Hey there!

Thank you foyour interest inMaintainer, your attentive Unity3D projects housekeeping assistant

This is an editor extensianade of threeseparate modules:

Issues FinderProject CleanerReferences Finder MABINTRINER

) ) v.1.12.2
See more diils about each module at thelodulessectionbelow. [version history
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Installation and setup
IMPORTANT
To avoid different compatibility issues and errors:
1 Always close Maintainer window before updating.
1 Alwaysremowe previous versiofrom project Assetbefore updating.

Menus

As you import pluginyou willsee new menu commausdt the top menu

Tools Debug Service Window Help

Code Stage > {3 Maintainer > Show Ctrl+Shift+Alt+"
About
ﬁ Me iner
Edi £ Issues Finder & Project Cleaner Find Issues Ctrl+Shift+Alt+F
Find Garbage Ctrl+Shift+Alt+G
Q, 1. Scan Project Find All Assets References Ctrl+Shift+Alt+R

Tools > Code Stage > Maintainer

1 Show
Opens Maintainer windowat last opened tator at the first tab ifwas notopened before

1 About
Opens Maintainer windowat the About tabwith helpful links and additional information about extension

9 Find Issues
Startslssues Findenodule searctand siows Maintainer windowvith results

9 Find Garbage
StartsProject Cleanemodulesearchand siows Maintainer windowvith results

1 Find AllAssetsReferences
StartsReferences Findemoduleglobalassets referencesearch and shows Maintainer windamith results

In addition,these meniutemsappeat

CLILLL L e

{3 Maintainer

Refresh
Reimport

Reimport All
Extract From Prefab
Run API Updater...
Update UlElements Schema

L Open C# Project
TextMeshProUGUI = =

Project View Context Menu (Assets meruYlaintainer >ind eferences in Project

StartsReferences Findemodulesearch in Ases Scopemodefor the selected item(s) and shows Maintainer window with
results.

When called for folder, it wittheckall files in that folder recursively.
Works bothwith in-projectassets (placed in Assets foldandwith packaggvisible at the Packages Project Browser
section)assets.



[ I My Awesome Script (Script
Reset

Remove Component
Move Up

Move Down

Copy Component

Paste Component As New
Paste Component Values

Find References In Scene

Q, Maintainer: References In Scene
Q, Maintainer: Script File References
Edit Script

Component Context Menu

1 References In Scene
StartsReferences Findenodule search in Hierarchy Search Scope mode for the component which context menu we
caled for. Searches references in current Hierarchy for any Game Object components in Scenes or Prefabs.

9 Script File References
Stars References Filermodule searchin Project Assets Search Scope mimiehe scriptfile assetwhich context
menu was called for.
Since it looks for the script file references, it will be active only foctmponentsderiving from theMonoBehaviour
or ScriptableObjecand having real sipt asseffile in the project éitherin Assets or Packages).

= Hierarchy
+ -
€ Untitled*

Copy
Paste

Rename
Duplicate
Delete

Select Children
Select Prefab Root

Q, Maintainer >
Create Empty
3D Object
2D Object
Effects

Light

Audio

Video

ul

Camera

HierarchyContext MenuGame Object Menu) > Maintainer

Game Object References In Scene
Game Object & Components References In Scene

WM W W W

1 Game ObjecReferences In Scene
StartsReferences Findemodule search in Hierarchy Sea®btope mode for the Game Object which context menu was
called for. Searches references in current Hierarchy for any Game Object in Scenes or Prefabs.

9 Game Object & ComponenReferences In Scene
StartsReferences Findemodule search in Hierarchy Search Scope mode for the Game Object which context menu:
called for and for all its components as well. Searches references in current Hierarchy for any Game Object and al
components in Scenes or Prefabs.

Files in youproject

Here are the files Maiiner may produce in your project during its activity:

1 YourProjectProjectSettingdMaintainerSettings.asset
This is aMaintainer Sttingsfor your project.Hle is astandard Unity serializedsset(so it may be binary or text
depending on youassetsserialization settings of the project)

1 YourProject[Libraryor UserSettingsn 2020.1+] MaintainerPersonalSettingslat



This is &ersonalSettingsfile for your project- such as last open tab, scroll positj@orting orientation etc. Heis a

standard Unity serialized asset. Please ignore it in your VCS to relaaicee of merge conflicts A G Q& | 32 2 F

ignore whole Library UserSetting$older actually).
1 YourProjectLibrary MaintainerMap.dat

This is aMaintainer-optimizedAssetsMap of yourproject used by all modulesilQa | oAyl NB FAf S

1 YourProject/Temp Maintainer*Results.binand MaintainerReferencesLastSearchdin
These areMaintainersearch results files, which contain last search results of different modLitesTemp folder is
deleted by Unity when it exits, so results are stored only for one session and will be erasedyorestait. These are
binary or jsoacompatiblefiles, depending on module.

Modules

Issues Finder

This module allowéindingdifferent issues within your Unity3D projedike missing scriptsnissing referencesandmuch
more (see below)it alsoable to fix somef theseissues irone-by-one orbatch mode to let you quickly getrof them.

You can use this modub®mth from Maintainer windowandvia menu command shortcut (sednstallation and setup

If you willuse it via menu command / shaxtt, it will perform search with latest (or default) settings and will show results

in the Maintainer window after that.
Issues Findebettings

If you wish to tune settings before search, open Maintainer windavihe Issues Findetab and tune them from there

Settings are made of two separate groups:

TR G 1 Wheresection withdifferent filtering and ignoring settings
allowing to specify where do you wish to perform the issues
All Scenes |OOkUp.

1 What section with settings allowing to specify what specific
issues you would like to look for.

Game Objects

What LetQ describe them ondoy-one, in their exact ater.
Fi | tbattorsopensPrecise Filtersvindow with four tabsScene
Includes Pathincludes Pathlgnoresand Componentignores See
Game Object Issues detailed description of each tab below.
Project Settings Issues Number in brackets indicate active filters amount.

£9) Reset Settings

Precise Filtergabs

IMPORTANT
Please keep an eye on your listdittérs to make sure they do not have old and not actual items to avoid extra
processing resourcesaste during the Issues Search.



< Scene W Path W Path Component

Manage build sc

Scene Includetab allowsincludingspecific scenes into the issues search. Here you may easily include all scenes adde
the Build Settings and specify if you also wish to include disabled items dnraidition,you may add specific scenes by
dragging them from the Project Browserlay entering their path relative to the project folder.

Use "Included Scenes" option for the Scenes setting to séssgbsonly in these included scenes.

I Path Component

v Path
Directory
FileMame

r/Preformance

Extension

Path Includegab allowsincludingspecified files, foldersextension®or partial paths to thedsues Search.

You may addilters manually or just drag & drop items from the Proj@bwser

You mayincludefiles with specified extensioffill or partial paths and names, both with Match or Ignore Case.
If you have bothincludesandIgnoresadded, first Includes are applied, then Ignores are applied to the incliteied.

I Path Component

dot (.dll).

2d, first Incly are applied, then Igr

Match

Path Ignoregab allowsexcludingspecified files, foldersextensionsr partial paths from the Issues Search.

You may addilters manually or just drag & drop itemsoin the ProjecBrowser

You may exclude files with specified extension, full or partial paths and ndo#gswith Match or Ignore Case

If you have bothincludesandlgnoresadded, first Includes are applied, then Ignores are applied to the inclitelexs.



< Scene

during the |
pector.

Camera

ALl

All Component

Component Ignoresab allowsexcludingcomponents with specifiedames from the Issues Search.

Youmay add names by hand or just drag & drop desired component from inspector to this window.

Ly OF&asS @&2dz2Qff FTRR O02YLRYSyl o0& KIFIyRazI SyikenNssvingktssS
the listto make sure you entered it correctly.

Wheresettings section

SceneslincludesscenesUnchecko excludeall objects and settings
placed inscenes fronthe Issues lookup
9 All ScenesPerforms search in all scenes in the project.
e T Included Scene<Checks only those scengsu haveincluded at
U All Scenes the Scene Includes filterBy default, all enabled scenes from the
Included Scenes "Scenes in build" are included.
Opened Scenes Only 1 OpenedScensOnly. Performs search only in currently opened
scenes (multi-scene setup is gyported). Path Ignores will not
affect such search

Fileassets Includesfile assetqlike prefabsor shader scripts

IMPORTANT:

In-scene prefabinstances, which have no changed (overriding)
properties,will be skippedvhen this option ixheckedsince all
such objects will be scanned Biseassets

Project Settingslncludes Project Settings into the issues search.
Game Objectsincludes Game Objects into the issues seéirch
scenes and prefab assets if scenes and File assets are included)
Inactive GameDbjects.Includesinactive Game Objects

Disabled Componentdncludesdisabbed Components

What settings section

Here you can pick desired kinds of issues you would like to check.
There are Game Objecspecific issues, Project Settingspecific
issuesand few common issues out of any groups.

Game Object Issues

Project Settings Issues

Missing referencesSearch for ay missing referencescross whole
project, depending on youWhere? settings Reference can miss
when you remove referencealssetfrom the project.




Shaders errorsSearch for any shader scripts with compilation
Unlit/ShaderWithError ¥ errorswithin project assetsWill not work with disabledFileassets
B "Where" option.

Game Object Issues

Issues Finder castanGame Objectfor the different issuesYou
may enable or disable them here, at few organigeoups

Game Object Issues

Common group

Here we have most serious issues, which can affect gaome
behavior and stabilitySee details on each issue below.

B 7 (Script) I Missing componentsSearch for the missing componeraisthe
Seript SN Game Objectsr Scriptable ObjectéHappens when you delete
The associated script can n ded. MonoBehaviouor Scriptable Objedcripts, sometimes

Please fix an mpile error:

and assign a valid script. accidentally

Missing prefabsSearch for instances of prefabs which were
~ , removed from project.

X
M

-ce Prefab or

® ¥ Box Collider ¥ Duplicatecomponents.Search for thenultiple instances of the
' same componenon the same obiject, taking into account values of
the component® LINR.LJSNJIi A S a

IMPORTANT:
Gradient values are not supported for now (so you may get false
positives if you have similar components with only differed

ic Material)

0 : gradients)

L 1




# 7 Terrain InconsistentTerrain DataSearch for Game Objects where Terrain

=n and TerrainCollider have different Terrain Ddtanay lead to the
incorrect collisions withqur terrain. Though it may bexpected in
some cases, e.g. when you wish to make separate smoother
collisiondata to reduce resources usage.

Neatnesgiroup

Contains different issues related to the overall orderliness and
neatness of the project.
See details on each issue below.

Objects with unnamed layersSearch for GameObjects with
unnamed layers. Happens when you use some custom layer and
remove it from Tag Manager afterwards.

Transform _ Objects with huge positionsSearch for GameObjects with too big
world positions (more than 100k by any axis). Will check both
regular objects and Ul objects as well.

Project Setting$éssues

Issues Finder can also check your project settingsdssible
issues.

DuplicateLayers Lookdor the duplicate entries at th&ags and
Layerssettings of the project.

Project Settings Issues

v Duplicate s

Quick selections and reset

UseCheck/ Uncheckbuttons placedchext to the group labetio
quickly check and uneltk all settings in thgroup.

UseCheckAll andUncheckAll buttons to quickly check and
uncheck all'look for' settings

UseResetSettingsbutton to quickly reset allssues Findesettings
(except filtersto defaults.




Issues FindeUsage

'ﬁ Maintainer

# Issues Finder & Project Cleaner  Q References Finder © About

Q, 1. Scan Project 1- 52 from 52 Sorting: By Severity « Ascendingw

# Export report...

After youhavedone with settings, just presd. Scan Projectbutton or CTRL / CMD + SHIFT + ALBRoRcut to start
issues searchf you have any unsaved changes in current sceoe willbe prompted to save them before search starts
in caseyoudid notchooseOpened Scene®nly filtering option

You willsee search progress indicating current search phase and giving you some insigifat éscurrently happening.
After searchyou willsee sarch results in the Maintainer.

Results list has sueilements:

Currentpageissues indexes and total issues count.

Sorting options. You may sort by type, sevesityl path bothascending and descending.
Found issues list itself (will be covered in more details below).

Paging controls if therare more than DO issues found (one page shows 100 issues).
Fewselfdescribinghelper buttons.

= =4 =4 =4 A

Results list consists of separate issues recdRdsords are collapsed to the compact viegwdefault and look like this:

* Missing reference

Compact record vievinas such elements:

1 Selectiorbox. Allowsselectingitems for the autefix. Use2. Fix fixable selected issudsitton to fix selected items.
1 Expand arrow. Allowsxpandinga record to the detailed view.
9 Severity icon. Showseverity {(mportance level. Info, Warningr Critical.
1 Showbutton (eye icon). Navigates you to the issue as close as possible.
Works differently for issues from different sections

How Showbutton works;

LT A&dadzS 61 a F2dzy R Ay DI YS h 0@ Cdntdining ScéreldrPiefgings & aMihé 2
Project Browserselects target Game Object in Hierarchy viewes to collapse all components on the Game Object
keeping expanded target component if record has it.

If issue was found somewhereRmoject Settingsopens or highlights desired section of the Project Settings.

If issue was found in Scene Lighting settings: opens containing scene, pings it at the Project Browser, opens Light
settings window.



In othercasesijt works in similar manne- tries to open and / or select target asset / setting / window and pings
objects and / or assets with issue.

1 Fxbutton (magic wand icon). Applies suitable afitofor the issue, if possiblélovermousecursor to see the tooltip
with description of he applied fix.

More button (dots icon). Shows menu with additional functionalgychas quick add to the ignores.

Issue captionUsually briefly dscribes issuMay have some useful info like index of the unnamed layer to let you
easily locate and namtbat layer in Tags Manager.

9 Optional Prefab icon for issues found in prefab file assets at the-higghdl corner of the row.

1
1

If you wish to see more details about desired issue, just press agb@ndarrow, orclickthe recorditself (except other
buttons of course) to expaniito the detailed view.

Detailed view looks like this:

A Missing reference

s Finder PrefabsWithls

Property: Terrain Data
@ Show #- Reset B Copy & Hide

Detailed record viewhassameelementsas Compact record view, with additional items
1 Additional info and issue locatioDependhg on issuekind, can irclude such levels of precision:
For Game Object Issues:

1 Scengfor objects in scene)Prefab(for objects in prefalfile assets); path to the scene or prefab file.
1 Game Object path to the Game Object in the scene.
1 Component(optional)- name of he Component, whiclinas an issue.

IMPORTANT:
If Game Object has more thame of such Componentgou willseethe#0 | RRSR (2 G(KS / 2Y
is asequencenumberof the target Component

1 Property(optional) - name of theproperty, whichhas an issue.
ForProject Settingdssues:

I Where issue was found
1 What exactly wrong there
1 May vary for different kinds of issae

Copybutton. Copies record text to the clipboard.
Hide button. Hides record from the results lisgiseful when yowvish to hide appropriate record from the search
results after you fixed an issue

= =

If you wish to see less details about expanded issue, just press at the collapse arrow, or click the record itself (excep
other buttons of course) to collapse it to the compact view.



Project Cleaner

This module allowEndingunused(unreferencedpssetdn your project andets youclean it up with few clicks.

IMPORTANT:

i Please note, this moduldoes removediles and folcers physically from your systenPlease always make a backup
of your project before using ProjecdTleaner!Author isnot responsible for any data loss due to use of the Project
Cleaner!

1 Keep in mind that Project Cleaner looks for tlassetswhich are not referenced anywhere in the projectlowever,
they still may be used dynamically at runtime. Proje@eaner tries to avoid such cases ignoring special folders, but
for example,some custom build systems still may affect this. So please carefully inspect each found item before
removing it.

You can use this module both from Maintainer window and via ne@mmand / shortcut (seénstallation and setup.
If you willuse it via menu command / shatt, it will performgarbagesearch with latest (or default) settings and will
show results in the Maintainer window after that.

Project CleaneBettings

If you wish to tune settings before search, open Maintainer window first, go t@tbgect Cleanetab and tune them
from there:
Hereyou can see settingsvailable for this module.

Q_ 1.Scan Project
W 2. Delete selected garbage Settings are made of two separate groups: different filtering and
ignoring settings and "Search for" settings.
Let me just describe them oH®gy-one, in their exact order.

Settings

= Filters (2)

Fi | tbattors QpensPreciseFilterswindow withthree tabsg
Scendgnores Pathincludesand Pathlgnores

Number in brackets indicate active filters amount.

Precise Filters tabs

Tabs are equal to thiiiterstabs from thelssues Findanodule.

Scendgnorestab allowsexcludingspecific scenesom the garbagesearchlgnaed scenes will be considereg¢eded
and everything used in them will be excluded from the garbage search.

Path Includegab allows including paths, extensions etc. which should filter out results by inclading & ¢ KI (1 Q&
on this tab.

Path Ignoregab allowsexcludingspecified files, folders or partial paths from t@arbageSearchPaths from this tab will
be ignored from included paths if both Includes and Ignores are specified (includes are hpfidiedignores).

IMPORTANT
Please keep an eye on your listdittérs to make sure they do not have old and not actual items to avoid extra waste of
the resources and time during the search.

Rest of the settings

Use Trash BirKeep this on checkaflyou wish to move all garbage to the Trash Bin instead of deleting it permanently.
Always recommended setting, it will allow you to recover stuff you deleted by midtakey not work in some
environments, for examplesarly Unity builds for Linuigrore this option Please note, this option reduces cleanup
performance, when enabled.

Rescan after new context ignor&/hen checked, garbage scan will be automaticalgtagted after you add any new
ignore filters from the results "More" buttons contextanus.



Unused AssetLCheck to let Project Cleaner look for unused assets in your project.

IMPORTANT

f ProjectCleaneR2 Say Qi 221 F2NJ 6§KS dzydza SR & OdakifSondeScript ssgdorS A

not becauset might beaccessed by name or using Reflectmuntime, etc.
In addition to avoid false positives, Project Cleaner skips some special folders like Plugins and Editor.

Unity 2019.3 or newerProject Cleanechecksyour last BuildReport to make search more acteur&earch will be

Y2NB | OOdzNI S AF @2dz gAff KIGBS O0dAfR AYTF2NNIGA2Y LI
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Library/LastBuild.buildrepoy® 2dzQtf 4SS I SFNYyAy3a 4G GKS t NEdSOU

5

found. Just make a build for the target platform to make use of this feature.

Empty folders.Finds empty directories in your projedfou also may enabkeutocleanoption to automatically find and
delete empty folders on scripts recompile. Useful when wauk in big team using GIT or simiM4ES thatio not

synchronizeempty folders. It allows to automaticalgfeaningempty folders for all your colleagues as soon as they get the

Maintainer with configured settings from the repository.

Project CleanetJsage

& Issues Finder & Project Cleaner Q, References Finder © ~bout

Q, 1. Scan Project 1 - 84 from 84 Sorti » Ascending~
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B Copy report to clipboard # Exportreport...

After you havedone with settings, just press th&."Scan project button or CTRL / CMD + SHIFT + AlGshort keyto
perform projectwide searchfor unused assets

You willsee search progress indicating current search phase and giving you some insidifat éscurrently happening.
After searchyou willsee search results in the Maintainer.

Results list has such elements:

Currently shown items indexes and toit&@ms count.

Sorting options. You may sort by path, size, and type both ascending and descending.
Foundunused (unreferenced) assdist itself (will be covered in more details below).
Paging controls if therare more than 100 items found (one page shol@® items).
Someseltdescribinghelper buttons.

= =4 =4 =8 =4



Results list consists of separate records. Records are collapsed to the compact view by default and look like this:

er/fReferences Finder/Playables/Timeline.playable

Compact record vievinas such elements:

Selection box. Allowselectingitems for the okanup.Only checked items will be deleted on the cleanup phase.
Expand arrow. Allowsxpandinga record to the detailed view.

Asseticon. Slows icon similar to what you see at the Project Browser for each asset.

Showbutton (eye icon)Selectsassetat the Project Browser

Deletebutton (trash bin icon). Immediately deletes asaatli removes item from the results list

More button (dots icon). Shows menu with additional functionality, as quick add to the ignores.
Unusedasset @th relative to the Assets folder

=4 =4 =4 =8 -4 -8 4

If you wish to see more details about desiglbage just press at the expand arrow, or click the record itsettépt
other buttons of course) to expand it to the detailed view.
Detailed view looks like this:

iZ Unused TimelineAsset

s/Timeline.playable

Engine.Timeline.Tin

@® Show W Delete  [A Reveal B Copy

Detailed record viewhas same elements as Compact record view, with additional items

1 Asset size (it isnot an empty folder).

1 Full type (ifit isnot an empty folder).

1 Reveabutton. Shows file or folder in the system File Manager (Explorer on Windows, Finder on Mac, etc.).
9 Copybutton. Copies record description to the clipboard.

If you wish to see less details about expandeage item just press at the collapse arrow, or click the record itself
(except other buttons of course) to collapse it to the compact view.

After you observed foundssets just check desired items and clean them up using th®tleteselectedgarbage”
button.



References Finder

This module allows taccuratelyfind referencesn your project.
There are two references searshopesavailableProject Assetscope andHierarchy Objectscope.

You can switch scope viayging Search scope buttons at the left
column.

Search scope

B Project Assets ) ) ]
Project Assetscope allows looking for assets references in whole

project.

= Hierarchy Objects

Hierarchy Objectscope allows looking Game Objects and
Components references in current Scene or Prefab.

Project Assets scope

In this scopeany assereference can be found in whole project ket you quickly find out wherexactlythis or that asset
isreferencedin your project, ifreferencedat all.

Project Assets scope Settings

Filtersbutton opens filtering options witlPath IncludesandPath
Ignorestabs, similar to the precise filters tabs at tresues Finder
= Filters (0) Settingssection covered above.

IMPORTANT

Please keep an eye on your lists of the filters to make sure they do
not have old and not actual items to avoid extra waste of the
resources and time during ¢hReferences search.

Settings:

Showassets without referencesEnable to keep assets without
found references in list. They will be just dimmed a bit to indicate
they have no references found.

Clearpreviousresults Enable to automatically cleg@revious
search result®n new search

PERFORMANCE NOTES

9 Hrstassets references search may moticeablyslower, especiallif it is a projectwide search of all assets
references

1 Internal assets cros®ferences map is created on first run.

1 Allassetgeferences search usually runs much slower comparing t&thected assetsearch.

Project Assets scope usage



To run asset reference search, use either:

- Main menu commandr CTRL / CMD + SHIFT + ALT + R shortcut
® (seelnstallation and setup

Search scope

- ProjectBrowsercontext menu itemMaintainer > Find References
in Projector CTRL / CMD + SHIFT + ARShortcutfor selected
assets

Search references of:

Q, All assets . . . .
- Component context meniaintainer: Script Fil&®eferencedor

BeotifcodoTie components made from script asset files.
- All assetdutton at the left column.
- Selected assetbutton at the left columrfor selected assets

- Drag & drop asset(®f components created from asset script files
right to theright-handarea wit resultsview.

If you have any unsaved changespenedscenes, you willbe prompted to save them before search starts

You willsee search progress indicating current search phase and giving you some insigitatt@scurrently happening.
After searchyou willsee search results in the Maintainer.

£ Issues Finder & Project Cleaner =~ @, References Finder © ~About

o Type
Fil ® T s Find w Terrain. t TerrainData

&« @ Tests/Master/lssues Finder/Scenes/Scenelssues.unity SceneAsset 25,27 KB

= Refresh 2% Collapse all «” Expand all

Here you can see (from top to the bottom):

9 Search barUse it to quickly filteout results by PathYou may enter any part tfie path andsearch is case
insensitive.

9 Resultdist. It has header witliew columns: Path, Type, Size and Refs (references c®easiltanay be sorted by any
of these columns. EEa column may be resizeHeader also has a context menu where you may hide or show column
andauto-resize headers to fit the widthiMore details on the results in this list please read below.

9 Exact referencefist. If asset was referenced from scene oefpb and Maintainer could figure out exact reference
location (up to the exact component field), it will add such locations to this list. See more details on this below.

Refreshbutton. This button restarts last seare@md refreshes contents of the results if something changed
Collapseall / Expandall buttons. Just collapses or expands all resitisns.

Clear resultdutton. Clears last search results.

Results list consists of separ&eurceAssetRowsfor each scanedsourceasset

ts/New Terrain.asset TerrainData 1,02 MB 1

EachsourceAssetRow has

1 Expand / Collapse arrowf any references were fourtd this asset
i Asseticon.
1 Showbutton. Selects this source asset in the Project Browser.



9 Pathto the sourceasset file in the projeatve look for the references to
1 Type file sizeandfound referencescount (if all columns are enabled headercontext meny.

SourceAssetRow will have expand / collapse arrow in case there are any references fouhe tmurce asset.
When you expan@urceAssetRow,e 2 dzQ Reffereldc&ASset Rows all assets which do reference to the source asset.

FLI ® Tes asterf/lssues Finder/Assets/New Terrain.asset TerrainData 1,02 MB 1

&« @ Tests/Master/Issues Finder/Scenes/Scenelssues.unity

If reference was found at the project scene settings, you will see the gear icon next.to it

Reference Asset Rows are similar to Sderce Asset Rows except thegnnotbe expanded further and #y have few
additional features:

Showbutton.{ A YAt F NJ 2 {2dzNOS ! 4aSi w246Qa NBGSI = dzd I+ f az
settings.

Find referenceputton. SearcheNN B T SNBy 0Sa 2F (KA A& wSFSNBYyOS ' aasSi a2
already presets there.lt is optional and shows only for referenced assets.

(@]

Reference Asset Rawas no Refs column value.

Select Reference Asset Row to see where exaotlyc8 asset is referendeif exact references were founexact
referencesare printed at the lower resizable pane:

Exact references

@ Terraininstance | Terrain: Terrain Data

@ Terraininstance | TerrainCollider: Terrain Data

Generally, exact reference has such mé&Skitional Hint[Transform Pathh Component: Field [Array itembut it may
vary for different kind of references.

Each exact reference has oBhowbutton which ravigates to the foundeference as closer as possible. It will open
settings inspector if reference was found in settinigscase of reference in scene object, it will open the target scene,
select target object and fold all components except the target oneéessaryto make it as easy as possible for you to
find the reference by the eye.

When navigation needs to open scene, it tries to add it to the current scene setup but uses only 1 extra slot so i will
previously opened scene for navigation before opening new one

Hierarchy Objectscope

In this scope, any Game Object or Component reference can be found in current Hierarchy (e.g. Scene, Prefab, mult
scene setup).

Hierarchy Objects scope Settings

Only one setting is available in this scope mode:
Search scope _ _ _
Clearprevious resultsEnable to automatically clear previous

s Project Assets search results on new search.

‘= Hierarchy Objects

Settings

v Clear previ

Hierarchy Objects scope usage

To runGame Object or Componergference search, use either:



- Hierarchycontext menu itemMaintainer >Game ObjeciReferences In Scerte look for selected Gam®bjecst
references in current Hierarchy.

- Hierarchycontext menu itemMViaintainer >Game Object & Components References In Stefaok for selected Game
Objects and all their components references in current Hierafobgrecursive only selected items will be processged

- Component context menaintainer:References In Scefer components.
- Drag & dropGame Obijectsight to theright-handarea with results/iewto look for selected Game Objects references
in current Hierarchy. Hold ALT key while dropping to includg Game Objectswithout their Components.

After search, you will see search results in the Maintainer.
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Here you can see (from top to the bottom):

1 Search barUse it to quickly filter out results fiyame Object Transforiath. You may enter any part of the path and
search is casmsensitive.

9 Resultdist. It has header with few column&ame Object (Transform paftomponentPropertyand Refs
(references count). Results may be sorted by any of these columns. Each column may be resized. Header also hg
context menu where you may hide or show columns antb-resize headers to fit the width. More details on the
results in this list please read below.

Refreshbutton. This button restarts last search and refreshes contents of the results if something changed.
Collapse all / Expand atluttons. Just collapsg or expands all results items.

9 Clear resultdutton. Clears last search results.

Results list consists of separ&eurceRows for each scanned sourégame Object or Component

EachSource Rowepresents source Game Object or source Componentdiaad

Game Object ospecificComponenicon.

Expand / Collapse arrowif any references were found to thizame Object / Component

Showbutton. Selects Game Object and collapsesathponents except Source one if necessary
Transform pathto the sourceD YS ho62SO0 62N/ 2YLRYSyiQa DIFYS hoaSo
Component namef sourceisa component.

Referencescount (if all columns are enabled in header context menu).
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Source Row will have expanddllapse arrow in case there are any references found to the sabjeet
When you expan@urcew 2 ¢ = & RefedehdeRodss &8 Componentsvhich do reference to the sourd®@ame
Object / Component
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@ GameObject

Reference Rows are similar to the SourRmvsandrepresentexact references to the Source Objects.
The only difference is 2 Y LJ2 yPopartgnamewhere reference to the Source Object was found.
Reference Row has no Refs column value.

Tips section

1 Do notforget to configure filters in all modulefflisa great tool to improve modules performance and to reduce
amount of not relevant results in all modules.

1 You may keep only most important issues for you in Issues Finder module settings to improve edaraiiapce
and reduce amount of not relevant results.

1 Allfilters windows and References Finder module tab supports drag & drop from the Project view.

Using Maintainer from code

Maintainer has public API fatl modules. It allows you to cathodulesfrom yourcode, whichmay be useful when you
gArakK G2 AyidSbdluieshto gourfoylldigipklieS NI &

Also, you can adthird-LJ- NIié I a3aSiadzZRBINEYREY OKSa al Ayl AySNRa ! aa
AssetDependenciesSearcher. AddExternalDependsRairsers(IDependenciesParser pars&i)

See online API docs for detalils:
codestage.net/uas_files/maintainer/api

Troubleshooting

1 1 have errors in console after importing plugin.
- Consider making clean update: delete whole folder with plugin before importing new version into your project.
- Make sure you have no namespaceless classes in your project which may interfere witbysteneclasses.
- If errors still there, please contact mand| willtry to help (see Support contacts below).

1 lcannotsee issue at the specified object.
- Try to enable Debug Inspectanode, some issues may be not visible in Normal Inspector mode

1 Icannotfind target component withissue at the specified objedtecause it has lots of such components
- Check if issue record has (ID: ***) next to the Component nhame. In suclit éadieates index number of that
component in the inspector. Use show button to collapse all componente@@Game Object except the target
component to quickly distinguish it among others

1 Icannotfind target property withissue at the specifieéomponentboth in Normal and Debug inspector modes
- Insomerare cases, actual property names may be obscured with PropertyDrawers or Btliemst an actual
bug.However,if you face such cases too oftejust let me know andve willthink how to deal with it.

1 References Findezannotfind exact referencesocations for object in .max model (or any other nemative for
Unity).
- In order to be able to look for the exact references locations ofmative to Unity items, you usually should have
third-party software installed, likedsMax, which Unity may us@tparse such formats as .max modeldet
References Finder look into it


https://codestage.net/uas_files/maintainer/api

Secret debug menseat own peril!)

You may activatsupersecretd LJa & (1 £ R 2 y @abugimSriwith féwyheél@Euytbtidrisvhich may help fix some
showstopping issues to let you workaround some issues whil@yBiting for a fix for example
To activate this menwgpt open theAbout taband pressCTRIL CMD+ D hotkey.

You willsee these buttonsight there, at the Aboutab:

1 Remove Assets Map
DeletesAssets Map file. Next demand will-ceeate Assets Map, possibly fixing itself if something went wrong
previously.

1 Measure Assets Map build time
Deletes and rereated Assets Map file, logs creation duration to the console. Usefbkfochmarking or debugging.

1 Remove Settings and Close
Deletes settings file and closes Maintainer window. All settings will reset to defaults on next Maintainer launch.

1 Resave all scenes in project
Iterates all scenes in the project: opens and saves tlwma,my one. This action has two goals:

TFrtt ao0SySa Ay LINR2SOG gAaftf 0S dzLJRFGSR (2 G K SavéddaNN.
current Unity version yet

9 Unity will fix and clean out some garbage and incorrect dependenciesrniesbtelping References Finder module
to be more accurate in some cases

Compatibility

Maintainerworks withanyUnity licenseand skin
Maintainerworks on all platforms (Windows, OS X, Linux).
Maintainer works fine with new scripting backend (.NETahe) Assembly Definition feature.

Plugin takes into account some specific behavior of the thady plugins and assets to avoid false positives. For
example, empty MeshFilters on objects with TextMeshPraroolkittomponents will be considered valid.
If you use some thirgharty assetghat make false positives for you because of specific behavior, feel fregotot them.



Final wordsfrom author
I hope you will findVaintainer useful and helpful in your daily work with Unity and it will save you some ofprieeless
time!

Please|eave your reviewat the AssetStore A G Q& NBFfte& AYLRNIFYyd FyR Fye dz
work with extra passion.

Also,feel free to drop me bug reports, feature suggestiond ather thoughts on the foruror via support contacts

Maintainer links:

Asset Stor¢ Videos| Web Sitg API Reference

Support contacts:
Discorddiscord.qg/FRK5HRzZvq
E-mail: support@codestage.net
Forum:forum.unity.com/threads/maintainer.309241
Other:codestage.net/contats

Followfor updates and news:
W @codestage net

Fl @codestage

Best wishes,
Dmitriy Yukhanov
Asset Store publisher

codestage.net

P.S. #0 | wish to thank my family for supporting me in my Unity Asset Store afidrtsaking me happy every day!
P.S#1I wish to say huge thanks fpaniele Giardin(DOTweenHOToolsGoscurnand many other happiness generating

things creator) for awesome logos, intensive help ancefass feedback on thgugin
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