HMS=MERSEIS RIER

—- LW PR
(=) BE=NEURLEIR
(I T# 3D. zip WBRE4afG, A Edge 3 Firefox RE/WE
index. htm! ¥TFF)

M= BRI SVRER

(1) REPHEE
1 HASNS=ZIERSSIS VRIERMITH R E"View 1241,

e T

AHEIEAIRE

SEE )RR

EEma ks




2. $21E LOtr I+EARA B, NEAEILA

3. #R{E LCtr I+RARERIERNF = -

4. 11E LOtr | +RARRI MM A -

5. 2318 234 ZLRWFESHONEB B IR PD) HFRREBEKRN.
6. RARINIRENR, £ M—TMEE, $2{EX shift 8, RIBIRRE, EFIE
FRREL,

7ETEE ENAERRAEBHNESENE.

8. THELHMVHE, HRENAESEAEH.

9. ETRELMXE, HREGES X e EERE.

10 B TMEE LMY 3, RGBS Y Mt EEAE.

M ERTEE LN 2 3, HREGES - et EERAE.

12. 32T Shift+R EIREEBIIHIRE.

13.8BE 7,
14. B2 T2 0B 8§, BEARNERNMEH.
15. & 8-10,

16. W T RAR ISR B M E R

17 R THE R X, BREERIk S X R EERE.
18 IR THE LY #, BREERKP LS Y HERIEERE.
19 R THEE LR 2 8, BREERKkP LS z R EERE.
20. WEMEMERURHE=ME.

21. EE AL, BRM—MRERERE S,

22. MEBHEK,

(2) = IRHERBILLHISLIG

1. HASEZMERNEIS RIFERMIIH S E "Create 124,

A=AV S VR

FEEI MR
R NDmest

AEEBREY

LnaLy



2. ATRE AN (4)
S.MIAN=AERESIAHNH (8)
4. OTMNAT 4R (=2, -1, -2) (2, -1, -2) (0, -1, 2) (0, 2, O)
5. fXMINATZES| (0, 1, 2) (0, 2, 1) (0, 1, 3) (O, 3, 1)
1, 2, 3) (1, 3, 2) (2, 0, 3) (2, 3, 0)
6. EEXW (—) 6-11, 16 FRIALHIH =42 HERME LI
7, EEXW (—) 17-20,
7. BEEHET 10 MR ERER, HU=AMNSA—EHEHEBEN=AK
#5|
8. | NI Mesh “32§H, 1§ 7 PRIRFR SRR 2-5 BT EEH Mesh 6
RN
9. EESW (—) 21-22
(3) BE X SRR A4
AR (2) BEXTMRSRSIEMIEFEFRLT],

(D) EMESIRAR S PER

(GE T Assets. zip, FH%RZEK Unity3D )

1: 3TH Unity 8XtF, #TE—1 3D B, @&/ VR Mesh_Test, REIEEFEIB
KRR, SERESIEE, FE0ERIN.

<

—en A -
Qu @ ZK
=~
= % © @ .
o ~ o TR
® 1 New Unity Project
= P ¢ Q
=
3D =
_ | =
. @ C:\Usersikingz
- -
@ @

SF RS REUNity Hub!

2: A Unity FEAFE, BREEZTERNNESNVE.

DScene: FRUER—NAIRZERIVE . AIUER EREFHETRPEM
FR BRI &R -

@Game: LB R E R R RATITIRE, B 25T EEPIERIZ



$H BN AT 2R AL B
@Hierarchy:
MR, EX
@ Inspector :

EHFILAHRIBE .

®Project: BT

K, MR, REF).

Tilie X B SR L T LA

Tl I & AR -

“BRT B OHRERIGFFIH AT a7 = PRI Bk
NE ORISR — L ERAFRITR ., §
RAERERE[ S'EEP%{ZISE’J%ZMF.M, LR REMBEH

BB XEETFEMT

BAOMBRAENZRMERE (BB R2ELS, B

ria VAR o R \ —
vAY kY 12 | =
@Console: #FHlEFERMARME AEHITAR, ATEEXMEESR.
File FEdit Assets GameObject Component E3EIIE Window Help
AR EYANS| & | % N Elcenter| BLocal Bl & Collab ~ | & | Account ~ [ Layers = || Layout ~
‘= Hierarchy # Scene O Inspector
5 2 7 . — .
dr e i Shaded =0 | ¢ el B0 4 - RN oizmcs |~ R A | Main Camera Statio -
v € test i -
[7) Main Camera Tag MainCamera  ~  Layer Default -
Directional Light
p Diectional Lig v . Transform @ =
Pasition X0 Y1 Z-10
Rotation X0 Y 0 Z0
Seale X1 Y1 Z1
¥ Wi /| Camera @ 5
Clear Flags Skybox o~
Background _ s
Culling Mask Everything
Projection Perspective -
FOV Axis Vertical v
Field of View —® 80
Camera Preview Physical Camera
— Clipping Planes. Near 0.3
Far 1000
- e e ME
Wi H1
I Project Depth -1
+ G ® 2 LIKAR a3l Path Use Graphics Settings -
v - Favorites Assels > Font Target Texture None (Render Texture) [¢]
g:u mﬂ:‘s Occlusion Culling
O, All Prefabs HDR Use Graphics Settings A
m MSAa Use Graphics Settings A
v [ Assets

I Audio SIMYOU

¥ I Materials
I Mesh

. ITH XX BBETHIESEE, MEHEENAFIETIEEEFN Assets BFET, FHR
H Unity,

=t

P O Y

L

Audio

Font
Materials
Mesh
Prefabs
Scenes
Script
Audio.meta
Font.meta
Materials.meta
Mesh.meta
Prefabs.meta
Scenes.meta

Script.meta

EREEs

2020/3/15 23:18
2020/3/14 22:32
2020/3/16 19:47
2020/3/7 14:32
2020/3/15 13:04
2020/3/18 17:57
2020/3/17 14:03
2020/3/5 12:16
2020/3/14 22:29
2020/3/5 12:15
2020/3/7 14:32
2020/3/11 13:25
2020/3/4 20:01
2020/3/5 12:06

H7

Tl
i
o=
o=
i
i
i
META 324
META 324
META 324
META 374t
META 374t
META 37t
META =ri

Allow Dynamic Resol

Target Eye

Both

1 v Audio Listener

Foh

1
1
1
1
1
1
1

KB
KB
KB
KB
KB
KB
KB

4. HIBGIHRMBBENEIA. FED: $TH Project EOTHY Script XHFE, K
Fl| CamCtr | BIA, JISHIAHESNZE Hierarchy TNHJ Main Camera & k.




File Edit Assets GameDbJEd Component IZ3EIET05E  Window Help

& Collab ~ | & N Account ~

= Hierarchy @ Inspactor
+ (oAl 0 Wi~ | Gizmos |~

(7) Directional Hgl

M Project
-+

v Favorites Assets > t j‘ﬁ“
O, All Materials S \ @
O, All Models
o .
¥ i Assets
= Audio cCamcn amwu Createle... crm.mu_, faguang M:urh!mﬂ
£ . . . @ . .

MoveTege..  ObjMove Ul_Create... Ul_Menu

F53£2: =5 Hierarchy THI Main Camera X%, AJLLFE Inspector EIREZ!
Main Camera &/ NEMFLEHE, 3% CamCtr| BIAHETNZE Inspector HIR L.

File Edit Assets GameObject Component MEEMEINEE Window Help

| MainCamera | Staticy
- Tag MainCamera v Layer Default Bl
v A Transform @+
Position xo |¥1  [z|-0 |
Rotation X0 Y 0 Z0
Scale X1 Y1 Z1
i~ Camera @ 3 i
Clear Flags Skybox 7|
Background I
Culling Mask Everything |
Projection Perspective i
FOV Axis Vertical |
Field of View —e—————— 60 |

Physical Camera

Clipping Planes Near 0.3

Far 1000
Viewport Rect X0 Yo
w1 H
B Project Depth -1
+- y n O Path Use Graphics Settings -
|V 9 Favorites Assets > Script__ | 1oPECEOT TR Target Texture None (Render Texture) o

C, All Materials Occlusion Culling ~ ~

O, All Models
O, All Prefabs HDR Use Graphics Settings -
MSAA Use Graphics Settings |
v @ Assets Allow Dynamic Resol
.. Cremagy! fa ictrl

In Audio CamCtrl
m Font TargetEye Both -

» Im Materials =
{1 ¥ Audio Listener 9 i i
Add Compenent
UK .

Mmm. .. cmm

F5:£Q): =5 Hierarchy TNHI Main Camera XI5, 7£ Inspector EIR %X ZE|
AddComponent 1%, FEIEZRIEFHAN CamCtr |, HBIFSEEIT .



Edit Assets

File

GameObject Component ISIEFINEE Window Help

& Collab ~ || & | Account ~ || Layers ~ | Layout =
@ Inspector
| Main Camera Static ~
7 Tag MainCamera  ~ | Layer Default =
¥ ) Transform 9 i
Position Mo B B0 |
Rotation X0 Yo Z0
Scale %1 ol 1 Z1
¥ W v Camera 9 it i
Clear Flags Skybox -
Background #|
Culling Mask Everything -
Projection Perspective -
FOV Axis Vetical v
Field of View —® 60
Physical Camera
Clipping Planes Near 0.3
Far 1000
Viewport Rect X0 YO
w1 H1
M Project Depth -1
e (= Path  Use Graphics Settings -
SgEaEtey Assets > Seript Target Target Texture |None (Render Texture) o
O, All Materials | Newseript @RI > GoclusionCulling [
O, All Models v 2 clusion Culling
O, All Prefabs HDR Use Graphics Settings -
— — SAA Use Graphics Settings -
Allow Dynamic Resol

Both

Add Component

CamCtrl CentarPos... CreateMe...
o on e
. . . . B
MoveToge... ObjMave Ul_Create...

@R L

N — = — ‘EF ,_-_ N
S, - =
ARMTEBMAE, EEADPRREERINABINERE Movespeed 10,
Flle Edit Assets GameObject Component EEMEIIE Window Help
@ Collab || o [ Account ~ | Layers v | Layout v
= Hierarchy © Inspector
+r A B4 - | Gizmos | ~ Rotation X 0 Yo zZo N
R Scale X1 ¥ z1
(7] Directional Light ¥ Bi v Camera o 3
Clear Flags Skybox -
bocxgoores [ -
Culling Mask Everything <
Projection Perspective -
FOV Axis Vertical -
Field of View —® 60

Physical Camera

Clipping Planes  Near
Far 1000
Viewport Rect
X0 Yo
W1 H1
Depth -1
Rendering Path Use Graphics Settings -
Target Texture o}
Occlusion Culling v
HDR Use Graphics Settings M
a2 [a 8| # | & #16| MSAA Use Graphics Settings
R Assets > Script Allow Dynamic Resol
©, All Materials
O, All Models Target Eye Both -
e @ a a a a . . n L
¥ [ Assets ¥ # v CamCtrl
B Audio AudioCtrl Camctl CenterPos..  CreateMe..  Creatskunt.  faguang MateriaiCtel — ‘I‘g FJ]E}E ®
Font
5 h:ateﬂals Moves| Lo
n Mesh Is Need Damping £
B Prefabs Damping 10
Bm Scenes
MoveToge..  ObiMove Ul Create... Ul_Meny uictrl - T —

1EBURIEHLAY transform,




@ Inspector
@ +  Main Camera " Static~ |
- Tag MainCamera ~ Layer Default A
¥ M Transform @ 3
Position X -36 ¥ 302 | £ -50
Rotation X 204 Y 45 £ 0
Scale X1 Y1 Z 1

uj“ill]:aixﬁiﬁllif"g fEHierarchy THZ B AR ST, EBEER—ITHNER,
EXTR BN AudioCtr |, FRAERMAA AudoCtrl, HI& Project EARHAY
Audio MR TN ZFRURNINTENI A AU £; 7E Inspectors EHRFIL
FOLFHEQHF R AEIRNM AudioSource R

File Edit Assets GameObject Component IZ3EHETIEE Window Help

= Hierarchy
 am <1l [ [ 1= 5ol - | 3¢ |m=]oizmos |-
v < test

71 Main Camera
£p) Directional Light

OREmE=ALk
Copy
Paste
Rename
Duplicate
Delete

Select Children
Select Prefab Root

| Create Empty
3D Object
2D Object
Effects
Light
Audio
Video

M Project ul

+~ Camera
LA 4 s

W W W W v




File

Edit Assets GameObject Component IZEMEIIEE Window Help
o V]

B 0 | [ —

||
Default -




6. UBIHFZEER—NEXNR, EBHITRZA ModlesCtr |, FHAERMBEIAR
ModlesCtr|. J$BIZA Meshes HY size 18X 3, FH4% Project EHR T Mesh 3L
HRO=MEBRIENZB AP E

File Edit Assets GameObject Component IZEBHEMIEZ Window Help

1 - FEEE GCollab~ || @ || Account ~ | Layers v || Layout ~
= Hierarchy # Scene © Inspector
Ly — | I T 3 T e e wpo
v < test* : L
£ Main Camera Tag Untagged ~ | Layer Default -
Directional Light

%Au’;cocom ? ¥ M. Transform @ 3
(7 ModlesCtrl Position X 433780 Y 199,641/ Z -843.07

Rotation X 0 Y0 Zo

Scale X1 Y1 2l
¥ # v Modles Ctrl (Seript) e i

Seript + ModlesCtrl @

v Mespes DTEHsize
Lsize B

Element 0 & Rock pile @
Element 1 None (Mesh) o]
Element 2 None (Mesh) [c]
/ Add Component

@iFINModlesCtrifiiAs

M Project

+~

v - Favorites Assets > Mesh
C, All Materials
C, All Models
C, All Prefabs

¥ & Assets
m Audio
B Font
» B Materials GfFmeshifs \ITRL
B Mesh
B Prefabs Ve
I Scenes
B Script
» B Packages -

7. %% Project EHRT Prefab XHRTHIEANFIZAIENE| Hierarchy HRT,
472 Canvas, 1f=. EventSystem FA Mod|eParent.

File Edit Assets GameObject Component ISZAEIIEE Window Help
1 - BIEEREE R

= Hierarchy o5 Game.
+~ (oM -
v & test

TR — W= R HISI S VR

[7) Directional Light (1)

aaaaa
9 EventSystem
% ModleParent

LN TN

s Project

¥ - Favorites Assets |y Prefabs

O, All Materials

O, All Models
O4 Al Prefabs ."
v @ Assets
Canvas, changing  EventSyst. ModiePare..

M Audio

View3D

™ Font
» Im Materials
B Mesh
B Prefabs
B Scenes
m Script
» b Packages ——

MR IH =Rk TRS, M ST Hierarchy EHHHY Directional Light Xt
R, BT CtrI+D #, FXHRESH|, HEH~ERNRRAITRE transform LAH
HREY y SHEERREIE N 180 E.




8. £ Hierarchy HR TARMEZHEITR UICtrl, HAERMEA UICtrl, £H

inspector

ERPAEZARBMERM ui R

-5.006744 -5.825226 -101.8411

Select GameObject n

Eestisingle
Garme Whject

=i Hierarchy E#RH15 Canvas MR, FHILE|FXITR Panel_btns, BIREFXT
% Button_yincang, 35 inspector H#RH %% Button 2B, #Z) Onclick &
B, AEEHERIMWEGE, BT UIctrl MRIEANBIFNAE, ®F
ClickBtnHide 733537



Fle Edit Assets GameObject Component SRANIIRE Window Help

FIEIICIES [>T I

Scale @ 1x Masimize On Play Mute Audio Stats |

WB= BRI SVRETR

None (Mataria)

Color Tint

Visusize

Assets > Seript

Gbopn-"Obononoag

Matariu ModeiCtl Moo

& Collab =

O Inspector
Scale X1 ¥ 1 Z1 -

Mute Audio

v (@  Canvas Renderer @ 3
Cull Transparent Mesh

v &l v Image e i
Source Image [ UISprite ®
Color P
Material None (Material) [0]
bool enabled z
string name E”CEd X
bool runinEditMode .1’
string tag
bool useGUILayout — R
BroadcastMessage (string) 2
Cancellnvoke (string) SO -
Cancellmvoke 0 = Butten_yincang (Image) [0]
ClickBtnAddScale () ;
ClickBtnCam (int) s
ClickBtnChangeModle (int)@ﬁ?%c” :kBtnl |Tae!g}% P
ClickBtnHide rd
ClickBtnMainMenu ® 1
ClickBtnPreScale () 0.1
ClickBtnResetRotate () Automatic -
ClickBtnResetScale () Visualize
ClickCreatePrefab () x
SendMessage (string) ®EEEJ£§"EIMD }E |
SendMessageUpwards (string) BRSNS -]
ShowTipsAll + Mo Function
ShowTipsSingle () GameObject » + - |—
StopAllCoroutines () Transform » on
StopCoroutine (string) UiCtrl ¥ @iﬁ%u |C‘|:|'IH‘9HH]2§A
& FTE B
Add Component
# Button_yincang ¥ i




URI#HB B ZEREMEANREAR MM 5% . Button_resetscale iRFEF A
ClickBtnResetScale, Button resetaddscale i%#¥753% ClickBtnAddScale,

Button_resetprescale %% ClickBtnPreScale, Button Create 1EFEHi%E
ClickCreatePrefab,

9. £ Hierarchy HIRPRMTEXT R Z A CreateMesh, FAHEFEZFH A
CreateMesh. 7E project EHR TFIFF Script Xk, HNIHEITH CreateMesh fil
Ao FIHAD, ZHEEFRMAMRSIBEFHE—NEREK, URBRKIME—
MNEZRZEE, TEUGE—NIEREHAH.

vertices[0] Ve oint.x — length / 2, Point.y — heigth / 2, Point. width
vertices[1] Ve olnt. x length / 2, Point.y + heigth / 2, Point. width
vertices[2] Ve olnt. x length / 2, Point.y — heigth / 2, Point. width
vertices[3] Ve oint.x + length / 2, Point.y eigt 2, Point. width
vertices[4] Ve ‘oint. x length / 2, Point.y 2, Point. width

vertices[5] Ve ’oint. x + length / 2, Point.y eigt 2, Point. width

vertices[B] = Ve ) .X — length / 2, Point.y 2, Point. width

vertices[T] = Ve ) X length / 2, Point.¥y e 2, Point. width




10. ¥TFF GetViewS IR, H/ERFIHEGE.

transform. GetComp

modle_m
modle_mesh.

le_mesh. triangles;

. main_modle




CalculateMatr

.verti

verti
[, ] matri

transform. GetComponen ). view_front. G
50

orm. GetComponen view _right. GetComp

orm. GetComponen ). view_top. GetComponent

Matri [,] matri

1M EEIR, STHGE unity FEREIARRE, HRBMITRESE (—) £
BRI TR LG .



