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Locking properties
Descripcion

Description

Allows enable or disable fields from inspector according to a float value.

Every property construction method has an overload with two additional parameters to add float value
that enable or disable the field.

Reference

Toggle Float

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

In this example each method to build properties receives a “_LockingFloat” variable as a parameter that
lock other property.

public class CGFSanpl eMvaterial Editor : CG-Materi al Edi tord ass
{

Mat eri al Property _Locki ngFl oat ;

Mat eri al Property _Fl oat;

public override void OnEnabl e()

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

}
private void GetProperties()

_Locki ngFl oat = Fi ndProperty(" _Locki ngFl oat");
_Float = FindProperty(" _Float");
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public override void I nspectorGU ()

CG-Material EditorUtilitiesd ass. Buil dFl oat ("Locking Float", "Locking F
CG-MWaterial EditorUtilitiesC ass. Buil dFloat("Float", "Float", _Float,



