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optimized graphics across a wide
range of platforms. URP also
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integrated post-processing
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using UnityEditor;
using UnityEditor.UIElements;
using UnityEngine;
using UnityEngine.UIElements;

LCustomEd1itor (typeof(MyComponent))]
public class MyComponentUIElements :
{
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public override VisualElement CreatelnspectorGUI() // @

{
VisualElement root = new VisualElement();

// ©

var visualTree = AssetDatabase.lLoadAssetAtPath<VisualTreeAsset>("Assets/Editor/ 2

/1 ©

MyUIElementsWindow.uxml");

VisualElement uielementsWindowUxml = visualTree.Instantiate();

var styleSheet = AssetDatabase.LoadAssetAtPath < StyleSheet >("Assets/Editor/ 2

MyUIElementsWindow.uss"); // O

uielementsWindowUxml.styleSheets.Add(styleSheet);

/1 O

root.Add(uielementsWindowUxml);

/I @

return root;
b

// ©
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