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// FENT “ufbx_node.node_to_parent’ Z5tE

/1 % ufbx B DIREEZE (adjust transform) [FEE L2
Matrix4 get_transform(ufbx_node *node)

{

ufbx_props *props = &node->props;

I EBTONT 1 EUE (WEICIECTH—TH 55HE)
int64_t rotation_order = ufbx_find_int(props, "RotationOrder", 0);
Vector3 Icl_translation = ufbx_find_vec3(props, "Lcl Translation", ufbx_zero_vec3);
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Vector3 Icl_scaling = ufbx_find_vec3(props, "Lcl Scaling", ufbx_zero_vec3);
Vector3 Icl_rotation = ufbx_find_vec3(props, "Lcl Rotation", ufbx_zero_vec3);
Vector3 rotation_pivot = ufbx_find_vec3(props, "RotationPivot", ufbx_zero_vec3);
Vector3 scaling_pivot = ufbx_find_vec3(props, "ScalingPivot", ufbx_zero_vec3);
Vector3 rotation_offset = ufbx_find_vec3(props, "RotationOffset", ufbx_zero_vec3);
Vector3 scaling_offset = ufbx_find_vec3(props, "ScalingOffset", ufbx_zero_vec3);
Vector3 pre_rotation = ufbx_find_vec3(props, "PreRotation”, ufox_zero_vec3);
Vector3 post_rotation = ufbx_find_vec3(props, "PostRotation", ufbx_zero_vec3);

NAA5—8 > o+—E2=F> %R

Quaternion Icl_quat = Quaternion_euler(Icl_rotation, (EulerOrder)rotation_order);
Quaternion pre_quat = Quaternion_euler(pre_rotation, EulerOrder_XYZ);
Quaternion post_quat = Quaternion_euler(post_rotation, EulerOrder_XYZ);

Matrix4 m = Matrix4_identity;

I 2 —ViBA (ERy b - F 7€y bED)
m = Matrix4_translate(-scaling_pivot) * m;

m = Matrix4_scale_nonuniform(lcl_scaling) * m;
m = Matrix4_translate(scaling_pivot) * m;

m = Matrix4_translate(scaling_offset) * m;

// EE5iEA (PostRotation I&&¥E)

m = Matrix4_translate(-rotation_pivot) * m;

m = Matrix4_rotate(Quaternion_inverse(post_quat)) * m;
m = Matrix4_rotate(lcl_quat) * m;

m = Matrix4_rotate(pre_quat) * m;

m = Matrix4_translate(rotation_pivot) * m;

m = Matrix4_translate(rotation_offset) * m;

I REICTFITIEN
m = Matrix4_translate(lcl_translation) * m;

return m;
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UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS adjust_pre_rotation
( adjust_pre_scale
UFBX_SPACE_CONVERSION_MODIFY_GEOMETRY adjust_pre_rotation

( adjust_translation_scale

UFBX_PIVOT_HANDLING_ADJUST_TO_PIVOT adjust_pre_translation
UFBX_INHERIT_MODE_HANDLING_COMPENSATE adjust_post_scale
ufbx_load_opts.target_camera_axes adjust_post_rotation
ufbx_load_opts.target_light_axes adjust_post_rotation
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// ufbxEE @ adjust transform %Z & L fz "ufbx_node.node_to_parent” OFHE
Matrix4 get_transform(ufbx_node *node)

{



ufbx_props *props = &node->props;

/1 7aITF 1 QRS

int64_t rotation_order = ufox_find_int(props, "RotationOrder", 0);

Vector3 Icl_translation = ufbx_find_vec3(props, "Lcl Translation", ufbx_zero_vec3);
Vector3 Icl_scaling = ufbx_find_vec3(props, "Lcl Scaling", ufbx_zero_vec3);
Vector3 Icl_rotation = ufbx_find_vec3(props, "Lcl Rotation", ufbx_zero_vec3);
Vector3 rotation_pivot = ufbx_find_vec3(props, "RotationPivot", ufbx_zero_vec3);
Vector3 scaling_pivot = ufbx_find_vec3(props, "ScalingPivot", ufbx_zero_vec3);
Vector3 rotation_offset = ufbx_find_vec3(props, "RotationOffset", ufbx_zero_vec3);
Vector3 scaling_offset = ufbx_find_vec3(props, "ScalingOffset", ufbx_zero_vec3);
Vector3 pre_rotation = ufbx_find_vec3(props, "PreRotation", ufbx_zero_vec3);
Vector3 post_rotation = ufbx_find_vec3(props, "PostRotation", ufox_zero_vec3);

1/ ufox 5B DFAE/INF A—4

Vector3 adjust_pre_translation = node->adjust_pre_translation;
Quaternion adjust_pre_rotation = node->adjust_pre_rotation;
Quaternion adjust_post_rotation = node->adjust_post_rotation;

float adjust_pre_scale = (float)node->adjust_pre_scale;

float adjust_post_scale = (float)node->adjust_post_scale;

float adjust_translation_scale = (float)node->adjust_translation_scale;
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Quaternion Icl_quat = Quaternion_euler(lcl_rotation, (EulerOrder)rotation_order);
Quaternion pre_quat = Quaternion_euler(pre_rotation, EulerOrder_XYZ);
Quaternion post_quat = Quaternion_euler(post_rotation, EulerOrder_XYZ);

Matrix4 m = Matrix4_identity;

/1 #4012 (post-adjust)
m = Matrix4_rotate(adjust_post_rotation) * m;
m = Matrix4_scale(adjust_post_scale) * m;

I 2=

m = Matrix4_translate(-scaling_pivot) * m;

m = Matrix4_scale_nonuniform(icl_scaling) * m;
m = Matrix4_translate(scaling_pivot) * m;

m = Matrix4_translate(scaling_offset) * m;

// [E1#5

m = Matrix4_translate(-rotation_pivot) * m;

m = Matrix4_rotate(Quaternion_inverse(post_quat)) * m;
m = Matrix4_rotate(lcl_quat) * m;

m = Matrix4_rotate(pre_quat) * m;

m = Matrix4_translate(rotation_pivot) * m;

m = Matrix4_translate(rotation_offset) * m;

I FATISEN

m = Matrix4_translate(Icl_translation) * m;

// HI4LE2 (pre-adjust)

m = Matrix4_translate(adjust_pre_translation) * m;
m = Matrix4_rotate(adjust_pre_rotation) * m;

m = Matrix4_scale(adjust_pre_scale) * m;

// translation DH R —Y > 5
m.mO03 *= adjust_translation_scale;
m.m13 *= adjust_translation_scale;

m.m23 *= adjust_translation_scale;

return m;
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// FE)T “ufbx_node.geometry_to_node’ &5tE
Matrix4 get_geometry_transform(ufbx_node *node)

{

ufbx_props *props = &node->props;

Vector3 geo_translation = ufbx_find_vec3(props, "GeometricTranslation", ufox_zero_vec3);
Vector3 geo_scaling = ufbx_find_vec3(props, "GeometricScaling", ufox_zero_vec3);
Vector3 geo_rotation = ufbx_find_vec3(props, "GeometricRotation", ufox_zero_vec3);

Quaternion geo_quat = Quaternion_euler(geo_rotation, EulerOrder_XYZ);

Matrix4 m = Matrix4_identity;

m = Matrix4_scale_nonuniform(geo_scaling) * m;
m = Matrix4_rotate(geo_quat) * m;

m = Matrix4_translate(geo_translation) * m;

return m;
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