» %, CookieRun Black Outline 64 SDF Atlas
> CookleRun Black Outline 64 SDF
» :# CookieRun Black Outline 72 SDF Atlas
» I CookieRun Black Outline 72 SDF
» zX_CookieRun Black Outline 120 SDF Atlas
» | CookieRun Black Outline 120 SDF
» % CookieRun Black Outline 210 SDF Atlas
> ﬁCookleRun Black Outline 210 SDF

CookieRun SDF
» Aa CookieRun

(For example,)

- CookieRun Black Outline 32 SDF Atlas -> LilitaOne-Regular Outline_Extended ASCII_32 SDF Atlas

- CookieRun Black Outline 32 SDF -> LilitaOne-Regular Outline_Extended ASCII_32 SDF
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Q&A 2

5) Open the folder of the Existing Font (A).

D] | sl |

Assets > GUIKit Casual Game > ResourcesData > Fonts >

» -+ LilitaOne-Regular Outline_Extended ASCII_32 SDF Atlas
» E]umaOne-Regular Outline_Extended ASCII_32 SDF
. LilitaOne-Regular Outline_Extended ASCII_ 40 SDF Atlas
_JLIIItaOne-Regular Outline_Ratandad
b Z2LilitaOne-Regular Outline. Create
> IF LilitaOne-Regular Outline S EI 5 B a5
» i LilitaOne-Regular Outline. Open
> | LilitaOne-Regular Outline. Delete
» 7= LilitaOne-Regular Outline
> [}:j LilitaOne-Regular Outline I
LilitaOne-Regular Outline JBL= A1 ()
jLIIItaOne-Regular Outline.
b 5 LilitaOne-Regular Outline.
» | LilitaOne-Regular Outline S ) ‘
» % LilitaOne-Regular Outline [IRAEIAURCIRClE

» [ LilitaOne-Regular Outline
» © LilitaOne-Regular SDF Import New Asset...
Import Package

» AaLilitaOne-Regular

6) Open the folder for the New Font (B).

7) Overwrite the New Font (B) by dragging it into the folder of the Existing Font (A).

m LilitaOne-Regular Outline_Extended ASCII_32 SDF Af

B LilitaOne-Regular Outline_Extended ASCII_32 SDF Af]

R LilitaOne-Regular Outline_Extended ASCII_32 SDF.as!

R LilitaOne-Regular Outline_Extended ASCII_32 SDF.asset.meta
LilitaOne-Regular Outline_Extended ASCII_40 SDF Atlas.png
LilitaOne-Regular Outline_Extended ASCII_40 SDF Atlas.pn
LilitaOne-Regular Outline_Extended ASCII_40 SDF.asset
LilitaOne-Regular Outline_Extended ASCII_40 SDF.asset.meta
LilitaOne-Regular Outline_Extended ASCII_50 SDF Atlas.png
LilitaOne-Regular Outline_Extended ASCII_50 SDF Atlas.png.meta
LilitaOne-Regular Outline_Extended ASCII_50 SDF.asset

B LilitaOne-Regular Outline_Extended ASCII_50 SDF.asset.meta

M LilitaOne-Regular Outline_Extended ASCII_54 SDF Atlas.png
Lilitat ular O e_Exy AS F Atlas.png.meta

litaOne-| Regular Outline_Extended ASCII_64 SDF Atlas.png
g SDF Atlas.png.meta
f SDF.asset

A LilitaOne- Regular Outline_Extended ASCII_64 SDF.asset.meta

= LilitaOne-Regular Outline_Extended ASCII_72 SDF Atlas.png

W TiifaOne-Reatiar Outline Extanded ASCIl 72 SDF Atlas.ona.meta
| BN BN BN BN BN BN BN |

Foa

New Fonts

jlitaOne-Regular Outline_Extended ASCII_32 SDF Atlas.png
aOne-Regular Outline_Extended ASCII_32 SDF.asset

aOne-Regular Outline_Extended ASCII_40 SDF Atlas.png
LilitaOne-Regular Outline_Extended ASCII_40 SDF.asset

= LilitaOne-Regular Outline_Extended ASCII_50 SDF Atlas.png
[ ] LilitaOne-Regular Outline_Extended ASCII_50 SDF.asset

LilitaOne-Regular Outline_Extended ASCII_54 SDF Atlas.png
LilitaOne-Regular Outline_Extended ASCII_54 SDF.asset

M LilitaOne-Regular Outline_Extended ASCII_64 SDF Atlas.png

Lilitat ular Outline. de: 4 SDF.asset
las.png
sset

Outline_E: ed ASCI 12Q.SDF Atlas.png
F.asset
DF Atlas.png
aOne-Regular Outline_Extended ASCII_210 SDF.asset
aOne-Regular SDF.asset
B LilitaOne-Regular.ttf

"Overwrite from Folder to Folder" must be done.

Do not move the added new font (B) directly to Unity editor!
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Q&A 3

When it looks like a regular Ul/default shader

Q. Material UIA Didiate does not function properly, It looks like usual Ul/Default

shader.

Under Maintenance

Under maintenance.
Please check our announcment.

A. Set rendering, color space to gamma.

Project Settings > Player > Settings for PC, Mac & Linux Standalone > Other

Settings > Rendering, Color Space > Gamma choose

Audio

Editor
Graphics
Input Manager
Physics
Physics 2D

Player |

reset Manager

Quality

Script Execution Order

Tags and Layers

v TextMesh Pro

Settings

Time

VFX

XR Plugin Management

S
]WQ Inspector | £ Project Settings |

= =
Player Settings for Windows, Mac, Linux
Ilcon
Company Name Resolution and Presentation
Product Name Splash Image
Version Other Settings
Default Icon e - Samom

v Linear

v

v

Default Cursor

Cursor Hotspot X0 YO0
2 8
Settings for PC, Mac & Linux Standalone
» lcon

» Resolution and Presentation

» Splash Image

¥ Other Settings

Rendering

Color Space* -
Auto Graphics AP| for Windows v

Auto Graphics AP| for Mac v

Auto Graphics AP for Linux v

Color Gamut For Mac*
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Q&A 4

When the quality of the image appears to be
deteriorating

A. Try changing the format of the Sprite Atlas to fit your platform.

O Inspector % Project Settings ot
Common (2 it e
Open
Type Master -
Include in Build v
Packing
Allow Rotation v
Tight Packing
Padding 4 -
Texture
Read/Write Enabled
Generate Mip Maps
sRGB v
Filter Mode Bilinear -
Default =
v Override for PC, Mac & Linux Standalone
Max Texture Size 2048 -
Format RGBA 32 bit -
¥ Objects for Packing
= mCommon ®
+ -

Pack Preview

Common #1 v O




Q&A 5

Took out the prefab, but when | couldn't see it in the
editor's scene

Q. | pulled out some of the Prefab, but | can't see it in the Unity Editor view
Do | need other settings to use the asset?

A. All Uls must be in Canvas.
In the Hierarchy window, right-click > Create Canvas.
And then move the prefab to a child of the canvas and put it in.

+ v o

v € Scene*
) Main Camera
¥ (1) Canvas
> @ Usednfo >
» @ Status_Group >

Create Empty
3D Object
2D Object
Effects
Light
Audio
Video
ul Text
Camera Text - TextMeshPro
Image
Raw Image
Button
Button - TextMeshPro
Toggle
Slider
Scrollbar
Dropdown

£ EventSystem 5

YyYvYyVYyYVYYYY

Dropdown - TextMeshPro
Input Field

Input Field - TextMeshPro
Canvas

Panel

Scroll View

Event System
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