Exclude From Build - Manual

What does it do exactly?

1. Hides all unwanted files and directories before build.

2. Removes all unwanted game objects and components from the scenes during build.
3. Let’s Unity finish the build.

4. Reverts step Tand 2.
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1. Opening the ,Exclude From Build’ Window

The window gives you an overview of the files, directories and components that are excluded
from the build. It also allows you to edit your groups (more on that later).

To open it go to: Window > Exclude From Build

5 Window Help

Windows >
MNext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
Layouts b

Show Build Report
Exclude From Build h
Plastic SCM

The window shows three sections ,Groups’, ,Excluded files’ and ,Excluded GameObjects’.

ude i Ox
Groups ® Manual £ Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be
used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Default edit

Excluded files and directories in 'Default’ Start test Stop test
ts/EFBTranslatorExtended.cs Remove P Goto
TreeTrunk.mat Remove P Goto
es/Sky.png Remove P Goto

Remove all

l Excluded GameObjects (all groups) Scan all s *S  Start Scanning

Scan for GameObjects that are excluded (have an 'ExcludeFromBuild' component).
NOTICE: Prefabs which are not used in any scene (i.e. they just exist as assets files) are ignored.

L

Scan Results (all scenes)
ntOfCubie [ Cube Brown Scene
e : Cube (2) Scene
{ ButtonA Scene
Hi n Trap / Enemy Alt A Scene
: Companion Cubie Scene
:Ally #1 Scene
: Alternative Univ { Evil Companion Cube Scene




2. Groups

Imagine groups like folders containing some information which belongs together.

Exclude From Build i Ox
Groups ® Manual £ Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be

used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.
Default edit

Fach group contains two things:

A) A list of files and directories to exclude from the build. They are listed in the ,Excluded files
and directories’ section.

B) A list of one or more ,Build Targets’ (also called ,platforms’) like Android, iOS, Standalone, ... .
You may remember seeing those on the left side of the ,Build Settings' Dialog.

ludeFromBuil 0
Add Open Scenes

Platform

-
|;| PC, Mac & Linux Standalone €4 L_l__—l PC, Mac & Linux Standalone
3
Ela Nintendo Switch atearm Windows
x86_64

== Universal Windows Platform

|'| Android

Player Settings... Build And Run

Groups exist so you can vary which files you are excluding. Maybe that super high res texture
should only be included in the Standalone build but not on mobile?

At build time the active group’s build targets are compared to the platform you have chosen in
the Build Settings. If they match then the group's excluded files and directories will be removed
them from the build. The same is done for all ,Exclude From Build" components in the scenes.



Changing the active group (the big dropdown) will change which files are excluded from your
next build. It also changes which files are listed in the ,Excluded files and directories’ section. If
you add or remove a file from the list then it will only be added to or removed from the active
group.

Exclude From Bui 5 lmls
Groups @ Manual 2 Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be
used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Default edit

Excluded files and directories in 'Default’ Start test Stop test
1ts/EFBTranslatorExtended.cs Remove P Goto
i1z/TreeTrunk.mat Remove P Goto

imples/Textures Remove P Goto

Remove all

The ,active group' setting exists because you may have multiple groups targeting the same
platforms.

A common example is the Android build for GooglePlay vs the Android build for the Amazon
Store. Both have the same platform but maybe you need some files in one which are not
needed in the other.

If the currently active group does not match the platform you chave chosen in the ,Build
Settings’ then a warning will be displayed.

: B X
@ Manual @ Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be
used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Android i edit

The current active group (‘A id') otin the build target 'StandaloneWindows64' but you are building for
'StandaloneWindows64'. T G 1at will be used for the build!

Excluded files and directories in 'Android' Starttest  Stop test

No files or directories are currently excluded from the build.

If you are just getting started with the tool then it's best to leave the groups alone and focus on
the other parts first.



2.1. Editing Groups

A single ,Default’ group is added for you right from the start. This group includes all platforms. If
you want to edit the groups then use the ,edit’ button on the right.

E om Build P M X
Groups @ Manual

4 Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be

used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Default

edit

It will open the edit section. Here you can edit, copy and delete your groups.
In this example | have added one which is for Android only (see the Build Targets lists ,Android’).

ude From Build

Groups

B X

@ Manual £ Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be
used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Default

Build Targets:

Build Targ

de From Build
Groups

Everything -
Android ~

Done

Delete

® Manual

bl back

Copy
Copy Activate
Activate default Add

P AX
1 Settings

Each group contains a list of excluded objects and one or more build targets. The active group is the one which will be
used for the next build (if it has the correct build target). Use groups to make multiple exclusion configurations.

Mobile

ant active group (
'StandaloneWindows64'. T

Groups

] back

‘StandaloneWindows64' but you are building for

for the build!

Nothing
Everything

StandaloneQSX
StandaloneQSXUniversal
StandaloneO5XIntel
StandaloneWindows
WebPlayer
WebPlayerStreamed
v i0S
PS3
XBOX360
~  Android
StandaloneLinux

e Copy Activate

e Copy Activate
Copy

\ctivate default ~ Add

Once you are done hit the ,done’ button or the ,back’ button (they both save the changes).



3. Excluded Files and Directories

This section lists all the excluded files for the currently active group (,Default’ in this case).
You can easily remove files from the exlusion list by pressing the ,remove’ button.
The ,go to’ buttons will lead you to the file in the Project window.

Excluded files and directories in 'Default’ Start test Stop test

EFBTranslatorExtended.cs Remove P Goto
s/TreeTrunk.mat Remove P Goto

imples/Textures Remove P Goto

Remove all

3.1. How to exclude files and directories

Easy, simply right-click on the file or directory and choose ,Exclude From Build’. Done.

B Project
+ -

Run APl Updater...
Update UlElements Schema
Open C# Project

All S : MesGIeen Exclude From Build

= Assets

Bm Project
+ - a,

e Editor




If you want to include it again then the process is the same. Richt-click and choose ,Exclude
From Build’. The checkmark next to the menu entry indicates whether it is excluded or not.

Bm Project Run APl Updater...

Y 3 Update UlElements Schema
Im Editor » Ex E
Open C# Project

v Exclude From Build

Excluded files and directories in 'Default’ Start test Stop test

ts/EFBTranslatorExtended.cs Remove P Goto
nples/Textures Remove P Goto

TreeTrunk.mat kRemove P Goto

Remove all

If you wonder how to exclude game objects in scenes or components then read on in Section 4
(Excluded Objects).



3.2. Testing (,Start test’ & ,Stop test’)

It would be cumbersome having to make a build every time you wish to see how the excluded
files affect the project. To make this easier you can use the ,Start test’ button (WAIT, don't click

it just yet).

Starting the test will execute the same logic on the files and directories that is used to exclude
them at build time. Meaning it will HIDE them from unity by temporarily renaming them with a
,~"at the end. For this reason it is very important that you DO NOT COMMIT ANYTHING TO
YOUR VERSION CONTROL SYSTEM WHILE TESTING!

If you have any SCRIPTS excluded then this will trigger a recomplile (may take quite some time).

Before the test:

€ Parsp




During the test:

Notice the missing Textures’ folder and the brown [TreeTrunk’ Material is also gone.
The tool will show a red warning while testing (so you don't forget to turn it off).

#H0 f + ¥ W~ Gizmos z & Manual @

NOTICE: The exclusions on components or game objects within scenes are NOT affected by the
test. You can control it for each ,Exclude From Build’ component via the JTest In Play Mode’
setting. Testing components outside of Play Mode is not supported at the moment.

Again: Don't forget to stop the test before continuing your work.
The tool checks at every start if there still is a test running and warns you (asks you to stop it).

Getting errors (like compile errors) while testing is to be expected if you exclude script files. Fix
them, otherwise you will also get these errors while building.



4. Excluded Objects

This section allows you to scan scenes for game objects which do have an ,Exclude From Build’
component attached.

By default only the currently open scenes are scanned. To scan all scenes check the ,Scan all
scenes’ box and hit the ,Scan Scenes’ button.

Excluded GameObjects (all groups) Scan all scenes | Scan Scenes

Scan for GameQObjects that are excluded (have an 'ExcludeFromBuild' component).
NOTICE: Prefabs which are not used in any scene (i.e. they just exist as assets files) are ignored.

Scanning may take a while as every single scene in the project is loaded and every game object
is checked.

Once it's done it will display a list of game objects and a path (scene : path in scene).

Excluded GameObjects (all groups) : 1all s es | Scan Scenes

Scan for GameObjects that are excluded (have an 'ExcludeFromBuild' component).
NOTICE: Prefabs which are not used in any scene (i.e. they just exist as assets files) are ignored.

Scan Results (all scenes)

OfCubie [ Cube Brown

s [ ButtonA
| : Hidden Trap / Enemy Alt A
| : Companion Cubie
2 : Ally #1

: Alternative Universe [ Evil Companion Cube

The scan process does not take the ,Groups'’ setting into account. It lists all found objects.

The scan process does not take unused Prefab assets into account. It scans prefabs within
scenes just fine but if you have a Prefab which is not used in any scene then it won't show up in
the results (i.e. it only scans scene assets and nothing else).



4.1. How to exclude GameObjects and Components

To exclude game objects or even single components you will have to add the ,Exclude From
Build’ Component to the game object.

Add Component

a, gx L'.l

Search

Exclude From Build

New script

You may be concerned about them bloating your scenes. Don't worry, these components are
editor only. They will all be removed along with all the other excluded files and directories.

The component has three sections to control the behaviour (A, B, C)
Exclude From Build Component (Script)
bjects, Components
v
Groups

A (Ao
All Grou Ps

A) Excluded Objects, Components:
By default it is set to exclude the whole game object (Game Object’ checked).

If you want to only exclude one or more components then uncheck ,Game Object’ and drag the
components into the ,Components’ list.

v EFB Translator (Script)
ﬂ v EFB Rotator (Script)

Exclude From Build Component (Script)

Components




B) Groups
If you are not yet familiar with groups then please go read Section 1 (Groups) first.

By default the exclusion will happen for every group (All Groups' is checked).

Groups

All Groups

If you want to bind this exclusion to a specific group then you can disable ,All Groups’ and
choose one or more groups. By default it is set to ,None’, which means it would never be
executed.

Groups: MNone -

To give you a little help the currently active group is marked with a star ,*" at the end.

Exclude From Build Component (Script)

Excluded Objects, Components

Game Object v
Groups

All Groups

Groups:
. None

All Groups

v Default*

™ Android 5
Mobile

Remember: it's not a dropdown but a multi-select list.

C) Testing
Testing is only supported in Play Mode. If you enable it and hit ,Play’ then the exclusion logic will
be executed in OnAwake().

If the active group is not included in the selected groups then a warning will be displayed.

Groups

All Grou ps

Groups:
MNaone
Testing

All Groups
Testin Play M
: Default *
The test will do nothing because the current activ{i :
not in the groups list. & Andioid

Mobile




5. Settings

The settings are stored in a Scriptable Object located under Assets/. You can access them via
the Project Settings.. menu.

Edit Assets GameObject Component Asset Store Tools Tools Window Help

Undo Selection Change Ctri+Z
Redo Ctri+Y
Select All Ctri+A
Deselect All Shift«D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctri+l
Cut Cirl+X
Copy Ctrl+C
Paste Ctri+V
Duplicate Ctr+D Exclude From Build
Rename

Delete

Frame Selected H
Lock View to Selected Shift+F

Find Ctri+F
Play Ctrl+P
Pause Ctrl = Shift+P
Step Ctrl+Alt+P
Sig :

Sign out

Selection >
Praject Settings.. s

Preferences...

Shortcuts...

Clear All PlayerPrefs
Graphics Tier ]

Grid and Snap Settings...




5. Streaming Assets & Build Reports

If you are excluding files which are in the /StreamingAssets directory then you may have noticed
that they are still listed in some Build Report tools. Don't be alarmed, the StreamingAssets are
in fact NOT in your build. Just test it yourself. Here is how:

1) Make a build and write down the total final size (in MBytes)

2) Copy a very big file (100+ MBytes) into Assets/StreamingAssets.

3) Make a new build and check the final size. It should have increased by a lot.

4) Now add the StreamingAssets folder (or the big file) to the excluded files list.

5) Make another build and check the final size. It should be small again because the big file in
StreamingAssets is no longer included.

Below you can see a screenshot of a build report tool which | use a lot (it's great). As you can
see it lists some files from Assets/StreamingAssets.

That's not a bug in the tool but a consequence of how the ExcludeFromBuild works. It hides the
StreamingAssets during the build and restores them immediately afterwards. The build report
however simply assumes that the files under Assets/StreamingAssets are always included in the
build. Usually that's a fine assumption but with ExcludeFromBuild it's actually not true.

Total Build Size:

Streaming Assets are the Iz
taking up 59.98% of the |

Top 10 largest in build: Top 10 largest not in build:

Refresh sh

_FS 1. Strear

|
-
-
o
=



https://assetstore.unity.com/packages/tools/utilities/build-report-tool-8162
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