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by ‘ utbx

| X ubx—#—y—27 7110 FBXO—2—

ufbx i3, B—DYV—XT7 7L THEEINI-FBXO—4—T19,
COZATZVIEE FBX 7 7ML R 2 BEICIKA S A—F—T LY RV —BA 24— 1—RZRHITEI =B L. BEIC
ISCT BESHEICHREMIGL TVET,

B

B—7 7 )LBRE - C99/ C++11ICRIGL71DoDY —R 7 71 )L T5ehE
BERIS—NVEVIT  EPR T 7ML ATIRBREICHREICHG
BIREBAPI : CH+B X UVRUSt/NAT VT4 VI TIFERF v IR T A5 1 X% FEH
WELETRARET7 P2 (fuzzing) (L& 25EENE

eI X

ufox_load_opts opts = { 0 }; / EEF&E. T 7 4 b EFESIEEIE NULL 2ET
ufbx_error error; MEE. T5—%#BRTHIBEIENULL £ET
ufbx_scene *scene = ufbx_load_file("my_scene.fbx", &opts, &error);
if (Iscene) {
fprintf(stderr, "5FeAAF ICHBIL & L fz: %s\n", error.description.data);
exit(1);
}

I RIAENT "scene’ #BRAICFIATEET.
I TRIEEREOTL— o BT —4EiETT !

Bl =Y RDTRTOA TV o M EFIBLTERR
for (size_ti=0; i < scene->nodes.count; i++) {
ufbx_node *node = scene->nodes.data[i];
if (node->is_root) continue;

printf("#A 7<= & b: %s\n", node->name.data);
if (node->mesh) {
printf("— A v < a2 (%zu @) \n", node->mesh->faces.count);

}
}

ufbx_free_scene(scene);

Ix=e

FREO—FRZAVNAILTIE. FED fox T77AINEFRARAH /—R (TR PRy aEREFNETEET,
scene HEIERICIE. YT VT bSURTH—L, TZXA=—2 3 VR EDFHABROBRMINTULET,
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Getting started

Getting started

IC/C++

ufbxizg> I — XS54 T 5 )0 T, BEBEDIF2DD T 71 ILTENT (ufoxc and ubxh) TY. OEERAE

I&. https://github.com/bggbarbhg/ufbx M54 > O—RF2 LT YRAZ—TSVFICIE. FATSVDRFDEE/N—T 3
UHEENTWET,

HB—DAvL—ZA4TS)EIEERD, BOOOA—RE—BICOAVNTILTIRELRHD £9, HBWLIE. #include "ufbx.c" TE—O
T7AIILTAYNAILT B EHAIEETT,

ufbx (Hibc ASBICHKTEL FEAD. CRZERFES AT - mZU VI TBRIEHITEINENHZH5EaDLHDET,

gcc -Im ufbx.c main.c -o main
clang -Im ufbx.c main.c -o main

ufbxZfEWVIRD B ICIE. FTO—2ZO—RITI3MELRHD £T, >—>z0O— R L71IE&IE. BRI N7 ubx_scene BEHEEZANSZ T
17T, DERDEDIWBEITSCENTEET, 770D E —2F0O0—RL. D—VBBROA TSIV M ERITIRTD/ —RD
Z2EiZEALTHEL &5

#include <stdio.h>
#include "ufbx.h"

int main()

{

ufbx_scene *scene = ufbx_load_file("my_scene.fbx", nullptr, nullptr);

for (ufbx_node *node : scene->nodes) {
printf("%s\n", node->name.data);

}

ufbx_free_scene(scene);
return 0;

}

FROBTIE. >—>&ETFTHI AT a>rTAO—RL. TS—NEBICEAL TEH B D ERICITVWE Lice ChEIBET BICIE.
O—RPICHEELEIS—ICEATZBHREEIS T 3 7-0DIC utbx error ZEAL £,

FT2a > mETECHTEET ubx load opts o FBXS — UIZIFERA BREIZER CBARDH D ufbxidZmHPAHRHIZEN S Z IERL
TBRIeEYR—FLTVWET, CITIE IX—MLBEUOAFYEH EERZRZERLTVET,

#include <stdio.h>
#include "ufbx.h"

int main()

{
ufbx_load_opts opts = { };
opts.target_axes = ufbx_axes_right_handed_y_up;
opts.target_unit_meters = 1.0f;

ufbx_error error;
ufbx_scene *scene = ufbx_load_file("my_scene.fbx", &opts, &error);
if (Iscene) {
fprintf(stderr, "Failed to load scene: %s\n", error.description.data);
return 1;


https://github.com/bqqbarbhg/ufbx
https://ufbx.github.io/reference#ufbx_scene
https://ufbx.github.io/reference#ufbx_error
https://ufbx.github.io/reference#ufbx_load_opts

}

for (ufbx_node *node : scene->nodes) {
printf("%s\n", node->name.data);

}

ufbx_free_scene(scene);
return 0;

}

MEIZIGL T, ZFEALTXEUNS Y —>%ZO—R L ubx load memory () 7=D. ZFERALTHXZL XN —L%ZO—RTEL
H TF £ 9 ufbx load stream () o

ufbx 13> —>%57—R2 LTRIRT B EZEHME L TWS D, BEINET—REZFARBZLEITTELDOICEZTS D TESE
9 ufbx_scene o

ZLDCTATTVEIFREBD. ufbxX(IRESBEROBVEDRA VR ERALBEWVZH. CUADEEBTHERF T v INHBETT,
ufbx DA ZR T —RIEITART. KA FORTRIRINET,

/I UTF-8 encoded string of “length’ bytes, always NULL terminated
struct ufbx_string {

const char *data;

size_t length;

|

/I Arbitrary binary data of “size™ bytes
struct ufbx_blob {

const char *data;

size_t size;

|

/I List of “count” objects of type T
struct ufbx_T_list {

T *data;

size_t count;

// Bounds-checked indexing and iterator support in C++
T &operator{](size_t index) const;

T *begin() const;

T *end() const;

I

ufbx_string « ufbx blob « F7zld utbx T list ICHFENTVERWITRTORA > XIE.
12DATS U b &IET h. HD W utbx nullable HMEEINTWVWBIHEICIENULL THBAEEMENH D £,
WICEZIE.  ufbx nullable BFWVWTWERWERAS U &IE. BT 120OFMEBEF TSI BIET e MRIESNTVE T,

TNV IRICINS DIBEFREZRENICHERLY T T570HIC. ubxnatvis X4 VO—RLTHBETEEY,
CHhUdPia < rH MSVC (Visual Studio) &L TVVS Code THR—LEINTWVET,


https://ufbx.github.io/reference#ufbx_load_memory
https://ufbx.github.io/reference#ufbx_load_stream
https://ufbx.github.io/reference#ufbx_scene
https://ufbx.github.io/reference#ufbx_string
https://ufbx.github.io/reference#ufbx_blob
https://ufbx.github.io/reference#ufbx_nullable
https://ufbx.github.io/reference#ufbx_nullable
https://github.com/bqqbarbhg/ufbx/blob/master/misc/ufbx.natvis
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Elements

Elements (%) —ufbx KF 2
XYk EEEHIN

B

ufbx DIFIFTARTIE. struct utbx_element DESH TREY SR BOKRE%ZED BEE (element) THEEINFET., BEXRIZ
name (%)) . FBXDF—/MEZONT 1 DFHD props (FONTAESR) W oc@BIONT+EZEHE T,

ufbx_node « ufbx_mesh . ufox_material & W o7 TR&E] BUE. S union & LT ufbx_element Ny 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);

VAGE TN -5
printf("Node: '%s"\n", node->name.data);

HENERA DI EESD))
ufbx_scene ISFMBMEDT=OHICHR R R LTcRA V2B &EE D EIH. #AF (D) #FEZZERRI DAL HDOFET :

-
—_—

® ufbx_elementelement id @ ¥—>RAT—EREE1C VT v R (scene.elements )
® ufbx_element.typed id : E—FERINTOEE T VT v o X (] scene.nodes A)

NS5DA YTy I REEZIEL. utbx_scene RDEZFIE A>T v U AIBETWMO 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 == (ufbx_mesh*)scene->elements[mesh->element_id]);

assert(mesh == scene->meshes[mesh->typed_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]));

Cnsnr 7Ty o Rd AL 7V EBRERASACEBETRREL TVWETH. F7IILEBII RKR—
FLIEFTHHRT LBRELIZRD FH A

Properties (ZF0O0/\7 )

FBX IZIBERICW L TREMNAF—/MED7ONT 1 ZF>TH D, ufbxiEZFN% ufbx_elementprops FFEHTARAL £, Z<DFE
ufbx IFCNESEZREBTT v —ILRABIRL 9 (] : utbx_node.local_transform . ufbx_lightintensity ) o 7272 L. MTFD L S5HT—X T
I& ufox_props ZEEFES CLWVWTLELD -

® ufbx_anim_curve AW T Z X — 3 Y A—T OFEEER
o I1—H—FROHNRAZLIONT«
o JFIZEELT T TILEERDIED KLY

ufbx (F FBX DEZERNICRZ 3 L5 DFEZITVETH. utbx_props ZEHEZOIHRICITFBXEEDOZE IFREL T RETE
Wo BIZIEZ A MICIE "Intensity” GRE) WS TAONT«AH O, FBXIFLIFLIEFDCCY —)LTAFILTMED 100 f§ =& L £
Fo ufbx FT DI EZEMT B7-8 €% 100 THS WEZHAFITH. FBX TONT « ZEHESC LT RBIBRICHZ I
HHEF,

I CHl (Intensity % LK)

void print_intensity(ufbx_light *light)

{
/I "light->props’ [& light->element.props’ D& EEHZ
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);

}

[

void print_intensity (ufbx_light *light)

{
/1 *light->props" I& “light->element.props’ M & #&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 Rust 51

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);
/EE CRust \A > T 4 Y JORIBFRRICIKTFT 21880H Y £T

printin!("ufbx_props.Intensity: {:.2}", prop.value_vec4.x);

}

5] (Blender THEE2.0DZ 1 hrEEFDOI—Y)

ufbx_light.intensity: 2.00



ufbx_props.Intensity: 200.00

iilp=

1. FBXO 7 717 #—< v b TIETN5%Z Objects LIFU £ IHN 3D ETILOXARTIF “object” L WSENZENTE 2
7=%. ufbx Tl elements EIFATWET,

LSy R S1EYZR

AX « O— RAIF ufbx DRBIZ >R (MIT/ Unlicense) ICEDEEER - BERL TLWE T, BEICIGL T LYY MR
A ZHEHBLTS IV

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

X : ufbx docs “Elements” R—

S>> : MIT/Unlicense (ZES1t>X)

RO LTy kI ©2020 Samuli Raivio — Original docs under Unlicense/MIT.
R&E : [YzLearnigl (WEIZIGLUTEA)



Elements

Nodes (/—FR)

B

Nodes (/—F) (ufox_node) I&. FBX 7 71 ILD =457 (Scene Graph) %13 3EXETYI,
J—RBfRIE. 53R (ufbx_node.local_transform ) CBEEHEIE (ufbx_node.parent / ufbx_node.children]] ) Z1RIFL £9

J—RIZEH (attribute) [CKk > THEEENLRINE T, /- XIE. ufbx_mesh X ufbx_light R TY o
1DOBMENERD /) —RICBRBINZZHHD. RILAY2ZERZI NS VR TA—LTAYVRAEZVRILTBZIENTEET,

/—RIEHBRMZERRIELTED. ez

® ufbx_node.mesh
® ufbx_node.light

REEBELTCTIVEIATEEY,
EOBLLBMIE ufbx_node.attrib ICHIAZTNTE D, ufbx_as bone() DK D BAILNEETEFRNAREAT Y X b (F/iE NULL) T
EEXED

WIZ. T/ —RFRHRCOBUZFONI ZAETZHDDIC. THIBELNED/ —RTHERAINTVWED ZFARZCHTEET,
ZRBM (B ufox_mesh) IZId ufbx_elementinstances]] 74 —JLRAH D, ENEBBLTVWEZIIRTD ./ —REEIETEET,

Transforms (Z#a)

/—RoO—h/)LE#iE. F17188) (translation) - [EE5 (rotation) < X4 —JL (scale) DAEHETERINET,
ZN 51 ufbx_node.local_transform ICHIAT N, R/ — RICHT3EENEETR #RLE T,

J—RRBESICUTOLSBEF T —ILEDBF>TVET !

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

FBX DS ZHISIERICEMTT A, ufbx TIEChERR T 31O DEEEZBRZ < HBITVETD,
ufbx_node D 7« —JL KX ufbx_evaluate_transform() « ufbx_bake_anim() R EFIATNIX, BHIZERETTIC/I F I,

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

Coordinate Spaces (EEfZ%)

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

CHUCHHIE T B7=8. ufbx_scene.settings D5 Bl (axes) ¢ BfIX— FJL{E (unit_meters) ZEETZT %9,

F7=. ufbx_load_opts.target_axes &S KT} ufox_load opts.target_unit_meters ZFRKE T B Z & Ts
FHAIAATEY =V HLOEIZRICERET D CHAEETT,.

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

A RE
UFBX_SPACE_CONVERSION_TRANSFORM_ROOT JL— bk J— RTEETHRETS
UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS B —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 = L T EREIER (AF EF) OZTHBDHEEETI,

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

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



Coordinate Spaces in Files (7 7 1 LN DEEIZER)

FBX DEEIZEZRP T AAR—RDE WL, 2L OA—Y—%2EIAIETEE LT
() : TFBXscale100) TFBXscale0.01) THREITAR LK HTEFET, )

ChiFufbx ICHRELE T WS OO DFHETERBFIRETT,

e Blender : @ Z-up X — MLEMITEEL £ H. FBXEZH LEFIC Y-up /cmBifi (100f%) ICZ#LF T,
UFBX_SPACE_CONVERSION_ADJUST_TRANSFORMS %5 . ZOD100ZRXR 7 —ILEFTEEL. ABERXT—1) Y J %D

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

. B/ — RICXT—ILERZLERD FT,

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

B LT, IRTOT—ATREIC—BLEERSFERFELEEA,
A—H—|IBMAETERESEZ AT T a Ve RETEOHNLELWVTT,

F7-. B20O—F (ufox_load_opts.ignore_all_content =true ) Z{F> T — V& —EHHAH
ufox_metadata.exporter ZHEFR S 5 Z ¥ T. LY X7/R—4 (Blender/Maya ) ZHREL.
RBAEIRHEZERIRET D CHABETT,

¢¢ X Blender TT Y XRAR— 9 3HElE. TApply Scalingss % “FBX Units Scale” |CERET 2 DO HERE T,
CHUSED. BIIRT =R LD A — LB (unit_meters=1.0) TITVZXKR—rETNET,

27—k

Il =% A= MIVEA - AFY-uplCEaLTa—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) CMEENZRHETIREZHR— ML TWVWET,
CNUF/—FETOXYy > aBRCICOHERIN. F/— RICIFRESNEEA.
ZLDI—VJZTTIRIDHEEAZEZE T R— L TULWRW=®. ufbx ZREFEZRELEFT,

| o7 x b uztsoRm

JA X U EHE ufbx_node.geometry_transform [CAEFAINLE T,
Flo. HEIARITY

® ufbx_node.geometry_to_node
® ufbx_node.geometry_to_world

BHO. BICEHNA Y272 T— )L FEETHRSBICERTY,

DAX N )ERERET S

FEERRS — > TOD 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 (f¢F&E—R)

FBX TISIFRERN BRI A O AIEET T
C 1L ufbx_node.inherit_ mode IC&k 2 TRENE T,

E-F nE
UFBX_INHERIT_MODE_IGNORE_PARENT_SCALE WO AT — )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 TESR (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

ERETDET. ERY MEIAXNIEBAZRTZZCHABETY,
CDHEIE. ufbx_load opts.geometry_transform_handling HHFE TIEEL £9
(51 UFBX_GEOMETRY_TRANSFORM_HANDLING_MODIFY_GEOMETRY ) o

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

o HEIfRE : ufox_nodevisible T/ —REIERRICTES
o ITFUTIDEEE | ufbx_node.materials]] TV RRXVATEICRIRT U7 ILEBEARATES

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,



Elements

Meshes (Xw<a) —ufbx K
FaxX>hk 525R

B

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

ufbx TIZXDOREZEZFERALET !

i SR
Vertex (TEs) IBEHRZFOER. 3DETV VIV 7 TERAERTERICHS,
Index (1¥FvI2X) TERUCUV - &R - AT —BREDEEZHEAEDEH D,
Face () WOFE (ZAF - AT - N-gon) ZBHT31>T Y7 ADEHE,

B LERADEROEISBREINDE BN ET,
EBRBTRERZ A VT YIRZRFE., TNLED 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 — JBm UVEEIE

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

datafindices[index]]

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

raEf)
T IHRABM BRI E— kAU T VAP 2T X v S 1 R BT BHITY.

void draw_polygons(ufbx_mesh *mesh)

{

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

NRYI>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 TEREEEEUR

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 v > ailid. BABEMUICEROITITILHEDETSNBIZENBD £T,
ufbx_mesh.face_materiall] ICl&. EIC EDY TV TILA VT v I IDEMEINTED.
CN%&E{FE > T ufox_mesh.materials[] IC7 27X TEXY,

72712 L. ERELREREFBICIE ufbx_node.materials[] Z{ES OHIEE T,
BHIZ. LAY anBREZITUTILTAI VY RAZVZLEINZ D HBTHTT,

TF=LhIVIYUTlE ITUTIIBERICICA Y 22 RETI3HNENRHIHEDHD £T,
ufbx TIETNEBZICT BT ufbx_mesh.material_parts[] ZigfftL TWE 9,

CHUE. BYTUTZILCCOES - ZARE - BV XA MHEENE T,
RTUVT7ILHDEFEELBRWVGETH, BELEIDOIYTUTILN—EDEFEELET,

B : GPUR 7 #—~ v bADZH

LRI, Xvoa7—42% GPURAIIFA Ty I AGE 74—y b ICERTZHTY,
FALTWAAIL/N—FE% :

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

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

|

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);

IZORTYTILEFERL 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=AFOTER ZEE
for (size_ti=0;i< num_tris * 3; i++) {
uint32_t index = tri_indices]il;

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);

/ITBEA MY —LAEER
ufbx_vertex_stream streams[1] = {

{ vertices.data(), vertices.size(), sizeof(Vertex) },
b
std::vector<uint32_t> indices;
indices.resize(part->num_triangles * 3);



/I TEEEEEERL. 1>Tv RNy T 7 BER
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)

LFEEOBMICIZ T, FBXX v alllZOBEHFEELE T,
ZCOBMIITERCE (FEBAYTFyIRIL) ICEBSNTLETHN
—HRIS EEAL - TY B DT -FbEENET,

TyJlEA TS 32T ufbx_meshedges]] T2OD1 VT v I AMEEELET,

I]E,'f—\'_'\ (1 >FT v ABE{L. &K ufox_mesh.num_indices )

Ta—ILE nE
ufox_mesh.vertex_position TBSEEfE
ufbx_mesh.vertex_normal SERENR T RIL
ufbx_mesh.vertex_tangent HiFAE (Tangent) UV.x
ufbx_mesh.vertex_bitangent ERZTEEUVY
ufbx_mesh.vertex_uv UVEERZ (BBl v k)
ufbx_mesh.vertex_color Bah>— (Blevh)
ufbx_mesh.vertex_crease HIFECa VA —RME

I m (®RXK ufbx_mesh.num_faces)

Ta—ILE nE
ufbx_mesh.face_material HECEDIYTITIL
ufbx_mesh.face_group RUIVTIN—F
ufox_mesh.face_smoothing 2AL—=RT—F4 T T5Y
ufbx_mesh.face_hole e LTS HESH

I Tw¥ (K ufbx_mesh.num edges)

T1—ILE nE
ufbx_mesh.edge_smoothing ERRERRBRAL—ZT75Y
ufbx_mesh.edge_visibility REBODITYORTISY

ufbx_mesh.edge_crease BIFESa VATV -2



Elements

Animation (7= X—>3)

FBX 7 7M1 ILADT ZX—> 3 ik A2 w2 (ufbx_anim_stack ) & (XN D LAV — (ufbx_anim_layer ) DESE L TRIEINE

RS
BREAvIIE T77AIAD LI DDT=ZX—=>a > o0y (Fd T54271) ICHIGLET,

ufbx TIZ7ZX—> 3 V% ufox anim T RAZ U 722 BLTHRVET,
ChUckD. THEELAVY—%2E8RLIAEY T h TBE—LaY¥—] H'%
B—CNlcA 32— —XTHER - THMETETF I,

I& ufbx_anim 1 > AR > A ZxBUS TE 350

ufbx_scene.anim =YD T T FILETZX—= 33 VARV Y
ufbx_anim_stack.anim : GEH T ZAX— 3V RRA VY
ufbx_anim_layer.anim : fBARID T ZX—> 3> LAV —

°
°
°
® ufbx _create_anim() | DARXLT ZA—=3 > FT AT TREVER

X %4f (Evaluation)

ufbx 37 7 AILADT Z A= 3 > h—T =z EHFRR FIHN
ENSZFEHTHRINT Z2DIIIERICIEMTT,

FRERIFROBED TY !

X BEED IR Fa—E v I@RA—T

X E#plEFz35D 1 S—AEEH—T

@ 7)) RZMEEE. ERy b 7€y b BREOEME . — REHR
K7=X=—>3yL1Y—DERK

OO LIz 37,
CNSZRMTRIELTNS ufbx D TFHHEI—T 1 VT 11 Z2EATSCHHEREINET,

I, T 7= X—=> 30002 (baking) 1 1.
BHAFBX 72X =2 arvaLP T UWERICERTIRVEES T,

X >—>2EDsHHE (Scene Evaluation)

BHEEATGEIT ufbx_evaluate_scene() ZES Z X TT,
CHUSIBE LB RICE TR 72X =23 v EIRTEAL.
FTL L) ufox_scene T4 T2 MELV BHTY,

RO —VILBEED ubx_scene EEIFRICIRZ £,

X 7=ZX—=>3>DARA% (Animation Baking)

FBX 7 71 ILRDT7 = X—< 3 IF ufbx_bake_anim() ZfE> T
FOBMABERIC TR1U) TEET,

OIS, PSR TF—LT A= 3 >0%
ISHABE D k= w2 (translation/quaternion rotation,“scale) ICZ#:L £7,
RS2V RTA—LUADOTONT 1+ DIFEFEF - LTRI17ENET,

RAO 7TV X LIEBEFIBBY Y T I TIERL< .
F—TJL—LOBEEREZEREL THRNIWEBLET,
772U, Fa—Evo#EYH 1 > —EEEI
DA—BZFNBY YTV T TEIRERHD XY,

Ixv>7ur 08z

® ufbx_bake_opts.resample_rate : BH > T 2T L — MDERE
® ufbx_bake_opts.minimum_sample_rate : SEEF—%E XXV L TZEY VS > J&HLE



I xc=mm

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);

B NSURTA—L s ONTA4D
ufbx IXMELZ DEREREDELTIHMET 3 7-DDEL AL API HIRELTWE T,

EE e

ufbx_evaluate_transform()
ufbx_evaluate_blend_weight()
ufbx_evaluate_prop()

ufbx_evaluate_props()

THITELANIL OB :

e

ufbx_evaluate_anim_value_real()
ufbx_evaluate_anim_value_vec3()

ufbx_evaluate_curve()

J—ROAE - Bl (F1—2=F>) « R4 —)L%Hi
TLYRYTATDT A M5
FED FBX 70/NT + &% 5Hif

BERLEOTONT « & & LTl

ufbx_anim_value

=5

ufbx_anim_curve

& 5¥



Elements

Deformers (77 #—<—)

FBX Tik. X v aZER (Mesh deformation) & Deformer%#@ L TRETNTUVET,
ufbx [SUTD3IEEDFBX T 7 #—<—%HR—FLTWET,

° @ ufbx_skin_deformer
S HR—VICERZEAMIETTHEI DTS TRF¥=>J )
e OX ufbx_blend_deformer
> JLYR AT (E—T7X—4 Vb)) IL&BEEATEY
[ ] @ ufbx_cache_deformer
STARIF YYD aADBRY S aT—REBEEHRABZT I 4—~X—

NBDTITH—T—EX Y allE RN TVWED,

Bl ufbx_mesh.skin_deformers]] X ufbx_mesh.blend_deformers|] o

b LIEERERIEFR D BELIZEIE.

ufbx_mesh.all_deformers[] TERTDT 7 #—<I—%BBZLIJ) XA MTERETEET,

X Skin Deformer (RF¥>F T #—<—)

FBXD R I)L kg BED ./ — K (ufox_node) THERL S M.
ZLDHER—VEM (ubx bone) EIFHB X,
A—=VBMIERFZUJICWBETIEH D FHEAD. AR XTIV b URHICRIIB T,

I X o= x4 (Cluster)

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

XY aTEMHER—VEBADEBRERLET,

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

REEZTBTERIL ufox_skin_cluster.vertices[] &
¥FI5Y B ufbx_skin_cluster.weights[] ICHEFAS N TWLWE T,

X EscrossE®

EDR=VHRERICHETINEBTTZIDIELL HBUWIETT,
F T ufbx |[$ER BB 722 LT !

® ufbx_skin_deformer.vertices[]
® ufbx_skin_deformer.weights][]

ZRELTVET,
CNSIFHEEDBVIEICY — STV 37,
HL4~8D2DT A FLAWGLAEVEEIE
L N EZERZEIFTHAITY,

IxXcsszmvoo0
#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=HBERLET 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];
b

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.weights[i] /= 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: f32 = 0.0;
foriin 0..num_weights {
let skin_weight = skin.weights[skin_vertex.weight_begin as usize + i;
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 = > I AREHR—ELET,
EAMICIFERSL THRELHD AN BELSUTOED TY,

= mE
UFBX_SKINNING_METHOD_RIGID B—R—VEE (@A L)
UFBX_SKINNING_METHOD_LINEAR — RS T LY R 2=V
UFBX_SKINNING_METHOD_DUAL_QUATERNION FaAFINIF—B A RE=H
UFBX_SKINNING_METHOD_BLENDED_DQ_LINEAR B FaTI I +—2 -4 % @ETZE—R (
ufbx_skin_vertex.dg_weight
I & D i)

X Blend Deformer (JL Y RFT7+—<—)

TLYROTAT (E=F74=Fv k) &
TL Y FF ¥ 2L (ufbx_blend_channel ) IC& > THIFITh Ed,

FBX. Tlk TR 7L > R — (in-between keyframes) | ZH7R—KLTEHED.
ufbx_blend_channel.keyframes[] ICF—HDEERINTWVET,

bLENZ/ROBWVWEEIE. BB Tr—ILE

® ufbx_blend_channel.target_shape

S R&REBEDOF— (B—4vbixa7) zEEBR
ZERATTET,
FBIL YR zA T (ufox blend_shape ) IFTERDIBAERICHLTA Ty b ZFEET !

® ufbx_blend_shape.offset_vertices[] : EZZITRERT VT VI R



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

Flo. FEREHE L TUATHHETNATVETY

® 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 4l

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_normal[index],
..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);

X &Z
CDRFa2 XY MEMIT/PublicDomain 242> X0H & TREAINT

ufbx (c) 2020 Samuli Raivio DAB % &R « B L7cH DT,


https://ufbx.github.io

 FBX |



FBX

FBX 7 #—< v FDARERIEE

CDEU>a>TiE FBXZ77IIL7 =y FOREPERF ICOVWTEHELCEHBALEY,
N50BE®RIZ. FICEERFBT—XICEVWTOAMRBERD X,

BERS. ufbx BNFBX 7 +#—<T v NMFEDEEFHCEE
RETEFNICLIBTZ LSRN TVWEHTT,

DFR

FBX 7 #—<w MMIIEEICEHT.
HEDFEONBVHEFETIZ OMEE 2> TLE T,
ZDee. FBX 7 7 M L EBEFERSBEIEIRDRITEENBETT,

€ X #F LWL FBX 7 7 1L ZFAAT =TI,
ZFDT7 7AILHFIAL TVWBERTASDEEEICTIS T 2HELHZ2H0D LNEEA.

HLEFBETAYR—FEHNT 7IIILOBAZEELTWS 5513,
BRI 2 T R— b ThE+2TIDN
Z 5 TRWISEIILEELBERAOHIGH RO SNE T,

X ##2
CDOHWAIE MIT/ Public Domain 51t > X0DH e TREINT

ufbx (c) 2020 Samuli Raivio ® RF¥ 2 X > F% &R - BRELI-H DT,


https://ufbx.github.io

%)

FBX D/ — RZE#Z. —EDEBRDF -2 LTHERINTUVET,

b LEFRIEEA G ITNUE. FBXEBOEBRETILEBEHERS LD B,
ufbx DR TIERRAEZFER TS @< HRELED,
S¥0ld — Elements / Nodes / Transforms #ZB L TL 2T L,

Node Transforms (/ —RZ

X EAMEiE (Transform Properties)

FBXIRTD ./ — REH#Z, W< DD DTONT 1 THERINTVLET,

TONT1% Bk
"Lcl Translation” B/ —RICHT2FTES
"Lel Scaling” B —RICHT BRI T—IL
"Lel Rotation” B/ —RIINIBEE (F15—A)
"RotationOrder" "Lcl Rotation"

DA+ S —EEIER (

ufbx_rotation_order

)

Ixery 470y e

UFo7an7T«Iic&>T BEPRT7T—ILOFD - ThDRERINE T,

TORF1% wE
"ScalingPivot" R =) 2T OHIHR
"ScalingOffset" =)0 A Tty bEH)
"RotationPivot" [EIEROLNY -]
"RotationOffset" ElEg04 7t v bEE)

T 5C "Ll Rotation" WM. 2fBEDMEBIEEEHIEEL T -

JanF«1% nE
"PreRotation" "Lcl Rotation"
ORICERTNBEER (BICXYZE)
"PostRotation" "Lcl Rotation"
DRISEATND
WEEE

(BICXYZ @)

& BT — > OEH

LUFIE. ufbx ORERMWIE (adjust transform) ZEELAEL
BAR%G / — REBOHEFTY,

// FENT “ufbx_node.node_to_parent’ Z5tE

/1 % ufbx B DIREEZE (adjust transform) [FEE L7220
Matrix4 get_transform(ufbx_node *node)

{

ufbx_props *props = &node->props;

I EBTONT 1 £EUE (WEICIEL TH—TH 558E)
int64_t rotation_order = ufbx_find_int(props, "RotationOrder", 0);
Vector3 Icl_translation = ufbx_find_vec3(props, "Lcl Translation", ufbx_zero_vec3);


https://bookstack.yz-learning.com/elements/nodes/#transforms

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", ufox_zero_vec3);

NAA5—8 > +—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 24—V (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 RBICTF1TIE
m = Matrix4_translate(lcl_translation) * m;

return m;

X Adjust Transforms (FAZEZ )

FBX DEEIRZR P ER Y bDFWICIH L T
ufbx IFREB TV DD TFAEZEH: (adjust transform) 1 ZEEINICHSL £,
nszEELARVWE, RICEBLEOEENTNZ ZCHHDET,

I F 7 adjust transform DX EFE

[ WEIT371—ILK

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

ufbx_node.has_adjust_transform H' true DIHE &
J— RHFEENML (+ identity) OFFBEHRZFO>TLET,
72U, BICERALTHEELTY,

| X Adjust ZsrmsiR D225 8B

// 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);

I/ ufbx ¥ B DR/ 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;

Nor—a=4>1t

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 29—

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;

// [E1#5

m = Matrix4_translate(-rotation_pivot) * m;

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

// BIALE2 (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;

X SRR D REER]
ufbxi_get_transform() .on GitHub

X Geometric Transforms (274 X 1) Z5#a)


https://github.com/ufbx/ufbx/blob/6dd7771ee215c7489a211b7aa259f1056ce14354/ufbx.c#L21497-L21558

JA X NUEH (geometry transforms) 4.
J—ROF/—FIZRBEELET. /—FBBORT (fl: Xy>a) Ei3EZERLET,

5¥#lIE — Elements / Nodes / Geometry Transforms

TOnNT14%
"GeometricTranslation” /J—RRIAVT VY OFTHEE
"GeometricScaling" J—RARIVTFVYDRT—IL
"GeometricRotation” J—RRI>VTFUYDEER (FIZXYZIE)

I X Geometry Transform D EtE

// FE)T “ufbx_node.geometry_to_node’ E5tE
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;

X &Z
CDRFa XY KMEMIT/PublicDomain 242> X0DH & TREAINT

ufbx (c) 2020 Samuli Raivio DAB%EIER « BFZL TWE 9,


https://bookstack.yz-learning.com/elements/nodes/#geometry-transforms
https://ufbx.github.io

Advanced



Advanced

& Advanced (It

1)

eI 3> T ufbx DEELBFIAEERCRHERT—X ICDOVWTHRHRLET,
MR ETILDGAAS « WEICIMZ . & DFEVEIIPHEEETUOEWVESICBIBL T EE L,

N nEICEENZ FEY Y ()
HE
Custom Load Options
X
Memory Management
Low-level Access

Threading / Async Loading

Internal Structures

X s

BE
AR EIRR - BIEE « ZRZREZIEE Y 5755

ABMTOT—EPIREXE) EEORE

T7AINRED/—K - 7ONTA « h—TADEET IR

2Ly RE—T %R - FEEEEHIAS DREA

ufbx NERDIEEKERET « FHEIER DIEAE

CDRFa XY KEMIT/PublicDomain 242> X0DH & TREAINT

ufbx (c) 2020 Samuli Raivio DAB%EIER « BFZL TWE T,


https://ufbx.github.io

Advanced

Build Options (EJL R A
=02

ufbx DEILRIE. 2TV 7Oy HIo0O (#define) ICEK>THREIAXALET,
RYUOADEHBEFEITROVWTNN T,

1. AYNASA T3 >To/O—NILICIEET S

2. 'ufox.h” R ufoxc' EAVIZIL—RIBENICIYIVOXEERT S

3. FRIEUTEEREL TRBERE 7 7 1ML EHAAD !

#define UFBX_CONFIG_HEADER "my-config.h"
#define UFBX_CONFIG_SOURCE "my-source-config.h"

ChICE D, utbxh BX ubxec RTEELEERE Y 7 ML BEBMICA VI —REINET,

X AwAZHE (Header)

ZLORENZOIE "ufbxc” AT TEIMICTNIETATT,
2l BRA VS VEARICHEEZEXSTI/0 S ubxh' ICHEERTBHREDHD T,

I 74— b EHERKICESIRAD
#define ufbx_assert(cond) my_assert(cond)

/1 2 E BB % double — float ICZEE
#define UFBX_REAL_IS_FLOAT

& 47 3 D EML

ufbx DA & NET L LIWEE.
BEDKEETIOTEMMLTEET,

/I A2 OAME
#define UFBX_NO_SUBDIVISION

/INURBS ®FvEL—2 3>
#define UFBX_NO_TESSELLATION

I F A MY Fv v DAL
#define UFBX_NO_GEOMETRY_CACHE

I ¥ — > 5l
#define UFBX_NO_SCENE_EVALUATION

/| A% > 5Tl
#define UFBX_NO_SKINNING_EVALUATION

N7=r=2ar"4qy
#define UFBX_NO_ANIMATION_BAKING

/I EO=fA1t
#define UFBX_NO_TRIANGULATION

A>Ty o RER
#define UFBX_NO_INDEX_GENERATION

/1 OBJ FZR DFAHIAH & EINE
#define UFBX_NO_FORMAT_OBJ



X XE) 7047 —>3> (Memory Allocation)

ufbx | SIZZED malloc() / realloc() / free() Z{ERAL £9o
CNEMB7O7—RICBESHRZZHEIIEDHDFT

|50 <vsocovsvs
#define ufbx_malloc(size) my_alloc(size)
#define ufbx_realloc(ptr, old_size, new_size) my_realloc(ptr, old_size, new_size)

#define ufbx_free(ptr, size) my_free(ptr, size)

#include "ufbx.c"

| 520 smmsme Lcesss
#define UFBX_EXTERNAL_MALLOC
void *ufbx_malloc(size_t size);

void *ufbx_realloc(void *ptr, size_t old_size, size_t new_size);
void ufbx_free(void *ptr, size_t size);

|50 7or—sxmecmmess
#define UFBX_NO_MALLOC

CDIFBE. I—H—7h ufox_allocator ZigH LA WLRD .
XEDERZITS APHIZTARTERBLE T,

X 771 ILAEA (Filel/O)

1ZBAD FILE APl Z{EB L T ufbx_load file() DBIEL £,
WMBED7 71 IL/0EFEVVGEIE. UTDOHETEESARETT,

vl === = =
| rsescziex
#define UFBX_EXTERNAL_STDIO
void *ufbx_stdio_open(const char *path, size_t path_len);
size_t ufbx_stdio_read(void *file, void *data, size_t size);
bool ufbx_stdio_skip(void *file, size_t size);

uint64_t ufbx_stdio_size(void *file);
void ufbx_stdio_close(void *file);

|ime0x e icmm
#define UFBX_NO_STDIO

CDIFE. ufbox_load file() RE FILE ICHRTET BIEREISFIBTE £ Ao
KD IZ. ufbx_load opts.open_file_cb IC&KDHRARLFAHAHZFRIBLET,

X #FE8%% (Math)

ufbx |E <math.h> O—EREAEREFIA L £9HN
Ey FEUT—HTIHBREFMEILILVESY
BESAT SV EFERTEIHRWVERIETIE.
NPERTLEEZTITZEHNTEET,

#define UFBX_EXTERNAL_MATH

double ufbx_sqrt(double x);
double ufbx_sin(double x);



double ufbx_cos(double x);

double ufbx_tan(double x);

double ufbx_asin(double x);

double ufbx_acos(double x);

double ufbx_atan(double x);

double ufbx_atan2(double y, double x);
double ufbx_pow(double x, double y);
double ufbx_fmin(double a, double b);
double ufbx_fmax(double a, double b);
double ufbx_fabs(double x);

double ufbx_copysign(double x, double y);
double ufbx_nextafter(double x, double y);
double ufbx_rint(double x);

double ufbx_ceil(double x);

int ufbx_isnan(double x);

CNSIEERITERYT 3D\
extra/ufbx_math.c Z{FHARIEET Y,

X B%5 073 )DFZE (CStandard Library)

UFBX_NO_LIBC ZE&ET D L.
IFEAEDIBES A TS5 )IKFEZEMLTEET,
CNICEK DIEAAAERER Y TORBEABEICAD £9,

#define UFBX_NO_LIBC

COEHFICED. TT A FTUTHEENICEICARDZFT

® UFBX_EXTERNAL_MALLOC
® UFBX_EXTERNAL_STDIO
® UFBX_EXTERNAL_MATH

BB REICEDRWVESIE

#define UFBX_NO_MALLOC
#define UFBX_NO_STDIO

ZHALET,

I <string.h> RSO BERENKNE

BESA TS ) EFEHARVGE. UTOBEKEIRETINENDHD £,
(F7clE extraufox libc.c % fEMA)

size_t ufbx_strlen(const char *str);

void *ufbx_memcpy(void *dst, const void *src, size_t count);

void *ufbx_memmove(void *dst, const void *src, size_t count);
void *ufbx_memset(void *dst, int ch, size_t count);

const void *ufbx_memchr(const void *ptr, int value, size_t count);
int ufox_memcmp(const void *a, const void *b, size_t count);

int ufbx_stremp(const char *a, const char *b);

int ufbx_strncmp(const char *a, const char *b, size_t count);

| RPN
UTOANyHIE SATZVRLTHEEFAETY ©

#include <stdint.h>
#include <stddef.h>
#include <stdbool.h>
#include <stdarg.h>


https://github.com/ufbx/ufbx/blob/master/extra/ufbx_math.c
https://github.com/ufbx/ufbx/blob/master/extra/ufbx_libc.c

HLINSTHMATETHWRRTIE:

#define UFBX_NO_LIBC_TYPES

#E&EL. BEICINSDEESE% "ufoxh" & "ufoxc” OMAICEETIHNENHD 7,

X &Z
CDRF X2 MEMIT/PublicDomain 21> XDH & TREINI:

ufbx (c) 2020 Samuli Raivio DB = &IER - BRZL TWLE T,



https://ufbx.github.io
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