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MyCube [TTTTITIIT]

e Vector3 [IT1T] vertices [T1T1]
e CreateVertices() [TTTTTITITTITITIIIIO
e Awake() [TIIIIT] CreateVertices() [[III]

MyCube [TT1T]

// 000

public class MyCube : MonoBehaviour
{

0//00000

private Vector3[] vertices;

0

0// Awake[] Start [O0000000CO

7/ J000000C000000ROOOORO000000000

private void Awake()

0{

O0CreateVertices();

0}

0

0/ /0000000

private void CreateVertices()

0{

10

11

12

13

14

15

16 (-1, -1,

17 (1, -1,
18 (1, 1,
19 (-1, 1,
20 (-1, -1,
21 (1, -1,
22 (1, 1,
23 (-1, 1,
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% Awake [] Start [JTTITITT]
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O0vertices = new Vector3[24];

O0vertices[0]
O0vertices[1]
O0vertices[2]
(0vertices[3]
(0vertices[4]
O0vertices[5]
O0vertices[6]
O0Overtices[7]

(0vertices[8]

(0vertices[9]

O0vertices[10]
O0vertices[11]
O0Overtices[12]
(O0vertices[13]
O0vertices([14]
O0vertices[15]

O0vertices[16]
O0vertices[17]
O0vertices[18]
O0vertices[19]
OOvertices[20]
O0vertices[21]
O0vertices[22]
O0vertices[23]
a3

}

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

new

Vector3(-1, -1, -1);
Vector3(1l, -1, -1);
Vector3(1, 1, -1);
Vector3(-1, 1, -1);
Vector3(-1, -1, 1);
Vector3(1, -1, 1);
Vector3(1l, 1, 1);
Vector3(-1, 1, 1);

Vector3(-1, -1, -1);
Vector3(1l, -1, -1);
Vector3(1, 1, -1);
Vector3(-1, 1, -1);
Vector3(-1, -1, 1);
Vector3(1, -1, 1);
Vector3(1l, 1, 1);

Vector3(-1, 1, 1);

Vector3(-1, -1, -1);
Vector3(1, -1, -1);
Vector3(1, 1, -1);
Vector3(-1, 1, -1);
Vector3(-1, -1, 1);
Vector3(1, -1, 1);
Vector3(1, 1, 1);
Vector3(-1, 1, 1);

??7?7?Triangle?
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(Mesh)[I10]
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My Cube [TTTTTTIIT

e triangles [] [IITTTTIT]

o [IIIIIIIO Xx3[=6X%Xx2x%x3=236
e CreateTriangles() [TITTTITIITITITTITIIIIIIIOIOIII00
o [1]
triangles[0] = 0;
triangles[1l] = 3;
triangles[2] = 1;

e Awake() [] CreateTriangles() [IIII]



MyCube [TTTTTTTIT]

// 000000

private int[] triangles;

0

// Awake [] Start 00000000000

// I00000000000000ODO0CO000000000

private void Awake()

{
[CreateVertices();

OCreateTriangles();
}

// 00000000

private void CreateTriangles()

{

Otriangles = new int[36];

Oint i = 0;

0//0

firiangles[i++] = 0;
Otriangles[i++] = 3;
Otriangles[i++] = 1;
Otriangles[i++] = 1;
Otriangles[i++] = 3;
Otriangles[i++] = 2;

0//0

firiangles[i++] = 9;
Otriangles[i++] = 10;
Otriangles[i++] = 6;
Otriangles[i++] = 9;
Otriangles[i++] = 6;
Otriangles[i++] = 5;



0//0

firiangles[i++] = 20;

Otriangles[i++] = 16;
Otriangles[i++] = 17;
Otriangles[i++] = 20;
Otriangles[i++] = 17;
Otriangles[i++] = 21;

0//0

firiangles[i++] = 7;
Otriangles[i++] = 8;
Otriangles[i++] = 4;
Otriangles[i++] = 7;
Otriangles[i++] = 19;
Otriangles[i++] = 8;
0//00

firiangles[i++] = 14;
Otriangles[i++] = 12;
Otriangles[i++] = 13;
Otriangles[i++] = 14;
Otriangles[i++] = 15;
Otriangles[i++] = 12;

0//0

firiangles[i++] = 18;
Otriangles[i++] = 11;
Otriangles[i++] = 23;
Otriangles[i++] = 18;
Otriangles[i++] = 23;
Otriangles[i++] = 22;

}



?7?7??7?Mesh?

HENRRANNNNRRARNNNNEE

Unity[TT] ~Mesh[ITTITTIIIIIII] Mesh

(I MeshFilter[TTTITITIITIT] MeshRenderer[TT1TIT]

Cube (Mesh Filter)
Mesh HH Cube
HY v Mesh Renderer

WETCHETES

Lighting

Probes
Lic Blend Probes

Additional Settings

?7?

0 MyCube[TTITTIT]

e Mesh [IT]
o vertices [] triangles [JTTTITIITITIIT]
e [TT111] InspectorIT]

o Awake[] [II1J MeshFilter [ MeshRenderer [TTTII11I1]

MyCube [TTTITT1T]

using UnityEngine;

// I00000000000R0000

public class MyCube : MonoBehaviour

{



0//000000000
[SerializeField]

Oprivate Material material;

0/ /00000

private Vector3[] vertices;
0

0/ /000000

private int[] triangles;

0

0/ /00000000

private Mesh mesh;

0

0// Awake[] Start 00000000000
7/ 0000000C000000CO000E0000000000
grivate void Awake()

0{
O0CreateVertices();

O0CreateTriangles();

[0mesh = new Mesh();
O0mesh.vertices = vertices;

OOmesh.triangles = triangles;

OOmesh.RecalculateNormals(); /700000C0000CO00

oo
77 0000000000OMeshFiltergdd
MEshFilter mf = gameObject.AddComponent<MeshFilter>();

OO0mf.mesh = mesh;

oa
00// MeshRendergn[]
MEshRenderer mr = gameObject.AddComponent<MeshRenderer>();

O0mr.material = material;

0}

0//0000000

private void CreateVertices()

0{

O0vertices = new Vector3[24];



O0vertices[0]
O0vertices[1]
O0vertices[2]
O0vertices[3]
O0vertices[4]
O0Overtices[5]
O0vertices|[6]
O0vertices[7]

O0vertices[8]

OOvertices[9]

O0vertices[10]
O0vertices[11]
O0vertices[12]
O0vertices[13]
O0vertices[14]
O0vertices[15]

O0vertices[16]
O0vertices[17]
O0vertices[18]
O0vertices[19]
O0vertices[20]
O0vertices[21]
O0vertices[22]
O0vertices[23]
0}

0//00000000

new Vector3(-1, -1, -1);
new Vector3(1l, -1, -1);
new Vector3(1l, 1, -1);
new Vector3(-1, 1, -1);
new Vector3(-1, -1, 1);
new Vector3(1l, -1, 1);
new Vector3(1l, 1, 1);
new Vector3(-1, 1, 1);
new Vector3(-1, -1, -1);
new Vector3(1l, -1, -1);
new Vector3(1l, 1, -1);
new Vector3(-1, 1, -1);
new Vector3(-1, -1, 1);
new Vector3(1l, -1, 1);
new Vector3(1l, 1, 1);
new Vector3(-1, 1, 1);
new Vector3(-1, -1, -1);
new Vector3(1l, -1, -1);
new Vector3(1l, 1, -1);
new Vector3(-1, 1, -1);
new Vector3(-1, -1, 1);
new Vector3(1l, -1, 1);
new Vector3(1l, 1, 1);
new Vector3(-1, 1, 1);

private void CreateTriangles()

o{
Od0triangles
0;

O0int 1

ao/m

new int[36];

fifiangles[i++] = 0;

Odtriangles[i++] =

Odtriangles[i++] =

3
1

’

’



gOtriangles[i++]
gO0triangles[i++]

gO0triangles[i++]

oo0/w
fAiangles[i++] =
O0triangles[i++]

gO0triangles[i++]

O0triangles[i++]
O0triangles[i++]

O0triangles[i++]

ao/w
ilfiangles[i++] =
O0triangles[i++]

O0triangles[i++]

gOtriangles[i++]
OO0triangles[i++]

OOtriangles[i++]

oo/m
ffAiangles[i++] =
O0triangles[i++]

OOtriangles[i++]

gdtriangles[i++]
gdtriangles[i++]

O0triangles[i++]

00/70
ifiangles[i++] =
Ontriangles[i++]

O0triangles[i++]

gO0triangles[i++]
OO0triangles[i++]

O0triangles[i++]

20;

16;
17;

20;
17;
21;

12;
13;

14;
15;
12;



go/nm
fifiangles[i++] = 18;

Odtriangles[i++] = 11;
Odtriangles[i++] = 23;
Odtriangles[i++] = 18;
Odtriangles[i++] = 23;
Odtriangles[i++] = 22;
0}
}
Revision #5

Created 2026-06-16 07:24:21 UTC by Menendez Francisco
Updated 2026-06-17 02:34:19 UTC by Menendez Francisco



