Flements

Nodes (/—R)
Meshes (Xw>a) —ufbx B3 X> bHAEER

X Animation (F=X—>3>)
Xl Deformers (F7 #—<—)




Elements (%) —ufbx KF 2
X2k EEEHIN

B

ufbx DIFIFTARTIE. struct utbx_element DESH TEEY SR BOKRE%ZED BEE (element) THEEINFET., BEXRIZ
name (%] . FBXDF—/MEZONT 1 DI=HD props (FONTAESR) W oic@B I ONT A+ EZEHE T,

ufbx_node « ufbx_mesh . ufox_material & Wo 7 TR&E] BUE. #EE union & LT ufbx_element N A ZIBHAATH
D, ufox_element AF ¥ X ~L7=D. ufbx_element DB TONT A ANEETIELITEET,

B (C)

void list_nodes(ufbx_scene *scene)

{
for (size_t i = 0; i < scene->nodes.count; i++) {
ufbx_node *node = scene->nodes.datali];

printf("Node: '%s"\n", node->element.name.data);

VAEE TN 15
printf("Node: '%s"\n", node->name.data);

-
—_—

Element IDs (ZE%ID)
ufbx_scene ISFMBMEDT=OHICH R F LT RA V2B &EE D EIH. #AF (D) #FEZZERRI DAL HDOFET

® ufbx_elementelement id @ ¥ —>RAT—EREER 1T VT v R (scene.elements )
® ufbx_element.typed id : E—FERINTOEE 1 VT v IR (Bl scene.nodes A)

NS5DA YTy I REEZIL. utbx_scene RDEZFIE A>T v U AIEETWMO HEET,

Ic

assert(node == scene->nodes.data[node->typed_id]);
assert(node == (ufbx_node*)scene->elements.data[node->element_id]);

assert(mesh == scene->meshes.data[mesh->typed_id]);
assert(mesh == (ufbx_mesh*)scene->elements.data[mesh->element_id]);

I C++

assert(node == scene->nodes[node->typed_id]);

assert(node == (ufbx_node*)scene->elements[node->element_id]);
assert(mesh == scene->meshes[mesh->typed_id)]);

assert(mesh == (ufbx_mesh*)scene->elements[mesh->element_id]);

I Rust

use std::ptr;



assert!(ptr::eq(node, scene.nodes[node.element.typed_id]));
assert!(ptr::eq(&node.element, scene.elements[node.element.element_id]));

assert!(ptr::eq(mesh, scene.meshes[mesh.element.typed_id]));
assert!(ptr::eq(&mesh.element, scene.elements[mesh.element.element_id]));

€ ChoDr YTy RiF. AL 7 IV EHESRFACERTREZEL TVWETHA. 771V EBII RKR—
LI THHLT LDRELIIRED EEA,

Properties (ZF0/37 )

FBX IZBRERICH L TRANAT—/EDTONT 1 ZF>THD. ufbx [EFN% ufbx_element.props FHHTABEL T, < DHE
ufbx IZCNSEZRNEBTT 4 —ILRABBIRL EX T (Bl © ufox_node.local_transform « ufbx_light.intensity ) o 7272 L. U TFD LSBT —X T
I3 ufbx_props ZEEFE S LVWTLLS !

® ufbox_anim_curve ZAWET ZX—> 3 Y h—T OFEFHER
o 1—H—FEDARRXLTONT «
o JEZELRT T TILEEREDED TN

ufbx (X FBX DEEXBEREMNICEZ 3L 5Z < DMEEITVETH. ufox_props ZEEFZOIBEICIZFBXEBD I IFEL TS
Wo BIZIEZ A MZIE "Intensity" GEE) WS 7ONTaHHD. FBXIZLIFLIEDCCY—ILTASLTMED 100 f§ =&MW L %
o ufbx IZC DI EEMT 378 (% 100 TS WEEFAEITH. FBX TONT 1+ ZEEGO CHFCERIBRICAZ D
HHFET,

I CHl (Intensity %z LEEFRT)

void print_intensity (ufbx_light *light)

{
/1" light->props" & “light->element.props’ D& #&HZ
ufbx_prop *prop = ufbx_find_prop(&light->props, "Intensity");
assert(prop);

printf("ufbx_light.intensity: %.2f\n", light->intensity);
printf("ufox_props.Intensity: %.2f\n", prop->value_real);

}

I C++ 44

void print_intensity (ufbx_light *light)

{
//"light->props” [& “light->element.props™ M & E&HZ
ufbx_prop *prop = ufbx_find_prop(&light->props, "Intensity");
assert(prop);

printf("ufbx_light.intensity: %.2f\n", light->intensity);
printf("ufbx_props.Intensity: %.2f\n", prop->value_real);

}

I Rust %1

fn print_intensity(light: &ufbx::Light) {
let prop = light.element.props
find_prop("Intensity")
.expect("expected to find 'Intensity™);

printin!("ufbx_light.intensity: {:.2}", light.intensity);
I3EE CRust N ¥ F 4 Y SORBRREICKET 31808 HY ET
printin!("ufbx_props.Intensity: {:.2}", prop.value_vec4.x);

}

5l (Blender THE 20D 51 h&EFOD>—)



ufbx_light.intensity: 2.00
ufbx_props.Intensity: 200.00

jizlbE3

1. FBXD 7 7L 7 #—< v FTIZT 5% Objects LI E . 3D EFILOXARTIE “object” ¥ WS ENSHINTE S
7=®. ufbx Tl elements EIFATWET,

ARV ol B ke e 7

AX - O— FAIS ufbx DRBIZ A £ X (MIT/ Unlicense) ICEDEEIR - BBAL TVWET. BEITGLTY LYy bREC
A AHEELTCES L

© 2020 Samuli Raivio — Original docs under Unlicense/MIT. Japanese translation by <YzLearning>.

B : ufbx docs “Elements” R—

SA4t >R . MIT/Unlicense (ZES1tE>YX)

WS LU b . ©2020 Samuli Raivio — Original docs under Unlicense/MIT.
fR#&E © [YzLearnigl (WEIZISLCTEA)



Nodes (/—FR)

BE

Nodes (/—F) (ufox_node) I&. FBX 7 71 ILD =457 (Scene Graph) %M 3EXETYI,
J—RBRIE. Z#I53R (ufbx_node.local_transform ) CBEEHEIE (ufbx_node.parent / ufbx_node.children]] ) Z1RIFL £9

J—RIZE% (attribute) [Ck > THEEENMLRINE T, /- XIE. ufbx_mesh X ufbx_light R TY o
1DOBMENERD /) —RICBRBINZZHHD. AILAYS2ZERZI NS VR TA—LTAVRAZVRILTBZIENTEET,

/—RIEHBRMZERRIELTED, ez

® ufbx_node.mesh
® ufbx_node.light

REEBELTCTIVERATEEY,
EOBLLVLBMYIL ufbx_node.attrib ICHIAZTNTED . ufbx_as bone() DK D BAILNEETEFRNAREAFT Y X b (£ NULL) T
EEXED

WIZ. T/ —RFRHRCOBUZFONI ZAETZ2HEODIC. THIBELNED/ —RTHERAINTVWEDY ZFARZECHTEFET,
ZRBM (B ufox_mesh) IZId ufbx_elementinstances]] 74 —JLRAH D, ENEBELTVWEZIRTD ./ —REZEIETEET,

Transforms (Z#a)

/—RoO—h/)LE#iE. F17188) (translation) - [EE5 (rotation) < X4 —JL (scale) DHAEHLETERINET,
ZN 51 ufbx_node.local_transform ICH&IAT N, R/ — RICHT3EENEETR #RLF I,

/= RIBESICUTOLSBEF T —ILEDF>TVET !

® ufbx_node.node_to_parent (3R./ — REEAZRADITY)
® ufbx_node.node_to_world (7 —JL REEFZEZRADITH)

FBX DS HISIERICEMTT A, ufbx TIHChERR T 31O DEEEZBZ < HBITVETD,
ufbx_node @D 7« —JL KX ufbx_evaluate_transform() « ufbx_bake_anim() R EEFIATNIX. BHIZEHRETTICH/I F I,

(FBX OIERRY A ZEHatEE I DL T TNode Transformsy £ S 3 > TEH#AICHBBESN TLWE T, )

Coordinate Spaces (EE{Z%)

FBX 7 7 1 ILISEEDEEZR BRI PEMURT —/L) TRESNTVREERHD £,
Tz BIA A/ EARAOEYEME (1.0 DEK) NERZT—XTY,

CHUCHHIE T B7=8. ufbx_scene.settings 15 Bl (axes) ¢ BfIX—FJL{E (unit_meters) ZEETZT %9,

F7=. ufbx_load_opts.target_axes & KT ufox_load opts.target_unit_meters ZFZXE T B Z & Ts
FAIAATEY =V HLOEIZRICERET D CHARETT .

Z#a75751E ufox_load_opts.space_conversion IC&k D CIEEL X9 -

A RE
UFBX_SPACE_CONVERSION_TRANSFORM_ROOT J— bk J — RTERETHRETS
UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS B I—ROFSYRTA—LERBET 3
UFBX_SPACE_CONVERSION_MODIFY_GEOMETRY DHAKXMUIZRT =L EFEE A, 8iZHId ADJUST_TRANSFORMS L EI#RICAT
5

ufbx Tl&. ufox_load opts.handedness_conversion_axis =M L T EREIER (AF EF) OZTHBDHEEETT,

BE. FBXIFAEFEFERDVERBDT. GFRZEAT BHRIETFETY,
EFEERTY—r20—-F93561 S 7—ERIBEICEDET,

Flee AXZ (O—AILXMBEE) 08 (FI7AIETIEAO—HIL-YAZ) OMEBETZHEEDHD X,
CHUCIE ufbx_load opts.target_camera_axes 3 &k TF ufbx_load_opts.target_light_axes ZfEFAL £ 9,



Coordinate Spaces in Files (7 71 JLINDEIZER)

FBX DEEIZEZRP T AAR—RDE WL, 2L OA—Y—%2EIAIETEF LT
() : TFBXscale100J TFBXscale0.01) THRETBRLKHTEET, )

ChiFufbx ICHRELE T WS DD DFHETERBFIRETT,

e Blender : @%E Z-up X — MLEAITEEL £ H. FBXEZH LEFIC Y-up /cmBifi (100f%) ICZHLF T,
UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS %*fF5 ¥, ZOD100ZRX 7 —ILEFTEEL. ABERXT—1) VI %D

FRITET,
—7. UFBX_SPACE_CONVERSION_MODIFY_GEOMETRY (&7 X U BEZ0.01ZICAT—ILLTELWEREH#IZFLE T

. B/ — RICXT—IILERZLERD FT,

e Maya : < DIFE cm BN RA T4 T TT,
Z 55 Tld UFBX_SPACE_CONVERSION_MODIFY_GEOMETRY DADEL TED. /—RXT—IILEZZEEFICO—VEIEL
WRT =LA TEET,

R LT, IRTOT—ATREIC—BLEERSFERFELEEA,
A—H—|IBBMAETERESEZ A T a Ve RBETZONLELWVTT,

F7-. B20O—F (ufox_load_opts.ignore_all_content=true ) Z{F> T — V& —EHAHAAH
ufox_metadata.exporter ZHEFR S 5 Z ¥ T. T X7R—4 (Blender/Maya %) ZHREL.
RBAEIRHEZERIRET D CHABETT,

¢¢ X Blender TT U XAR— k9 3HElE. TApply Scalingss % “FBX Units Scale” |CERET 2 DO HEE TS,
CHUSED. BIIRT =L LD XA — LB (unit_meters=1.0) TITYVZAKR—rETNET,

27—k

Il =% A= MIVEN - AFY-uplCEiaLTa—Fk
ufbx_load_opts opts ={ 0 };
opts.target_axes = ufbx_axes_right_handed_y_up;

opts.target_unit_meters = 1.0f;
opts.target_camera_axes = ufbx_axes_right_handed_y_up;
opts.target_light_axes = ufbx_axes_right_handed_y_up;

if (prefer_blender) {

opts.space_conversion = UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS;
}else {

opts.space_conversion = UFBX_SPACE_CONVERSION_MODIFY_GEOMETRY;
}

Geometry Transforms (7 X 1) Z#)

FBX Tld OF X FUZEH#: (geometry transform) CMFENZRHETIREZ Y R—ELTWVWET,
CNUF/—FETOX Y2 aBRCICOHERIN. F/— RICIFRESNEEA.
ZLDI—VJZTTIRIDHEEAZEZE T R— L TULWRW=®. ufbx ZREFEZRELFT,

| o7 x b uztsoRm

A X U EHE ufbx_node.geometry_transform [CAEFAINLE T,
Flo. HEIARTTY

® ufbx_node.geometry_to_node
® ufbx_node.geometry_to_world

BHO. FBICEHNA Y227 T—)L FEETHRSBICERTY,

DAX N )ERERET S

FEERRS — > TOO A X MU EHIFIHRWAEE L LW,
ufbx_load_opts.geometry_transform_handling (Z& D O— REFICHIBR T 2 HRIEET Y,

BB nE



UFBX_GEOMETRY_TRANSFORM_HANDLING_HELPER_NODES B — REBALTHIEL (RN — REHNIEZ B)
UFBX_GEOMETRY_TRANSFORM_HANDLING_MODIFY_GEOMETRY SHAARYBHEES T —RICEIAL (SNUWEAEIRBH0)

UFBX_GEOMETRY_TRANSFORM_HANDLING_MODIFY_GEOMETRY_NO_FALLBACK B — REEICES BV (272 LTS ENRKET 3)

Inherit Modes (ffF&E—R)

FBX TISIFRERN BRI A O AIEET T,
Z L& ufbx_node.inherit_ mode [IC&k 2 TRENE T,

E-F nE
UFBX_INHERIT_MODE_IGNORE_PARENT_SCALE DAY — )L EE
UFBX_INHERIT_MODE_COMPONENTWISE_SCALE 24— )L EEEE M L TER

ufbx Tid. O—FEHCCNSZIRENRS —2 T STABRTZ A T a>ZABLTVET !

B nE
UFBX_INHERIT_MODE_HANDLING_PRESERVE WERE— REZOE RS (EREHEM)
UFBX_INHERIT_MODE_HANDLING_HELPER_NODES R — REBINLTHES
UFBX_INHERIT_MODE_HANDLING_COMPENSATE F I RORT—LERRE (TEH0MESIEE ./ — K)
UFBX_INHERIT_MODE_HANDLING_IGNORE IR T A TSR (Bl A RIER)

Pivots (ERw k)

FBX /—RTl&. EEEERY b & RT=JLERY b #EICKRETET X I,
ufbx Tld. T 72 ETINSDRRE / — ROFITBRHANEIIAAE T,

BERER Y b X7 —ILER Yy HEI-—THBIEE.
ufbx_load_opts.pivot_handling = UFBX_PIVOT_HANDLING_ADJUST_TO_PIVOT

ERETDIET. ERY MEDAXNIEBAZRTZZCHABETY,
CDHEIE. ufbx_load opts.geometry_transform_handling HHE TIEEL £9
(31 UFBX_GEOMETRY_TRANSFORM_HANDLING_MODIFY_GEOMETRY ) o

FOMOFO/NT 1
J—RIZIEZEBEUNCBUTOZONTa D HD £9 -

o HFIfRE . ufox_nodevisible T/ —REIERRICTES
o ITFUTIDEEE | ufbx_node.materials]] TV RRXVATEICRIRT U7 ILEBERATES

m%E

FBX 4% TlE T 5% “Geometric” transforms (CF X k) woZH) Y IEPFETH,
ufbx TIZPERE{LD 7= geometry transforms Y IFFA TLE T,



Meshes (Xw<a) —ufbx K
FaxX>hk 525R

B

Meshes (Xw<ra) (ubx mesh) (F. RUAVSAAMIF—R 2 FRIFTIERTI,

ufbx TIEXRDOREZEZFERALFT !

FAsE SR
Vertex (TEs) IBERZFOER. 3DETV VIV 7 TREIRAERTERICHES,
Index (1 >F7v I R) TERUCUV - &R - AT —BREDEEZHEAEDE LD,
Face () WDOFE (ZAF - EAET - N-gon) ZBHT31>T Y ADEHHE,

B LERAEROEISSRBEINE BN ET,
EBBTRERZ A VTV IRZRFE., TNED E—TERICELGIUVRERZRE TTE I,

Ay aDT—2HEE
AysaF—SIIEMREL L TRINSNET :

|

® ufbx_mesh.vertex_position — JB 5 FEAE
® ufbx_mesh.vertex_normal — JEREIR
® ufox_mesh.vertex_uv — JEm UVEEIE

ZREMEICITEBD 17 v 9 RERH (ufox_vertex_attrib.indices[] ) & EEEFI ( ufbx_vertex_attrib.values[] ) D& D
ATV ABECEEREGTEET !

datafindices[index]]

$H B WEANIL/N—BEE ufox_get_vertex_vec3() X«
C++,/Rust D attriblindex] X TH 7 RAIRET T,

raEf)
T IMRAAM BRI E— kAU T VAP > T X v S 1 R BT BHITY

void draw_polygons(ufbx_mesh *mesh)

{

for (ufbx_face face : mesh->faces) {
begin_polygon();

NRYIT>OEIA—F—FIL—T
for (uint32_t corner = 0; corner < face.num_indices; corner++) {

N&A—F—ICHET DA YTV IR

uint32_t index = face.index_begin + corner;

I TERE I ZEIS

ufbx_vec3 position = mesh->vertex_position[index];
ufbx_vec3 normal = mesh->vertex_normal[index];

ufbx_vec2 uv = mesh->vertex_uv[index];

polygon_corner(position, normal, uv);

end_polygon();



Materials (%7 7JL)

1DDFBXX w > ailid. BABEMUICERDOITITILHEDETSNBIZENBD £T,
ufbx_mesh.face_materiall] (Cl&. EIC EDY TV TILA VT v I ADEMEINTED.
CN%&EFE > T ufox_mesh.materials[] IC7 X TEXT,

72712 L. ERELREREFBICIE ufbx_node.materials[] Z{ES DHIEE T,
EBHIZ. BLXY S anBREZITUTILTAI VY RAEZVZLEINZ D HZTHTT,

F=LhIVIYUTlE ITUTIIBERICICA Y 22 RETI3HNENRHIZHEDHD T,
ufbx TIXTNEBZICT B7®IC ufbx_mesh.material_parts[] ZigfftL TWE 9,

CHUE. BYTUTZILCCOES - ZARE - BV XA MHEENE T,
RTUVT7ILHDEFEELBRWVGETH, BELEIDOIYTUT7ILN—EHDEFEELET,

B : GPUR 7 #—~ v bADZH

LRI, Xwvoa7—42% GPURAIIFTA Ty I RAGE 74—y b ICERTZHTY,
FALTWAAIL/N—FE% :

® ufbx_triangulate_face() : Ex =AML L TA VT v o REH % R
® ufbx_generate_indices() : JHmECSZEEEIRL. 1T Vv IANY T 7 EERK

// GPUIa] 4 T8 =gk
[ RRICIEEY A2 MRBEIBEFESRETT.
/1 ufbx_real [&F 7 =+ JL b T64bitTT .
struct Vertex {
ufbx_vec3 position;
ufbx_vec3 normal;
ufbx_vec2 uv;

I

void convert_mesh_part(ufox_mesh *mesh, ufox_mesh_part *part)
{
std::vector<Vertex> vertices;
std::vector<uint32_t> tri_indices;
tri_indices.resize(mesh->max_face_triangles * 3);

IZORTYTLEFAL TS SEENIE
for (uint32_t face_index : part->face_indices) {
ufbx_face face = mesh->faces[face_index];

/| EE=ARAE
uint32_t num_tris = ufbx_triangulate_face(
tri_indices.data(), tri_indices.size(), mesh, face);

/I E=BFOTER ZHE
for (size_ti=0;i<num_tris * 3; i++) {
uint32_t index = tri_indices]i];

Vertex v;
v.position = mesh->vertex_position[index];
v.normal = mesh->vertex_normal[index];
v.uv = mesh->vertex_uvl[index];
vertices.push_back(v);
}
1

assert(vertices.size() == part->num_triangles * 3);

/N TBRA MY —AZEMN
ufbx_vertex_stream streams[1] = {

{ vertices.data(), vertices.size(), sizeof(Vertex) },
b

std::vector<uint32_t> indices;



indices.resize(part->num_triangles * 3);
I TEESEREERL. A>Ty I RNy T 7 EER
size_t num_vertices = ufbx_generate_indices(
streams, 1, indices.data(), indices.size(), nullptr, nullptr);

vertices.resize(num_vertices);

create_vertex_buffer(vertices.data(), vertices.size());
create_index_buffer(indices.data(), indices.size());

Attributes (B14)
FEOBMICINZ T, FBXX v allldbORBEHHEFEELE T,
Z<OBMIBTESACY (FRRAIYTYIRASY) CEEINTLETH.
—I0id EE - Ty SB 0T —2baENET,

TyIEFA TS 32T ufbx_mesh.edges]] T2DODA1 VT v I AMEEELET,

IIE,'f—I_'\ (€4 >F v RBNL. &K ufbx_mesh.num_indices )

J1—ILE nE
ufbx_mesh.vertex_position TESEIE

ufbx_mesh.vertex_normal ERRRT ML

ufbx_mesh.vertex_tangent ERAmE (Tangent) UV.x
ufbx_mesh.vertex_bitangent ERZTEUVY

ufbx_mesh.vertex_uv UVEERZ (1t v k)

ufbx_mesh.vertex_color BaAhZS— (Bltvh)
ufbx_mesh.vertex_crease HIFaESaVEY)—RE

I i) (Eaij( ufbx_mesh.num_faces)

T4—IE RE
ufbx_mesh.face_material BCeDITIT7IL

ufbx_mesh.face_group RYI>5)IL—7F

ufbx_mesh.face_smoothing AL—ZAT—F4 0754
ufbx_mesh.face_hole RELTESHESH

I Tw (&K ufbx_mesh.num_edges )

Z1=ILF nE
ufbx_mesh.edge_smoothing ‘;ﬁﬁﬁiﬁﬁﬁﬁ AL—RTSY
ufbx_mesh.edge_visibility ﬁ;}:ﬁg)l v 9“15.%3_?7 S54

ufbx_mesh.edge_crease HIFq4EYavEIVvSOU—2



Animation (7= X—>3)

FBX 7 7M1 ILADT ZX—> 3 ik A2 w2 (ufbx_anim_stack ) E (XN S LV — (ufbx_anim_layer ) DESE L TRIEINE

ERS
BREAYIIE T77AIAD LI DOT=ZX—=>a3 >0y (Fld T54201 ) ICHIGLET,

ufbx TIZ7ZX—> 3 V% ufox anim T RAZ U T2 BLTHRVET,
ChUCkD. THEELAVY—%2E8RLIAEY T h TBE—La1Y¥—] H%
B—NlcA 32— 7 —XTHER - THMETIE I,

I&uManf)ZQVZ%W%Tgé%W

ufbx_scene.anim ¥ —YDT T FILETZAX—= 33 VARV Y
ufbx_anim_stack.anim : GEH T ZAX— IV RAR VY
ufbx_anim_layer.anim : fEARID T ZX—> 3> LAV —
ufbx_create_anim() : HARXLT ZAXA—=> 3> FT XU ) T2%1ER

X %4f (Evaluation)

ufbx 37 7 AIILRDT Z A= 3 > h—T =z EHERR FIHN
ENSZFHTHRINT 2DIFFFBICHEMTT,

FRERIFROBD TY !

X BEED IR Fa—E v I@MA—T

X E#nlEFz35D 1 S—BEEH—T

@ 7)) RZMEEE. ERy b 78y b BREOEME ) — RER
K7=X=>3»L1Y—DERK

CO LIz 37,
CNSZRMTRIELTNS ufbx D TFHHEI—T« VT 11 Z2EATSCHHEREINET,

IS, FED M7= X—=>3>0Rw0% (baking) 1 1.
BHAEFBX 72 X—=2 a3 E RV TWERICERTIRVHEFESATY,

X &—>2EDsHHE (Scene Evaluation)

BHEEATEIT ufbx_evaluate_scene() ZES Z X TT o
CHUSIBE LB RICEITET7 XA =23 v EIRTEAL.
FTL L) ufox_scene T4 T2 MELV BHTY,

RO —VILBEED ufbx_scene EEFRICIRZ 9,

X F7=ZX—=>3>DARA4%2 (Animation Baking)

FBX 7 71 ILRDT7 = X—< 3 IF ufbx_bake_anim() ZfE> T
FOBEMABERIC IR17) TEXT,

OIS, FSIURTF—LT A= 3 >0%
ISHABRE D k5w (translation,/quaternion rotation,“scale) ICZE#:L £7,
RS2V RTA—LUADOTONT 1+ DIFEFEF - LTRI17ENET,

RAO 7TV X LIEBEFIBBY > T I TIERL< .
F—TJL—LOBEERCZEEL THRNIWELET,
772U, Fa—Evo#EYHA 1 > —EEE
DA—BZFNBY YTV T TEIRERHD T,

Ixv>7ur 08z

® ufbx_bake_opts.resample_rate : BH > T 2T L — MDRE
® ufbx_bake_opts.minimum_sample_rate : SEEF—E XXV L TZEY VT VI &HLE



Ixc =

void bake_animation(ufbx_scene *scene, ufbx_anim *anim)

{
ufbx_baked_anim *bake = ufbx_bake_anim(scene, anim, NULL, NULL);
assert(bake);

for (size_t i = 0; i < bake->nodes.count; i++) {
ufbx_baked_node *bake_node = &bake->nodes.datali];
ufbx_node *scene_node = scene->nodes.data[bake_node->typed_id];

printf(" node %s:\n", scene_node->name.data);

printf("  translation: %zu keys\n", bake_node->translation_keys.count);
printf("  rotation: %zu keys\n", bake_node->rotation_keys.count);
printf("  scale: %zu keys\n", bake_node->scale_keys.count);

ufbx_free_baked_anim(bake);

void bake_animations(ufbx_scene *scene)
{
for (size_t i = 0; i < scene->anim_stacks.count; i++) {
ufbx_anim_stack *stack = scene->anim_stacks.datali];
printf("stack %s:\n", stack->name.data);
bake_animation(scene, stack->anim);

I % cee g

void bake_animation(ufbx_scene *scene, ufbx_anim *anim)

{
ufbx_baked_anim *bake = ufbx_bake_anim(scene, anim, NULL, NULL);
assert(bake);

for (const ufbx_baked_node &bake_node : bake->nodes) {
ufbx_node *scene_node = scene->nodes[bake_node.typed_id];

printf(" node %s:\n", scene_node->name.data);

printf("  translation: %zu keys\n", bake_node.translation_keys.count);
printf("  rotation: %zu keys\n", bake_node.rotation_keys.count);
printf("  scale: %zu keys\n", bake_node.scale_keys.count);

ufbx_free_baked_anim(bake);

void bake_animations(ufbx_scene *scene)
{
for (ufbx_anim_stack *stack : scene->anim_stacks) {
printf("stack %s:\n", stack->name.data);
bake_animation(scene, stack->anim);

I X Rust i

fn bake_animation(scene: &ufbx::Scene, anim: &ufbx::Anim) {
let bake = ufbx::bake_anim(scene, anim, ufbx::BakeOpts::default())
.expect("expected to bake animation");

for bake_node in &bake.nodes {
let scene_node = &scene.nodes[bake_node.typed_id as usize];



printin!(" node {}:", scene_node.element.name);

printin!("  translation: {} keys", bake_node.translation_keys.len());
printin!(" rotation: {} keys", bake_node.rotation_keys.len());
printin!("  scale: {} keys", bake_node.scale_keys.len());

fn bake_animations(scene: &ufbx::Scene) {
for stack in &scene.anim_stacks {
printin!("stack {}:", stack.element.name);
bake_animation(scene, &stack.anim);
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ufbx_evaluate_transform()
ufbx_evaluate_blend_weight()
ufbx_evaluate_prop()

ufbx_evaluate_props()

THITELANIL OB :

EE e

ufbx_evaluate_anim_value_real()
ufbx_evaluate_anim_value_vec3()

ufbx_evaluate_curve()
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ufbx_anim_value
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ufbx_anim_curve
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Deformers (77 #—<—)

FBX Tik. X v aZER: (Mesh deformation) & Deformer%#@ L TRETNTUVET,
ufbx ISUTD3ITEEDOFBX T 7 A#—<Y—%HR—bFLTWET,

° @ ufbx_skin_deformer
S HR—VICERZEAMIETTHEU DTS TRF=>J )
e O ufbx_blend_deformer
> JLYR AT (BE—T7X— Vb)) IL&BEEATEY
[ ] @ ufbx_cache_deformer
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Bl - ufbx_mesh.skin_deformers]] x» ufbx_mesh.blend_deformers|] o
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ufbx_mesh.all_deformers[] TERTDT 74— —%BBZLIJ XA MTERETEET,

X Skin Deformer (RF¥>F T #—<—)
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I X o< x4 (Cluster)

A=K BREIL V5 AR (ufbx_skin_cluster) TEZINE T,
TS AREA Y > amR—UITEETDIT.
ufbx_skin_cluster.geometry_to_bone &

XY ATEMHER—VEBADERERLE T,

Wb 3 N/ > K175 (inverse bind matrix) 1 T9Y,

REEZTBTERIL ufox_skin_cluster.vertices[] &
XFI5Y B ufbx_skin_cluster.weights[] ICHEFAS N TWLWE T,
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® ufbx_skin_deformer.vertices[]
® ufbx_skin_deformer.weights][]
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IXcsszmvoo0
#define MAX_WEIGHTS 4

typedef struct Vertex {
ufbx_vec3 position;
ufbx_vec3 normal;
float weights[MAX_WEIGHTS];
uint32_t bones[MAX_WEIGHTS];
} Vertex;

Vertex get_skinned_vertex(ufbx_mesh *mesh, ufbx_skin_deformer *skin, size_t index)

{
Vertexv={0};



v.position = ufbx_get_vertex_vec3(&mesh->vertex_position, index);
v.normal = ufbx_get_vertex_vec3(&mesh->vertex_normal, index);

uint32_t vertex = mesh->vertex_indices.datafindex];

ufbx_skin_vertex skin_vertex = skin->vertices.data[vertex];

size_t num_weights = skin_vertex.num_weights;

if (num_weights > MAX_WEIGHTS) num_weights = MAX_WEIGHTS;

float total_weight = 0.0f;
for (size_ti = 0; i < num_weights; i++) {
ufbx_skin_weight skin_weight = skin->weights.data[skin_vertex.weight_begin + i[;
v.bones][i] = skin_weight.cluster_index;
v.weights[i] = (float)skin_weight.weight;
total_weight += (float)skin_weight.weight;

/| FBX TIREHDEREIRIES N TWRW=SHBERLET 2
for (size_ti = 0; i < num_weights; i++) {
v.weights[i] /= total_weight;

return v;

I X C++ ki

#define MAX_WEIGHTS 4

struct Vertex {
ufbx_vec3 position;
ufbx_vec3 normal;
float weights]MAX_WEIGHTS];
uint32_t bones[MAX_WEIGHTS];

Vertex get_skinned_vertex(ufbx_mesh *mesh, ufbx_skin_deformer *skin, size_t index)
{

Vertexv={0};

v.position = mesh->vertex_position[index];

v.normal = mesh->vertex_normal[index];

uint32_t vertex = mesh->vertex_indices[index];

ufbx_skin_vertex skin_vertex = skin->vertices|vertex];

size_t num_weights = skin_vertex.num_weights;

if (num_weights > MAX_WEIGHTS) num_weights = MAX_WEIGHTS;

float total_weight = 0.0f;
for (size_ti = 0; i < num_weights; i++) {
ufbx_skin_weight skin_weight = skin->weights[skin_vertex.weight_begin + iJ;
v.bones]i] = skin_weight.cluster_index;
v.weightsJi] = (float)skin_weight.weight;
total_weight += (float)skin_weight.weight;

for (size_ti = 0; i < num_weights; i++) {
v.weightsJi] /= total_weight;

return v;

I X Rust hik

const MAX_WEIGHTS: usize = 4;



#[derive(Clone, Copy, Default)]
struct Vertex {
position: ufbx::Vec3,
normal: ufbx::Vec3,
weights: [f32; MAX_WEIGHTS],
bones: [u32; MAX_WEIGHTS],

fn get_skinned_vertex(mesh: &ufbx::Mesh, skin: &ufbx::SkinDeformer, index: usize) -> Vertex {
let mut v = Vertex{
position: mesh.vertex_position[index],
normal: mesh.vertex_normal[index],
..Default::default()
b

let vertex = mesh.vertex_indices[index] as usize;
let skin_vertex = skin.vertices[vertex];
let num_weights = (skin_vertex.num_weights as usize).min(MAX_WEIGHTS);

let mut total_weight: {32 = 0.0;
foriin 0..num_weights {
let skin_weight = skin.weights[skin_vertex.weight_begin as usize + il;
v.bones]i] = skin_weight.cluster_index;
v.weights][i] = skin_weight.weight as f32;
total_weight += skin_weight.weight as f32;

foriin 0..num_weights {
v.weights[i] /= total_weight;

& Skinning Modes (RFZ=>JE—R)

FBX & ufbx_skin_deformer.skinning_method IC& DEED X F = > AREHR—ELET,
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ufbx_skin_vertex.dg_weight
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X Blend Deformer (LY RFTT7#—<—)
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TL Y FF v >3RI (ufbx_blend_channel ) IC& > THIEITh E T,
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ufbx_blend_channel.keyframes[] ICF—HDEERINTWVE T,
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® ufbx_blend_channel.target_shape
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® ufbx_blend_shape.offset_vertices[] : EZZITRERT VT VIR



® ufbx_blend_shape.position_offsets[] : X5 d DTERUBDA 71w ~
® ufbx_blend_shape.normal_offsets[] : JERA 7t v b (ZL OBEIIRFERF/-IZEO)

Flo. FEREHE L TUATHHETNATVLETY

® ufbx_get_blend_shape_offset_index()
® ufbx_get_blend_shape_vertex_offset()

|&c%

#define MAX_BLENDS 4

typedef struct Vertex {

ufbx_vec3 position;

ufox_vec3 normal;

ufbx_vec3 blend_offsets]MAX_BLENDS];
} Vertex;

Vertex get_blend_vertex(ufbx_mesh *mesh, ufbx_blend_deformer *deformer, size_t index)
{

Vertexv={0};

v.position = ufbx_get_vertex_vec3(&mesh->vertex_position, index);

v.normal = ufbx_get_vertex_vec3(&mesh->vertex_normal, index);

uint32_t vertex = mesh->vertex_indices.datafindex];
size_t num_blends = deformer->channels.count;
if (num_blends > MAX_BLENDS) num_blends = MAX_BLENDS;

for (size_t i = 0;i < num_blends; i++) {
ufbx_blend_channel *channel = deformer->channels.datali];
ufbx_blend_shape *shape = channel->target_shape;
assert(shape);
v.blend_offsets[i] = ufbx_get_blend_shape_vertex_offset(shape, vertex);

return v;

I X C++ I

#define MAX_BLENDS 4

struct Vertex {

ufbx_vec3 position;

ufox_vec3 normal;

ufbx_vec3 blend_offsets]MAX_BLENDS];
|3

Vertex get_blend_vertex(ufox_mesh *mesh, ufbx_blend_deformer *deformer, size_t index)
{

Vertex v ={};

v.position = mesh->vertex_position[index];

v.normal = mesh->vertex_normal[index];

uint32_t vertex = mesh->vertex_indices[index];
size_t num_blends = deformer->channels.count;
if (num_blends > MAX_BLENDS) num_blends = MAX_BLENDS;

for (size_t i = 0;i < num_blends; i++) {
ufbx_blend_channel *channel = deformer->channels][i];
ufbx_blend_shape *shape = channel->target_shape;
assert(shape);
v.blend_offsets[i] = ufbx_get_blend_shape_vertex_offset(shape, vertex);



return v;

I X Rust £l

const MAX_BLENDS: usize = 4;

#[derive(Clone, Copy, Default)]
struct Vertex {
position: ufbx::Vec3,
normal: ufbx::Vec3,
blend_offsets: [ufbx::Vec3; MAX_BLENDS],

fn get_blend_vertex(mesh: &ufbx::Mesh, deformer: &ufbx::BlendDeformer, index: usize) -> Vertex {
let mut v = Vertex{
position: mesh.vertex_position[index],
normal: mesh.vertex_normalfindex],
..Default::default()
b

let vertex = mesh.vertex_indices[index] as usize;

let num_blends = (deformer.channels.len() as usize).min(MAX_BLENDS);

foriin 0..num_blends {
let channel = &deformer.channels]i];
let shape = channel.target_shape.as_ref().expect("no blend shape, broken file");
v.blend_offsets[i] = shape.get_vertex_offset(vertex);
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