Getting Started

We recommend checking out the examples that DoozyUl Manager comes with to see the system in action by playing with some pre-assembled
use-cases.

The examples can be found under ‘Assets/Doozy/_Examples’.

m Runtime

To start using the system, open the UIMenu window, from the top toolbar,...
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...and search for a button to add to the current Scene.



) If aroot Canvas is not found, one will get automatically created and the newly created button will be added as a child.

) If a GameObject with a RectTransform is selected, the newly created button will be added as a child.

If an EventSystem is not found in the Scene, one will automatically get created when adding a new item from the UIMenu.



+ Event System

Make sure that the EventSystem in the Scene has the new Input System Ul Input Module, or you will get an error when trying to enter
Play Mode

Now enter Play Mode and test your button!

This was the first step and you've just learned how properly set up your Scene with the EventSystem and how to add an Ul element to the Scene
from the UIMenu.

Let's continue by answering the question: What are containers?


https://doozyentertainment.atlassian.net/wiki/spaces/DUI4/pages/1048936526
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