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Other functions
Descripcion

Description

Allows to show the list of scenes, layers, sorting layers, tags or a layer mask with a popup.

Reference

Mane

Default
Default

Vertical

Mathing

Option

Harizontal

Enable — Enable or disable the selected colliders.

Convex — Enable or disable the Convex property. Only for MeshCollider.

Is Trigger — Enable or disable the Is Trigger property.

Used By Effector — Enable or disable the Used By Effector property. Only for 2D Collider.
Affect Children — Enable or disable the properties of the colliders of the childs from the selected
gameobject.

Use

In this example you can see the use.
[ CustonEditor(typeof (EditorUilitiesSanpl eScript))]

[ CanEdi t Mul ti pl eCbj ect s]
public class EditorUtilitiesSanpleScriptEditor : UnityEditor. Editor

{
private SerializedProperty _scenelLi stProperty;
private SerializedProperty _tagLi stProperty;
private SerializedProperty _|ayerListProperty;

private SerializedProperty _inputlList;
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private SerializedProperty _sortinglLayerlListProperty;

private SerializedProperty _|ayerMask;

voi d OnEnabl e()

{ _scenelLi stProperty = serializedObject.Fi ndProperty("scenes");
_tagListProperty = serializedCObject. FindProperty(" _tag");
_layerListProperty = serializedObject. FindProperty("layer");
_sortinglLayerListProperty = serializedObject. FindProperty("sortinglLaye
_inputList = serializedQObject.FindProperty("inputList");

| _layerMask = serializedQObject. FindProperty("layerMask");

?Ubl ic override void OnlnspectorGU ()

serializedObject. Update();

CGFEditorUtilitiesd ass. Bui |l dScenelLi st (" Scenes", _sceneli stProperty);
CGFEditorUtilitiesd ass. Buil dTagLi st (" Tags", _tagListProperty);
CGFEditorUilitiesC ass. Buil dLayerLi st("Layers", _layerlListProperty);
CGFEditorUtilitiesC ass. Buil dSortingLayers("SortingLayers”, _sortinglLa
CGFEditorUtilitiesd ass. Buil dl nputList("lnput List", _inputlList);
CGFEditorUtilitiesd ass. Buil dProperty(_I| ayer Mask;

if (serializedObject.targetCbject !'= null)
{

}

serializedObj ect. Appl yModi fi edProperties();



