CHLOROPLAST GAMES & AZURITE TECHS DOCUMENTATION

Fold out

Descripcion

Description

Boolean value that manages if the objects inside the Fold Out must be shown or not. Has two variants:
Fold out (regular) and Fold out header group.

Reference

Fald Out Header Group
Fold Out Header Group With Toggle Float Enable

Fold Out Header Group With Keyword Enable

Fold Out

Fold Out With Toggle Float Enable

Fold Out With Keyword Enable

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
gameobiject.

Use

As the FoldOut boolean value in the inspector is selected, it changes its value to show or not the
objects that contains.

Fold out (regular)

public class CGFSanpl eMaterial Editor : CG-Materi al EditorC ass

{
private bool _fol dQut;

Mat eri al Property _Float;

public override void OnEnabl e()
{
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}

base. OnEnabl e() ;
Cet Properties();

}
private void GetProperties()

_Float = FindProperty(" _Float");
}

public override void OnlnspectorGU ()
{

_foldQut = CG-Material EditorUtilitiesd ass. Buil dFol dQut ("Fold Qut™"

if (_fol dout)
{

CG-Material EditorUtilitiesd ass. Buil dFl oat ("Float", "Float.",

Fold out header group

public class CGSanpl eMvateri al Edi t or

{

private bool _fol dOutHeader G oup;
Mat eri al Property _Fl oat;

public override void OnEnabl e()

base. OnEnabl e() ;
Get Properties();

}
private void GetProperties()

_Float = FindProperty(" _Float");
}

public override void OnlnspectorGU ()

f (_fol dOut Header G oup)

[
{
}
}

CG-wvaterial EditorUtilitiesd ass. Buil dFl oat ("Fl oat ™,

CG-Wvat eri al Edi t or Cl ass

{
_fol dQut Header G oup = CGFMaterial EditorUilitiesd ass. Bui | dFol dCut Header G

"Float.", _Float);



