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Name Description
<default>

Assets.HeroEditor.Common.CharacterScripts

Assets.HeroEditor.Common.Data

Assets.HeroEditor.Common.EditorScripts

Assets.HeroEditor.Common.Examples

Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow

Assets.MilitaryHeroes.Scripts.Enums
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Classes

Applies	to

<default>	Namespace
See	Also

Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
EditorLabel

EnableCameraDepthInForward

SoftNormalsToVertexColor
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C#

C++

JScript

Syntax

Properties

EditorLabel	Class
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

public	class	EditorLabel	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	EditorLabel	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	EditorLabel	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

Copy

Copy

Copy
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(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.camera.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx


guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx


The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx


Methods

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
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http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx


GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx


GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx


(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx


from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx


Fields

Inheritance	Hierarchy

Applies	to

See	Also

Top

Name Description
text

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
EditorLabel

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

<default>	Namespace
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Properties

EditorLabel	Properties
EditorLabel	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	EditorLabel
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top
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Methods

EditorLabel	Methods
EditorLabel	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	EditorLabel
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx


Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx


Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx


See	Also

behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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Fields

See	Also

EditorLabel	Fields
EditorLabel	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	EditorLabel
type.

Name Description
text

Top
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VB

C#

C++

JScript

Syntax

text	Field
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

Public	text	As	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	string	text

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

String^	text;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	text	:	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	string

Copy

Copy

Copy

Copy

javascript:void(0)
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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<default>	Namespace
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VB

C#

C++

JScript

Syntax

EnableCameraDepthInForward
Class
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

<RequireComponent(typeof(Camera))>	_	

Public	Class	EnableCameraDepthInForward	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[RequireComponent(typeof(Camera))]	

public	class	EnableCameraDepthInForward	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[RequireComponent(typeof(Camera))]	

public	ref	class	EnableCameraDepthInForward	:	public	Mono

Behaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			RequireComponent(typeof(Camera))	

class	EnableCameraDepthInForward	

Copy

Copy

Copy

Copy
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Properties

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
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The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).
Has	the	Behaviour	had	enabled

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


isActiveAndEnabled called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


Methods

attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).
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CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).
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GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
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Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
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every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).
Stops	the	first

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Inheritance	Hierarchy

Applies	to

See	Also

StopCoroutine(Coroutine) coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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Properties

EnableCameraDepthInForward
Properties
EnableCameraDepthInForward	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
EnableCameraDepthInForward	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
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The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
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The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
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See	Also

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).
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EnableCameraDepthInForward	Class	<default>	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Methods

EnableCameraDepthInForward
Methods
EnableCameraDepthInForward	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
EnableCameraDepthInForward	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.
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(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
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it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
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Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
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of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
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MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).
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SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object,	SendMessageOptions) named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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See	Also
EnableCameraDepthInForward	Class	<default>	Namespace
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VB

C#

C++

JScript

Syntax

SoftNormalsToVertexColor	Class
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

<RequireComponent(typeof(MeshFilter))>	_	

Public	Class	SoftNormalsToVertexColor	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[RequireComponent(typeof(MeshFilter))]	

public	class	SoftNormalsToVertexColor	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[RequireComponent(typeof(MeshFilter))]	

public	ref	class	SoftNormalsToVertexColor	:	public	MonoBe

haviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			RequireComponent(typeof(MeshFilter))	

class	SoftNormalsToVertexColor	

			extends	MonoBehaviour

Copy

Copy

Copy

Copy
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Properties

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
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none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
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Methods

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
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methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).
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GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
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Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
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every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).
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StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Enumerations

Fields

Inheritance	Hierarchy

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
Method

Top

Name Description
generateNow

generateOnAwake

method

Top

System.Object
UnityEngine.Object
UnityEngine.Component
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Applies	to

See	Also

UnityEngine.Behaviour
UnityEngine.MonoBehaviour
SoftNormalsToVertexColor

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

<default>	Namespace
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Members

See	Also

Method	Enumeration
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

	 Member	name Description
AngularDeviation

Simple

SoftNormalsToVertexColor	Class
<default>	Namespace
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Properties

SoftNormalsToVertexColor
Properties
SoftNormalsToVertexColor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
SoftNormalsToVertexColor	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
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The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

SoftNormalsToVertexColor	Class	<default>	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Methods

SoftNormalsToVertexColor
Methods
SoftNormalsToVertexColor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
SoftNormalsToVertexColor	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

javascript:void(0)
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(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
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of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
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SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object,	SendMessageOptions) named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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See	Also
SoftNormalsToVertexColor	Class	<default>	Namespace
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Fields

See	Also

SoftNormalsToVertexColor	Fields
SoftNormalsToVertexColor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
SoftNormalsToVertexColor	type.

Name Description
generateNow

generateOnAwake

method

Top

SoftNormalsToVertexColor	Class	<default>	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

generateNow	Field
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

Public	generateNow	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	generateNow

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

bool	generateNow;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	generateNow	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	bool

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

SoftNormalsToVertexColor	Class
<default>	Namespace
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C++

JScript

Syntax

generateOnAwake	Field
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

Public	generateOnAwake	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	generateOnAwake

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

bool	generateOnAwake;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	generateOnAwake	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	bool

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

SoftNormalsToVertexColor	Class
<default>	Namespace
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Syntax

method	Field
See	Also

Namespace:	<default>	Assembly:	Assembly-CSharp	(in	Assembly-
CSharp.dll)

Public	method	As	Method

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Method	method

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Method	method;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	method	:	Method

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Method

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

SoftNormalsToVertexColor	Class
<default>	Namespace
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Classes

Assets.HeroEditor.Common.Chara
cterScripts	Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
BowShooting Bow	shooting	behaviour

(charge/release	bow,	create	arrow).

Character Character	presentation	in	editor.
Contains	sprites,	renderers,	animation
and	so	on.

CharacterFlip Makes	character	to	look	at	cursor	side
(flip	by	X	scale).

FingerTrigger Forefinger	animation	when	shooting.

Firearm Firearm	manager,	contains	all	links	to
child	components.

FirearmFire Firearm	fire	process.

FirearmReload Firearm	reload	process.

LayerManager Used	to	order	sprite	layers	(character
parts).

MeleeWeapon General	melee	weapon	behaviour.
First	thing	you	need	to	check	is	hit
event.	Use	animation	events	or	check
user	input.	Second	thing	is	to	resolve
impacts	to	other	objects	(enemies,

javascript:void(0)


Applies	to

environment).	Use	collisions	or
raycasts.

Projectile General	behaviour	for	projectiles:
bullets,	rockets	and	other.

Shell Shell	falling	animation	when	shooting.

WeaponControls Rotates	arms	and	passes	input	events
to	child	components	like	FirearmFire
and	BowShooting.

Top

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Syntax

BowShooting	Class
See	Also

Bow	shooting	behaviour	(charge/release	bow,	create	arrow).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	BowShooting	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	BowShooting	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	BowShooting	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	BowShooting	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
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SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
Character

ChargeButtonDown Should	be	set	outside	(by	input
manager	or	AI).

ChargeButtonUp

ClipCharge

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.BowShoo
ting

.NET	Framework

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
javascript:void(0)
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.aspx
javascript:void(0)


See	Also

Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Properties

BowShooting	Properties
BowShooting	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	BowShooting
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.camera.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx


(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

BowShooting	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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Methods

BowShooting	Methods
BowShooting	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	BowShooting
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx


Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx


Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx


behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top
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See	Also
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VB

C#

C++

JScript

Syntax

Applies	to

BowShooting.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

BowShooting	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Fields

See	Also

BowShooting	Fields
BowShooting	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	BowShooting
type.

Name Description
Character

ChargeButtonDown Should	be	set	outside	(by	input
manager	or	AI).

ChargeButtonUp

ClipCharge

Top

BowShooting	Class	Assets.HeroEditor.Common.CharacterScripts
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VB

C#

C++

JScript

Syntax

Character	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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C#

C++

JScript

Syntax

ChargeButtonDown	Field
See	Also

Should	be	set	outside	(by	input	manager	or	AI).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	ChargeButtonDown	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	ChargeButtonDown

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	ChargeButtonDown;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

ChargeButtonDown	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	bool
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C#

C++

JScript

Syntax

ChargeButtonUp	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	ChargeButtonUp	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	ChargeButtonUp

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	ChargeButtonUp;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

ChargeButtonUp	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Field	Value
Type:	bool
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Syntax

ClipCharge	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ClipCharge	As	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationClip	ClipCharge

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AnimationClip^	ClipCharge;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ClipCharge	:	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AnimationClip

Copy

Copy

Copy

Copy
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C#

C++

JScript

Syntax

Character	Class
See	Also

Character	presentation	in	editor.	Contains	sprites,	renderers,
animation	and	so	on.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	Character	

				Inherits	CharacterBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Character	:	CharacterBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	Character	:	public	CharacterBase^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Character	

			extends	CharacterBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetAnimationState()

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Initialize() Initializes	character
renderers	with
selected	sprites.

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate() Called	automatically

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx


when	something
was	changed.

ResetAnimation()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


SendMessageOptions) methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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(inherited	from
Component).

Start() Called	automatically
when	object	was
started.

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Fields

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

UpdateAnimationParams()

Top

Name Description
BowShooting

Firearm

MeleeWeapon
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Assets.HeroEditor.Common.CharacterScripts.Charac
ter
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Properties

Character	Properties
Character	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Character	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
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See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Character	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Methods

Character	Methods
Character	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Character	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetAnimationState()

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).
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GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.
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(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Initialize() Initializes	character
renderers	with
selected	sprites.

Invoke(String,	Single) Invokes	the	method
methodName	in
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time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate() Called	automatically
when	something
was	changed.

ResetAnimation()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
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SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start() Called	automatically
when	object	was
started.

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
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See	Also

the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

UpdateAnimationParams()

Top
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VB

C#

C++

JScript

Syntax

Character.GetAnimationState
Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Function	GetAnimationState()	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	int	GetAnimationState()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

int	GetAnimationState()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	GetAnimationState()	:	int;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Return	Value

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Type:	int

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Character.Initialize	Method
See	Also

Initializes	character	renderers	with	selected	sprites.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Sub	Initialize()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	void	Initialize()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Initialize()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Initialize();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Character.OnValidate	Method
See	Also

Called	automatically	when	something	was	changed.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnValidate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnValidate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

Character.ResetAnimation	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Sub	ResetAnimation()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	void	ResetAnimation()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	ResetAnimation()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	ResetAnimation();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Character.Start	Method
See	Also

Called	automatically	when	object	was	started.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Character.UpdateAnimationParam
s	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Sub	UpdateAnimationParams()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	void	UpdateAnimationParams()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	UpdateAnimationParams()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	UpdateAnimationParams();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Fields

See	Also

Character	Fields
Character	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Character	type.

Name Description
BowShooting

Firearm

MeleeWeapon

Top

Character	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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C#

C++

JScript

Syntax

BowShooting	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	BowShooting	As	BowShooting

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	BowShooting	BowShooting

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

BowShooting^	BowShooting;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	BowShooting	:	BowShooting

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	BowShooting

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C#

C++

JScript

Syntax

Firearm	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Firearm	As	Firearm

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Firearm	Firearm

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Firearm^	Firearm;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Firearm	:	Firearm

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Firearm

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C#

C++

JScript

Syntax

MeleeWeapon	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Weapons")>	_	

Public	MeleeWeapon	As	MeleeWeapon

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Weapons")]	

public	MeleeWeapon	MeleeWeapon

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Weapons")]	

public:		

MeleeWeapon^	MeleeWeapon;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Weapons")	

MeleeWeapon	:	MeleeWeapon

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	MeleeWeapon

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Character	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C#

C++

JScript

Syntax

CharacterFlip	Class
See	Also

Makes	character	to	look	at	cursor	side	(flip	by	X	scale).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	CharacterFlip	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterFlip	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	CharacterFlip	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterFlip	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx


Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx


GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Inheritance	Hierarchy

Applies	to

See	Also

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top
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Properties

CharacterFlip	Properties
CharacterFlip	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	CharacterFlip
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.camera.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx


(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
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See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).
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Methods

CharacterFlip	Methods
CharacterFlip	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	CharacterFlip
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx


behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
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See	Also
CharacterFlip	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

CharacterFlip.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterFlip	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

FingerTrigger	Class
See	Also

Forefinger	animation	when	shooting.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	FingerTrigger	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FingerTrigger	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	FingerTrigger	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FingerTrigger	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
Pressed

animation Obsolete.
The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

javascript:void(0)
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(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


Methods

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
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MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
From

To

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.FingerTri
gger

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
javascript:void(0)
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.aspx
javascript:void(0)
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Properties

FingerTrigger	Properties
FingerTrigger	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FingerTrigger
type.

Name Description
Pressed

animation Obsolete.
The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.camera.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx


attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

FingerTrigger	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

FingerTrigger.Pressed	Property
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	WriteOnly	Property	Pressed()	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	Pressed	{set;}

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

property	bool	Pressed	{	

	void	set(	

			bool	value	

	);	

}

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	set	Pressed(value	:	boolean);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy

javascript:void(0)
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javascript: CodeSnippet_SetLanguage('Fsharp');
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Applies	to

See	Also

Property	Value
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FingerTrigger	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Methods

FingerTrigger	Methods
FingerTrigger	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FingerTrigger
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx


Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx


Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx


behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx


See	Also
FingerTrigger	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

FingerTrigger.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

FingerTrigger	Fields
FingerTrigger	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FingerTrigger
type.

Name Description
From

To

Top

FingerTrigger	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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C#

C++

JScript

Syntax

From	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	From	As	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Vector3	From

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Vector3	From;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	From	:	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Vector3

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++
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Syntax

To	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	To	As	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Vector3	To

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Vector3	To;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	To	:	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Vector3

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FingerTrigger	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C#

C++

JScript

Syntax

Firearm	Class
See	Also

Firearm	manager,	contains	all	links	to	child	components.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	Firearm	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Firearm	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	Firearm	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Firearm	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx


enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx


GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx


Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object) named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
AmmoShooted

AnimationEvents

Fire

FireTransform

MagazineTransform

Params

Reload

SlideTransform

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
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Properties

Firearm	Properties
Firearm	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Firearm	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
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See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Firearm	Class	Assets.HeroEditor.Common.CharacterScripts
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Methods

Firearm	Methods
Firearm	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Firearm	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).
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GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).
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GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
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repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).
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StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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See	Also
Firearm	Class	Assets.HeroEditor.Common.CharacterScripts
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VB

C#

C++

JScript

Syntax

Applies	to

Firearm.OnDestroy	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnDestroy()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnDestroy();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
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Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

Applies	to

Firearm.Start	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Fields

See	Also

Firearm	Fields
Firearm	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Firearm	type.

Name Description
AmmoShooted

AnimationEvents

Fire

FireTransform

MagazineTransform

Params

Reload

SlideTransform

Top

Firearm	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

AmmoShooted	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	AmmoShooted	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	int	AmmoShooted

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

int	AmmoShooted;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

AmmoShooted	:	int

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	int

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

AnimationEvents	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	AnimationEvents	As	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationEvents	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AnimationEvents^	AnimationEvents;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationEvents	:	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AnimationEvents

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Fire	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Components")>	_	

Public	Fire	As	FirearmFire

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Components")]	

public	FirearmFire	Fire

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Components")]	

public:		

FirearmFire^	Fire;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Components")	

Fire	:	FirearmFire

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	FirearmFire

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

FireTransform	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	FireTransform	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	FireTransform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	FireTransform;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FireTransform	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
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VB

C#

C++

JScript

Syntax

MagazineTransform	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	MagazineTransform	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	MagazineTransform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	MagazineTransform;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	MagazineTransform	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
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VB

C#

C++

JScript

Syntax

Params	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Params")>	_	

Public	Params	As	FirearmParams

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Params")]	

public	FirearmParams	Params

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Params")]	

public:		

FirearmParams^	Params;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Params")	

Params	:	FirearmParams

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	FirearmParams

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Firearm	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Reload	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Reload	As	FirearmReload

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FirearmReload	Reload

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

FirearmReload^	Reload;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Reload	:	FirearmReload

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	FirearmReload

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SlideTransform	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Pivots")>	_	

Public	SlideTransform	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Pivots")]	

public	Transform	SlideTransform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Pivots")]	

public:		

Transform^	SlideTransform;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Pivots")	

SlideTransform	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	Transform

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

FirearmFire	Class
See	Also

Firearm	fire	process.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	FirearmFire	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmFire	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	FirearmFire	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmFire	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx


GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).
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CreateShell()

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx


GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
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instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.
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(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).
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SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
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named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Fields

methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
ArmL

ArmR

Character

Finger

FireButtonDown Should	be	set	outside	(by	input
manager	or	AI).

FireButtonPressed

FireButtonUp

FireMuzzle

Forestock

Shell

Slide

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
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Inheritance	Hierarchy

Applies	to

See	Also

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.FirearmFi
re

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.aspx
javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Properties

FirearmFire	Properties
FirearmFire	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmFire
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).
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See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

FirearmFire	Class	Assets.HeroEditor.Common.CharacterScripts
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Methods

FirearmFire	Methods
FirearmFire	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmFire
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

CreateShell()

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).
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GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.
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(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).
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InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
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every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
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See	Also

Top
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VB

C#

C++

JScript

Syntax

Applies	to

FirearmFire.CreateShell	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	CreateShell()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	CreateShell()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	CreateShell()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	CreateShell();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Applies	to

FirearmFire.Start	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Applies	to

FirearmFire.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

FirearmFire	Fields
FirearmFire	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmFire
type.

Name Description
ArmL

ArmR

Character

Finger

FireButtonDown Should	be	set	outside	(by	input
manager	or	AI).

FireButtonPressed

FireButtonUp

FireMuzzle

Forestock

Shell

Slide

Top

FirearmFire	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

ArmL	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ArmL	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	ArmL

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	ArmL;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ArmL	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmFire	Class
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VB

C#

C++

JScript

Syntax

ArmR	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ArmR	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	ArmR

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	ArmR;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ArmR	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmFire	Class
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VB

C#

C++

JScript

Syntax

Character	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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HeroEditor	Reference



VB

C#

C++

JScript

Syntax

Finger	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Finger	As	FingerTrigger

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FingerTrigger	Finger

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

FingerTrigger^	Finger;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Finger	:	FingerTrigger

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	FingerTrigger

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmFire	Class
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VB

C#

C++

JScript

Syntax

FireButtonDown	Field
See	Also

Should	be	set	outside	(by	input	manager	or	AI).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	FireButtonDown	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	FireButtonDown

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	FireButtonDown;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

FireButtonDown	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmFire	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

FireButtonPressed	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	FireButtonPressed	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	FireButtonPressed

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	FireButtonPressed;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

FireButtonPressed	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

FireButtonUp	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	FireButtonUp	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	FireButtonUp

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	FireButtonUp;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

FireButtonUp	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	bool

.NET	Framework
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C#

C++

JScript

Syntax

FireMuzzle	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	FireMuzzle	As	ParticleSystem

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ParticleSystem	FireMuzzle

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

ParticleSystem^	FireMuzzle;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FireMuzzle	:	ParticleSystem

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	ParticleSystem

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

Forestock	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Forestock	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	Forestock

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	Forestock;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Forestock	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to
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VB

C#

C++

JScript

Syntax

Shell	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Shell	As	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	GameObject	Shell

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

GameObject^	Shell;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Shell	:	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	GameObject

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to
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VB

C#

C++

JScript

Syntax

Slide	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Slide	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	Slide

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	Slide;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Slide	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

FirearmReload	Class
See	Also

Firearm	reload	process.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	FirearmReload	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmReload	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	FirearmReload	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmReload	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx


GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx


GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

PlayAudioEffect()

Reload()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
AudioSource

Character

ReloadButtonDown Should	be	set	outside	(by	input
manager	or	AI).

Reloading

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.FirearmR
eload

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
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http://msdn2.microsoft.com/en-us/library/system.object.aspx
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Properties

FirearmReload	Properties
FirearmReload	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmReload
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

FirearmReload	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Methods

FirearmReload	Methods
FirearmReload	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmReload
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
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Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

PlayAudioEffect()

Reload()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object,	SendMessageOptions) named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx


MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx


See	Also
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VB

C#

C++

JScript

Syntax

FirearmReload.PlayAudioEffect
Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	PlayAudioEffect()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	PlayAudioEffect()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	PlayAudioEffect()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	PlayAudioEffect();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

FirearmReload.Reload	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Function	Reload()	As	IEnumerator

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	IEnumerator	Reload()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

IEnumerator^	Reload()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Reload()	:	IEnumerator;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Return	Value
Type:	IEnumerator

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Applies	to

FirearmReload.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.void.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.void.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript:void(0)


See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

FirearmReload	Fields
FirearmReload	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmReload
type.

Name Description
AudioSource

Character

ReloadButtonDown Should	be	set	outside	(by	input
manager	or	AI).

Reloading

Top
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VB

C#

C++

JScript

Syntax

AudioSource	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	AudioSource	As	AudioSource

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioSource	AudioSource

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AudioSource^	AudioSource;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioSource	:	AudioSource

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AudioSource

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Character	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

JScript

Syntax

ReloadButtonDown	Field
See	Also

Should	be	set	outside	(by	input	manager	or	AI).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	ReloadButtonDown	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	ReloadButtonDown

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	ReloadButtonDown;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

ReloadButtonDown	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++
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Syntax

Reloading	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

<HideInInspector()>	_	

Public	Reloading	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public	bool	Reloading

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[HideInInspector()]	

public:		

bool	Reloading;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			HideInInspector()	

Reloading	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

LayerManager	Class
See	Also

Used	to	order	sprite	layers	(character	parts).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	LayerManager	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	LayerManager	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	LayerManager	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	LayerManager	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,	Object) Calls	the	method

named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null
if	it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of
Type	type	if	the
game	object	has
one	attached,	null
if	it	doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of
Type	type	in	the
GameObject	or
any	of	its	children
using	depth	first
search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of
Type	type	in	the
GameObject	or
any	of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of
Type	type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

Returns	the
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GetInstanceID instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the
method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the
method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

ReadCurrentOrderBySortingOrder() Read	ordered
sprite	list	by

http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
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Sorting	Order.

ReadCurrentOrderByZCoortidate() Read	ordered
sprite	list	by	Z
coortidate.

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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behaviour.

(inherited	from
Component).

SetOrderBySortingOrder() Set	layers	order	by
Sorting	Order.

SetOrderByZCoordinate() Set	layers	order	by
Z	coortidate.

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.
(inherited	from
MonoBehaviour).

StopAllCoroutines Stops	all
coroutines	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Fields

stored	in	routine
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine
stored	in	routine
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine
stored	in	routine
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game
object.

(inherited	from
Object).

Top

Name Description
SortingOrderOffset Two	different	characters	must	have

different	offsets	(0	and	1000	for

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
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Inheritance	Hierarchy

Applies	to

See	Also

example).

SortingOrderStep Step	between	two	sprites	(layers).

Sprites Full	list	of	sprites

ZStep Step	between	two	sprites	(layers).

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.LayerMa
nager

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.
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Properties

LayerManager	Properties
LayerManager	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	LayerManager
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).
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Methods

LayerManager	Methods
LayerManager	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	LayerManager
type.

Name Description
BroadcastMessage(String,	Object) Calls	the	method

named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null
if	it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of
Type	type	if	the
game	object	has
one	attached,	null
if	it	doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of
Type	type	in	the
GameObject	or
any	of	its	children
using	depth	first
search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of
Type	type	in	the
GameObject	or
any	of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx


Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of
Type	type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx


Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of
Type	type	in	the
GameObject	or
any	of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the
method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx


InvokeRepeating(String,	Single,
Single)

Invokes	the
method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

ReadCurrentOrderBySortingOrder() Read	ordered
sprite	list	by
Sorting	Order.

ReadCurrentOrderByZCoortidate() Read	ordered
sprite	list	by	Z
coortidate.

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SetOrderBySortingOrder() Set	layers	order	by
Sorting	Order.

SetOrderByZCoordinate() Set	layers	order	by
Z	coortidate.

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.
(inherited	from
MonoBehaviour).

StopAllCoroutines Stops	all
coroutines	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine
stored	in	routine
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine
stored	in	routine
running	on	this
behaviour.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


See	Also

MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine
stored	in	routine
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game
object.

(inherited	from
Object).
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VB

C#

C++

JScript

Syntax

LayerManager.ReadCurrentOrder
BySortingOrder	Method
See	Also

Read	ordered	sprite	list	by	Sorting	Order.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	ReadCurrentOrderBySortingOrder()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	ReadCurrentOrderBySortingOrder()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	ReadCurrentOrderBySortingOrder()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	ReadCurrentOrderBySortingOrder();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.void.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.void.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

LayerManager.ReadCurrentOrder
ByZCoortidate	Method
See	Also

Read	ordered	sprite	list	by	Z	coortidate.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	ReadCurrentOrderByZCoortidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	ReadCurrentOrderByZCoortidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	ReadCurrentOrderByZCoortidate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	ReadCurrentOrderByZCoortidate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
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javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
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javascript: CodeSnippet_SetLanguage('Csharp');
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javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.void.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

LayerManager	Class
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VB

C#

C++

JScript

Syntax

LayerManager.SetOrderBySorting
Order	Method
See	Also

Set	layers	order	by	Sorting	Order.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	SetOrderBySortingOrder()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	SetOrderBySortingOrder()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	SetOrderBySortingOrder()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	SetOrderBySortingOrder();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
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javascript:void(0)
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javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
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javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

LayerManager.SetOrderByZCoordi
nate	Method
See	Also

Set	layers	order	by	Z	coortidate.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	SetOrderByZCoordinate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	SetOrderByZCoordinate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	SetOrderByZCoordinate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	SetOrderByZCoordinate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

LayerManager	Fields
LayerManager	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	LayerManager
type.

Name Description
SortingOrderOffset Two	different	characters	must	have

different	offsets	(0	and	1000	for
example).

SortingOrderStep Step	between	two	sprites	(layers).

Sprites Full	list	of	sprites

ZStep Step	between	two	sprites	(layers).

Top

LayerManager	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

SortingOrderOffset	Field
See	Also

Two	different	characters	must	have	different	offsets	(0	and	1000	for
example).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SortingOrderOffset	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	int	SortingOrderOffset

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

int	SortingOrderOffset;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SortingOrderOffset	:	int

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Type:	int

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

LayerManager	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Syntax

SortingOrderStep	Field
See	Also

Step	between	two	sprites	(layers).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SortingOrderStep	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	int	SortingOrderStep

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

int	SortingOrderStep;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SortingOrderStep	:	int

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Type:	int

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

LayerManager	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Syntax

Sprites	Field
See	Also

Full	list	of	sprites

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sprites	As	List(Of	SpriteRenderer)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	List<SpriteRenderer>	Sprites

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

List<SpriteRenderer^>^	Sprites;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

JScript	does	not	support	generic	types	and	methods.

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Type:	List<SpriteRenderer>

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

LayerManager	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Syntax

ZStep	Field
See	Also

Step	between	two	sprites	(layers).

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ZStep	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	float	ZStep

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

float	ZStep;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ZStep	:	float

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Type:	float

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

LayerManager	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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MeleeWeapon	Class
See	Also

General	melee	weapon	behaviour.	First	thing	you	need	to	check	is	hit
event.	Use	animation	events	or	check	user	input.	Second	thing	is	to
resolve	impacts	to	other	objects	(enemies,	environment).	Use
collisions	or	raycasts.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	MeleeWeapon	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	MeleeWeapon	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	MeleeWeapon	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	MeleeWeapon	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).
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(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).
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light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


Methods

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
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MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?
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(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx


GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
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object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
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this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).
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SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start() Listen	animation
events	to	determine
hit	moments.

StartCoroutine(IEnumerator) Starts	a	coroutine.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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Fields

Inheritance	Hierarchy

Applies	to

MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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MeleeWeapon	Properties
MeleeWeapon	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	MeleeWeapon
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).
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See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).
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Methods

MeleeWeapon	Methods
MeleeWeapon	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	MeleeWeapon
type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
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Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
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Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx


Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method
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Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String, Calls	the	method
named
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SendMessageOptions) methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
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every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start() Listen	animation
events	to	determine
hit	moments.

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).
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StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx


See	Also

Top

MeleeWeapon	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

MeleeWeapon.OnDestroy	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnDestroy()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnDestroy();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

MeleeWeapon	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

MeleeWeapon.Start	Method
See	Also

Listen	animation	events	to	determine	hit	moments.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
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Fields

See	Also

MeleeWeapon	Fields
MeleeWeapon	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	MeleeWeapon
type.

Name Description
AnimationEvents

Edge

Top

MeleeWeapon	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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Syntax

AnimationEvents	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	AnimationEvents	As	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationEvents	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AnimationEvents^	AnimationEvents;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationEvents	:	AnimationEvents

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AnimationEvents

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
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C++
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Syntax

Edge	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Edge	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	Edge

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	Edge;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Edge	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Syntax

Projectile	Class
See	Also

General	behaviour	for	projectiles:	bullets,	rockets	and	other.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	Projectile	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Projectile	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	Projectile	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Projectile	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx


enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx


GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx


Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx


GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx


GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx


(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnCollisionEnter(Collision)

OnTriggerEnter(Collider)

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).
Starts	a	coroutine

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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StartCoroutine(String,	Object) named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).
Stops	the	first
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

StopCoroutine(Coroutine) coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
Impact

Renderers

Trail

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.Projectile

.NET	Framework
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Properties

Projectile	Properties
Projectile	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Projectile	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
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See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top
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Methods

Projectile	Methods
Projectile	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Projectile	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).
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GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
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repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnCollisionEnter(Collision)

OnTriggerEnter(Collider)

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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SendMessage(String,
SendMessageOptions)

named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object,	SendMessageOptions) methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
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See	Also
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VB

C#

C++

JScript

Syntax

Projectile.OnCollisionEnter	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnCollisionEnter(	_	

			ByVal	other	As	Collision	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnCollisionEnter(	

			Collision	other	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnCollisionEnter(	

			Collision^	other	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnCollisionEnter(	

				other	:	Collision	

);

Copy

Copy

Copy

Copy
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Applies	to

See	Also

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
other

Type:	Collision

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.
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VB

C#

C++

JScript

Syntax

Projectile.OnTriggerEnter	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnTriggerEnter(	_	

			ByVal	other	As	Collider	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnTriggerEnter(	

			Collider	other	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnTriggerEnter(	

			Collider^	other	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnTriggerEnter(	

				other	:	Collider	

);

Copy

Copy

Copy

Copy
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Applies	to

See	Also

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
other

Type:	Collider

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
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VB

C#

C++

JScript

Syntax

Applies	to

Projectile.Start	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Fields

See	Also

Projectile	Fields
Projectile	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Projectile	type.

Name Description
Impact

Renderers

Trail

Top

Projectile	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.
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C#

C++

JScript

Syntax

Impact	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Impact	As	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	GameObject	Impact

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

GameObject^	Impact;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Impact	:	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	GameObject

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Renderers	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Renderers	As	List(Of	Renderer)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	List<Renderer>	Renderers

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

List<Renderer^>^	Renderers;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

JScript	does	not	support	generic	types	and	methods.

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	List<Renderer>

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C#

C++

JScript

Syntax

Trail	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Trail	As	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	GameObject	Trail

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

GameObject^	Trail;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Trail	:	GameObject

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	GameObject

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Projectile	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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C++
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Syntax

Shell	Class
See	Also

Shell	falling	animation	when	shooting.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	Shell	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Shell	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	Shell	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Shell	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx


Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx


GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
Lifetime

Renderer

RotationSpeed

Speed

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.CharacterScripts.Shell

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
javascript:void(0)
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.aspx
javascript:void(0)
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Properties

Shell	Properties
Shell	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Shell	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Shell	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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Methods

Shell	Methods
Shell	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Shell	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx


See	Also

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
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VB

C#

C++

JScript

Syntax

Applies	to

Shell.Start	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Applies	to

Shell.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

Shell	Fields
Shell	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Shell	type.

Name Description
Lifetime

Renderer

RotationSpeed

Speed

Top

Shell	Class	Assets.HeroEditor.Common.CharacterScripts
Namespace
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VB

C#

C++

JScript

Syntax

Lifetime	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Lifetime	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	float	Lifetime

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

float	Lifetime;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Lifetime	:	float

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	float

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Shell	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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VB

C#

C++

JScript

Syntax

Renderer	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Renderer	As	SpriteRenderer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SpriteRenderer	Renderer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

SpriteRenderer^	Renderer;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Renderer	:	SpriteRenderer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	SpriteRenderer

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Shell	Class
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VB

C#

C++

JScript

Syntax

RotationSpeed	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	RotationSpeed	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	float	RotationSpeed

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

float	RotationSpeed;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	RotationSpeed	:	float

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	float

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
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VB

C#

C++

JScript

Syntax

Speed	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Speed	As	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Vector3	Speed

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Vector3	Speed;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Speed	:	Vector3

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Vector3

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

JScript

Syntax

WeaponControls	Class
See	Also

Rotates	arms	and	passes	input	events	to	child	components	like
FirearmFire	and	BowShooting.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	WeaponControls	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	WeaponControls	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	WeaponControls	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	WeaponControls	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).
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Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

LateUpdate() Called	each	frame
update,	weapon	to
mouse	rotation
example.

RotateArm(Transform,	Transform,
Vector2,	float,	float)

Selected	arm	to
position	(world
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space)	rotation,	with
limits.

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
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every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
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Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
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Fields

Inheritance	Hierarchy

in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
ArmL

ArmR

Character

FireButton

ReloadButton

Top

System.Object
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UnityEngine.Object
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.NET	Framework
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Properties

WeaponControls	Properties
WeaponControls	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
WeaponControls	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).
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See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top
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Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Methods

WeaponControls	Methods
WeaponControls	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
WeaponControls	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
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Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
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Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren.aspx


Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single, Invokes	the	method
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Single) methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

LateUpdate() Called	each	frame
update,	weapon	to
mouse	rotation
example.

RotateArm(Transform,	Transform,
Vector2,	float,	float)

Selected	arm	to
position	(world
space)	rotation,	with
limits.

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).
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SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).
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StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
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See	Also

MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top
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Assets.HeroEditor.Common.CharacterScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

WeaponControls.LateUpdate
Method
See	Also

Called	each	frame	update,	weapon	to	mouse	rotation	example.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	LateUpdate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	LateUpdate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	LateUpdate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	LateUpdate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

Syntax

WeaponControls.RotateArm
Method
See	Also

Selected	arm	to	position	(world	space)	rotation,	with	limits.

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	RotateArm(	_	

			ByVal	arm	As	Transform,	_	

			ByVal	weapon	As	Transform,	_	

			ByVal	target	As	Vector2,	_	

			ByVal	angleMin	As	Single,	_	

			ByVal	angleMax	As	Single	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	RotateArm(	

			Transform	arm,	

			Transform	weapon,	

			Vector2	target,	

			float	angleMin,	

			float	angleMax	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	RotateArm(	

Copy

Copy

Copy
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JScript

			Transform^	arm,	

			Transform^	weapon,	

			Vector2	target,	

			float	angleMin,	

			float	angleMax	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	RotateArm(	

				arm	:	Transform,	

				weapon	:	Transform,	

				target	:	Vector2,	

				angleMin	:	float,	

				angleMax	:	float	

);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
arm

Type:	Transform

weapon
Type:	Transform

target
Type:	Vector2

angleMin
Type:	float

angleMax
Type:	float

Copy

http://msdn2.microsoft.com/en-us/library/system.single.aspx
http://msdn2.microsoft.com/en-us/library/system.single.aspx
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.single.aspx
http://msdn2.microsoft.com/en-us/library/system.single.aspx
http://msdn2.microsoft.com/en-us/library/system.single.aspx
http://msdn2.microsoft.com/en-us/library/system.single.aspx


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++

JScript

Syntax

Applies	to

WeaponControls.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Fields

See	Also

WeaponControls	Fields
WeaponControls	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
WeaponControls	type.

Name Description
ArmL

ArmR

Character

FireButton

ReloadButton

Top

WeaponControls	Class
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C++

JScript

Syntax

ArmL	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ArmL	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	ArmL

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	ArmL;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ArmL	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

ArmR	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ArmR	As	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Transform	ArmR

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Transform^	ArmR;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ArmR	:	Transform

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Transform

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++
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Syntax

Character	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++
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Syntax

FireButton	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	FireButton	As	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	KeyCode	FireButton

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

KeyCode	FireButton;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FireButton	:	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	KeyCode

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

JScript

Syntax

ReloadButton	Field
See	Also

Namespace:	Assets.HeroEditor.Common.CharacterScripts
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ReloadButton	As	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	KeyCode	ReloadButton

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

KeyCode	ReloadButton;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ReloadButton	:	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	KeyCode

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

WeaponControls	Class
Assets.HeroEditor.Common.CharacterScripts	Namespace
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Classes

Applies	to

Assets.HeroEditor.Common.Data
Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
FirearmParams Firearm	parameters.	Full	list	is	stored	in

FirearmCollection	instance.

Top

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Syntax

FirearmParams	Class
See	Also

Firearm	parameters.	Full	list	is	stored	in	FirearmCollection	instance.

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Serializable()>	_	

Public	Class	FirearmParams

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Serializable()]	

public	class	FirearmParams

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Serializable()]	

public	ref	class	FirearmParams	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Serializable()	

class	FirearmParams

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Methods

Fields

Name Description
Equals(Object) (inherited	from	Object).

GetHashCode (inherited	from	Object).

GetType (inherited	from	Object).

ToString (inherited	from	Object).

Top

Name Description
Accuracy 0	=	max	spreading	angle	(45

degree),	1	=	100%	accuracy	(zero
spreading).

AutomaticFire

AutomaticLoad

FireMuzzlePosition

FireMuzzlePrefab

FireRateInMinute

HoldAnimation

HoldType

LoadAnimation

MagazineCapacity

MagazinePosition

javascript:void(0)
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http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/system.object.tostring.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
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Inheritance	Hierarchy

Applies	to

See	Also

MagazineType

Meta Store	specific	weapon	params	here.

MuzzleVelocity Muzzle	velocity	in	m/s.

Name

ProjectilePrefab

Recoil Arm	recoil	(offset	in	local	space)

ReloadAnimation

SlidePosition

SoundClipIn

SoundClipOut

SoundFire

SoundLoad

SoundPump

Type

Top

System.Object
Assets.HeroEditor.Common.Data.FirearmParams

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Assets.HeroEditor.Common.Data	Namespace
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Methods

See	Also

FirearmParams	Methods
FirearmParams	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmParams
type.

Name Description
Equals(Object) (inherited	from	Object).

GetHashCode (inherited	from	Object).

GetType (inherited	from	Object).

ToString (inherited	from	Object).

Top

FirearmParams	Class	Assets.HeroEditor.Common.Data
Namespace
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Fields

FirearmParams	Fields
FirearmParams	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	FirearmParams
type.

Name Description
Accuracy 0	=	max	spreading	angle	(45

degree),	1	=	100%	accuracy	(zero
spreading).

AutomaticFire

AutomaticLoad

FireMuzzlePosition

FireMuzzlePrefab

FireRateInMinute

HoldAnimation

HoldType

LoadAnimation

MagazineCapacity

MagazinePosition

MagazineType

Meta Store	specific	weapon	params	here.

MuzzleVelocity Muzzle	velocity	in	m/s.

Name

javascript:void(0)


See	Also

ProjectilePrefab

Recoil Arm	recoil	(offset	in	local	space)

ReloadAnimation

SlidePosition

SoundClipIn

SoundClipOut

SoundFire

SoundLoad

SoundPump

Type

Top

FirearmParams	Class	Assets.HeroEditor.Common.Data
Namespace
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C#

C++
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Syntax

Accuracy	Field
See	Also

0	=	max	spreading	angle	(45	degree),	1	=	100%	accuracy	(zero
spreading).

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Range(0,	1)>	_	

Public	Accuracy	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(0,	1)]	

public	float	Accuracy

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(0,	1)]	

public:		

float	Accuracy;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Range(0,	1)	

Accuracy	:	float

Copy

Copy

Copy

Copy
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Applies	to

See	Also

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	float

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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C++
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Syntax

AutomaticFire	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	AutomaticFire	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	AutomaticFire

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

bool	AutomaticFire;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AutomaticFire	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	bool

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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C++
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Syntax

AutomaticLoad	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	AutomaticLoad	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	AutomaticLoad

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

bool	AutomaticLoad;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AutomaticLoad	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	bool

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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Syntax

FireMuzzlePosition	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	FireMuzzlePosition	As	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Vector2	FireMuzzlePosition

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Vector2	FireMuzzlePosition;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FireMuzzlePosition	:	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Vector2

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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Syntax

FireMuzzlePrefab	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Components")>	_	

Public	FireMuzzlePrefab	As	ParticleSystem

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Components")]	

public	ParticleSystem	FireMuzzlePrefab

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Components")]	

public:		

ParticleSystem^	FireMuzzlePrefab;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Components")	

FireMuzzlePrefab	:	ParticleSystem

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	ParticleSystem

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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Syntax

FireRateInMinute	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	FireRateInMinute	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	int	FireRateInMinute

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

int	FireRateInMinute;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FireRateInMinute	:	int

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	int

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace
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Syntax

HoldAnimation	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Animation")>	_	

Public	HoldAnimation	As	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Animation")]	

public	AnimationClip	HoldAnimation

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Animation")]	

public:		

AnimationClip^	HoldAnimation;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Animation")	

HoldAnimation	:	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	AnimationClip

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

FirearmParams	Class
Assets.HeroEditor.Common.Data	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB
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Syntax

HoldType	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	HoldType	As	HoldType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	HoldType	HoldType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

HoldType	HoldType;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	HoldType	:	HoldType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	HoldType

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

LoadAnimation	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	LoadAnimation	As	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationClip	LoadAnimation

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AnimationClip^	LoadAnimation;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	LoadAnimation	:	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AnimationClip

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

MagazineCapacity	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	MagazineCapacity	As	Integer

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	int	MagazineCapacity

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

int	MagazineCapacity;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	MagazineCapacity	:	int

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	int

Copy

Copy

Copy

Copy
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Applies	to
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VB

C#

C++

JScript

Syntax

MagazinePosition	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	MagazinePosition	As	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Vector2	MagazinePosition

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Vector2	MagazinePosition;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	MagazinePosition	:	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Vector2

Copy

Copy

Copy

Copy
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VB

C#

C++

JScript

Syntax

MagazineType	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	MagazineType	As	MagazineType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	MagazineType	MagazineType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

MagazineType	MagazineType;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	MagazineType	:	MagazineType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	MagazineType

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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C#

C++
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Syntax

Meta	Field
See	Also

Store	specific	weapon	params	here.

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Meta")>	_	

Public	Meta	As	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Meta")]	

public	string	Meta

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Meta")]	

public:		

String^	Meta;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Meta")	

Meta	:	String

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	string

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Syntax

MuzzleVelocity	Field
See	Also

Muzzle	velocity	in	m/s.

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Range(500,	5000)>	_	

Public	MuzzleVelocity	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(500,	5000)]	

public	float	MuzzleVelocity

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(500,	5000)]	

public:		

float	MuzzleVelocity;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Range(500,	5000)	

MuzzleVelocity	:	float

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	float

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

Name	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Name	As	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	string	Name

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

String^	Name;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Name	:	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	string

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

ProjectilePrefab	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ProjectilePrefab	As	Projectile

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Projectile	ProjectilePrefab

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Projectile^	ProjectilePrefab;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ProjectilePrefab	:	Projectile

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Projectile

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

Recoil	Field
See	Also

Arm	recoil	(offset	in	local	space)

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Range(0,	0.25f)>	_	

Public	Recoil	As	Single

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(0,	0.25f)]	

public	float	Recoil

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Range(0,	0.25f)]	

public:		

float	Recoil;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Range(0,	0.25f)	

Recoil	:	float

This	language	is	not	supported	or	no	code	example	is	avai

Copy

Copy

Copy

Copy
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Applies	to

See	Also

lable.

Field	Value
Type:	float

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C++

JScript

Syntax

ReloadAnimation	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ReloadAnimation	As	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AnimationClip	ReloadAnimation

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AnimationClip^	ReloadAnimation;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ReloadAnimation	:	AnimationClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AnimationClip

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to
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C++
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Syntax

SlidePosition	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Positions")>	_	

Public	SlidePosition	As	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Positions")]	

public	Vector2	SlidePosition

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Positions")]	

public:		

Vector2	SlidePosition;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Positions")	

SlidePosition	:	Vector2

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	Vector2

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SoundClipIn	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SoundClipIn	As	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioClip	SoundClipIn

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AudioClip^	SoundClipIn;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SoundClipIn	:	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AudioClip

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SoundClipOut	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SoundClipOut	As	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioClip	SoundClipOut

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AudioClip^	SoundClipOut;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SoundClipOut	:	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AudioClip

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SoundFire	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Sounds")>	_	

Public	SoundFire	As	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Sounds")]	

public	AudioClip	SoundFire

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Sounds")]	

public:		

AudioClip^	SoundFire;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Sounds")	

SoundFire	:	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	AudioClip

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SoundLoad	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SoundLoad	As	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioClip	SoundLoad

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AudioClip^	SoundLoad;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SoundLoad	:	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AudioClip

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

SoundPump	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	SoundPump	As	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	AudioClip	SoundPump

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

AudioClip^	SoundPump;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	SoundPump	:	AudioClip

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	AudioClip

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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C#

C++

JScript

Syntax

Type	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Data	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Type	As	FirearmType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	FirearmType	Type

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

FirearmType	Type;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Type	:	FirearmType

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	FirearmType

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Classes

Applies	to

Assets.HeroEditor.Common.Editor
Scripts	Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
CharacterEditor Character	editor	UI	and

behaviour.

CharacterReferencesResolver

FirearmCollection Represents	all	firearms
and	params,	instance	is
always	located	on	the
main	scene.

Top

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

JScript

Syntax

CharacterEditor	Class
See	Also

Character	editor	UI	and	behaviour.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	CharacterEditor	

				Inherits	CharacterEditorBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterEditor	:	CharacterEditorBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	CharacterEditor	:	public	CharacterEditor

Base^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterEditor	

			extends	CharacterEditorBase

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
Awake() Called	automatically	on	app	start.

BroadcastMessage(String,
Object)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

BroadcastMessage(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
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http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


BroadcastMessage(String,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

CancelInvoke(String) Cancels	all	Invoke	calls	with	name
methodName	on	this	behaviour.

(inherited	from	MonoBehaviour

CancelInvoke Cancels	all	Invoke	calls	on	this
MonoBehaviour.

(inherited	from	MonoBehaviour

ClosePalette (inherited	from	CharacterEditorBase

CompareTag(String) Is	this	game	object	tagged	with	tag	?

(inherited	from	Component).

Equals(Object) (inherited	from	Object).

Flip (inherited	from	CharacterEditorBase

GetComponent<T> (inherited	from	Component).

GetComponent(String) Returns	the	component	with	name	type	if
the	game	object	has	one	attached,	null	if	it
doesn't.

(inherited	from	Component).

GetComponent(Type) Returns	the	component	of	Type	type	if	the
game	object	has	one	attached,	null	if	it
doesn't.

(inherited	from	Component).

GetComponentInChildren(Type) Returns	the	component	of	Type	type	in	the
GameObject	or	any	of	its	children	using
depth	first	search.

(inherited	from	Component).

GetComponentInChildren<T> (inherited	from	Component).

GetComponentInChildren<T> (inherited	from	Component).
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(Boolean)

GetComponentInChildren(Type,
Boolean)

(inherited	from	Component).

GetComponentInParent(Type) Returns	the	component	of	Type	type	in	the
GameObject	or	any	of	its	parents.

(inherited	from	Component).

GetComponentInParent<T> (inherited	from	Component).

GetComponents<T>(List<T>) (inherited	from	Component).

GetComponents(Type,
List<Component>)

(inherited	from	Component).

GetComponents(Type) Returns	all	components	of	Type	type	in	the
GameObject.

(inherited	from	Component).

GetComponents<T> (inherited	from	Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	children.

(inherited	from	Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from	Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from	Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from	Component).

GetComponentsInChildren<T> (inherited	from	Component).

GetComponentsInChildren(Type) Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	children.

(inherited	from	Component).

GetComponentsInParent<T> (inherited	from	Component).
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(Boolean,	List<T>)

GetComponentsInParent(Type,
Boolean)

Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	parents.

(inherited	from	Component).

GetComponentsInParent(Type) (inherited	from	Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from	Component).

GetComponentsInParent<T> (inherited	from	Component).

GetHashCode (inherited	from	Object).

GetInstanceID Returns	the	instance	id	of	the	object.

(inherited	from	Object).

GetType (inherited	from	Object).

Invoke(String,	Single) Invokes	the	method	methodName	in	time
seconds.

(inherited	from	MonoBehaviour

InvokeRepeating(String,	Single,
Single)

Invokes	the	method	methodName	in	time
seconds,	then	repeatedly	every	repeatRate
seconds.

(inherited	from	MonoBehaviour

IsInvoking(String) Is	any	invoke	on	methodName	pending?

(inherited	from	MonoBehaviour

IsInvoking Is	any	invoke	pending	on	this
MonoBehaviour?

(inherited	from	MonoBehaviour

Load(CharacterBase) (HeroEditor.Common.CharacterEditorBase).

Load(string)

Load() Load	character	from	prefab.

Navigate(String) (inherited	from	CharacterEditorBase
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OpenPalette(String) (inherited	from	CharacterEditorBase

PickColor(Color) (inherited	from	CharacterEditorBase

Reset (inherited	from	CharacterEditorBase

Save(string)

Save() Save	character	to	prefab.

SendMessage(String,	Object) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessage(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessageUpwards(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String,
Object)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String, Calls	the	method	named	methodName	on
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SendMessageOptions) every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SetHairMask (inherited	from	CharacterEditorBase

Start (inherited	from	CharacterEditorBase

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from	MonoBehaviour

StartCoroutine(String) Starts	a	coroutine	named	methodName.

(inherited	from	MonoBehaviour

StartCoroutine(String,	Object) Starts	a	coroutine	named	methodName.

(inherited	from	MonoBehaviour

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited	from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines	running	on	this
behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(IEnumerator) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(String) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(Coroutine) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

SwitchToArmorParts (inherited	from	CharacterEditorBase
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Fields

Inheritance	Hierarchy

Applies	to

See	Also

Test() Test	character	with	demo	setup.

ToString Returns	the	name	of	the	game	object.

(inherited	from	Object).

Top

Name Description
FirearmCollection

PrefabFolder

TestRoomScene

UseEditorColorField

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
HeroEditor.Common.CharacterEditorBase
Assets.HeroEditor.Common.EditorScripts.CharacterE
ditor

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Assets.HeroEditor.Common.EditorScripts	Namespace
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javascript:void(0)
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.aspx
javascript:void(0)
javascript:void(0)


Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Properties

CharacterEditor	Properties
CharacterEditor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	CharacterEditor
type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).
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See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

CharacterEditor	Class	Assets.HeroEditor.Common.EditorScripts
Namespace
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Methods

CharacterEditor	Methods
CharacterEditor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	CharacterEditor
type.

Name Description
Awake() Called	automatically	on	app	start.

BroadcastMessage(String,
Object)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

BroadcastMessage(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
or	any	of	its	children.

(inherited	from	Component).

CancelInvoke(String) Cancels	all	Invoke	calls	with	name
methodName	on	this	behaviour.

(inherited	from	MonoBehaviour

CancelInvoke Cancels	all	Invoke	calls	on	this
MonoBehaviour.
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(inherited	from	MonoBehaviour

ClosePalette (inherited	from	CharacterEditorBase

CompareTag(String) Is	this	game	object	tagged	with	tag	?

(inherited	from	Component).

Equals(Object) (inherited	from	Object).

Flip (inherited	from	CharacterEditorBase

GetComponent<T> (inherited	from	Component).

GetComponent(String) Returns	the	component	with	name	type	if
the	game	object	has	one	attached,	null	if	it
doesn't.

(inherited	from	Component).

GetComponent(Type) Returns	the	component	of	Type	type	if	the
game	object	has	one	attached,	null	if	it
doesn't.

(inherited	from	Component).

GetComponentInChildren(Type) Returns	the	component	of	Type	type	in	the
GameObject	or	any	of	its	children	using
depth	first	search.

(inherited	from	Component).

GetComponentInChildren<T> (inherited	from	Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from	Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from	Component).

GetComponentInParent(Type) Returns	the	component	of	Type	type	in	the
GameObject	or	any	of	its	parents.

(inherited	from	Component).

GetComponentInParent<T> (inherited	from	Component).

GetComponents<T>(List<T>) (inherited	from	Component).
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GetComponents(Type,
List<Component>)

(inherited	from	Component).

GetComponents(Type) Returns	all	components	of	Type	type	in	the
GameObject.

(inherited	from	Component).

GetComponents<T> (inherited	from	Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	children.

(inherited	from	Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from	Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from	Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from	Component).

GetComponentsInChildren<T> (inherited	from	Component).

GetComponentsInChildren(Type) Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	children.

(inherited	from	Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from	Component).

GetComponentsInParent(Type,
Boolean)

Returns	all	components	of	Type	type	in	the
GameObject	or	any	of	its	parents.

(inherited	from	Component).

GetComponentsInParent(Type) (inherited	from	Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from	Component).

GetComponentsInParent<T> (inherited	from	Component).
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GetHashCode (inherited	from	Object).

GetInstanceID Returns	the	instance	id	of	the	object.

(inherited	from	Object).

GetType (inherited	from	Object).

Invoke(String,	Single) Invokes	the	method	methodName	in	time
seconds.

(inherited	from	MonoBehaviour

InvokeRepeating(String,	Single,
Single)

Invokes	the	method	methodName	in	time
seconds,	then	repeatedly	every	repeatRate
seconds.

(inherited	from	MonoBehaviour

IsInvoking(String) Is	any	invoke	on	methodName	pending?

(inherited	from	MonoBehaviour

IsInvoking Is	any	invoke	pending	on	this
MonoBehaviour?

(inherited	from	MonoBehaviour

Load(CharacterBase) (HeroEditor.Common.CharacterEditorBase).

Load(string)

Load() Load	character	from	prefab.

Navigate(String) (inherited	from	CharacterEditorBase

OpenPalette(String) (inherited	from	CharacterEditorBase

PickColor(Color) (inherited	from	CharacterEditorBase

Reset (inherited	from	CharacterEditorBase

Save(string)

Save() Save	character	to	prefab.

SendMessage(String,	Object) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

http://msdn2.microsoft.com/en-us/library/unityengine.object.gethashcode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx
http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.load.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.navigate.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.openpalette.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.pickcolor.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


(inherited	from	Component).

SendMessage(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object.

(inherited	from	Component).

SendMessageUpwards(String) Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String,
Object)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method	named	methodName	on
every	MonoBehaviour	in	this	game	object
and	on	every	ancestor	of	the	behaviour.

(inherited	from	Component).

SetHairMask (inherited	from	CharacterEditorBase

Start (inherited	from	CharacterEditorBase

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from	MonoBehaviour

StartCoroutine(String) Starts	a	coroutine	named	methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.sethairmask.aspx
http://msdn2.microsoft.com/en-us/library/heroeditor.common.charactereditorbase.start.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


See	Also

(inherited	from	MonoBehaviour

StartCoroutine(String,	Object) Starts	a	coroutine	named	methodName.

(inherited	from	MonoBehaviour

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited	from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines	running	on	this
behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(IEnumerator) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(String) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

StopCoroutine(Coroutine) Stops	the	first	coroutine	named
methodName,	or	the	coroutine	stored	in
routine	running	on	this	behaviour.

(inherited	from	MonoBehaviour

SwitchToArmorParts (inherited	from	CharacterEditorBase

Test() Test	character	with	demo	setup.

ToString Returns	the	name	of	the	game	object.

(inherited	from	Object).

Top

CharacterEditor	Class	Assets.HeroEditor.Common.EditorScripts
Namespace

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
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VB

C#

C++

JScript

Syntax

CharacterEditor.Awake	Method
See	Also

Called	automatically	on	app	start.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Awake()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Awake();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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Overload	List

See	Also

CharacterEditor.Load	Method
CharacterEditor	Class		See	Also

Load	character	from	prefab.

Name Description
Load(CharacterBase) (HeroEditor.Common.CharacterEditorBase).

Load(string)

Load() Load	character	from	prefab.

CharacterEditor	Class	Assets.HeroEditor.Common.EditorScripts
Namespace
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Syntax

CharacterEditor.Load	(String)
Method
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Sub	Load(	_	

			ByVal	path	As	String	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	void	Load(	

			string	path	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Load(	

			String^	path	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Load(	

Copy

Copy

Copy

Copy
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Applies	to

See	Also

				path	:	String	

);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
path

Type:	string

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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VB

C#

C++

JScript

Syntax

CharacterEditor.Load	Method
See	Also

Load	character	from	prefab.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Load()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Load()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Load()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Load();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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Overload	List

See	Also

CharacterEditor.Save	Method
CharacterEditor	Class		See	Also

Save	character	to	prefab.

Name Description
Save(string)

Save() Save	character	to	prefab.

CharacterEditor	Class	Assets.HeroEditor.Common.EditorScripts
Namespace
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C++

JScript

Syntax

CharacterEditor.Save	(String)
Method
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Overrides	Sub	Save(	_	

			ByVal	path	As	String	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	override	void	Save(	

			string	path	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Save(	

			String^	path	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Save(	

Copy

Copy

Copy

Copy
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Applies	to

See	Also

				path	:	String	

);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
path

Type:	string

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
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C++
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Syntax

CharacterEditor.Save	Method
See	Also

Save	character	to	prefab.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Save()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Save()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Save()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Save();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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C++

JScript

Syntax

CharacterEditor.Test	Method
See	Also

Test	character	with	demo	setup.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Test()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Test()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Test()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Test();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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Fields

See	Also

CharacterEditor	Fields
CharacterEditor	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	CharacterEditor
type.

Name Description
FirearmCollection

PrefabFolder

TestRoomScene

UseEditorColorField

Top

CharacterEditor	Class	Assets.HeroEditor.Common.EditorScripts
Namespace
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Syntax

FirearmCollection	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

<Header("Other")>	_	

Public	FirearmCollection	As	FirearmCollection

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Other")]	

public	FirearmCollection	FirearmCollection

This	language	is	not	supported	or	no	code	example	is	avai

lable.

[Header("Other")]	

public:		

FirearmCollection^	FirearmCollection;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public		

			Header("Other")	

FirearmCollection	:	FirearmCollection

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

Field	Value
Type:	FirearmCollection

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
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VB

C#

C++

JScript

Syntax

PrefabFolder	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	PrefabFolder	As	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	string	PrefabFolder

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

String^	PrefabFolder;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	PrefabFolder	:	String

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	string

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.string.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.string.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.string.aspx
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.string.aspx
http://msdn2.microsoft.com/en-us/library/system.string.aspx


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterEditor	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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VB

C#

C++

JScript

Syntax

TestRoomScene	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	TestRoomScene	As	Object

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	object	TestRoomScene

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

object^	TestRoomScene;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	TestRoomScene	:	object

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	object

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
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C#

C++

JScript

Syntax

UseEditorColorField	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	UseEditorColorField	As	Boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	bool	UseEditorColorField

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

bool	UseEditorColorField;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	UseEditorColorField	:	boolean

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	bool

Copy

Copy

Copy

Copy
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See	Also
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Syntax

CharacterReferencesResolver
Class
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	CharacterReferencesResolver	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterReferencesResolver	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	CharacterReferencesResolver	:	public	Mon

oBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterReferencesResolver	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
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enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody2d.aspx


Methods

to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx


GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.object.getinstanceid.aspx


Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate() When	character
prefab	is	replaced,
all	references	need
to	be	fixed.

SendMessage(String,	Object) Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).
Stops	the	first

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

StopCoroutine(Coroutine) coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
Character

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.EditorScripts.CharacterRef
erencesResolver

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Properties

CharacterReferencesResolver
Properties
CharacterReferencesResolver	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterReferencesResolver	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.

javascript:void(0)
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The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
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See	Also

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top
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Methods

CharacterReferencesResolver
Methods
CharacterReferencesResolver	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterReferencesResolver	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

javascript:void(0)
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(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
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of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate() When	character
prefab	is	replaced,
all	references	need
to	be	fixed.

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
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MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
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See	Also

of	the	game	object.

(inherited	from
Object).

Top

CharacterReferencesResolver	Class
Assets.HeroEditor.Common.EditorScripts	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#

C++

JScript

Syntax

CharacterReferencesResolver.On
Validate	Method
See	Also

When	character	prefab	is	replaced,	all	references	need	to	be	fixed.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnValidate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnValidate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterReferencesResolver	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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Fields

See	Also

CharacterReferencesResolver
Fields
CharacterReferencesResolver	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterReferencesResolver	type.

Name Description
Character

Top

CharacterReferencesResolver	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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VB

C#

C++

JScript

Syntax

Character	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterReferencesResolver	Class
Assets.HeroEditor.Common.EditorScripts	Namespace
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VB

C#

C++

JScript

Syntax

FirearmCollection	Class
See	Also

Represents	all	firearms	and	params,	instance	is	always	located	on
the	main	scene.

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	FirearmCollection	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmCollection	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	FirearmCollection	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	FirearmCollection	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
Awake()

BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
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this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
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instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
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MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
Firearms

	 Instance

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.EditorScripts.FirearmColle
ction

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
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See	Also
Assets.HeroEditor.Common.EditorScripts	Namespace
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Properties

FirearmCollection	Properties
FirearmCollection	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
FirearmCollection	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.
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http://msdn2.microsoft.com/en-us/library/unityengine.component.animation.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.audio.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.camera.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.collider2d.aspx


(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx


See	Also

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top
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Methods

FirearmCollection	Methods
FirearmCollection	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
FirearmCollection	type.

Name Description
Awake()

BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from

javascript:void(0)
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Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx


GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
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(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnValidate()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
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SendMessage(String,
SendMessageOptions)

named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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Object,	SendMessageOptions) methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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VB

C#

C++

JScript

Syntax

Applies	to

FirearmCollection.Awake	Method
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Awake()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Awake();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

FirearmCollection.OnValidate
Method
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnValidate()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnValidate()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnValidate();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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Fields

See	Also

FirearmCollection	Fields
FirearmCollection	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
FirearmCollection	type.

Name Description
Firearms

	 Instance

Top
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VB

C#

C++

JScript

Syntax

Firearms	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Firearms	As	List(Of	FirearmParams)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	List<FirearmParams>	Firearms

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

List<FirearmParams^>^	Firearms;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

JScript	does	not	support	generic	types	and	methods.

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	List<FirearmParams>

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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C#

C++

JScript

Syntax

Instance	Field
See	Also

Namespace:	Assets.HeroEditor.Common.EditorScripts	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Shared	Instance	As	FirearmCollection

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	static	FirearmCollection	Instance

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

static	FirearmCollection^	Instance;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	static	Instance	:	FirearmCollection

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	FirearmCollection

Copy

Copy

Copy

Copy
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Applies	to

Assets.HeroEditor.Common.Exam
ples	Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
CharacterControlsExample Character	move	and	jump

example.	Built-in
component
CharacterController	(3D)	is
used.	It	can	be	raplaced	by
2D	colliders.

TestRoom

Top
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Syntax

CharacterControlsExample	Class
See	Also

Character	move	and	jump	example.	Built-in	component
CharacterController	(3D)	is	used.	It	can	be	raplaced	by	2D	colliders.

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	CharacterControlsExample	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterControlsExample	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	CharacterControlsExample	:	public	MonoBe

haviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	CharacterControlsExample	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
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enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
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(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

Move(bool,	bool,	bool)

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
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Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


Object) methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Turn(float)

Update()

Top

Name Description
JumpButton

LeftButton

RightButton

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.Examples.CharacterContro
lsExample

http://msdn2.microsoft.com/en-us/library/unityengine.object.tostring.aspx
javascript:void(0)
javascript:void(0)
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javascript:void(0)


See	Also
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Properties

CharacterControlsExample
Properties
CharacterControlsExample	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterControlsExample	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.

javascript:void(0)
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The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
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The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).
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See	Also

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).
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Methods

CharacterControlsExample
Methods
CharacterControlsExample	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterControlsExample	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.
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(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
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it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
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Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
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of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
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MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

Move(bool,	bool,	bool)

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
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Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).
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SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).
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StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).
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See	Also

Turn(float)

Update()
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VB

C#

C++

Syntax

CharacterControlsExample.Move
Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Move(	_	

			ByVal	left	As	Boolean,	_	

			ByVal	right	As	Boolean,	_	

			ByVal	jump	As	Boolean	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Move(	

			bool	left,	

			bool	right,	

			bool	jump	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Move(	

			bool	left,	

			bool	right,	

			bool	jump	

)	

Copy

Copy

Copy
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JScript

Applies	to

See	Also

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Move(	

				left	:	boolean,	

				right	:	boolean,	

				jump	:	boolean	

);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
left

Type:	bool

right
Type:	bool

jump
Type:	bool

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterControlsExample	Class
Assets.HeroEditor.Common.Examples	Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

Copy

javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
http://msdn2.microsoft.com/en-us/library/system.boolean.aspx
javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html




HeroEditor	Reference



VB

C#

C++

JScript

Syntax

CharacterControlsExample.Start
Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also
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VB

C#

C++

JScript

Syntax

CharacterControlsExample.Turn
Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Turn(	_	

			ByVal	direction	As	Single	_	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Turn(	

			float	direction	

)

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Turn(	

			float	direction	

)	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Turn(	

Copy

Copy

Copy

Copy
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Applies	to

See	Also

				direction	:	float	

);

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Parameters
direction

Type:	float

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Assets.HeroEditor.Common.Examples	Namespace
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VB

C#

C++

JScript

Syntax

CharacterControlsExample.Update
Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

CharacterControlsExample	Class
Assets.HeroEditor.Common.Examples	Namespace

Generated	with	unregistered	version	of	VSdocman	
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Fields

See	Also

CharacterControlsExample	Fields
CharacterControlsExample	Class		See	Also

The	following	tables	list	the	members	exposed	by	the
CharacterControlsExample	type.

Name Description
JumpButton

LeftButton

RightButton

Top

CharacterControlsExample	Class
Assets.HeroEditor.Common.Examples	Namespace
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VB

C#

C++

JScript

Syntax

JumpButton	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	JumpButton	As	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	KeyCode	JumpButton

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

KeyCode	JumpButton;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	JumpButton	:	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	KeyCode

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

LeftButton	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	LeftButton	As	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	KeyCode	LeftButton

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

KeyCode	LeftButton;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	LeftButton	:	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	KeyCode

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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VB

C#

C++

JScript

Syntax

RightButton	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	RightButton	As	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	KeyCode	RightButton

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

KeyCode	RightButton;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	RightButton	:	KeyCode

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	KeyCode

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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C#

C++

JScript

Syntax

TestRoom	Class
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	TestRoom	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	TestRoom	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	TestRoom	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	TestRoom	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
Awake()

BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
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javascript:void(0)
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this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
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GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

See	Also

in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top

Name Description
ReturnScene

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.Common.Examples.TestRoom

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Assets.HeroEditor.Common.Examples	Namespace
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Properties

TestRoom	Properties
TestRoom	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	TestRoom	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

TestRoom	Class	Assets.HeroEditor.Common.Examples
Namespace
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Methods

TestRoom	Methods
TestRoom	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	TestRoom	type.

Name Description
Awake()

BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from

javascript:void(0)
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Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String, Calls	the	method
named

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
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SendMessageOptions) methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx


StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Update()

Top
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See	Also
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VB

C#

C++

JScript

Syntax

Applies	to

TestRoom.Awake	Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Awake()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Awake()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Awake();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

TestRoom	Class
Assets.HeroEditor.Common.Examples	Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

TestRoom.Update	Method
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Update()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Update()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Update();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

TestRoom	Class
Assets.HeroEditor.Common.Examples	Namespace
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Fields

See	Also

TestRoom	Fields
TestRoom	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	TestRoom	type.

Name Description
ReturnScene

Top

TestRoom	Class	Assets.HeroEditor.Common.Examples
Namespace
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C#

C++

JScript

Syntax

ReturnScene	Field
See	Also

Namespace:	Assets.HeroEditor.Common.Examples	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	ReturnScene	As	Object

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	object	ReturnScene

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

object^	ReturnScene;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ReturnScene	:	object

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	object

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

TestRoom	Class
Assets.HeroEditor.Common.Examples	Namespace
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Classes

Applies	to

Assets.HeroEditor.FantasyHeroes.
TestRoom.Scarecrow	Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
Scarecrow Enemy	example	behaviour.

Top

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



VB

C#
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Syntax

Scarecrow	Class
See	Also

Enemy	example	behaviour.

Namespace:
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Class	Scarecrow	

				Inherits	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Scarecrow	:	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	ref	class	Scarecrow	:	public	MonoBehaviour^

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	class	Scarecrow	

			extends	MonoBehaviour

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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Properties
Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).
Enabled	Behaviours	are	Updated,

javascript:void(0)
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enabled disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
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GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.
The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
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Methods

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.runineditmode.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.tag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.transform.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.useguilayout.aspx
javascript:void(0)
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx


(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx


Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from
Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
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GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinparent``1.aspx
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http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinchildren``1.aspx
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(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then
repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

http://msdn2.microsoft.com/en-us/library/system.object.gettype.aspx
http://msdn2.microsoft.com/en-us/library/system.object.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.invokerepeating.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String, Calls	the	method

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx


Object) named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx


methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine_auto.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopallcoroutines.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.stopcoroutine.aspx


Fields

Inheritance	Hierarchy

Applies	to

the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top

Name Description
Animator

Character

Top

System.Object
UnityEngine.Object
UnityEngine.Component
UnityEngine.Behaviour
UnityEngine.MonoBehaviour
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecro
w.Scarecrow

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Properties

Scarecrow	Properties
Scarecrow	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Scarecrow	type.

Name Description
animation Obsolete.

The	Animation	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

audio Obsolete.
The	AudioSource	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

camera Obsolete.
The	Camera	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider Obsolete.
The	Collider	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

collider2D Obsolete.
The	Collider2D	component
attached	to	the	object.

javascript:void(0)
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(inherited	from	Component).

constantForce Obsolete.
The	ConstantForce	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

enabled Enabled	Behaviours	are	Updated,
disabled	Behaviours	are	not.

(inherited	from	Behaviour).

gameObject The	game	object	this	component
is	attached	to.	A	component	is
always	attached	to	a	game	object.

(inherited	from	Component).

guiElement Obsolete.	(inherited	from
Component).

guiText Obsolete.
The	GUIText	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

guiTexture Obsolete.
The	GUITexture	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

hideFlags Should	the	object	be	hidden,
saved	with	the	scene	or	modifiable
by	the	user?

(inherited	from	Object).

hingeJoint Obsolete.
The	HingeJoint	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

http://msdn2.microsoft.com/en-us/library/unityengine.component.constantforce.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.enabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.gameobject.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guielement.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitext.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.guitexture.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.hideflags.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.hingejoint.aspx


(inherited	from	Component).

isActiveAndEnabled Has	the	Behaviour	had	enabled
called.

(inherited	from	Behaviour).

light Obsolete.
The	Light	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

name The	name	of	the	object.

(inherited	from	Object).

networkView Obsolete.
The	NetworkView	attached	to	this
GameObject	(Read	Only).	(null	if
there	is	none	attached).

(inherited	from	Component).

particleEmitter Obsolete.
The	ParticleEmitter	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

particleSystem Obsolete.
The	ParticleSystem	attached	to
this	GameObject.	(Null	if	there	is
none	attached).

(inherited	from	Component).

renderer Obsolete.
The	Renderer	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody Obsolete.

http://msdn2.microsoft.com/en-us/library/unityengine.behaviour.isactiveandenabled.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.light.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.name.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.networkview.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particleemitter.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.particlesystem.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.renderer.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.rigidbody.aspx


See	Also

The	Rigidbody	attached	to	this
GameObject.	(Null	if	there	is	none
attached).

(inherited	from	Component).

rigidbody2D Obsolete.
The	Rigidbody2D	that	is	attached
to	the	Component's	GameObject.

(inherited	from	Component).

runInEditMode Allow	a	specific	instance	of	a
MonoBehaviour	to	run	in	edit
mode	(only	available	in	the	editor).

(inherited	from	MonoBehaviour).

tag The	tag	of	this	game	object.

(inherited	from	Component).

transform The	Transform	attached	to	this
GameObject.

(inherited	from	Component).

useGUILayout Disabling	this	lets	you	skip	the
GUI	layout	phase.

(inherited	from	MonoBehaviour).

Top

Scarecrow	Class
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Methods

Scarecrow	Methods
Scarecrow	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Scarecrow	type.

Name Description
BroadcastMessage(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

BroadcastMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

javascript:void(0)
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BroadcastMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object	or
any	of	its	children.

(inherited	from
Component).

CancelInvoke Cancels	all	Invoke
calls	on	this
MonoBehaviour.

(inherited	from
MonoBehaviour).

CancelInvoke(String) Cancels	all	Invoke
calls	with	name
methodName	on
this	behaviour.

(inherited	from
MonoBehaviour).

CompareTag(String) Is	this	game	object
tagged	with	tag	?

(inherited	from
Component).

Equals(Object) (inherited	from
Object).

GetComponent<T> (inherited	from
Component).

GetComponent(String) Returns	the
component	with
name	type	if	the
game	object	has
one	attached,	null	if
it	doesn't.

(inherited	from

http://msdn2.microsoft.com/en-us/library/unityengine.component.broadcastmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.cancelinvoke.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.comparetag.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.object.equals.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent``1.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx


Component).

GetComponent(Type) Returns	the
component	of	Type
type	if	the	game
object	has	one
attached,	null	if	it
doesn't.

(inherited	from
Component).

GetComponentInChildren(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	children	using
depth	first	search.

(inherited	from
Component).

GetComponentInChildren<T> (inherited	from
Component).

GetComponentInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentInChildren(Type,
Boolean)

(inherited	from
Component).

GetComponentInParent(Type) Returns	the
component	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentInParent<T> (inherited	from
Component).

GetComponents<T>(List<T>) (inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponent.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentinchildren.aspx
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GetComponents(Type,
List<Component>)

(inherited	from
Component).

GetComponents(Type) Returns	all
components	of	Type
type	in	the
GameObject.

(inherited	from
Component).

GetComponents<T> (inherited	from
Component).

GetComponentsInChildren(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean)

(inherited	from
Component).

GetComponentsInChildren<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetComponentsInChildren<T>
(List<T>)

(inherited	from
Component).

GetComponentsInChildren<T> (inherited	from
Component).

GetComponentsInChildren(Type) Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	children.

(inherited	from
Component).

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponents.aspx
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GetComponentsInParent<T> (inherited	from
Component).

GetComponentsInParent<T>
(Boolean)

(inherited	from
Component).

GetComponentsInParent(Type,
Boolean)

Returns	all
components	of	Type
type	in	the
GameObject	or	any
of	its	parents.

(inherited	from
Component).

GetComponentsInParent(Type) (inherited	from
Component).

GetComponentsInParent<T>
(Boolean,	List<T>)

(inherited	from
Component).

GetHashCode (inherited	from
Object).

GetInstanceID Returns	the
instance	id	of	the
object.

(inherited	from
Object).

GetType (inherited	from
Object).

Invoke(String,	Single) Invokes	the	method
methodName	in
time	seconds.

(inherited	from
MonoBehaviour).

InvokeRepeating(String,	Single,
Single)

Invokes	the	method
methodName	in
time	seconds,	then

http://msdn2.microsoft.com/en-us/library/unityengine.component.getcomponentsinparent``1.aspx
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repeatedly	every
repeatRate
seconds.

(inherited	from
MonoBehaviour).

IsInvoking(String) Is	any	invoke	on
methodName
pending?

(inherited	from
MonoBehaviour).

IsInvoking Is	any	invoke
pending	on	this
MonoBehaviour?

(inherited	from
MonoBehaviour).

OnDestroy()

SendMessage(String,	Object) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every

http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.isinvoking.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx


MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessage(String,	Object,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object.

(inherited	from
Component).

SendMessageUpwards(String,
SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String,
Object,	SendMessageOptions)

Calls	the	method
named
methodName	on
every
MonoBehaviour	in

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessage.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
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this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

SendMessageUpwards(String) Calls	the	method
named
methodName	on
every
MonoBehaviour	in
this	game	object
and	on	every
ancestor	of	the
behaviour.

(inherited	from
Component).

Start()

StartCoroutine(IEnumerator) Starts	a	coroutine.

(inherited	from
MonoBehaviour).

StartCoroutine(String,	Object) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine(String) Starts	a	coroutine
named
methodName.

(inherited	from
MonoBehaviour).

StartCoroutine_Auto(IEnumerator) Obsolete.	(inherited
from
MonoBehaviour).

http://msdn2.microsoft.com/en-us/library/unityengine.component.sendmessageupwards.aspx
http://msdn2.microsoft.com/en-us/library/unityengine.monobehaviour.startcoroutine.aspx
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StopAllCoroutines Stops	all	coroutines
running	on	this
behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(IEnumerator) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(String) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

StopCoroutine(Coroutine) Stops	the	first
coroutine	named
methodName,	or
the	coroutine	stored
in	routine	running
on	this	behaviour.

(inherited	from
MonoBehaviour).

ToString Returns	the	name
of	the	game	object.

(inherited	from
Object).

Top
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VB

C#

C++

JScript

Syntax

Applies	to

Scarecrow.OnDestroy	Method
See	Also

Namespace:
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	OnDestroy()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	OnDestroy()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	OnDestroy();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Scarecrow	Class
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow
Namespace
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VB

C#

C++

JScript

Syntax

Applies	to

Scarecrow.Start	Method
See	Also

Namespace:
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Sub	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	void	Start()

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

void	Start()	

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	function	Start();

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Copy

Copy

Copy

Copy
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See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Scarecrow	Class
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow
Namespace
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Fields

See	Also

Scarecrow	Fields
Scarecrow	Class		See	Also

The	following	tables	list	the	members	exposed	by	the	Scarecrow	type.

Name Description
Animator

Character

Top

Scarecrow	Class
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow
Namespace
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VB

C#

C++

JScript

Syntax

Animator	Field
See	Also

Namespace:
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Animator	As	Animator

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Animator	Animator

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Animator^	Animator;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Animator	:	Animator

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Animator

Copy

Copy

Copy

Copy

javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)
javascript: CodeSnippet_SetLanguage('Csharp');
javascript: CodeSnippet_SetLanguage('Fsharp');
javascript: CodeSnippet_SetLanguage('Cpp');
javascript: CodeSnippet_SetLanguage('JScript');
javascript:void(0)


Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Scarecrow	Class
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow
Namespace
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VB

C#

C++

JScript

Syntax

Character	Field
See	Also

Namespace:
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

Public	Character	As	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public:		

Character^	Character;

This	language	is	not	supported	or	no	code	example	is	avai

lable.

public	Character	:	Character

This	language	is	not	supported	or	no	code	example	is	avai

lable.

Field	Value
Type:	Character

Copy

Copy

Copy

Copy
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Applies	to

See	Also

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1

Scarecrow	Class
Assets.HeroEditor.FantasyHeroes.TestRoom.Scarecrow
Namespace

Generated	with	unregistered	version	of	VSdocman	
Your	own	footer	text	will	only	be	shown	in	registered	version.

javascript:void(0)
javascript:void(0)
http://www.helixoft.com/vsdocman/overview.html


HeroEditor	Reference



Enumerations

Applies	to

Assets.MilitaryHeroes.Scripts.Enu
ms	Namespace
Assembly:	Assembly-CSharp	(in	Assembly-CSharp.dll)

Name Description
FirearmType Firearm	type	can	be	used	to	handle

firearm	behaviour.

HoldType Firearm	hold	type	can	be	used	to	handle
firearm	behaviour.

MagazineType Firearm	magazine	type	can	be	used	to
handle	firearm	behaviour.

Top

.NET	Framework
Supported	in:	4.5,	4.5.1,	4.5.2,	4.6,	4.6.1,	4.6.2,	4.7,	4.7.1
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Members

See	Also

FirearmType	Enumeration
See	Also

Firearm	type	can	be	used	to	handle	firearm	behaviour.

Namespace:	Assets.MilitaryHeroes.Scripts.Enums	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

	 Member	name Description
AssaultRifle

AutomaticPistol

Revolver

Rifle

RocketLauncher

SMG

Shotgun

SniperRifle

UZI

Unknown

Assets.MilitaryHeroes.Scripts.Enums	Namespace
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Members

See	Also

HoldType	Enumeration
See	Also

Firearm	hold	type	can	be	used	to	handle	firearm	behaviour.

Namespace:	Assets.MilitaryHeroes.Scripts.Enums	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

	 Member	name Description
LeftHandOnForestock

LeftHandOnMagazine

RightHandOnly

Assets.MilitaryHeroes.Scripts.Enums	Namespace
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Members

See	Also

MagazineType	Enumeration
See	Also

Firearm	magazine	type	can	be	used	to	handle	firearm	behaviour.

Namespace:	Assets.MilitaryHeroes.Scripts.Enums	Assembly:
Assembly-CSharp	(in	Assembly-CSharp.dll)

	 Member	name Description
Integral

Removable

Assets.MilitaryHeroes.Scripts.Enums	Namespace
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