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STEP 1:

DRAW A “Y” SHAPE OF THREE LINES, ALL THE SAME 

LENGTH, SPACED BY 120 DEGREES.

AN EASY WAY TO GET THEM ALL THE SAME LENGTH IS TO 

DRAW THE LINES TO THE EDGE OF A CIRCLE. 

30.0°

120.0°

30.0°

STEP 2:

COPY ONE OF THE LINES YOU HAVE ALREADY DRAWN TWO 

TIMES. THE ENDS OF THE LINES SHOULD BE EXACTLY 

ALIGNED.

THIS FORMS THE EDGES OF THE CUBE. 

STEP 2 CONTINUED:

YOU SHOULD END UP WITH THE OUTLINE OF A CUBE. THE 

LINES ABOVE ARE COLOUR CODED TO INDICATE WHICH 

LINES ARE COPIES OF EACH OTHER. 

STEP 3:

DRAW A BOX OVER ONE FACE OF THE CUBE AND SHADE IT 

GRAY.

STEP 4:

YOU NOW HAVE THREE FACES OF AN ISOMETRIC CUBE. 

COPY AND PASTE THESE REPEATEDLY AND ARRANGE 

THEM INTO THE DESIRED SHAPE. 

STEP 3 CONTINUED:

REPEAT FOR THE OTHER TWO FACES OF THE CUBE, 

DRAWING EACH FACE AS A SEPARATE BOX.
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