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<p>&IAF unity WEISH pmd, KIMFZRMIESHABRAAR 7 R A EFEIPL S HABENNES

HERMHT AR HIR R IERIMIESFH <br>

—f—MEEZ R BREZ gameobject B MEMIEHY gameobject EEFB—~ meshfilter 28440

N meshrenderer 484 < br>

Xy meshrenderer 843ki5, tE Rl SEE B —RFIMERRIIRLEZR meshfilter EAYE4 submesh, il

MARERE E CRY shader S84 (B E(ERRE—HRAY XL shader SEEB—1F<br>

TIXFFEA meshfilter BiskiR MEABETRRE X, 25|14 HX, uv,color,normal LAR & submesh

XIRL 7 BBLETRAR, LABIX S meshfilter FTERY gameobject HOMAR(TH SR AT aRERE) <br>

LA S M2t B X E R A IER B E R FER—MEIR R, Fohekk, To4amHY gameobject

BT RASISE, S ELARN meshfilter BAHE mesh BB JBFTEHIEHEI meshrenderer EfY mat

rials EB<br>

MIX N EZE RN, A PIFEFIA BRAYXT RK R AN RIS TR R E B RVEFTTE (BIERK meshfilter B2AY

P T AL AT X ) X AR LB B T ?JE_JL,L SRR T .</p>

<p>gj§§§—b/\iﬂ1¢ﬁﬁ% FFEFH—ZF5A gameobject E|—4 gameobject B, FEEEFHM1IE
RFE<br>

XNMEHSBEFREMER submesh, FBL E, FATRE—MRIOAEME, ATLASHE— subme

h ;5; xg\ﬁ_JLﬂl_ S, ERIERRGIEN, RREEEHEZSERETS pmd 89, ATLUXER

2T <br>

WNERBAXTHIBIEE </p>

<p>7E—" Editor ZEEBHIN—1SE<br>

[CustomEditor(typeof(PMDSave))] <br>

public class PMDSavelnspector : Editor<br>

{<br>

public override void OnlnspectorGUI()<br>

{<br>

base.OnInspectorGUI(); <br>

if (GUILayout.Button("Combine"))<br>

{<br>

var obj = (PMDSave)target; <br>

obj.CombineMapMesh(); <br>

}<br>

}<br>

}</p>

<p>?AJS7E Asset R T FIBILLAEH<br>

RIETEEOIRT AL, HENIMIAEM, SUE# Inspector £ T4 CombineMesh %4, XAN&

A SN 25B 1t E THIRTE gameobejct 7, </p>

<p>public class PMDSave : MonoBehaviour {<br>

void CombineMapMesh()<br>

{<br>

Transform GenMapRoot = new GameObject("GenMapRoot").transform;<br>

GenMapRoot.position = Vector3.zero;<br>

GenMapRoot.localScale = Vector3.one;<br>

GenMapRoot.rotation = Quaternion.identity;<br>

MeshFilter mf = GenMapRoot.gameObject. AddComponent();<br>

MeshRenderer mr = GenMapRoot.gameObject. AddComponent(); <br>

MeshFilter[] mfs = GetComponentsinChildren(); <br>

MeshRenderer[] mrs = GetComponentsinChildren();<br>

//GEit R <br>

List mat = new List();<br>

for (inti = 0; i &lt; mrs.Length; i++)<br>

{<br>

if mrs[i].enabled)<br>

continue;<br>

mat.AddRange(mrs[i].sharedMaterials); <br>
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}<br>

mr.sharedMaterials = mat.ToArray();<br>

int subMeshindex = 0;<br>

List vertex = new List();<br>

List uv = new List();<br>

List normal = new List();<br>

List co = new List();<br>

Dictionary&lt;int, int[]J&gt; subMeshindices = new Dictionary&lt;int, int[]J&gt;(); <br>
/15 TR, <br>

for (inti = O; i &lt; mfs.Length; i++)<br>

{<br>

//B35 T AE <br>

if (\mrsl[i].enabled)<br>

continue;<br>

/HENTRRR <br>

int vertexIndex = vertex.Count;//iCRHENZBIRNZES #2158 <br>

for (intj = O; j &lt; mfs[i].sharedMesh.vertexCount; j++)<br>
vertex.Add(mfs[i].transform.localToWorldMatrix * mfs[i].sharedMesh.vertices[j]);</p>
<pre><code class="highlight-chroma"> <span class="highlight-line"> <span class="highlight
c">  /AENEE,UV,iEE

</span></span><span class="highlight-line"> <span class="highlight-cl">  intuv len = m
sli].sharedMesh.uv.Length;

</span></span><span class="highlight-line"> <span class="highlight-c|">  for (intj = 0; j
&lt; uv_len; j++)
</span></span><span class="highlight-line"> <span class="highlight-cl"> uv.Add(mfs[

l.sharedMesh.uv[j]);

</span></span><span class="highlight-line"> <span class="highlight-c|">  int normal len
= mfs[i].sharedMesh.normals.Length;

</span></span><span class="highlight-line"> <span class="highlight-c|">  for (intj = 0; j

&lt; normal_len; j++)

</span></span><span class="highlight-line"> <span class="highlight-cl"> normal.Add
mfs[i].sharedMesh.normals[j]);

</span></span><span class="highlight-line"> <span class="highlight-cl"> int color len =
mfs[i].sharedMesh.colors.Length;

</span></span><span class="highlight-line"> <span class="highlight-c|">  for (intj = 0; j

&lt; color len; j++)

</span></span><span class="highlight-line"> <span class="highlight-cl"> co.Add(mfs|
].sharedMesh.colors[jl);

</span></span><span class="highlight-line"> <span class="highlight-cl">  for (intj = 0; j

&lt; mfs[i]l.sharedMesh.subMeshCount; j++)

</span></span><span class="highlight-line"> <span class="highlight-cl">  {

</span></span><span class="highlight-line"> <span class="highlight-cl"> int[] indices
= mfs[i].sharedMesh.GetIndices(j);

</span></span><span class="highlight-line"> <span class="highlight-cl"> //HBIXLEZR

. EBIN E2BZR5I TR

</span></span><span class="highlight-line"> <span class="highlight-cl"> for (intk =0
k &lt; indices.Length; k++)

</span></span><span class="highlight-line"> <span class="highlight-cl"> indices[k]
+= vertexindex;

</span></span><span class="highlight-line" > <span class="highlight-cl"> subMeshind
ces.Add(subMeshindex, indices);

</span></span><span class="highlight-line"> <span class="highlight-cl"> subMeshin
ex++;

</span></span><span class="highlight-line"><span class="highlight-cl"> }
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</span></span><span class="highlight-line"> <span class="highlight-cl"> }

</span> </span><span class="highlight-line"> <span class="highlight-cl"> mf.sharedMesh
new Mesh();

</span></span> <span class="highlight-line"> <span class="highlight-cl"> mf.sharedMesh.
etVertices(vertex);

</span></span> <span class="highlight-line"> <span class="highlight-cl"> mf.sharedMesh.
etColors(co);

</span></span><span class="highlight-line"> <span class="highlight-cl"> mf.sharedMesh.
v = uv.ToArray();

</span></span> <span class="highlight-line"> <span class="highlight-cl"> mf.sharedMesh.
etNormals(normal);

</span></span> <span class="highlight-line" > <span class="highlight-cl"> mf.sharedMesh.s
bMeshCount = subMeshiIndices.Count;

</span></span><span class="highlight-line"> <span class="highlight-cl"> vertexCnt = vert
x.Count;

</span></span> <span class="highlight-line"> <span class="highlight-cl"> foreach (var each
in subMeshindices)

</span></span><span class="highlight-line"> <span class="highlight-cl"
Setindices(each.Value, MeshTopology.Triangles, each.Key);
</span></span></code> </pre>

<p>}<br>

}</p>

<p>ZENfEX4 PMDSave EEERMAFMES PMD SRREEFE—FRIRE net AHER,
Bibnet REABBHRASE, ERIAKBIEZSHEFHE, MILHSHTHR<br>
HXSHAea R, ESHEREND, LUIREBDRIBESE IKiRE UNSKREEE, ASHAR, 2
S EERGAEY, <br>

m—" pmd FURBERTZF— meshfilter BRITRRFIMR, FrLVSRHEAEEFH NS EE—
Wi E, HTHREBELEAEHAN, RBNEERPEEFEAR—F<br>

TFRECIHET—, /IRARMERE—NREMIRG).net AEBSERAILN. HEREIRE
AET mmd RREBLRE, SEREMFETLUBRAY, B8 —8tnet (UBB—REBIZE<br>
MSHFBE. </p>

<p>ERaaAMEEARRELD drawcall B8R ERMESHEERL drawcall, FRLAEXMESE
., REBHEERA submesh £FZ—1 submesh &, drawcall tBgiSEittE<br>
MEEHE, BA— 1K, BREEHE LAEATERER, BASE—RET, BEETH—EER
Zhemm—ieleE </p>

<iframe src="https://www.bilibili.com/video/av18124919/" width="800" height="600" sandb
x="allow-scripts allow-same-origin" >

</iframe>
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