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

ufbx TIEXDOREZEZFERALET !
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Face () WDOFE (ZAF - EAET - N-gon) ZBHT31>T Y ADEHHE,
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® ufbx_mesh.vertex_position — JB 5 FEAE
® ufbx_mesh.vertex_normal — JEREIR
® ufox_mesh.vertex_uv — JEm UVEEIE

ZREMEICITEBD 157 v 9 RERH (ufox_vertex_attrib.indices[] ) & EEEFI ( ufbx_vertex_attrib.values[] ) D& D
ATV ABECEERSTEET !

datafindices[index]]

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

raEf)
TR BRI E— kAU T VAP > T X v S 1 R BT 3HITY.

void draw_polygons(ufbx_mesh *mesh)

{

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

NRYI>OEIA—F—%IL—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 TER B 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)

1DDFBXXw > ailid. BABEMUICEROITITILHEDETSNBIZENHBD £7,
ufbx_mesh.face_materiall] ICI&. B EDY TV TILA VT v I ADEMEINTED.
CN%&E{FE > T ufox_mesh.materials[] IC7 27X TEXT,

7272 L. ERELREREFBICIE ufbx_node.materials[] Z{ES DHIEE T,
EBHIZ. BLXYSanBREZITUTILTAIVRAZVZEEINZ D HBHTT,

F=LhIVIYTlE ITUTIIBERICICA Y 22 RETI3HNENRHIHEDHD T,
ufbx TIECNEBZICT B7®IC ufbx_mesh.material_parts[] ZigfftL TWE 9,

CHUSIE. BYTUTZILCCOES - ZARE - BV X MHEENE T,
RTUVT7ILHDEELBRWVGETH, BELEIDOIYTUT7ILN—EHDEELET,

B : GPUR 7 #—~ v bADZHA
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FALTWAAIL/N—FE% :

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

// GPUIE] I+ T8 SiBiE R
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/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);

IZORTYTILEFRL TS EEENIE
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=AROTESZE
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);

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

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

std::vector<uint32_t> indices;



indices.resize(part->num_triangles * 3);

I TEREEEHRL. 41>Ty ANy 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¥)

FEROBMICINZ T, FBXX vy allidthoBEHEFEELF T,
ZLOBMIZTERIYE (FRBAYFYIRAITL) ICEESINTULETHL
—EBIS HEN s TYyPHEM DT 2B ENET,

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 TESEE

ufbx_mesh.vertex_normal ERRRT ML

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

ufbx_mesh.vertex_uv UVEERZ (Bl 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—F4T754
ufbx_mesh.face_hole RELTESHESH

I Tw (&K ufbx_mesh.num_edges )

T4—IE RE
ufbx_mesh.edge_smoothing ERERBRAL—XT S5
ufox_mesh.edge_visibility RERDITYIRRTISY
ufbx_mesh.edge_crease HIF4EYavEIvSOU—2
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