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Stencil settings

Descripcion

Description

Show stencil settings of the shader.

Reference

Stencil Settings

Mask

vare Function

tencil Mask

Stencil Reference — Edit the settings of the reference property.

Stencil Read Mask — Edit the settings of the read mask property.

Stencil Write Mask — Edit the settings of the write mask property.

Stencil Compare Function — Edit the settings of the compare function property.
Stencil Pass Operation — Edit the settings of the pass operation property.
Stencil Fail Operation — Edit the settings of the fail operation property.

Stencil ZFail Operation — Edit the settings of the zfail operation property.
Show Stencil Mask — Show the stencil mask.

Stencil Color Mask (RGBA) — Color of the stencil mask.

Use

Select a gameobject or prefab or multiple gameobjects and prefabs with a collider or multiple colliders
of the same type to to change their collider properties.

public class CG-Sanpl eMaterial Editor : CG-Materi al Edi torC ass
{

Mat eri al Property _Stencil Ref erence;

Mat eri al Property _Stencil ReadMask;

Mat eri al Property _Stencil WiteMask;
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Mat eri al Property _Stencil Conpar eFuncti on;
Mat eri al Property _Stencil PassQperati on;
Mat eri al Property _Stencil Fail Operati on;
Mat eri al Property _Stencil ZFai |l Qperati on;
Mat eri al Property _ShowSt enci | Mask;

Mat eri al Property _Stencil Col or Mask;

public override void OnEnabl e()

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

}

private void GetProperties()

{
_Stencil = FindProperty("_Stencil Reference");
_Stencil = FindProperty("_Stencil ReadMask");
_Stencil = FindProperty("_Stencil WiteMsk");
_Stencil = FindProperty("_Stencil ConpareFunction");
_Stencil = FindProperty(" _Stencil PassOperation");
_Stencil = FindProperty(" _Stencil Fail Qperation");
_Stencil = FindProperty("_Stencil ZFai |l Operation");
_Stencil = FindProperty("_ShowStencil Mask");
_Stencil = FindProperty("_Stencil Col or Mask™) ;

}

public override void I nspectorGU ()

{

CG-Mvaterial EditorUtilitiesC ass. Buil dSliderRound("Stencil Reference",
CG-vaterial EditorUtilitiesC ass. Buil dSliderRound("Stencil Read Mask",
CG-Mvaterial EditorUtilitiesC ass. Buil dSliderRound("Stencil Wite Mask",
CG-Material EditorUtilitiesd ass. Buil dStenci | Conpar eFuncti on(_Stencil Co
CG-vaterial EditorUtilitiesC ass. Buil dStencil PassOperati on(_Stencil Pass
CGFvaterial EditorUtilitiesd ass. Buil dStencil Fail Operation(_Stencil Fai l
CG-Material EditorUtilitiesd ass. Buil dStenci | ZFai |l Operati on(_Stenci | ZFa
CG-Material EditorUtilitiesd ass. Buil dToggl eFl oat (" Show Stenci | Mask",
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CG-wat eri al Edi tor Uti i esC ass. Buil dCol or ("Stencil Col or Mask (RGBA)"
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