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Planning for design

Decide the support devices for the application

Before start to create application, you should decide the support devices for the
application. There are various screen size of mobile phone in the world. For
example, iIPhone4S has a small screen and Nexus9 has a large one. And many
native applications adjust their UI layout fitting the device screen size. Think
about a Tool bar on the top of screen, the height of the toolbar at the height of the
entire application on Nexus 9 is shorter than that on the iPhone 4. With this

package, you can create such application which has responsive design.

iPhone4S

Nexus5
Nexus9

Target Device for design

Please select one device from the devices your application will support. It is
recommended to be the medium screen size among the all supported devices. For
example Nexusbh. It will the target device for design. It means that the appearance

on Photoshop is the same as the look on that device.



Import Asset package

mnmwhnm .
LEan |

Basic Setting

Main Panel

Basic Setting

On this panel, we can set the basic setting.

Basic Setting

After importing asset package,
you will find two panels titled
‘Basic Setting’, ‘PSD to Mobile UT'.
‘PSD to Mobile UT is the main
panel of this package. At first, we
should do setting on ‘Basic

Setting’.

There are default devices in
“Target Device’ section. You can
change them to your devices you
want to support. ‘Pixels’ expects
2 numbers, in order of short side
and long side. DPI is dot per
inch. You should find the

In ‘Other’, you decide the
directory for scenes. And input
the pixels of the Photoshop

documents.



Canvas Scale Type contains 3 types.
v Physical
Match Width ®  Physical (U layout will be

Match Height adjusted like a responsive design.)

® Match Width (UI layout will be

scaled match the screen width.)

® Match Height (UI layout will be scaled match the screen height.)

There are other settings, but in this time, please press the 'Save setting' button

and close this panel. You can change it later.

Preparation for Photoshop
Open the directory of the imported asset package in Finder. You will find two
9sxbin’ files. There are script for Photoshop to export the information of layout and

slice/tile setting. To use them, copy to the Photoshop application directory.
OSX: /Applications/Adobe Photoshop XXX/Presets/Scripts/

Win: [Adobe Photoshop Installation Path]¥Presets¥Scripts¥

» | PSDToMobileUl » [ Documents >

> PSDToMobileUl.meta Documents.meta PSD To Mobile Ul Layout.jsxbin.meta

g Editor >

> Editor.meta PSD To Mobile Ul Slice Tile.jsxbin.meta
PhotoshopScripts >

PhotoshopScripts.meta



How to make PSD file

Luich
B

Register . . .
For slice / tile setting

I fosgat my passward

There are two kinds for PSD file.
One of them layout of each scene.
Other one is for slice and tile setting.
Setting will be exported as JSON
file. And export PNG files by the
function of Photoshop.

For layout If you Layers
HKind vimeTORH®
name _
Pass Through v Opacity: 100% v
the layer or layer set to the word ended with ‘.png’, Lock: SalRE 0o% [~
you can get PNG files. It is a function of Photoshop. < I logto pag

10p CC B Edit Image Layer Type Select Filter 3D V

New... ®N
Open... #0
Browse in Bridge... X¥0 Clear  fi# Straighten|
Open as Smart Object...
Open Recent

creen Shot 2017-10-03 3

Close
Close All X#EW
Close and Go to Bridge...

Save As...

Generate »  Image Assets
Share on Behance...

To use this function, Go to File/Generate/Image

Assets and check it.

Common rule

Units & Rulers

& [IETEDTYSel File Edit Image Layer Type Se¢
About Photoshop CC...

Units

© Vs contfb_tw

v contfb

v sign_in_text

T  signin with

I @bounds

o icon_fb.png

I @bounds
i frame_bknd_fb_sliced....

v conttw

v [ sign_in_text

About Plug-ins >
Genera.. K :
Rulers: Pixels

Services > Interface...

Hide Photoshop CC ~#H Yrvo(;:ip_’ace"' Type: Pixels

Hide Others L3EH History Log...
File Handling... i A

QuitPhotoshopCC %@ BP0t First you need to set Units & Rulers for
Scratch Disks...
ey & Gamt.. Photoshop. Open "Preference / Units & Rulers"
g Slces. and make both Units and Type to Pixels.
Type...

3D...
Technology Previews...

Camera Raw...



PNG layer
The layers name ended with ‘.png’ will be a UI parts has

o [ o Image component in Unity. There is no difference between

o

In case of layer . .
layer and layer set. The size of ‘Rect Transform’ is

~ [l logo.ang

determined by the opaque area of the layer or layer set.

In case of layer set

However, there are cases in which Ul parts also include
transparent areas. For example, buttons and so on. If you
want to align the images of the state when 'default' and ' pressed', you can do it by

using a special layer name '@bounds'.

'@bounds' is a layer

1 .
| leon-tu.er < Layer set with layer mask for spe cifying an

_ area of Ul, filling in
< @bounds layer (Hidden)

a rectangle with a
solid color. The
color can be anything. Hide it so that it will not be exported to png.

However, if '@ bounds' is hidden, the specified area will not be reflected in png.

Make a layer mask with the same size as @bounds.
PSD file for Layout

Nested Layer

o VB contfotw Nested layer sets will nests Ul parts

o VB2 cont fb in Unity. A layer set that does no

o > Bl sign_in_text have a special name like png will be

o > I8 iconfb.png a node with only 'Rect Transform

without Image component in Unity.

i frame_bknd_fb_sliced.png

It can also have ‘@bounds’.

If there is no layer containing UI elements such as images in below or deep

hierarchy, that layer set is not included in the export target.



Text Layer

v Ba sign_in_text A layer set whose layer name ends

with text becomes a Text component

T Sign in with

in Unity. The text, font name, and

I @bounds font size of the text layer will be

read. In order to get the area, align,

layer set must include '@bounds'.

The text anchor is determined to be one of 9 depending on the positional
relationship between @bounds and the text layer. If it 1s an ambiguous position it

will not be reflected correctly.

Colored Layer

]
(o] border_color
L]

borders and backgrounds.

A layer whose layer name ends

with color becomes a filled Image

node in Unity. It is useful for

Pick color on the left top pixel

‘.

| forgot my password.

The color of the upper left pixel of the layer will be read.



However, if the upper left corner is
hidden in another layer, specify the
position to pick the color with the layer

named @color. It is an invisible layer
painted square like @bounds. One
pixel is sufficient for filling, but if it is larger than that, it will be the upper left

pixel.

PSD file for Parts
In the Ul parts, there are things you want to set 9 slices like rounded buttons, the
background you want to fill with a tiling pattern, and so on. If you set these in

Photoshop in advance, it can be reflected in Unity UI.

The PNG layer
. name should be the

Image in the PSD for 9slice same name as one Of
Image in the PSD for layout the PSD for the

layout. However, the

size 1s different. For example, 9 slice buttons are not as large as those for layout, so

make it smaller.

9slice

9 slice can be set by creating a layer

© [ frame_bknd_fb_sliced.png
I g |

L

o [~

named @slice. As in @bounds, it is an

@slice

@slice layer range in PSD sprite editor in Unity

10



invisible layer painted solid color, but the filling range is different.

Fill the center rectangular area delimited by two vertical and two horizontal lines

of the sprite editor in Unity.

Tile

© VI bknd_tiled.png

You can set tiles by creating a layer named

@tile. The way to make it is exactly the

same as @bounds, its name is just different.

Make JSON file

To export a JSON file for layout, open the PSD file for layout and open file menu
"File/Scripts/PSD To Mobile UI Layout". Then the script is executed and the JSON
file is exported to the same directory as the PSD file. "_layout" suffix is added to
the file name of the JSON file.

& PhotoshopCC i Ecit Image Layer Type Select Fiter 3D View Window
New... ®EN

Open... %0 Image Processor...

Browse in Bridge... X#EO Delete All Empty Layers

Open as Smart Object...

Open Recent »> Flatten All Layer Effects
Flatten All Masks

Close aBEwW

Close All N®w Script Events Manager...

Close and Go to Bridge... {O#®W L

Save %S Load Files into Stack...

Save As... 082S Load Multiple DICOM Files...
PSD To Mabile Ul Layout

Revert
Statistics...

Export >

Generate > Browse...

Share on Behance...

Search Adobe Stock...

Place Embedded... FOI‘ Sllce / Tile, SeleCt "PSD TO

Place Linked...

J— N Mobile UI Slice Tile". Suffix of
image Processor..

meort " | Delete Al Empry Layers JSON file is _slicetile ".

File Info... ol

Flatten All Layer Effects
Print... &P Flatten All Masks
Print One Copy LOBP

Script Events Manager...

Load Files into Stack...

Load Multiple DICOM Files...
PSD To Mobile Ul Slice Tile
Statistics...

Browse...

11



Create new scene in Unity
Bring assets into Unity

PNG files

1 Project - Prepare a folder for placing textures in Unity project.
| Create "| (=

> @l PSDToMobileUl

PNG files are in the folder with the suffix "- assets" in the same hierarchy as the

folder containing the PSD. Copy it to the texture folder.

| create | (@
Patn Guick Look  Action B

Login_Jeycut jsan _ PPSDToMobiIeUI
Login-assets lextures

2 Login.pad » bknd_tiled
Parts_slicetile.json
T - b [ frame_bknd_fb_sliced

I Parts.ped b frame_bknd_gray_sliced

» (0 frame_bknd_green_sliced
» [ frame_bknd_tw_sliced

Copy PNG for both "For layout' and 'For slice / tile'. Be careful that PNG for 'slice /

tile' is not overwritten by 'for layout' because it contains the same filename.

The PNG file name must be unique within the Unity project. Do not put textures

with the same name in different folders.

JSON files
Copy the JSON file for layout and slice/tile into the
'Assets/PSDToMobileUI/UserData’ of the Unity project.

12



e ————
f— SO | cresee -| (= EILY
- - ° | v  PSDToMobilell
. Login_layout.json » B Documents
| Login-assets > » il Editor
= . » Wl PhotoshopScripts
“| Login.psd + .
Parts_slicetile.json » B SamphePSD
.| Parts-assets " ::Swnli
I Parts.psd '-:‘: pts

= tnnnblhui_sﬂﬁ'lg

Font files
If you want to specify a font other than Arial for the font of the layout PSD text,
prepare a folder to put fonts in Unity and copy the font file.

» & BrushScriptStd.otf

» & CENSCBKTTF |-|—_:::JE|“(Q MEILY
(IIEGA —)> - v Fonts |
» & Chalkboard.ttc B CENTURY

» & ChalkboardSE.ttc e

By default, Assets / Fonts is a folder for fonts, but if you want to change to another

folder, change it with Basic Setting.

Basic Setting opens with the "Edit" button in the upper right of the main panel. Set
in the "Font Directory" of the "Font List" and save with "Save Setting" button.

If you put a font file in the font folder or press the “Search And Add To List”
button, font files will be automatically added to the “Font List”.

. Basic Setting S
| 2
¥ Font List
FontDirectory: Assetsf Fonts

| PSD to Mobile Ul
¥ Basic Setting

B T

—_—

Fonts In Project

13



|

[

The font name may differ from the font

name imported into Unity and the font

name in Photoshop. If there is a

difference, set the font name same as in Photoshop in the font list.

Adjust texture

Texture for Ul must be set the texture type “Sprite (2D and UID)”. If “Default

Behavior Mode” of “Editor Setting” is 3D, change the texture type.

,
! ¥ Texture

0 inspecior eI
. 10 Texture 2035 Import Settings @ &
[ Open | -
Texture Type [T —
Texture Shape i
Sprite Mode | Single #|
Facking Tag
Pixels Per Unit -

| Select Texture

[ Only Contains

the device.

Sliced [ Tiled Texture

Selected pSDf

Pixels Per Unit: 333.3333
[ Sliced [ Tiled

3333 O imspror | Seea RS
§ Tewture 204 Import Settings. @e

[ Select | (Bpeal
Taxiura Type
Texture Shepe ([ — |

Sprie Mode

e s ﬁ
A T T—

Selected PSD: - L —

- Extrude o ——e ]

GEESEETL B 2RRiEke - Fivot [ |
oo g iea Lo [t
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W bknd_tiled
frame_bknd_fb_sliced

frame_bknd_gre

frame_bknd_tw_slice
b jcon_emall
F icon_fb

b icon_password

Default
Hormal map
Editor GUI and Legacy GUI

Sprite (20 and L)
Cursor

Cookle

Lightmap

Single Channel

Adjust "Pixels Per Unit" value of the sprite so that

the 9slice and tile textures match the resolution of

In the pane of “Texture” / “Sliced
/ Tiled Texture”, select “Selected
PSD” and press “Select” button.
The corresponding texture in

the project is selected.

Confirm that the texture is
selected, and press the “Adjust”
button. The value of “Pixels Per



Unit” of the selected texture is updated.

Create Custom Game Screen
Create a game screen so that it looks the same as on the device. By pressing the
"Create" button on the “Custom Game Screen” pane, game screens suitable for the

devices registered in the Basic Setting is created.

¥ Custom Garme Screen
bd Optimize to Editor

| Adjust Carvas Scale |

Create Scene
In the PSD pane, select the PSD of the scene you want to create and press the

"Create Scene" button.

¥ PsD Crads SCans ¥ P50
Salacted PSDI “Login : I Selacted PSD: [ Login
ScaleType: | Inherit Basic &l ScaleType: | Inherit Basic
Pixel 5ize: 750 x 1334  Portrait Pixel Size: 750 x 1334  Portrait

e —

A new scene is created with the Ul parts arranged.

15



Shaded

Sign o f i
or

Email

[E} Password
Register

Log in

| forgot my password.

After scene creation

o Low Resolution Aspect Rarios

-

UNIPLUG Nexus5 (61 1x1086)
UHNIPLUG NexusS (1304x173 5

UNIPLUG iPhoneds (543xB14)
e

o Low Resolution Aspect Ratios

UNIPLUG Nexus$ (61 1x1086)
UHNIPLUG NexusS (1304x 17330
+ UNIPLUC iPhoneds {543xB14)

Register

| forgot my password.

iPhone4S

16

i= Hierarchy
| | Create '|

' VQLogin

Main Camera
Main Canvas
¥ container
bknd_tiled
border_color
forgot_password_text
login_text
» register_button
» cont_password
» cont_email
or_text
v cont_fb_tw
P cont_tw
v cont_fb
frame_bknd_fb_sliced
icon_fb
sign_in_text
logo
EventSystem

Looking at the automatically
generated scene, it looks like it
was completed. However, if you
switch the game screen to
another screen size device, you
can see the margin on a big
screen like Nexus9, and you
cannot display all the screen on a

small screen like iPhone4S.

Adjust the Rect Transform of the
UI part so that it looks good on

every device.



If you select a PSD layer in the main panel, the node with the same name in the

hierarchy of the scene is selected.

® Inspector Services e
Adjust Rect Transform with Inspector. We will do this for all | Jljo e m—nL
¥50  Rect Transform ("N
I | m e (T e 5122073
—— ¥ €l lain R [—mi
ScaleType: | inbent dasic 4] Nh!n e ¥ | Anchor Presets
¥ Main Canvas Shift: Also set pivot  Alt: Also set position
Pixel Size: 750 x 1334  Portrai % container center  right stretch
_)
b e Eaaarcalor 0] @ 5]
Fa sword_| [ 4
e e Jesswere et = (0] | [l [@] O]
g EBHEE =
necessary Ul parts. HENEGE
g
S ™ After the l ] ,

Rogtster

1 forgot my password

djust t, the UI will be visibl
- m adjustment, the UI will be visible
TR s properly on any device.
2

Nexus9 iPhone4S

Update design

Adjust position and scale of Ul parts
It is common for designs to be modified after creating scenes. If you want to adjust
the position and size, select the PSD layer and parts of the scene and press the

adjust button.

17



Add new Ul parts
If you want to add a new part, select the node you want to place the part from the

scene and press the add button on the PSD layer.

| create +| i= Hierarchy
pm

container

border_color

Other

Specify scale type and orientation for each scenes
If you want to set a scale type of a certain scene different from the basic setting,

select it individually from the PSD scale type.

18



Physical
Match Width
Match Height

Select Texture

'Select Texture' in the main panel is a tool to select texture in the project.

You can select only the textures used in the current scene or containing the

specified word in the name.

Scene Directory

Newly created scenes are saved in Assets / Scenes, but if you want to save them in

other directories, you can change the directory in ‘Scene Directory’ on Basic

Setting.

19



‘Optimize to Editor’ in Game Screen

Looking at 9 slices and

e _ ol _J
— —

tiling, there is a difference
Photoshop and on the game or or

This is related to measures to keep the resolution high in the game view. Originally

Physical Unit of Canvas is Points, but it is being adjusted as Millimeters.

If you set it to Points, 9 slices and tiling will look the same as Photoshop, but the
resolution on the editor will be low, making the layout work harder. For this reason

1t 1s set like this.

If you want to check the physical size of
the canvas as Points and check it on the
game screen, uncheck Optimize to

Editor and press the Create button to

¥ Custorm Game Screen '
(] Dptimize ta Editar

(At G S recreate the game screen.

P

Register

However, since the physical units of the

¥ Custorn Game Seraen

canvas do not match, press ‘Adjust Ep———"

]

GCreme | [ Deiete

S S—

Canvas Scale’ to adjust.

By the way, Physical Scale can be either
Points or Millimeters. It will be changed
to Points when it is executed on the

actual device by the component 'PTMCanvasAdjuster' added to the GameObject of

Canvas.

20



Ignore font names
If you want to specify the system font,
you can use Arial for English, but for

Ei
Q ;?:;Za:is no font named 'KozGoPréN-Regular' in this other languages, an error Wlll appear
Jl
because there is no font when creating
the scene.
| LI S—

Ignore Font Names In PSD

In Ignore Font Names in PSD of the basic

KozGoPréN-Regular

setting, register the font name you want to

skip the existence check, the error dialog will =)

not be displayed.

Open Main Panel

ant Help If you want to open the main panel again after
Minimize M closing, you can do it from 'Window / PSD to
Zoom

Mobile UT' in the menu bar of Unity.
Bring All to Front

Layouts >
PSD to Mobile Ul

Services #0
Scene 31

21
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