3
w
it

B & X miR

AR A A A ] CustomEditor 45 M1 Editor 2 [ 52 SCZLAF IR R TR AR , LL A funfey {ef
il CustomPropertyDrawer % 1 PropertyDrawer 2 [ 5& X J& PEZE R WL T 22l Sy 7 35
Bl B A M PR AR X Se SN, FEAR T AR T R R A

3.1 fIEBEXImIERE

AR [ 5 NIRRT (Inspector) Wifaf 224, W72 20 R0 [ 58 X
Yt as S, %Rk K T Editor 28, JF AN T CustomEditor REPE, R A4 I R B AR
R

public CustomEditor (Type inspectedType);

public CustomEditor (Type inspectedType, bool editorForChildClasses);

Z: 4§ inspectedType 3 7~ K # ¥ S8 20, B 15 s SCWIR b 8 29 41 £ 1 4G AL T AR
editorForChildClasses %75 75 oA LR A= S A H RIFE R AL TR, BRIAME D false.

L CustomComponent 4144 441, A% F 2 X dwiE#52K CustomComponentEditor, 1t
i

using UnityEngine;
using UnityEditor;

[CustomEditor (typeof(CustomComponent))]

public class CustomComponentEditor : Editor { }

241 T- MonoBehaviour [f) Awake(). OnEnable(). OnDisable(). OnDestroy()2 2 i J& it
P4, Editor ZErp AT A I IR T, LR 3-1.

% 3-1 Editor ZXHEyEIEAE
BE E I
Awake() AU PR ABEE T I, iR Bl
OnEnable() AU PTHER R ABELE I, ZRR B, 1T Awake()HAT
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bl & # i
OnValidate() AL RN AR PRS2 R B A
OnDisable() AT HR ARG IE N, %R Bt
OnDestroy() M AT AR IR TP, R T, T OnDisable() AT

o, Awake(). OnEnable() /7 VA T-REATHIGG A4, B, an SRARZERIOIAS R IR 4144 %
%, WA LL7E OnEnable()H ¥ Editor 1) target % %45 4 H AR, target 27 A L (4%
%, 2k Object, RALHS LN :

//% 3 ¥ /CustomComponentEditor.cs

using UnityEngine;
using UnityEditor;

[CustomEditor (typeof(CustomComponent))]
public class CustomComponentEditor : Editor

¢ private CustomComponent component;
private void OnEnable()
{
component = target as CustomComponent;
}
}

301 el B e SURS LI AP GUT N %F

Editor &[5 7575 OnlnspectorGUI() i S T A A AL AR Aifrr 25, DA E 5 %007
VARSI S WA RS LA, ] LLOR B base.OnlInspectorGUI() 1A, T
Iy RGNS, T DIAGRE, 588 HE X

B 4% 4 CustomComponent #1475 I — YA [R/] 2B Y (1) 48 &, 5 ok B /x Wi {8
OnlnspectorGUI() J5 i s I A ke I S AR B2 (18, ARAS T 1

//% 3 ¥ /CustomComponent.cs
using UnityEngine;

public class CustomComponent : MonoBehaviour

{
public int intValue;
[SerializeField] private string stringValue;
[SerializeField] private bool boolValue;
[SerializeField] private GameObject go;
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public enum ExampleEnum

{
Enuml,
Enum2,
Enum3,
}

[SerializeField] private ExampleEnum enumValue;

}

PRI Sy 5 R A 1) 7 B intValue fEH] T public BEATE M, Pt LLAE i o5 25 b m] AL #2057 1)
A A . A HADER private (EUHIKAAA RALGFBE, 1% Q00T 75 4 i 2% 28 7 ) F
BCe AT IE Y ?

AR, R AEH] SerializedProperty FRal b gl g — Rl S, — BCHERE
fEFHTHT

Ak JE P ik Editor R serializedObject J& i FindProperty() J7 %3k H, %)@
FRIZ TR A AN %, 24 FH FindProperty () 75 25 IS K SR I 7 20 A4, Je8 2 1) 7 B
HRRAE NS E A NI ], ARAS U

//%; 3 FE/CustomComponentEditor.cs

using UnityEngine;
using UnityEditor;
using System.Reflection;

[CustomEditor (typeof(CustomComponent))]

public class CustomComponentEditor : Editor

{
private CustomComponent component;
private SerializedProperty stringValueProperty;
private FieldInfo boolValueFieldlnfo;
private SerializedProperty gameObjectProperty;
private SerializedProperty enumValue;

private void OnEnable()

{
component = target as CustomComponent;
stringValueProperty = serializedObject._FindProperty("stringValue');
boolValueFieldInfo = typeof(CustomComponent) .GetField(

"boolValue™, BindingFlags.Instance | BindingFlags.NonPublic);

gameObjectProperty = serializedObject.FindProperty(''go");
enumValue = serializedObject.FindProperty(“'enumValue™);

}

public override void OnlnspectorGUI()
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{
CustomExample();
3
private void CustomExample()
{
//public BB, R LB B ) FE B
component. intValue = EditorGUIlLayout. IntField(
"“Int Value"™, component.intValue);
//private BB, LA 8 K 7 205 Rl FME SO AH
stringValueProperty.stringValue = EditorGUlLayout.TextField(
"String Value", stringValueProperty.stringValue);
//private BB, MR S5 2005 10 FHE i HAE
boolValueFieldInfo.SetValue(component, EditorGUILayout.Toggle(
"Bool Value', (bool)boolValueFieldlnfo.GetValue(component)));
EditorGUILayout.PropertyField(gameObjectProperty);
enumValue.enumValuelndex = EditorGUILayout.Popup(
"Enum Value", enumValue.enumValuelndex, enumValue.enumNames);
3
3

Wk 3-1 fro, A€ Xidds Caor 4L0H ey s P e BIE R AL ARk b, (H2 I &
BCEAEI AN S ORAF, R0 A8 R B SRR 1B IR S IR PRI, o 2 HIAT
IR TR N P IR LA RO DR A, 1T ) 3K 28 7592 2 i e 2 S e DN A e B 7 8104 s

HRAET AR,
A Custom Component (Script) e = i
Int Value 0
String Value
Bool Value
Go None (Game Object)
Enum Value Enum1 -

K 3-1 [ SRR
3.1.2 W RSN, H ek

W B V15 R B AR 5 i 2 B, T LU T GUI 2R ¥ changed Ja 1%, R
AT e R A T AR E, ) changed J& P13 R A true. AT LAf#H EditorGUI (1)
BeginChangeCheck() /5 i K JF 4 — B ARG He LIS GUI (19748 58, 3§ ] EndChangeCheck() /52
iR, RIS He GUI A T AR R, U] EndChangeCheck() /i IR [MIHELHS A
true. BRUbZAh, AT DL E R LA S UR IAE S B PR R — 8, AR R .

//% 3 #%E/CustomComponentEditor.cs
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public override void OnlnspectorGUI()

{
ChangeCheckExample() ;
3
private void ChangeCheckExample()
{
7/ BRI GUI &R AR
EditorGUI .BeginChangeCheck() ;
//public BB, B LA n FME SCHHE
component. intValue = EditorGUlLayout. IntField(
"Int Value', component.intValue);
7/ MBAEARI S GUI RA TAREE, MER[EEA true
if (EditorGUI .EndChangeCheck())
{
Debug.Log('IntValue K4A5HE"™) ;
¥
//private BB, W7 AR MR T7 25 iR FE R
/7 ENCEEA IR [RME
string newStringValue = EditorGUlLayout.TextField(
"String Value", stringValueProperty.stringValue);
/R 8 WRA B W
if (newStringValue != stringValueProperty.stringValue)
{
stringValueProperty.stringValue = newStringValue;
Debug.Log(*'StringValue K425 ;
¥
//private B FBr, i SO 77 205 ) FUE AR
boolValueFieldInfo.SetValue(component, EditorGUIlLayout.Toggle(
"Bool Value', (bool)boolValueFieldlnfo.GetValue(component)));
EditorGUILayout.PropertyField(gameObjectProperty);
enumValue .enumValuelndex = EditorGUILayout.Popup(
"Enum Value', enumValue.enumValuelndex, enumValue.enumNames) ;
1/ AR R T AR
it (GUI.changed)
{
Debug.Log("'GUI &4 TAZHE"™);
¥
3

LR AEART S, NAZIE P % 41K ApplyModifiedProperties() /7 72: 2k iy H
Bk, NHJE, T2 EditorUtility ¥ SetDirty() /7t Sbnid y “RE”, itk
INERAET AT, IR AR P Ctri+S A 1 2 58 UARAEARAE, AT

//%; 3 FE/CustomComponentEditor.cs

public override void OnlnspectorGUI()

{
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}

ApplyModificationExample();

private void ApplyModificationExample()

{

}

//public BB, WL E YT R S Al
component. intValue = EditorGUlLayout. IntField(
"Int Value', component.intValue);
//private BB, W7 AR MR T7 25 iR FE O
stringValueProperty.stringValue = EditorGUlLayout.TextField(
"String Value", stringValueProperty.stringValue);
//private BB, Wi SO 77 205 ) FE AR
boolValueFieldInfo.SetValue(component, EditorGUIlLayout.Toggle(
"Bool Value', (bool)boolValueFieldlnfo.GetValue(component)));
EditorGUILayout.PropertyField(gameObjectProperty);
enumValue .enumValuelndex = EditorGUILayout.Popup(
"Enum Value', enumValue.enumValuelndex, enumValue.enumNames) ;

1/ AT R T AR

it (GUI.changed)

{
/7N MBS
serializedObject._ApplyModifiedProperties();
A
EditorUtility.SetDirty(component);

¥

3.1.3 GRS RERRET 1AL
SRR B A AT T IR SRR SZ, WA S %) Undo ik, #OAIOL

RhOTEAE R W& 3-2.
% 3-2 Undo EH a7 EFI1ER
RS £ H

RecordObject() AT R IPRES
AddComponent() SRR RIS IR %6 3% — ER A ARy P4
RegisterCreatedObjectUndo() T 00 A PR 0SS AR A
DestoryObjectimmediate() BN G I MR AT, DACEREAS TR A iz 5
SetTransformParent() T Transform (824,  FHAEMHECES 1

1. RecordObiject()
RecordObject() /& i i FI I 715, A7 Edm i ds h 5848 HAS A e 208 PE B I
h T A OAG R A AT, AEORTE 2 2GR 2T okl s B E RS, XS
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S AT PR Ctri+Z A a] U A B e, 2 AT IR

WITERAS AR, 24 objectToUndo K/ )& 2B RN B 511, name RoR 1) 2
FEARUES D3 S0 s Pl s AR IR IRAE I A4 K

public static void RecordObject (Object objectToUndo, string name);

LA CustomComponent £ {4 (1 intValue Sy 41, 48 H]—>8r i) int {E 0 s 48 ) 1
B, XFHBIHME AT 20 WRA G WHESFHEZT#H RecordObject() /7i%, o 1 4
SR TAEANNZIGIH, 25 2 DSEHN TN ZIHRE a4, AW .

//%; 3 FE/CustomComponentEditor.cs

public override void OnlnspectorGUI()

{
RecordObjectExample();
3
private void RecordObjectExample()
{
int newIntValue = EditorGUlLayout. IntField(
"Int Value"™, component.intValue);
if (newIntValue != component.intValue)
{
Undo.RecordObject(component, '"Change Int Value™);
component. intValue = newlntValue;
serializedObject._ApplyModifiedProperties();
EditorUtility.SetDirty(component);
¥
3

AR AR SRAE P LAk, FT0T Bdit e i DL E, Wil 3-2 PR

File | Edit Assets GameObject Example Component Window Help
Undo Change Int Value Ctrl+Z

Redo Ctrl+Y

Shac Select All Ctrl+A

Deselect All Shift+D
Select Children Shift+C
fleanofln Lcuin

g 3-2  Undo Change Int Value

2. AddComponent()

YT 2 A AR v A SN AR ) RIS I AR S, R T A S I A I T A SRR Pk
2, FTEAHH Undo 259 ¥) AddComponent()/772:, 1idl: GameObject 1] AddComponent()
Titke JPEMIREHE 2SI T ALE, PATHUR A S, B I AL o i 5%

WIERARIS AR, 241 gameObject IR ZLN AL 14, type W& ZLA NI
AR,
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public static Component AddComponent(GameObject gameObject, Type type);

TERBIIA B — A GUI 42240, iz, A FZ 0 vk 40 BT 2 R A4
RN In—~ BoxCollider 414t 3X I d S AF G 4 2% A A F PR A B Crl+Z PAT RS £, X
A~ BoxCollider 414K &9l #5%, ARSI :

//%; 3 FE/CustomComponentEditor.cs

public override void OnlnspectorGUI()
{
AddComponentExample();
3
private void AddComponentExample()
{
if (GUlLayout.Button(**Add BoxCollider™))
{
Undo . AddComponent(component._gameObject,
typeof(BoxCollider));
¥
3

B Ll 3-3 Pios

File | Edit Assets GameObject Example Component Window Help
Undo AddComponent ctrl+zZ
Redo Ctrl+Y

Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C

g 3-3  Undo AddComponent

3. RegisterCreatedObjectUndo()

YA A AS T B AN BT IR AR, D T AT TR G A SRR A,
SRR AR R 2 5, W Undo 26111 RegisterCreatedObjectUndo() 753, LA Ay 7 61 4k
(R XA A R 4 A

WIS, 244 objectToUndo 7@ IUE xR, AT U AT I
R KOS, name R AR I Sl s TPl sk AR R E I A4 K

public static void RegisterCreatedObjectUndo (Object objectToUndo, string
name) ;

FERBIRIAS G > GUIHLHL, 4 f iz d 2 |, eI B AN Br K AR 14
FE 2 A MR 3 A o X I U RAE G SR TP A DREE R Crl+Z ATHR A, X
ANB R IR ORI B, AR R
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//%; 3 FE/CustomComponentEditor.cs

public override void OnlnspectorGUI()
{
RegisterCreatedObjectUndoExample();
3
private void RegisterCreatedObjectUndoExample()
{
if (GUlLayout.Button("'Create New GameObject'))
{
GameObject go = new GameObject();
Undo.RegisterCreatedObjectUndo(go,
"Create New GameObject™);
¥
3

BAE P LAl 3-4 Pios

File Edit Assets GameObject Example Component Window Help

W Undo Create New GameObject Ctrl+Z
Redo Ctri+Y

#S
Shac Select All Ctrl+A
Deselect All Shift+D

| 3-4 Undo Create New GameObject

4. DestroyObjectimmediate()

A TE G R A AR PR BB SR RN, O TR I B A SRR 5 R, i EAE

T EARRSAn R, 24 objectToUndo 7R ZLAYER IR0 4 o

Undo 24111 DestoryObjectimmediate()773%, 1fiJE Object 1 [¢] Destroylmmediate() /5% . 445%
(R0 B ORAFAEIH 22 A7 X, DU AEBAT HUH BRAE IS BE A% FoR G Az %

public static void DestroyObjectlmmediate (Object objectToUndo);

PR, AERBIAAH A A GUI #2289 iz Iy, A8 %7 iR 2 i o

//% 3 % /CustomComponentEditor.cs

public override void OnlnspectorGUI()

{
DestroyObjectimmediateExample();

}

private void DestroyObjectImmediateExample()

{
if (GUlILayout.Button(''Destroy'))

SR 3K I 7 G e g FE R Ctrl+Z BT A, I B S o G A,
AR :
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{

Undo .DestroyObjectimmediate(component) ;
}
}

Bl LAl 3-5 Pios

W Undo Destroy Object Ctrl+Z
o Redo Ctrl+Y
Shac Select All Ctrl+A

Deselect All Shift+D

File Edit Assets GameObject Example Component Window Help

3-5 Undo Destroy Object

5. SetTransformParent()

ALE G BB AR AR TP B A Transform ZHAFRISCRIN, O 1K I0UE U A SR &

PRI, T B4 Undo 2+ 1) SetTransformParent() /772, 1fif JF Transform = (1) SetParent() /774

BT IARES TR, S50 transform R OREAX AL 1) Transform Z14F, newParent K7

TREMAC S, name WIJEAE A 7 S2ic s i sk A YR AT 1 44 P

public static void SetTransformParent (Transform transform,

newParent, string name);

[FIREHE, FE7R IS T 1 —

KRR S PR AR A 8 2 A2, AUE R

Transform

A GUI Fihll, itz 27 2 i
WIS SO HR . S5 I /2 2% P A MR CHrleZ AT HORRAE, AT

//%; 3 % /CustomComponentEditor.cs

public override void OnlnspectorGUI()

{

SetTransformParentExample();

}

private void SetTransformParentExample()

{
ifT (GUlLayout.Button('Set As Root™))

{

Undo.SetTransformParent(component.transform,

null, "Change Transform Parent™);

}
}

A 7 i s B 3-6 o



$3&E BEXKAER [P 53

File | Edit Assets GameObject Example Component Window Help

W Undo Change Transform Parent Ctrl+Z
Redo Ctrl+Y

#S
Shac Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C

4 3-6 Undo Change Transform Parent
3.1.4 i DoTween i 241 9utH

DoTween J&— A 2 FFIE I =2 shm T =, AE B0 F k& s 2 sib o 3. AF
DoTween - H 1] LLSCHE Transform 2044 (1 3) Jiede Fn4e s, e iR - AHOC VR, nl B
WEANER A, B RAMHE. HRESESE

AATEN Transform 2 — NS, HAE S g s 2 rh B w SOX Lea) i 2 401 4
Hil, e g, DMEIAT S BAE L.

T 56 B e e AN A IS A SC I 24, LA 2l 45, toggle 720 1 ¢,
startValue 5 endValue 73| 7~ 4G E A H FR{E, duration =z (I, delay F7R50H
[PIIERT I, ease M7~ DoTween i1 AL, AN[H] 1SS AU6 NA RIS E R . BLEIX
S SIS B A0 RN T3S AL, 1T mode S e S R B, RN R
W, AR

//% 3 ¥Ei/RotateAnimation.cs

using System;

using UnityEngine;
using DG.Tweening;

[Serializable]
public class RotateAnimation

{

public bool toggle;

public Vector3 startValue;

public Vector3 endValue;

public float duration = 1fF;

public float delay = Of;

public Ease ease = Ease.Linear;

public RotateMode mode = RotateMode.Fast;
}

SR J5 A1) 4d Transform (1 Tween 2l 44, move. rotate. scale 435K /wEEhEhm ., JiEks
i, s, AR

/7% 3 #/TransformTweenAnimation.cs
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using UnityEngine;

public class TransformTweenAnimation : MonoBehaviour

{
public MoveAnimation move;
public RotateAnimation rotate;
public ScaleAnimation scale;
3
R BT A, BRI T AR G B 3-7 B
v | # Transform Tween Animation (Script) @ i
Script TransformTweenAnimation
¥ Move
Toggle
Start Value X0 Y0 Z0
End Value X0 Y 0 Z0
Duration 1
Delay 0
Ease Linear -
¥ Rotate
Toggle
Start Value X0 Y 0 Z\0
End Value X0 Y0 Z10
Duration 1
Delay 0
Ease Linear
Mode Fast
» Scale

I 3-7  TransformTweenAnimation 22 1Bk KSR THI bR

23 TransformTweenAnimation 4146105 H & X452, 3 = 75 200 g 45 28 2505
CustomEditor #¢%, 15N'EICiE AR £E OnGUI() VAP INSic 5, A 42 B 45 i 25 2
MG, FFIRKPAT )R, X KPS, @2 Undo 2811 RecordObject() /s
VAl sk B IERPIRES, DB P AE A Pt Crl+Z 5 Ctrl+Y SEMlgm s ERRus 5, R
(CLUNE

/7% 3 #/TransformTweenAnimationEditor.cs

using UnityEngine;
using UnityEditor;

[CustomEditor (typeof(TransformTweenAnimation))]
public class TransformTweenAnimationEditor : Editor

{
private TransformTweenAnimation animation;
private readonly static float alpha = .4F;

private void OnEnable()



}

B RN B K SR A B AE S, SISl m S g, 758 LUE R Bl o
(BN EY I

{
}

$3E HEXRUWER

animation = target as TransformTweenAnimation;

public override void OnlnspectorGUI()

{
}

OnMenuGUI () ;

private void OnMenuGUI()

{

}

GUlLayout.BeginHorizontal();

Color cacheColor = GUI.color;

Color alphaColor = new Color(cacheColor.r,
cacheColor.g, cacheColor.b, alpha);

//Move

GUI .color = animation.move.toggle ? cacheColor : alphaColor;

if (GUlLayout.Button(EditorGUIUtility.lconContent(*'MoveTool™),
"ButtonLeft", GUlLayout.Width(25fF)))

{
Undo.RecordObject(target, "Move Toggle');
animation.move.toggle = lanimation.move.toggle;
EditorUtility.SetDirty(target);

¥

//Rotate

GUI.color = animation.rotate.toggle ? cacheColor : alphaColor;
if (GUlLayout.Button(EditorGUIUtility.lconContent(*'RotateTool"),
"ButtonMid'™, GUlLayout.Width(25f)))

{
Undo.RecordObject(target, "Rotate Toggle');
animation.rotate.toggle = lanimation.rotate.toggle;
EditorUtility.SetDirty(target);

¥

//Scale

GUI.color = animation.scale.toggle ? cacheColor : alphaColor;
if (GUILayout.Button(EditorGUIUtility.lIconContent(*'ScaleTool™),
"ButtonRight™, GUlLayout.Width(25f)))

{
Undo.RecordObject(target, '"Scale Toggle™);
animation.scale.toggle = lanimation.scale.toggle;
EditorUtility.SetDirty(target);

¥

GUI .color = cacheColor;
GUlLayout.EndHorizontal ();

> 55
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/7% 3 #/TransformTweenAnimationEditor.cs

readonly static float labelWidth = 60fF;

readonly static GUIContent duration = new GUIContent(''Duration’, "ZJmifK™);
readonly static GUIContent delay = new GUIContent(''Delay", "ZERfHTH"™);
readonly static GUIContent from = new GUIContent('From", “#JiHME");
readonly static GUIContent to = new GUIContent("'To", "H#nHE"™);

readonly static GUIContent ease = new GUIContent(''Ease');

readonly static GUlIContent rotateMode = new GUlContent(''Mode', "Je#iE");

public override void OnlnspectorGUI()

{
OnMenuGUI () ;
OnMoveAnimationGUI();
GUlLayout.Space(3T);
OnRotateAnimationGUI();
GUlLayout.Space(3T);
OnScaleAnimationGUI(Q);

3

private void OnRotateAnimationGUI()

{

if (animation.rotate.toggle)
{
GUlLayout._BeginHorizontal (‘'Badge™) ;
{
GUlLayout._BeginVertical();
GUlLayout.Space(40f);
GUlLayout.Label (EditorGUIUtility. IconContent(*'RotateTool™));
GUlLayout_EndVertical();

GUlLayout._BeginVertical();
{
//Duration. Delay
GUILayout.BeginHorizontal();
GUILayout.Label (duration, GUlLayout.Width(labelWidth));
var newDuration = EditorGUIlLayout._FloatField(
animation.rotate.duration);
if (newDuration !'= animation.rotate.duration)
{
Undo.RecordObject(target, '"Rotate Duration'™);
animation.rotate.duration = newDuration;
EditorUtility.SetDirty(target);
3

GUlLayout.Label (delay, GUILayout_Width(labelWidth - 20f));
var newDelay = EditorGUlLayout.FloatField(
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animation.rotate.delay);
if (newDelay != animation.rotate.delay)

{
Undo.RecordObject(target, '"Rotate Delay');
animation.rotate.delay = newDelay;
EditorUtility.SetDirty(target);

3

GUILayout._EndHorizontal ();

//From
GUILayout.BeginHorizontal();

GUlLayout.Label (from, GUlLayout_Width(labelWidth));
Vector3 newStartValue = EditorGUILayout.Vector3Field(
GUIContent.none, animation.rotate.startValue);

if (newStartValue != animation.rotate.startValue)

{
Undo.RecordObject(target, "Rotate From');
animation.rotate.startValue = newStartValue;
EditorUtility.SetDirty(target);

}

GUlLayout._EndHorizontal ();

//To

GUILayout.BeginHorizontal();

GUlLayout.Label (to, GUlLayout.Width(labelWidth));

Vector3 newEndValue = EditorGUlLayout.Vector3Field(
GUIContent.none, animation.rotate.endValue);

if (newEndvalue !'= animation.rotate.endValue)

{
Undo.RecordObject(target, "Rotate To");
animation.rotate.endValue = newEndValue;
EditorUtility.SetDirty(target);

3

GUlLayout._EndHorizontal ();

//Rotate Mode

GUILayout.BeginHorizontal();

GUlLayout.Label (rotateMode, GUlLayout.Width(labelWidth));

var newRotateMode = (RotateMode)EditorGUILayout.EnumPopup(
animation.rotate.mode);

ifT (newRotateMode != animation.rotate.mode)

{
Undo.RecordObject(target, '"Rotate Mode');
animation.rotate.mode = newRotateMode;
EditorUtility.SetDirty(target);

}

GUlLayout._EndHorizontal ();
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//Ease

GUlLayout.BeginHorizontal();

GUlLayout.Label (ease, GUlLayout.Width(labelWidth));

var newEase = (Ease)EditorGUILayout.EnumPopup(
animation.rotate.ease);

if (newEase !'= animation.rotate.ease)

{
Undo.RecordObject(target, ""Rotate Ease');
animation.rotate.ease = newEase;
EditorUtility.SetDirty(target);
b
GUlLayout.EndHorizontal ();
b
GUlLayout.EndVertical();
b
GUlLayout.EndHorizontal ();
b
s
B AR N 3-8
¥ # Transform Tween Animation (Script) @ & :
||
Duration 1 Delay 0
o From X0 Y 0 Z0
Y To X 0 Y 0 Z\0
Ease Linear v
Duration 1 Delay 0
From X0 Y |0 Z0
(5 To X0 Y 0 Z0
Mode Fast v
Ease Linear v
Duration .‘I Delay "U
From X1 oyl 1 Z|1
I“_-]To X 0 Y0 Z0
Ease Linear v
Add Component

& 3-8 [ X TransformTweenAnimation £0 {1 4L i #

3.1.5 il o R 1

TG B R e rpR R L i) el S AR SR A (R BRI, AEA AL AT KR 7 B
H, i 3-9 froe fEERAEOL T, FEALERT R A LA 1 A e PO 1K), 2R AETT
JEPIUE 1, WGBS Editor 2EHb 1) R U7 1% HasPreviewGUI(), 4757 19IR I A true i
SR LAFTOT PSS 2 11, T i 0 PP R A A 228 OnPreviewGUI() 17 SE B
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ey

i

.18 i, SR, Do SO
o o o

AssetBongla  Mone = | Mone = | AssetBungle  Mons v  Hone v  AsseSunde hooe *  MNome

K39 TimEH

itz 4b, Editor kA AN BN S TS B A OC IR 7, Rl GetPreviewTitle()
Fil OnPreviewSettings(), i AT LA B 70U 7 1 (AR, 5 3 1T CAZE b @R R A A I v &
FHOG I

J54R LA CustomComponent 2H 11 4y 41, it HasPreviewGUI() J7 v 76 F4¢ F¢ iz 47 I 3R Rl {E
true, JF7E OnPreviewGUI() /7% ik &7 FIL IR PEE 2z i ok, RS-

/7% 3 % /CustomComponentEditor.cs

public override bool HasPreviewGUI()

{ return EditorApplication.isPlaying;

iublic override GUIContent GetPreviewTitle()

{ return new GUIContent(""iX B &% K kR ™) ;

iublic override void OnPreviewSettings()

{ GUlLayout.Button("'Buttonl™, EditorStyles.toolbarButton);
GUlLayout.Button("'Button2", EditorStyles.toolbarButton);

}

public override void OnPreviewGUI(Rect r, GUIStyle background)
{
GUlLayout.Label (string.Format("Int Value: {0}",
example.intValue));
GUlLayout.Label (string.Format(*'String Value: {0}",
stringValueProperty.stringValue));
GUlLayout.Label (string.Format(*'Bool Value: {0}",
(bool)boolValueFieldlnfo.GetValue(example)));
GUlLayout.Label (string.Format(*'Go Value: {0}",
gameObjectProperty.objectReferenceValue));
GUlLayout.Label (string.Format(""Enum Value: {0}",
enumValue.enumNames[enumValue.enumValuelndex]));
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FEfFigfT ), k& CustomComponent ZIfFFT{ERIYIfA, #F Inspector 1T & 1,
45 R 3-10 iR

K 3-10 HEXTRE D

OnPreviewGUI() 77728 1 ANZ4004 Rect 288, &R B IR AR T X Jak . T8 51
W, EMRE TR IR RN 250, F5 348 H GUI 5% EditorGUI #7772, GUILayout 25
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