EUP Quick Guide

By: Jetdog8808

Note: Client sim is not working correctly due to execution order issues. Canny page
Step 1: Add prefab to the scene.

The prefab can be found in “Assets>Easy Ul Persistence” that you can drag and drop into your
scene.

Step 2: Manual or auto save.

To manually save you will need to turn off the auto save option on the prefab. then setup a
button with a “sendcustomevent” to the udonbehaviour. The event to save is “SaveData”.

® + Button
nteractable v
Color Tint

E[Button (Imact

0.1

Mone
Visualize

UdonBehaviour.SendCustomEvent (string)



https://jetdog.booth.pm/items/6312345
https://twitter.com/jetdog8808_dev
https://feedback.vrchat.com/persistence/p/clientsim-changes-made-to-player-objects-in-postprocessscene-dont-persist-to-the

To auto save you will need to make sure the auto save option on the prefab is on. Auto save
delay will change how soon after the last change to the ui to save.

Step 3: Add ui components.

To add ui elements to the persistence list you will need to add the ui elements rect transform or
the parent for several to the rect transform field. Once added click the button above, and all ui
elements under that transform will be added to the list.
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Step 5: (optional) adjust packing type
The auto packing type should give you the best option by default but if you want to manually
change it you can. Turn on edit list and you can change the pack type with the dropdown.
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Step 6: (optional) Save indicator.
To show when something is saving you can reference a gameobject in the scene. The script will
enable this when data is being saved, and disabled when finished/not saving.

Storage Ref B EUPData (EUP Data)

Save Indicator Ddisplay obj

Notes: | suggest not editing the list if you do not know what you are doing. Especially the id and
ui reference. Removing entries from the list is fine and safe.
It is always better to delete and add a new entry for ui elements instead of trying to edit the list.
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