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o (MM MyCube [TTTIIII1] GetVertices
(ITTTIIITn SetVertices [TTTTTTTTIT]
o GetVertices [TTTTITITITITITT] 0

return (Vector3[])vertices.Clone();
o (T
e MyTransform [] MyCube[I]T] GetComponent [TTTTITITIIIT]
o [TTITIIT] Inspector (TTTTTTTTTTITTITI
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o Translate(Vector3[] vertices) [TIII1]
o Update[]

o [ITIT]

o Translate [11]

o [TTITITITI

MyCube [] GetVertices [] SetVertices

// 0000000000
public Vector3[] GetVertices()

{
0//00000000000C0000000000

feturn (Vector3[])vertices.Clone();

}

// 0000000000

public void SetVertices(Vector3[] vertices)

{

[mesh.vertices = vertices;
Omesh.RecalculateNormals(); //000000000
}

MyTransform [I]]T]

// 00000000(Trans formOO000000

public class MyTransform : MonoBehaviour
{
// 000000

[SerializeField]

private Vector3 position;

// 000

private MyCube cube;

private void Start()
{
// MyCubeI0O00O0O000O0COOCOO0O




cube = GetComponent<MyCube>();

private void Update()

{
// 00000
Vector3 [] vertices = cube.GetVertices();
// 00000
Translate(vertices);
// 000000000
cube.SetVertices(vertices);
}
// 0000000
private void Translate(Vector3[] vertices)
{
// 1000000
for (int i = 0; i < vertices.Length; i++)
{
// 0000000000000
vertices[i] = vertices[i] + position;
}
}

P000°070707°7°7
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MyTransform [T111]

e InspectorTTTTTITTIIIITITITITITIII0
e Update[J] Translate []]] Scale []]]

MyTransform [[ITII]]IT]

// 0000
[SerializeField]

private float scale = 1;

private void Update()
{
0//00000

Mector3 [] vertices = cube.GetVertices();

0//0000
Bcale(vertices);

0

0/ /00000
Mranslate(vertices);
0

0//000000000

Qube.SetVertices(vertices);

}

private void Scale(Vector3[] vertices)

{

0// @00o0o

flor (int i = 0; i < vertices.lLength; i++)
0{

00/n000000000000000

MBrtices[i] = vertices[i] * scale;

0}

}
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MyTransform [T111]

e [ITITTIT]
e Inspector(] x, y, Z[TTTTTTITITTTITTTITITIITTTT
e Scale [TTITTTITTITTTIITITITIIT

MyTransform [IITTT]TIT]

// 0000
[SerializeField]

private Vector3 scale = new Vector3(l, 1, 1);

private void Scale(Vector3[] vertices)

{
0//000000000

Matrix s = new Matrix(3, 3);

1,1, 1
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Os.Set(0, 0, scale.x);
Os.Set(1l, 1, scale.y);
Os.Set(2, 2, scale.z);
0

0// m00o00

flor (int i = 0; i < vertices.Length; i++)

0f

00/p0000000000000

MErtices[i] = s.Multiply(vertices[i]);
0}

}
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MyTransform [TT11]

e Inspector(] X, y, Z[TTTTITTTTTTIITITTIT]

o [TTITIITITTIITIIIITIITIIT]
o Matrix MakeRotX();

o Matrix MakeRotY();
o Matrix MakeRotY();

— sin(6)
cos(6)

O O

0
XM Y

0
sin(0)
cos(0)_

— sin(4)
0

cos(0)

e void RotateEuler(Vector3[] vertices) [TTTTITTTTITITTITIT]

o [ITTTITITIT]

MyTransform [TITTIT11T]

// XOOOOooooooo
private Matrix MakeRotX()

{

X=>Y=Z[TTIIIIT




// [0~0000
float radian = Mathf.Deg2Rad * rotation.x;

// 00000000000
float ¢ = Mathf.Cos(radian);
float s = Mathf.Sin(radian);

// 00000

Matrix m = new Matrix(3, 3);
m.Set(0, 0, 1);

m.Set(0, 1, 0);

m.Set(0, 2, 0);

m.Set(1, 0, 0);
m.Set(1, 1, c);
m.Set(1, 2, s);

m.Set(2, 0, 0);
m.Set(2, 1, -s);
m.Set(2, 2, c);

return m;

// YOOOOOoooooo
private Matrix MakeRotY()
{

// 0~0000
float radian = Mathf.Deg2Rad * rotation.y;

// 00000000000
float ¢ = Mathf.Cos(radian);

float s = Mathf.Sin(radian);

// 00000

Matrix m = new Matrix(3, 3);
m.Set(0, 0, c);

m.Set(0, 1, 0);



m.Set(0, 2, -s);

m.Set(1, 0, 0);
m.Set(1, 1, 1);
m.Set(1, 2, 0);

m.Set(2, 0, s);
m.Set(2, 1, 0);
m.Set(2, 2, c);

return m;

// 200000000000
private Matrix MakeRotZ()
{

// 0~0000
float radian = Mathf.Deg2Rad * rotation.z;

// 00000000000
float ¢ = Mathf.Cos(radian);

float s = Mathf.Sin(radian);

// 00000

Matrix m
m.Set(0, 0
m.Set(0, 1, -s);
m.Set(0, 2

new Matrix(3, 3);

m.Set(1, 0, s);
m.Set(1, 1, c);
m.Set(1, 2, 0);

m.Set(2, 0, 0);
m.Set(2, 1, 0);

m.Set(2, 2, 1);

return m;



// 000000000

private void RotateEuler(Vector3[] vertices)

{

Matrix rotX

MakeRotX();
Matrix rotY = MakeRotY();

Matrix rotZ = MakeRotZ();

// 1000000
for (int 1 = 0; 1 < vertices.Length; i++)
{

/7 X=Y-Z000000

Vector3 v = vertices[i];

v = rotX.Multiply(v);
v = rotY.Multiply(v);
v = rotZ.Multiply(v);

vertices[i] = v;

s ddddddddd

T (LTITITITITTT

tx, ty, tz

3x3
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MyTransform [T11T]
o [ITIITTIITTIT]
o [T
o [TTTTITITITITIIT 3D

Matrix [] Multiply(Vector4) 11T}

// 0x00000000
public Vectord4 Multiply(Vector4 vector)

{

// 000004x1000000

Matrix b = new Matrix(4, 1);
b.Set(0, 0, vector.x);
b.Set(1, 0, vector.y);
b.Set(2, 0, vector.z);
b.Set(3, 0, vector.w);

// 000000
Matrix c¢ = Multiply(b);

// 000000000000

Vectord4 result = new Vector4d();
c.Get(0, 0);
c.Get(1l, 0);

result.x

result.y
result.z = c.Get(2, 0);

result.w

c.Get(3, 0);

return result;

— sin(6)

cos(d)

= o o O
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0
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0
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IIIIITO MyTransform

// 00000000(Trans formOO000000

public class MyTransform : MonoBehaviour
{
// 000000

[SerializeField]

private Vector3 position;

// 0000

[SerializeField]

private Vector3 scale = new Vector3(l, 1, 1);

// 00
[SerializeField]

private Vector3 rotation;

// 000

private MyCube cube;

private void Start()

{

// MyCube[00000000000000C00CO

cube = GetComponent<MyCube>();

private void Update()
{
// 00000

Vector3 [] vertices = cube.GetVertices();

// 0000000

Vectord4[] v4 = Vector3ToVector4(vertices);



// 0
RotateEuler(v4);

// 0000
Scale(v4d);

// 00000
Translate(v4d);

// 000000000000

vertices = Vector4ToVector3(v4);

// 000000000

cube.SetVertices(vertices);

// 3b0000004b00000

private Vector4[] Vector3ToVector4(Vector3[] vertices)

{

Vector4[] convert = new Vector4[vertices
for (int 1 = 0; i < convert.Length; i++)
{

Vector3 v3 vertices[i];

convert[il]

new Vector4(v3.x, v3.y,

return convert;

// 4b00000030b00000
private Vector3[] Vectord4ToVector3(Vector4[]

{

Vector3[] convert = new Vector3[vertices
for (int i = 0; i < convert.Length; i++)
{

Vector4d v4

vertices[i];

convert[i] = new Vector3(v4.x, vd.y,

.Lengthl];

v3.z, 1);

vertices)

.Length];

vd.z) / vbd.w;



return convert;

// XO0OOoOoooooo
private Matrix MakeRotX()
{
// 0~0000
float radian = Mathf.Deg2Rad * rotation.x;

// 00000000000
float ¢ = Mathf.Cos(radian);

float s = Mathf.Sin(radian);
// 00000

Matrix m = new Matrix(4, 4);
m.Set(0, 0, 1);

m.Set(0, 1, 0);

m.Set (0, 2, 0);

m.Set (0, 3, 0);

m.Set(1, 0, 0);

m.Set(1, 1, c);

m.Set(1l, 2, s);

m.Set (1, 3, 0);

m.Set(2, 0, 0);

m.Set(2, 1, -s);

m.Set(2, 2, c);

m.Set (2, 3, 0);

m.Set(3, 0, 0);

m.Set(3, 1, 0);

m.Set(3, 2, 0);

m.Set(3, 3, 1);

return m;



// YOOOOROoOoOooo
private Matrix MakeRotY()

{
// 0~0000
float radian = Mathf.Deg2Rad * rotation.y;
// 00000000000
float ¢ = Mathf.Cos(radian);
float s = Mathf.Sin(radian);
// 00000
Matrix m = new Matrix (4, 4);
m.Set(0, 0, c);
m.Set(0, 1, 0);
m.Set(0, 2, -s);
m.Set (0, 3, 0);
m.Set (1, 0, 0);
m.Set(1, 1, 1);
m.Set(1, 2, 0);
m.Set(1, 3, 0);
m.Set(2, 0, s);
m.Set(2, 1, 0);
m.Set(2, 2, c);
m.Set(2, 3, 0);
m.Set(3, 0, 0);
m.Set(3, 1, 0);
m.Set(3, 2, 0);
m.Set(3, 3, 1);
return m;
}

// 2000000000000



private Matrix MakeRotZ()

{
// 0-0000
float radian = Mathf.Deg2Rad * rotation.z;
// 00000000000
float ¢ = Mathf.Cos(radian);
float s = Mathf.Sin(radian);
// 00000
Matrix m = new Matrix(4, 4);
m.Set(0, 0, c);
m.Set(0, 1, -s);
m.Set (0, 2, 0);
m.Set (0, 3, 0);
m.Set(1, 0, s);
m.Set(1, 1, c);
m.Set(1, 2, 0);
m.Set (1, 3, 0);
m.Set(2, 0, 0);
m.Set(2, 1, 0);
m.Set(2, 2, 1);
m.Set(2, 3, 0);
m.Set(3, 0, 0);
m.Set(3, 1, 0);
m.Set(3, 2, 0);
m.Set(3, 3, 1);
return m;
}

private void RotateEuler(Vector4[] vertices)

{

Matrix rotX MakeRotX() ;

Matrix rotY = MakeRotY();



Matrix rotZ = MakeRotZ();

// 1000000
for (int 1 = 0; 1 < vertices.Length; i++)
{

// X=Y-ZOO0ooo

Vectord v = vertices[i];

v = rotX.Multiply(v);
v = rotY.Multiply(v);
v = rotZ.Multiply(v);

vertices[i] = v;

// 0000
private void Scale(Vector4[] vertices)
{
// 000000000
Matrix s = new Matrix(4, 4);
s.Set(0, 0, scale.x);
s.Set(1, 1, scale.y);
s.Set(2, 2, scale.z);
s.Set(3, 3, 1);

// 1000000

for (int i = 0; i < vertices.Length; i++)

{

// 0000000000000000
vertices[i] = s.Multiply(vertices[i]);
}
}
// 0000000

private void Translate(Vector4[] vertices)
{
// 0000000

Matrix t = new Matrix (4, 4);

t.Set(0, 0, 1);



t.Set(1, 1, 1);
t.Set(2, 2, 1);

t.Set(0, 3, position.x);
t.Set (1, 3, position.y);
t.Set(2, 3, position.z);
t.Set(3, 3, 1);

// 1000000

for (int i = 0; i < vertices.Length; i++)

{

vertices[i] = t.Multiply(vertices[i]);

sl Nl ddddds

OB = [l x [Eim2]x|[E 3] x - [Efin]x[JT D (i E]

(111 Transform[TTTTTTT I Position, Scale, Rotate
?7?
(111 MyTransform [ITTTTTT] for T

// D000000000000000000000000
for (int i = 0; 1 < vertices.Length; i++)

{

vertices[i] = 000000000 .Multiply(vertices[il]);



AENRRANNNNRRARRNNNEE MyTransform [TT1T]

e [TTT] Matrix [TT1T]
e Update[ITTTTIIITIIIT
o[l XXM YX[[M Zx[OId X 1]
e [ITIIT] (L] [LITITTIT] forITT111]

IIITTITO MyTransform

using System;
using UnityEngine;

using UnityEngine.UIElements;

// 00000000(Trans formOO000000

public class MyTransform : MonoBehaviour
{
// 000000

[SerializeField]

private Vector3 position;

// 0000
[SerializeField]

private Vector3 scale = new Vector3(1l, 1, 1);

// 00

[SerializeField]

private Vector3 rotation;

// 000

private MyCube cube;

private void Start()

{

// MyCube[00000000000000000CO

cube = GetComponent<MyCube>();

private void Update()



// 00000

Vector3 [] vertices = cube.GetVertices();

// 0000000

Vectord4[] v4 = Vector3ToVector4(vertices);

// 00

Matrix rotX

MakeRotX();
MakeRotY () ;
MakeRotZ();

Matrix rotY

Matrix rotZ

// 0000

Matrix scale = MakeScale();

/7 00

Matrix translate = MakeTranslate();

// 0000000

Matrix final =

rotX.Multiply(rotY).Multiply(rotZ).Multiply(scale).Multiply(translate);

// 00
for (int 1 = 0; i < vd.Length; i++)

v4[i] = final.Multiply(v4[i]);

// 000000000000

vertices = VectordToVector3(v4);

// 000000000

cube.SetVertices(vertices);

// 3b0000004b00000

private Vector4[] Vector3ToVector4(Vector3[] vertices)

{

Vector4[] convert = new Vector4[vertices.Length];
for (int 1 = 0; i < convert.Length; i++)

{



Vector3 v3

convert[il]

return convert;

// 4b0000003b00000

private Vector3[] Vector4ToVector3(Vector4[] vertices)

{

// XOOOOOO0OOoOoo

Vector3[] convert

vertices[i];

new Vector4(v3.x, v3.y, v3.z, 1);

= new Vector3[vertices.Length];

for (int i = 0; i < convert.Length; i++)

{

Vectord v4

convert[i]

return convert;

vertices[i];

new Vector3(v4.x, vd.y, vd4.z) / vid.w;

private Matrix MakeRotX()

{

// 0-0000

float radian

// 00000000000
float ¢

float s

// 00000

Matrix m

m

m

m

.Set (0,
.Set (0,
.Set (0,
.Set (0,

.Set (1,
.Set (1,

Mathf.Deg2Rad * rotation.x;

Mathf.Cos(radian);

Mathf.Sin(radian);

o,

1);

new Matrix(4, 4);



m.Set(1, 2, s);
m.Set(1, 3, 0);

m.Set(2, 0, 0);
m.Set(2, 1, -s);
m.Set(2, 2, c);
m.Set (2, 3, 0);
m.Set(3, 0, 0);
m.Set(3, 1, 0);
m.Set(3, 2, 0);
m.Set(3, 3, 1);
return m;

// YOOOOOoooooo
private Matrix MakeRotY()

{

// 0-0000
float radian = Mathf.Deg2Rad * rotation.y;

// 00000000000

float ¢ = Mathf.Cos(radian);
float s = Mathf.Sin(radian);
// 00000

Matrix m = new Matrix(4, 4);
m.Set(0, 0, c);

m.Set(0, 1, 0);

m.Set(0, 2, -s);

m.Set (0, 3, 0);

m.Set(1, 0, 0);

m.Set(1, 1, 1);

m.Set(1l, 2, 0);

m.Set (1, 3, 0);

m.Set(2, 0, s);



m.Set(2, 1, 0);
m.Set(2, 2, c);
m.Set(2, 3, 0);

m.Set(3, 0, 0);
m.Set(3, 1, 0);
m.Set(3, 2, 0);
m.Set (3, 3, 1);
return m;

//  Z00000000000
private Matrix MakeRotZ()
{

// 0~0000
float radian = Mathf.Deg2Rad * rotation.z;

// 00000000000
float ¢ = Mathf.Cos(radian);

float s = Mathf.Sin(radian);

// 00000

Matrix m = new Matrix(4, 4);
m.Set(0, 0, c);
m.Set(0, 1, -s);
m.Set(0, 2, 0);
m.Set(0, 3, 0);
m.Set(1, 0, s);
m.Set(1l, 1, c);
m.Set (1, 2, 0);
m.Set (1, 3, 0);
m.Set(2, 0, 0);

0
m.Set(2, 1
m.Set(2, 2, 1);
m.Set(2, 3



3

.Set(3, 0, 0);
m.Set(3, 1, 0);
m.Set(3, 2, 0);
m.Set(3, 3, 1);

return m;

// 0000

private Matrix MakeScale()

{
// 000000000
Matrix s = new Matrix(4, 4);
s.Set(0, 0, scale.x);
s.Set(1, 1, scale.y);
s.Set(2, 2, scale.z);
s.Set(3, 3, 1);

return s;

// 000000000
private Matrix MakeTranslate()
{

// 0000000
Matrix t

new Matrix(4, 4);
t.Set(0, 0, 1);
t.Set(1, 1, 1);
t.Set(2, 2, 1);

t.Set(0, 3, position.x);
t.Set(1, 3, position.y);
t.Set(2, 3, position.z);
t.Set(3, 3, 1);

return t;
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