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Unity Screen Navigator (trong bai nay goi tat 1a USN) la thu vién cho screen transitions, transition
animations, transition history stacking, va quan ly screen trong uGUI cta Unity

- TAP TO START -

Téng quan

Tinh n?ng

e Tao pages, modals, tabs va chuyén dong cta ching mot cach dé dang va linh hoat.

e Quan ly screen va b nhd tir khi load cho dén khi destroy.

e Quy trinh tach biét véi cac animator cho cac hoat dnh chuyén d&i man hinh phuc tap.

e Thu vién dugc phan tach tét khong cé cac chic nang phu (vi du: thu vién GUI, may trang
thai).

e Va cac tinh nang tiéu chuan nhu history stacking va ngan chan nhap chudt trong qua trinh
chuyén dai.

Demo
Ban c6 lam theo nhiing budc sau dé chai thir

1. Clone repo
2. Mg va chay scene DemoEntryPoint
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Cai dat
Yéu c?u

e Unity 2021.3 hoac cao hon
e uGUI (khéng ho trg UIElements)

Cai 7?7t

Unity Package Manager

1. Mé Package Manager (Window > Package Manager).

2. Nhan nut (+) > Add package from git URL.

3. Nhap https://github. conl Har una-

K/ Uni t yScr eenNavi gat or . gi t ?pat h=/ Asset s/ Uni t yScr eenNavi gat or vVa nhan Add.

Sort: Mame 4 = Filters = Clear Filters

Add package from disk...

Add package from tarball...
Add package from git URL...

3D Game Kit - Environment Pack

Ch?nh s?a file Manifest

Mé& Packages/manifest.json va thém dong sau:

{
"dependenci es": {
"com harumek. uni tyscreennavi gator": "https://github.com Haruma-
K/ Uni t yScr eenNavi gat or . gi t ?pat h=/ Asset s/ Uni t yScr eenNavi gat or"
}
}

NE&u muodn cai phién ban khac thi thém sé phién ban vao cudi duong link (VD: #1.0.0)
https://github. conl Har uma- K/ Uni t yScr eenNavi gat or . gi t ?pat h=/ Asset s/ Uni t yScr eenNavi gat or #1. 0. 0

Chuyén man hinh co ban

Khai ni?m v? man hinh (screens) va chuy?n ti?p (transitions)
USN chia man hinh (screens) thanh 3 loai: Page, Modal va Sheet.
e Page la mot man hinh dugc chuyén déi theo trinh tu. (Nhin gidng cac screen)

o Khi chuyén tir Page A -» Page B. Page A sé dugc stack trong lich si. Va khi tir Page B
- Page A. Page A sé dugc hién thi lai véi trang thai khéng déi.
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e Modal la m6t man hinh dugc stack trong mét ciia window. (Nhin gidng popup)
o Khi né dugc hién thi. tat ca cac tuong tac ngoai trlr modal phia déu bi chan.

e Sheet dugc suir dung giéng nhu cac tab.
o Lich stir khdng quan ly sheet va chi cé moét sheet dugc hién thij cung Itc.
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e Cac screen c6 thé dugc 16ng vao nhau.
o Va khu vuc cia méi man hinh cé thé dugc chi dinh tu do (khéng bat budc full man
hinh).

SheetO1

T?0 page

Pé tao page. Pau tién, tao Page Container bang cach gan component PageContainer vao mét
GameObject bén trong Canvas. Pages sé hién thi fit véi container nén hay diéu chinh kich thudc
cho phu hop.

Tiép theo, tao Page bang cach tao gameObject mdi (tuong tng véi mot page) bén trong
PageContainer va thém component Page. BDat GameObject nay trong thu muc Resource véi tén bat
ky.
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Va goi PageCont ai ner. Push() V&i dudng dan Resources dé hién thi page.
Vi du cho push page dugc dat tai Asset s/ Resour ces/ Exanpl ePage. pref ab.

PageCont ai ner pageCont ai ner;

/1 Push the page nanmed "Exanpl ePage".
var handl e = pageCont ai ner. Push(" Exanpl ePage", true);

/1 Wait for the transition to finish.
yield return handl e;

/lawait handl e. Task; // You can al so use await.
//'handl e. OnTerminate += () => { }; // You can al so use call back.

Goi PageCont ai ner. Pop() dé€ deactive page va hién thi page trudc dé.

PageCont ai ner pageCont ai ner;

/'l Pop the active page.
var handl e = pageCont ai ner. Pop(true);

/1 Wit for the transition to finish.
yield return handl e;

Néu mudn bo qua mot trang nhat dinh khi goi Pop() . c6 thé tdt stacking history bang cach st dung
tham s6 tuy chinh.

T?0 modal

Tuong tu nhu tao page, dau tién tao mét Modal Container bang cach thém component
Modal Cont ai ner vao mét gameObject bén trong Canvas.

Nhin chung, cdc modal dugc thiét ké d€ che toan bd man hinh va chan céc click bang phéng nén
cla nd. Vi thé kich thudc RectTransform clla GameObject vé co ban phai dugc dat khép véi kich

thuéc man hinh.

Ti€p theo, tao Modal bang cdch thém component mwdal vao GameObject géc cia modal view. Game
Object g6c nay sé dugc diéu chinh dé fit véi kich thudc ciia Modal Container

Néu ban mudén tao modal cé margins, hdy tao mdt GameObject con vdi kich thudc nhé hon.



= Hierarchy
+ -

W9 Modalo1 { Scenes + Auto Save

Modal01

Dat Modal vao folder Resources vai tén bat ky.

Va goi Mvdal Cont ai ner. Push() vGi tham sé la dudng dan modal trong folder Resources dé hién thi
modal.

Vi du cho hién thi modal dat tai Asset s/ Resour ces/ Exanpl eMbdal . pref ab

Modal Cont ai ner nodal Cont ai ner;

/1 Push the nodal nanmed " Exanpl eMbdal ".
var handl e = nodal Cont ai ner. Push(" Exanpl eModal ", true);

/1 Wit for the transition to finish.

yield return handl e;

/lawait handl e. Task; // You can al so use await.

//handl e. OnTerm nate += () => { }; // You can al so use call back.
Dung Modal Cont ai ner. Pop() ?? deactive nodal va show nodal tr??c ?6.

Modal Cont ai ner nodal Cont ai ner;

/1 Pop the active nodal .
var handl e = nodal Cont ai ner. Pop(true);

/1 Wait for the transition to finish.
yield return handl e;

Chu y. Ban c6 thé thay d6i phong nén ctia modal néu mudn.

T?0 Sheet

Tuong ty nhu trén, dau tién thém component SheetContainer vao game object bén trong Canvas.
Hay can chinh kich thudc cla nd vi sheet sé dugc hién thi fit véi Canvas.
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Tiép theo, thém component Sheet vao game object goc cla sheet view. Dat game object nay vao
folder Resources véi tén bat ky.

GOi Sheet Cont ai ner. Regi ster() v3i duong dan trong folder Resources dé€ tao sheet. Sau khi dugc tao,
ban cé thé thay déi active sheet bang cach goi Sheet Cont ai ner. Show() . Khi d6, néu c6 mét sheet
dang hoat dong thi né sé bi deactive.

Vi du, hién thi sheet dat tai Asset s/ Resour ces/ Exanpl eSheet . pref ab.

Sheet Cont ai ner sheet Cont ai ner;

/1 Instantiate the sheet naned "Exanpl eSheet"
var registerHandl e = sheet Cont ai ner. Regi st er (" Exanpl eSheet");
yield return registerHandl e;

/'l Show the sheet naned "Exanpl eSheet"
var showHandl e = sheet Cont ai ner. Show( " Exanpl eSheet", fal se);
yield return showHandl e;

Luu y rang khi nhiéu sheet cé cung key dugc khdi tao bang phuong thic Regi ster() thi cac sheet
khéng dugc dam bao key. Trong truong hop nay, hdy st dung ID cla sheet thay vi key.

Sheet Cont ai ner sheet Cont ai ner;

/1 Instantiate the sheet naned "Exanpl eSheet" and get the sheet id.
var sheetld = 0;
var regi sterHandl e = sheet Cont ai ner. Regi st er (" Exanpl eSheet", x =>

{

sheetld = x.sheetld;

Ik

yield return registerHandl e;

/1 Show the sheet with sheetld.

var showHandl e = sheet Cont ai ner. Show( sheetld, false);
yield return showHandl e;

S dung Hide() d€ an mot sheet thay vi chuyén sheet khac.

Sheet Cont ai ner sheet Cont ai ner;

/1 H de the active sheet.
var handl e = sheet Contai ner. H de(true);

/1 Wait for the transition to finish.
yield return handl e;

Lam th? nao ?? ch? m?t qua trinh chuy?n ti?p hoan t?t?

Méi phuong thic (method) chuyén ti€p déu tra vé AsyncProcessHandl e. SUr dung déi tugng nay ban c6
thé doi cac chuyén ti€p x{r ly xong.

Ban c6 thé dung coroutines, phuong thiric bat déng bé, va callback

/1 Use coroutines
yi el d return pageCont ai ner. Push(" Exanpl ePage", true);



/1 Use async/ await
awai t pageCont ai ner. Push(" Exanpl ePage", true). Task;

/1 Use call back
pageCont ai ner. Push(" Exanpl ePage", true).OnTerm nate += () => { };

L?y m?t container b?ng static methods

Mbi container (PageCont ai ner /Modal Cont ai ner /Sheet Cont ai ner ) déu c6 cac phuang thic tinh dé c6 thé
lay duogc.

S dung Cont ai ner. of () ban c6 thé 1dy dugc cac container gan trén Transform/RectTransform gan
nhat.

var pageCont ai ner = PageContai ner. O (transform;
var nodal Cont ai ner = Mbddal Cont ai ner. Of (transfornj;
var sheet Cont ai ner = Sheet Contai ner. Of (transforn);

Ban cling cé thé dung thudc tinh Name trong Inspector cla container dé |ay container bang tén cua
nd. Trong truong hgp nay, st dung Cont ai ner. Fi nd() .

var pageCont ai ner = PageCont ai ner. Fi nd(" SonePageCont ai ner");
var nodal Cont ai ner = Mbdal Cont ai ner. Fi nd(" SoneMbdal Cont ai ner");
var sheet Cont ai ner = Sheet Cont ai ner. Fi nd(" SoneSheet Cont ai ner");

Animation chuyé€n man hinh

Cai ??t animation chung

Theo mac dinh, cé6 mdt animtion tiéu chuan cho méi loai man hinh.

Ban c6 thé tao mot class ké thira Transiti onAni mati onCbj ect d€ custom lai animtion. L&p nay c6 cac
thudc tinh va phuong thic dé€ khai bdo hanh vi ciia animation.

/1 Duration (sec).
public abstract float Duration { get; }

/1 Initialize.
public abstract void Setup();

/1 Define the state at this tine.
public abstract void SetTinme(float tine);

Tham khao SimpleTransitionAnimationObject dé€ biét cach trién khai chi tiét.

Sau dd, khdi tao ScriptableObject nay va gan nd vao uni tyScreenNavi gat or Set ti ngs. Néu chua c6
Uni t yScreenNavi gat or Set tings ban c6 thé tao Assets > Create > Screen Navigator Settings.
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viodal Backdrop Prefab Mone (Modal Backdrop)

Maone (Asset Loader Object)

Cai animation cho m?i man hinh
Ban cling cé thé cai dat animation khac nhau cho mo6i man hinh.
Mbi Page, Modal, va Sheet déu c6 thudc tinh Ani mat i onContai ner. Ban c6 thé gan animation vao do.

Shop Page (Script)

LIse Prefab Mame A

Animation Cantainer
Push Enter Animations
o

Element O

Partner P: |dentifier Regex

hono Behavic

ation Behawviour Mone (Transition Animation Behaviour)

Push Exit Animation:

Ban c6 thé thay d6i animation cia man hinh nay bang cach chon AssetType |a Scri pt abl ebj ect Va
gan Transi ti onAni mationGbject da tao & budc trén cho AnimationObject.

Ban cling cé thé sir dung MonoBehaviour thay cho ScriptableObject. Trong trudng hgp nay ban tao
mot 16p k& thira Transi ti onAni mat i onBehavi our .
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Xem Sinpl eTransi t i onAni mat i onBehavi our dé biét cach trién khai chi tiét.

Sau dé c6 thé setup tuong tu nhu trén. Chon AssetType la MonoBehaviour, gan
Transi ti onAni mat i onBehavi our VUa tao & trén vao Ani mati onBehavi our .

Thay ??i hi?u ?ng chuy?n c¢?nh d?a trén man hinh t??ng ?ng.

Vi du, khi vao man hinh A va thoat man hinh B, man hinh B dugc goi la “man hinh déi tdc” clia man
hinh A.

Néu ban nhap tén ctia man hinh déi tac cho thudc tinh bén dudi thi animation sé chi apply khi tén
nay trung khdp véi tén cia man hinh doi tac.

Shop Page (Script)
Use Prefab Mame As ldentifier

Animation dlnetr

Push Enter Animations

Size
El..||1'..|||r (i}
Partner Page Identifier Regex
W e WL U DS v i

on Behaviour Mane (Transition Animation Behaviour)

Fush Exit Animations
Pop Enter Animations

Pop Exit Animations

Mac dinh, tén cta prefab dugc s dung nhu tén man hinh.

NEu ban mudn dat tén cho nd. Hay bd tick UsePref abNaneAsl denti fier va nhap tén vao O Identifier.
Shop Page (Script)
Use Prefab Mame As ldentifier

Animation Containes

Ngoai ra, cac biéu thic chinh quy (regular expressions) c6 thé dugc sir dung cho
Part ner Pagel dent i fi er Regex. Va néu nhiéu animation dugc dat thi chdng sé dugc thuc hién tir trén
xuong.

Hi?u ?ng chuy?n ??i man hinh va th? t? v?
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Trong animation chuyén ti€p cida mo man hinh véi doéi tac cta né, thi tu vé c6 thé quan trong. Vi
du moét animation che mat man hinh déi tac.

NE&u ban muon control th tu nay hay st dung thudc tinh Renderi ngor der.

Shop Page (Script)

fab Mame As ldentifier

Trong qua trinh chuyén man hinh, man hinh dugc vé theo th( tu gidm dan cla gié tri nay.

T?0 animation chuy?n ti?p ??n gi?n
Ban c6 thé dung Sinpl eTransi ti onAni mati onCbj ect nhu mot trién khai don gian.
Ban c6 thé tao nd tir Assets > Create > Screen Navigator > Sinple Transition Animation. Sau d6 mot

ScriptableObject dugc tao tuong tu nhu hinh bén dudi. Ban cé thé tuy chinh cac thudc tinh trong
clra s6 Inspector.

After Alpha

Ban cling cé thé dung SimpleTransitionAnimationBehaviour nhu mét trién khai MonoBehaviour. N6
dugc st dung bang cach gan truc ti€p vao GameObject.
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Simple Transition Animation Behaviour (Script)

Duration
W pe Quartic Ease Out
Center
¥ 1
1

After Alpha

Giai thich cac thudc tinh

Property Name Description
Delay Delay truéc khi chay animtion (giay).
Duration Thoi gian animation (giay).
Ease Type Loai ease
Before Alignment Vi tri tuang d6i so vdi container trudc khi bat dau.
Before Scale Scale trudc khi bat dau.
Before Alpha Do trong subt trudc khi bat dau.
After Alignment Vi tri tuong déi so vGi container sau khi két thuc.
After Scale Scale khi két thuc.
After Alpha Do trong subt khi két thac.

Tri?n khai animation t??ng tac v?i man hinh ??i tac

Ban cling cé thé tao animation tham chi€u dén trang thai ciGa man hinh déi tac. Trong vi du dudi
day hinh anh cta modal truéc dé dugc phdng to trong trong khi chuyén ti€p lién mach sang modal
ti€p theo.

137315378-974395a8-f910-41a9-8e07-2964efded848.qif

DE trién khai nd, dau tién tao mot I6p ké thira tlr Transi ti onAni mati onCbj ect hodc
Transi ti onAni mati onBehavi our .

Sau dé, tham thiéu tdi thudc tinh Part nerRect Transformdé 18y man hinh déi tac.
Néu man hinh déi tdc khong ton tai Partner Rect TransformSé tra vé nul I .

Xem CharacterimageModalTransitionAnimation dé biét cach trién khai chi tiét.

T?0 animation v?i Timeline.

Ban c6 thé sir dung timeline dé€ tao animation. Chiing t6i khuyén ban nén s dung timeline cho
nhung animation phuc tap.
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137634258-135b454e-04b5-49e8-a87a-bfb6ede03f49.qif
PE trién khai, dau tién thém Ti nel i neTransi ti onAni mat i onBehavi our vao GameObject. Sau d6 gan

Pl ayabl eDi rector Va TinelineAsset cho cac thuoc tinh.

Timeline Transition Animation Behaviour (Script)

Director = Transitions (Playable Director)

imeline Asset & timeline_demo_page_home_push_enter (Timelinet &

O timeline_demo_page_home_pop_enter (Timeline)
(ETITE]

Wrap Mode MNone

Initial Time 0

Bindings

Cuoi cUng, gén Ti mel i neTransi ti onAni mat i onBehavi our VA0 Ani mat i onCont ai ner .
Animation Containet

Plsh Enter Animations

Partner Page |dentifier Regex

Aceat Tune Mann Behaviour v

Animation Behaviour B Transitions (TimelineT ransitionAnimationBehavia &

Push Exit Animations

Ngoai ra, ching t6i dé xuat ban sir dung uni t yul Pl ayabl es d€ tao uGUI animation véi Timeline.
113313016-cf9afe80-9345-11eb-9aa9-422c53b5a3f8.gif

Cac su kién vong doi (Lifecycle
Events)

S? ki?n vong ??i c?a page

usi ng System Col | ecti ons;
usi ng Uni tyScreenNavi gator. Runti ne. Cor e. Page;

public class SonmePage : Page

{
/1 Called just after this page is |oaded.

public override | Enunerator Initialize() { yield break; }
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/1 Called just before this page is rel eased.

public override | Enunerator Cl eanup() { yield break; }

/] Called just before this page is displayed by the Push transition.
public override | Enumerator W1 | PushEnter() { yield break; }

/1 Called just after this page is displayed by the Push transition.
public override void DidPushEnter() { }

/1 Called just before this page is hidden by the Push transition.
public override | Enunerator W1l PushExit() { yield break; }

// Called just after this page is hidden by the Push transition.
public override void D dPushExit() { }

/'l Called just before this page is displayed by the Pop transition.
public override | Enumerator W/ | PopEnter() { yield break; }

/1 Called just after this page is displayed by the Pop transition.
public override void D dPopEnter() { }

// Called just before this page is hidden by the Pop transition.
public override | Enunerator WIIPopExit() { yield break; }

/1 Called just after this page is hidden by the Pop transition.
public override void D dPopExit() { }

Ban ciing c6 thé dang ky thém su kién bang Page. AddLi f ecycl eEvent s() nhu sau.

/'l |1 PageLifecycleEvent is the interface that has lifecycle events described above.
/'l You can specify the execution priority with the second argunent.

/1 Less than 0: executed before Page |ifecycle event.

/1l  Greater than 0: executed after Page |ifecycle event.

| PagelLi f ecycl eEvent 1ifecycl eEvent|npl;

Page page;

page. AddLi fecycl eEvent (li fecycl eEventInpl, -1);

/1 1t is also possible to register only sone |ifecycle events as follows.
| Enunerat or OnW I | PushEnt er ()
{
/1 Sone code.
yi el d break;
}
page. AddLi f ecycl eEvent (onW | | PushEnter: OnW | | PushEnter);

Va ban cling c6 thé méc n6i cac su kién tlir container bang cach chuyé&n mot object trién khai
interface I PageCont ai ner Cal | backRecei ver t3i PageCont ai ner. AddCal | backRecei ver () .

public interface |PageContai nerCal |l backRecei ver

{
/'l Called just before the Push transition is executed.
voi d Bef orePush(Page enterPage, Page exitPage);
/1 Called just after the Push transition is executed.
voi d AfterPush(Page enterPage, Page exitPage);
/1 Called just before the Pop transition is executed.
voi d Bef orePop(Page ent er Page, Page exitPage);
/1 Called just after the Pop transition is executed.
voi d AfterPop(Page enterPage, Page exitPage);

Chd y néu ban trién khai | PageCont ai ner Cal | backRecei ver V3i MonoBehavi our va gan nd vao
GameObject cla container, n6 sé dang ky véi PageContainer ma khéng can goi
PageCont ai ner. AddCal | backRecei ver ().

Cac s? ki?n vong ??i c?a Modal



Bang cach ghi dé cac phuong thidc dudi day trong class ma ké thira 16p Modal. Ban cé thé viét lai
cac xu ly lién quan dén vong doi ciia modal.

using System Col | ecti ons;
usi ng Uni tyScreenNavi gat or. Runti nme. Cor e. Modal ;

public class SoneModal : Mbodal

{
// Called just after this nodal is |oaded.
public override | Enunerator Initialize() { yield break; }
/1 Called just before this nodal is rel eased.
public override | Enunerator Cl eanup() { yield break; }
/1 Called just before this nodel is displayed by the Push transition.
public override | Enumerator W/ I PushEnter() { yield break; }
/1 Called just after this nodal is displayed by the Push transition.
public override void DidPushEnter() { }
/] Called just before this nodal is hidden by the Push transition.
public override | Enunerator Wl PushExit() { yield break; }
/1 Called just after this nodal is hidden by the Push transition.
public override void D dPushExit() { }
// Called just before this nodal is displayed by the Pop transition.
public override | Enunerator W1 | PopEnter() { yield break; }
/1 Called just after this nodal is displayed by the Pop transition.
public override void D dPopEnter() { }
/1 Called just before this nodal is hidden by the Pop transition.
public override | Enumerator W1 I PopExit() { yield break; }
/] Called just after this nodal is hidden by the Pop transition.
public override void DidPopExit() { }

}

Ban cling cé thé dang ky thém cac su kién vdi Mdal . AddLi f ecycl eEvent s()

/1 1 Mbdal Li fecycl eEvent is the interface that has |ifecycle events described above.
/'l You can specify the execution priority with the second argunent.

/1 Less than 0: executed before Mddal |ifecycle event.
/'l  Greater than 0: executed after Mdal |ifecycle event.
| Modal Li fecycl eEvent |ifecycl eEvent!npl;

Mbdal nodal ;

Mbdal . AddLi fecycl eEvent (Iifecycl eEvent|lnpl, -1);

/1 1t is also possible to register only sone |ifecycle events as follows.
| Enunerat or OnW I | PushEnt er ()
{

/1 Sonme code.

yi el d break;

}
nodal . AddLi f ecycl eEvent (onW | | PushEnter: OnW | | PushEnter);

Va ban cling c6 thé méc n6i cac su kién tlir container bang cach chuyé&n mot object trién khai
interface I Mbdal Cont ai ner Cal | backRecei ver t&i Modal Cont ai ner. AddCal | backRecei ver ().

public interface | Mdal Contai nerCal | backRecei ver

{
/1 Called just before the Push transition is executed.
voi d BeforePush(Mdal enterMdal, Mdal exitMdal);
/1 Called just after the Push transition is executed.
voi d AfterPush(Mdal enterMdal, Mdal exitMdal);
/1 Called just before the Pop transition is executed.
voi d Bef orePop(Mbdal enterMdal, Mdal exitMdal);
// Called just after the Pop transition is executed.
voi d AfterPop(Mdal enterhMdal, Mdal exitMdal);



Chi y rang néu ban trién khai I Modal Cont ai ner Cal | backRecei ver cho mdt MonoBehavi our Va gan né vao
GameObject ctia Container, né sé dugc dang ky véi ModalContainer ma khong can goi
Modal Cont ai ner. AddCal | backRecei ver ().

Cac s? ki?n vong ?7?i c?a Sheet

Tuang ty nhu trén ban c6 thé ghi de cac phuong thic sau cla I16p Sheet d€ viét lai cac xt ly lién
guan dén vong dai cla Sheet.

using System Col | ecti ons;
usi ng Uni tyScreenNavi gat or. Runti me. Cor e. Sheet ;

public class SoneSheet : Sheet

{
// Called just after this sheet is |oaded.
public override |Enunerator Initialize() { yield break; }
/1 Called just before this sheet is rel eased.
public override | Enunerator Cl eanup() { yield break; }
/1 Called just before this sheet is displayed.
public override | Enunerator WIIlEnter() { yield break; }
/1 Called just after this sheet is displayed.
public override void DidEnter() { }
/1 Called just before this sheet is hidden.
public override | Enunerator WIIExit() { yield break; }
// Called just after this sheet is hidden.
public override void DidExit() { }

Ban cling cé thé dang ky thém su kién véi Sheet . AddLi f ecycl eEvent s() .

/'l | SheetLifecycleEvent is the interface that has lifecycle events described above.
/1 You can specify the execution priority with the second argunent.

/1 Less than 0: executed before Sheet |ifecycle event.

/1l  Geater than 0: executed after Sheet |ifecycle event.

| Sheet Li f ecycl eEvent |ifecycl eEvent ! npl;

Sheet sheet;

Sheet . AddLi fecycl eEvent (Ii fecycl eEventInpl, -1);

/1 1t is also possible to register only sone |ifecycle events as follows.
| Enunerator OnW | | Enter ()
{
/1 Sone code.
yi el d break;
}
sheet. AddLi f ecycl eEvent (onW | | Enter: OnWI | Enter);

Va ban cling c6 thé mdc n6i cac su kién tlir container bang cach chuyé&n mot object trién khai
interface | Sheet Cont ai ner Cal | backRecei ver tdi Sheet Cont ai ner. AddCal | backRecei ver () .

public interface | SheetContai nerCal | backRecei ver

{
/1 Called just before the Show transition is executed.
voi d Bef oreShow( Sheet enter Sheet, Sheet exit Sheet);
// Called just after the Show transition is executed.
voi d AfterShow( Sheet enterSheet, Sheet exit Sheet);
/1 Called just before the Hide transition is executed.



voi d Bef oreH de( Sheet exit Sheet);
/1 Called just after the Hide transition is executed.
voi d AfterH de(Sheet exitSheet);

Va néu ban trién khai | Sheet Cont ai ner Cal | backRecei ver VGi MonoBehavi our va gan né véi GameObject

cUa container thi né cling sé dugc dang ky véi SheetContainer dé6 ma khoéng can goi
Sheet Cont ai ner . AddCal | backRecei ver () .

S? d?ng ph??ng th?c async thay cho coroutines

Ban c6 thé sir dung phuang thirc bat dong bo thay cho coroutines dé dinh nghia céc su kién vong

doi nhu bén dudéi.

usi ng System Threadi ng. Tasks;
usi ng UnityScreenNavi gator. Runti ne. Cor e. Page;

public class SonmePage : Page

{
/'l Using asynchronous nethods to define lifecycle events
public override async Task Initialize()

{
awai t Task. Del ay(100);

}

Dé sir dung phuang thic bat dong b, hay thém Scripting Define Symbols nhu sau.

e Player Settings > Other Settings > Scripting Define Synbols
e Thém USN USE_ASYNC METHODS

Load Screen Resource

Thay ??i ph??ng th?c load man hinh

Nhu da néi & trén, mac dinh thi cdc man hinh sé dugc dat trong folder Resources nhu mot Prefab.

Néu ban mudn thay d6i phuong thic tai. Dau tién hay tao Scriptalbe Object ké thira
Asset Loader Obj ect . Asset Loader Obj ect la mOt trién khai cla 1 Asset Loader va cd phuong thic sau.

/'l Load the resource indicated by the key.
public abstract AssetlLoadHandl e<T> Load<T>(string key) where T : Object;

/1 Asynchronously | oad the resource indicated by the key.
public abstract AssetlLoadHandl e<T>

/'l Rel ease the resource indicated by the handl e.
public abstract void Rel ease(AssetLoadHandl e handl e);

Xem thém ResourcesAssetLoader dé biét chi tiét cach trién khai.



Sau khi tao, gan né vao thudc tinh Asset Loader cUa UnityScreenNavi gat or Set ti ngs.
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Ban cd thé tao unityScreenNavi gat or Set ti ngs tlr Assets > Create > Screen Navigator Settings.

Ban cling cé thé& cai I Asset Loader cho moi container bang cach set thudc tinh Asset Loader cho mai

Cont ai ner.

S? d?ng Addressable Asset System

Mot trién khai cla IAssetLoader cho Addressable Asset System dugc cung cap mac dinh. Néu ban
muon load man hinh véi address. Thuc hién cac budc sau:

e Chon Assets > Create > Resource Loader > Addressable Asset Loader
e GAn Scriptabl etvj ect vira dugc tao vao thudc tinh Asset Loader cUa
Uni t yScreenNavi gat or Set ti ngs.

T?1 ??ng b? (Load synchronously)

Ban c6 thé truyén gia tri fal se cho tham s6 I oadAsync ca mdi phuong thic chuyén ti€p cua
container dé tai déng bd cac man hinh.

Vi du, PageCont ai ner. Push() c0 thé dugc viét nhu sau:

PageCont ai ner cont ai ner;

/1 Load synchronously.
var handl e = contai ner. Push("FooPage", true, |oadAsync: false);

/1 Wait for the end of the transition aninmation.
yield return handl e;
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Ngoai ra ban cling c6 thé khéi tao né trong cuing frame vdi 1énh goi phuong thdc chuyén déi bang
cach str dung callback onLoad.

PageCont ai ner contai ner;

/1 Load synchronously and receive the call back after | oading.
var handl e = contai ner. Push("FooPage", true, |oadAsync: false, onLoad: x =>

{
/1 Initialize page. (Called in the same frane as Push)
X. page. Setup();

1)

/1 Wait for the end of the transition aninmation.
yield return handl e;

Cha y néu ban s dung Addressabl eAsset Loader va tai dong b6, thi ban can st dung Addressable
phién ban 1.17.4 hoac cao hon.

Ngoai ra, day la mot s6 canh bo vé hiéu nang khi si dung Addressable Addressable’s
specifications (trong truong hop s dung Addressable cluing véi tai dong bd).

T?i tr?7?c

Page va modal chi dugc tai sau khi mét chuyén ti€p man hinh dugc dugc goi. Khi tai mot tai nguyén
I6n né cé thé mat nhiéu thoi gian lam chuyén ti€p khéng con mugt.

Trong truong hgp dé, viéc tai trudce tai nguyén la rat hiru ich.
Dudéi day la vi du tai truéc véi PageContainer.

const string pageNane = "FooPage";
PageCont ai ner cont ai ner;

/'l Prel oad FooPage.
var prel oadHandl e = cont ai ner. Prel oad( pageNane) ;

/1 Wait for the end of the prel oading.
yield return prel oadHandl e;

/1 Transition snoothly because FooPage has been prel oaded.
cont ai ner. Push(pageNane, true);

/'l Rel ease the prel oaded FooPage.
cont ai ner. Rel easePr el oaded( pageNan®) ;

Xem thém HomePage in demo dé biét cach trién khai chi tiét.
Khi Home dugc khdi tao. Shop cling dugc load va destroy cung Iuc.

Cac tinh nang khac

?0ng nhi?u man hinh cung luc



Trong PageCont ai ner vVa Mbdal Cont ai ner, ban cé thé déng nhiéu man hinh cung IGc. D€ lam vay hay
chi dinh s6 man hinh can déng trong tham sé th 2 clia PageCont ai ner. Pop() hodc
Mbdal Cont ai ner. Pop() .

PageCont ai ner pageCont ai ner;
pageCont ai ner. Pop(true, 2);

Modal Cont ai ner nodal Cont ai ner ;
nodal Cont ai ner. Pop(true, 2);

Ban ciing c6 thé chi dinh Pagel D hodc Mdal I D. Pagel D va Mbdal I D cé thé dugc |dy bang cach s dung
ham callback onLoad cla Push() nhu sau

PageCont ai ner pageCont ai ner;
pageCont ai ner. Push("f ooPage", true, onLoad: x =>

{

var pageld = x. pagel d;

1)

Mbdal Cont ai ner nodal Cont ai ner;
nodal Cont ai ner. Push("fooMdal ", true, onLoad: x =>

{

var nodal I d = x. nodal I d;

1)

Ngoai ra ban c6 thé& chi dinh bat ki ID nao bang céch chi dinh tham sé pagel D hodc nodal I D clla ham
Push()

PageCont ai ner pageCont ai ner;
pageCont ai ner. Push("fooPage", true, pageld: "M/Pagel D");

Modal Cont ai ner nodal Cont ai ner;
nodal Cont ai ner. Push("fooMdal ", true, nodalld: "M/NMdallD");

Doi véi cac page hoac modal bi bd qua khi ddng nhiéu man hinh. Cac su kién vong doi truéc va sau
khi chuyén ti€p sé khéng dugc goi. Chi su kién trudc khi destroy dugc goi.

Trong PageCont ai ner, animation clia cac page bi bd qua sé khéng chay.

Trong Modal Cont ai ner, animation khi déng cac modal bi bd qua sé dugc phat déng thaoi.

Khong stack page trong I?ch s?
D6 la mot s6 page ma ban khdng mudén quay lai, vi du nhu man hinh loading.

Trong truong hop nay, ban cé thé chan page stack trong lich st bang céch khai béo false cho tham
SO stack trong ham PageCont ai ner. Push() .

Phién ban nay cla page sé bi huy sau khi chuyén sang page ti€p theo nén do dé bi bé qua khi quay
tré lai.
PageCont ai ner cont ai ner;

/1 Transition to FooPage w thout stacking it in the history.
yield return container. Push("FooPage", true, stack: false);



/1 Transition to BarPage, and FooPage is di sposed.
yield return container. Push("Bar Page", true);

/1 \When Pop, it does not back to FooPage, but to the page before it.
yield return container. Pop(true);

Xem thém TopPage in demo dé biét cach trién khai chi tiét.
Chuyén sang page loading ma khéng can stacking.

Thay ??i phéng n?n c?a modal

Theo mac dinh, phéng nén la mét man hinh den trong suét. Ban c6 thé thay déi né trong settings.

DE thay dG6i né ban can thém component Mdal Backdrop cho phéng nén ciia modal va kéo né thanh
Prefab.

Sau dé, gan prefab nay nhu mét phéng nén ciia modal.
DE thay déi phong nén cla ca (ng dung, hdy gan nd vao Mdal Backdr opPrefab trong
Uni t yScreenNavi gat or Set ti ngs.

© Inspector L Project Settings
6} UnityScreenNavigatorSettings

Addressable

Sheet Enter Animation None (Transition Animation Object)
Sheet Exit Animation None (Transition Animation Object)
Page Push Enter Animation None (Transition Animation Object)
Page Push Exit Animation None (Transition Animation Object)
Page Pop Enter Animation None (Transition Animation Object)
Page Pop Exit Animation None (Transition Animation Object)
Modal Enter Animation None (Transition Animation Object)
Modal Exit Animation None (Transition Animation Object)

©
©
©
©
©
©
©
©
O]
fa\

Modal Backdrop Enter Animation None (Transition Animation Object)

MAAdal RBamrlAran Evit Animatinn

©®

Modal Backdrop Prefab None (Modal Backdrop)

C

Asset Loader None (Asset Loader Object)
Enable Interaction In Transition v

Ban cling c6 thé& dat phdng nén cho mbi Mdal Cont ai ner bang cach gan prefab vao
Overri deBackdropPrefab clia mdi Modal Cont ai ner .

?0ng modal ?ang hi?n th? b?ng cach click vao phong n?n.

Mac dinh, phong nén khéng thé click.
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Néu ban muon déng modal khi click vao phéng nén, dau tién hay tao moét phong nén méi thay cho
phéng nén mac dinh theo cac budc trén.

Sau do, check ¢ oseMbdal Wiend i cked trong component Mvdal Backdr op.

Modal Backdrop (Script)

Animation Co

Cho phép t??ng tac khi ?ang chuy?n man hinh.

TU khi bat dau cho dén khi két thdc chuyé&n man hinh, moi tuong tadc déu bj vé hiéu hoa.

Ban c6 thé thay d6i settings nay bang cach thay d6i thudc tinh Enabl el nteractionl nTransition va
Control I nteractionsCf All Containers CUa UnityScreenNavi gator Settings. Mac dinh,

Enabl el nteractionl nTransition la fal se va Control I nteracti onsOf Al | Containers la true.

DEé cho phép tuong tac khi chuyén man hinh, set Enabl el nteractionl nTransition thanh true. Va néu
ban mudn v6 hiéu hoa chi véi container hién tai dang chuyén, hay gilr nguyén
Enabl el nteractionl nTransition |a fal se va set Control I nteracti onsCf Al | Cont ai ners thanh fal se.

Animatio
Anim
Animatio

Anima

Animat

Animatio

Tuy nhién, khong thé chuyén sang mot man hinh khac khi dang chuyén trong moét container. Do dé
hay ki€m soét thai gian chuyén déi mot cach thich hgp néu ban bat tuong tac.

T?t mask cho container

Mac dinh, mot phan cla man hinh bén ngoai container bi che di.
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Né&u ban mudn hién thi man hinh bén ngoai container disable component Rect Mask2D cUa
GameObject container.

Sheet Container (Script)

L?y thdng tin c?a animation ?ang ch?y

Ban cé thé lay thoéng tin cla animation dang chay ti cac thudc tinh cla I&p Page, Mdal , Sheet .

Thudc tinh Mo ta
IsTransitioning C6 dang trong qua trinh chuyén man hinh hay khéng.
TransitionAnimationType Loai animation, néu khéng cé hiéu ing chuyén sé tra vé
null
TransitionAnimationProgress Tién trinh cdia animation.
TransitionAnimationProgressChanged Su kién khi ti€ng tinh cta animation thay dai.

S? dung Prefab ?& load khi t?i man hinh.

Pr el oadedAsset Loader Obj ect cho phép ban tdi truc ti€p cac prefab da duoc tai trudc thay vi sit dung
Resource hodc Addressable khi tai cdc man hinh. Ban c6 thé sir dung bang cach nhap key va prefab
vao ScriptableObject tao tlr Assets > Create > Resource Loader > Prel oaded Asset Loader.
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Asset Mame

i BarPage

Asset Mame

i BazPange

T6i cling da cung cap tri€n khai Prel oader Asset Loader cho runtime.

Thay ?7?i hanh vi c?a phong n?n.

Ban c6 thé hay d&i hanh vi ca phéng nén bang cach thay d6i BackdropSt rat egy tir Modal Cont ai ner .

Gia tri M6 ta
Generate Per Modal Tao mét phdng nén cho méi modal.
Only First Backdrop Tao mét phong nén cho modal dau tién va khong thém

phéng nén cho bat ky modal nao tiép theo.

Change Order Before Animation Thay d6i thir tu render cta phdong nén dau tién dugc tao va
str dung lai né khi tao modal th( 2. (Biéu chinh th tu
render trudc animation)

Change Order After Animation Thay d6i thir tu render cta phdong nén dau tién dugc tao va
str dung lai né khi tao modal thi 2. (Biéu chinh th tu
render sau animation)

FAQ

Lam sao ?? t?0 screen v?i Scene thay vi Prefab?

Ban c6 thé tai man hinh dugc dat trong Scene bang cach trién khai Asset Loader . Trién khai interface
I Asset Loader dé€ tai Scene chta man hinh dugc yéu cau va tré vé GameObject cia man hinh. Xem
Thay déi phuong thirc load man hinh dé biét thém chi tiét.
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Lam sao ?? tach bi?t view va logic?

Tham khao blog sau (viét bang ti€éng Nhat)
https://lightll.hatenadiary.com/entry/2022/01/11/193925.

Lam sao ?? chuy?n data gi?a cac man hinh?

Dau tién, trong mot vi du, data dugc chuyén dén man hinh khi demo scene dugc tai xong.

UnityScreenNavigator/Assets/Demo/Scripts/CharacterModal.cs

Tuy nhién, c6 nhiéu cach dé truyén dir liéu. Vi du cé thé ban mudén sit dung mot DI Container
(Dependency Injection) dé€ set data. Do dé thu vién nay khong trién khai hoac ap dat mot cach cu
thé nao?

Lam sao ?? tai s? d?ng page va modal?
Dbéng mét page hoac modal sé ngay lap tic destroy ching va khéng thé tai sir dung.
Ban chat clla mong mudn tai s dung cé thé chia thanh 2 loai sau:

e Kh6ng mubn tai lai tai nguyén mai lan.
e Muén duy tri trang thai cia man hinh.

Trong truong hop nay, van dé thoi gian tai cé thé dugc giadi quyét bang tai trudc. Doi véi viéc duy tri
trang thai, d€ dé bao tri, trang thai va giao dién nén dugc tach roi dé cé thé dugc tai tao.

Ngoai ra, nhin chung, tir quan diém ngudi dung, chuyén déi man hinh kiéu tab la ki€u nén gilr
nguyén trang thai. Trong thu vién nay cling vay, trang thai luén dugc bdo toan gilra cac Ian chuyén
doi Sheet dé trién khai cac tab. Xem tao sheet dé biét thém chi tiét.

Va cubi clung néu tai sir dung, ngudi dung co thé sé can tu quan ly vong doi. Néi cach khéc, khi
khong can thiét nira ngudi dung phai goi ham Cleanup dé huy cac instance va don dep bd nhd.

n ~ 75
Giay pheép
Phan mém nay dugc phat hanh theo gidy phép MIT License.

Ban c6 thé tu do s&r dung trong pham vi cla giay phép.
Tuy nhién, cac thong bdo ban quyén va gidy phép sau day phai dugc bao gom khi s dung.

https://github.com/Haruma-K/UnityScreenNavigator/blob/master/LICENSE.md
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