FBXgtd* A A4

£AEE (O— F~EBEDRN)

To<DLIERNUITSBo>TVET,

[FBXZ 7 1 L]
| (ufbxTE— KEH)
v
[ufbx_scene]
|
— ExpandAliNodes(scene) ... CPUEI A v < 2 [BE - X% > 15IRiME - AABBETE

|
|— CreateGpuBuffers() ... VB/IB {ER{

|
L— CreateEffectsAndTextures(fox_path, scene)
L— 7 & X F x X BasicEffect D#IEAE

(CTETHA— M)

HER:
L— Draw(world, view, proj)
F—CPURF=v 4 WERD)
— VB % UpdateSubresource TE#
L— IA §%%E — BasicEffect — DrawIndexed

UfbxStaticModel D X vw > 2 BMRTERICHRDZ 7« —ILRIE (&BI7E1)

mesh_.vertices_  : VertexPNT2 Ofic3) (BREEHIES)
mesh_.indices_ uint32_t 0% (ZAFA > T v I R)
mesh_.parts_ :MeshPart OFEF) (X FYTFLTEDY T Av T a)
mesh_.influences_  : VertexInfluence MEZ%| (JESZ & DR— 2 1EIR)

mesh_.bind_vertices_ : /A ¥ R R—XDTEE (=7THE)
mesh_.skinned_vertices_: R¥ = F1EDIES (CPURF = F4ER)
draw_.vb_/draw_.ib_ : D3D11®DVB/IB

draw_.fx_ : BasicEffect
draw_.states_ : CommonStates
draw__.layout_ CAALATI R

7 — RHEEA A —

ez orvoz
VertexPNT2:

pos : float3 (JTESAIE)
nrm : float3 (GE#R)
uv :float2 (74 R F v FEIE)

JE& /Ny 7 7 (mesh_.vertices_)
index:0 1 2 3 4 5 ..
B e e
[VIVIVIVIV]V]

B S s St S
A4 >F v o RNy 7 7 (mesh_.indices_)

0,1,2/3,45/ ...
— TRIANGLELIST TH#iE

I JER C & DR— &% Vertexinfluence



VertexInfluence:
uint16_t bone[4];
float weight[4];

18R = RRAKDOR—2 HAEET S

I MeshPart (7 Xw a)

MeshPart:
const ufbx_material* mat; // JTtFBX®D <5 Y 7 JL
uint32_t start_index; // mesh_.indices @ ET M B
uint32_tindex_count;  / filfElA > F v I R &L H
ComPtr<ID3D11ShaderResourceViews srv; // diffuse 74 A F v

s
=

4

mesh_.indices_:

[0 (11 [21 [3] [4] [S] [6] [7] ...

MeshPart 0:
start_index =0
index_count = 300

MeshPart 1:
start_index = 300
index_count = 150

ExpandAlINodes(scene): X< 1 BH
|t

mesh_.vertices_.clear();
mesh_.indices_.clear();
mesh_.parts_.clear();
mesh_.influences_.clear();
mesh_.bind_vertices_.clear();
mesh_.skinned_vertices_.clear();

AABB FH® min/max H #JEA L.

bb_min = ( +oco, 40, +00)
bb_max = ( -0, -e0, -c0 )

2o—hos/ —pzea

for each node in scene->nodes:
mesh = node->mesh
if Imesh: continue

AAX=D L

ufbx_scene
}— node0 (mesh7s L)
— node1 (mesh A)

}— node2 (mesh B)
— e

mesh Z3FoTWVW3E/—RIEIFA Y 2 BRAOTRICLET,



3 2> o M (infl_per_vix)
Ay aMRAF Y EFOTVEIEE .

infl_per_vtx.resize(mesh->num_vertices);
skin = mesh->skin_deformers.data[0];
clusters = skin->clusters;

vtx_list = skin->vertices;

w_list = skin->weights;

SITRoTVBIL:

FBXDFT—4:
- skin->vertices : FIERICITL T "ED weight BFULT LV S 1" DEEEH
- skin->weights : (cluster_index, weight) ®OEZ%1
- clusters : cluster_index — £ MR —>(node)h

TILIUZL (B2

for each vertex v:
acclvl]=ZDY X b

for each "skinned vertex" sv in vitx_list:
v =sv.vertex (EPROTESRES)
for k in Z DIESICHTIET % 2 weight:
w = weights[weight_begin + k]
ci = w.cluster_index
cl = clustersci]
bone_node = cl->bone_node

/I R0 b BICEFEA R D R— Y BSEEUS
bone_index = skeleton_.Data().bone_index_of_[bone_node]

acclv].push_back( (bone_index, weight) )

Kicgsr:

4 '
+ +

| ufbx_skin_deformer (skin) |

| clusters][] | vertices[] / weights[]
% v
[ cluster0 ] — bone_node0 vertex0 — (ci, weight)...
[ cluster1 ] — bone_nodel vertex1 — ...
|
L— bone _node ¥ —IC
skeleton_.Data().bone_index_of %3] <

ZD%E. FEIERIZDOWVWT

acclv] Z Mweight D KT WIBEIZY — b
4 wICiRD

BAxIERE (§5H=1.0)

VertexInfluence |Z5E8 T infl_per_vix[v] ICIRTF

PON

b2 uvey rome

const ufbx_vertex_vec2* base_uv = nullptr;

if (mesh->vertex_uv.exists) base_uv = &mesh->vertex_uv;

else if (mesh->uv_sets.count > 0 && mesh->uv_sets.data[0].vertex_uv.exists)
base_uv = &mesh->uv_sets.data[0].vertex_uv;

HETTIVAF v Ut Y FDO&RIZ BT, ResolveUVByName() TELEXHLF T,



b5 7zrzxz2<s7u7Lceico—7t

std::unordered_map<uint32_t, std::vector<uint32_t>> faces_by mat;

for each face fi in mesh->faces:
mi = (mesh->face_material.count > 0) ? mesh->face_material.data][fi] : 0;
faces_by_mat[mi].push_back(fi);

&
&

faces_by_mat:
mat_index 0 — [facelD 1, 5, 8, ...]
mat_index 1 — [facelD 0, 2, 3, ...]

CN%EET MeshPart CEICEBRLE 9,

6. w5172 v iz Meshpart femt & TEES R

for each (mat_index, face_list) in faces_by_mat:
MeshPart part;
part.start_index = mesh_.indices__.size();

// node / mesh # 5 ufbx_material* %3] <
if (node->materials.count > mat_index) part.mat = node->materials.data[mat_index];
else if (mesh->materials.count > mat_index) part.mat = mesh->materials.data[mat_index];

UVt b DRIRE !

tex_for_uv = GetDiffuseTexture(part.mat);
uvv = base_uv;
if (tex_for_uv && tex_for_uv->uv_set.length > 0)
uvv = ResolveUVByName(mesh, tex_for_uv->uv_set);

Z D&, face list DEZ T M X% TREDE T=AWICTS :

for each face f in face_list:
indices: f.index_begin ... f.index_begin + f.num_indices - 1

fork =0 .. (f.num_indices - 3):
corners[0] = f.index_begin + 0;
corners[1] = f.index_begin + (k+1);
corners[2] = f.index_begin + (k+2);
- ZO3DTI=ZAR

& corner ICDWT

o TEEES vix = mesh->vertex_indices[corner]

® {i[{& P : mesh->vertex_position H'5EF

® JEHR N mesh->vertex_normal h*SENE+IEfR{L
o UV T !REEH uw DNBEFEL. Ty=1-v

LT
VertexPNT2 vix_out={ P, N, T};
VertexInfluence vi;
if (linfl_per_vtx.empty())
vi = infl_per_vix[vix];
mesh_.influences_.push_back(vi);

mesh_.indices_.push_back( mesh_.vertices_.size() );
mesh_.vertices_.push_back( vtx_out );

MRIBE:



FBX mesh

|— faces][]

| }—face0 (nfaf)

| L—facel ...

}— vertex_position

j— vertex_normal

L— vertex_uv/uv_sets

v RE
mesh_.vertices_ (VertexPNT2)
mesh_.indices_ (=AY X )
mesh_.influences_(VertexInfluence)

mesh_.parts_ (%5 Y 7JLEAL)

=& IC partindex_count ZETE L. >0 725 mesh_.parts_.push_back(part) o

I 7.>— ¥R (scene_radius_) DEFtE

BETPICAABBZEH L TLWEDT, TNZEFE-T IBHLEDOFE EROEFT,
ext = (bb_max - bb_min) * 0.5f;
r = max(|ext.x|, |ext.y|, |ext.z|);

if (r < 1e-3f) r = 1.0f;

skeleton_.Data().scene_radius_ =r;

CHIER=2OFT Ny JHEROBMOR EREICE>TVET,

Is. s> rEs 2% = yERD%ER

mesh_.bind_vertices_ = mesh_.vertices_; // /XA > RR—X
mesh_.skinned_vertices_ = mesh_.vertices_; // #]ER{& : B

HERFD CPU X% = >4 Tl bind_vertices_ & AJ7¥ LT skinned_vertices. ZEH L £9

CreateGpuBuffers(): VB/IB DERK

BE4fiIC mesh_.vertices_, mesh_.indices_ 15 ID3D11Buffer Z{ER L TWLWE T,

[CPU] mesh_.vertices_ ----CreateBuffer----> draw_.vb_
[CPU] mesh_.indices_  ----CreateBuffer----> draw_.ib_

BCZFZ VI RIED O DR Z 1L THES Y. Usage = DEFAULT DEIEDVB/IBT T,

CreateEffectsAndTextures(): T7 ¥ b&T IV X F ¥
CCT®o2TWBZLr:

1. CommonStates ¢ BasicEffect % new

2. BasicEffect ICT14 T4 VIREEITS

3. BasicEffect 5 VS /N b O—RZEDH L. VertexPNT2 [ZEHHE 7 InputLayout Z Rk
4, FBX 7 7MILDT« LI M) %ERDS

5. mesh_parts_ ZEZE L T diffuse 7 X F v Z5HD
TORAF ¥ DFRHHIFZED -

1) tex->content [CIB&HIAFHF /NS F U H'H D
— CreateWICTextureFromMemory()

2) tex->filename IC/XX 0% %
- FBXZ 7A4LDT 1LY kY LEEEL T CreateWICTextureFromFile()



AN S UL MeshPart:srv [ SRV EZRIFLE T,

Draw(world, view, proj): CPUR = > & + |

|Legrzos

VB/IB, BasicEffect, layout, indices B il o TW2Hh EF T v ¥,

b2 cruzs=>v

if (Imesh__.influences_.empty() && 'mesh_.bind_vertices_.empty()) {
skeleton_.SkinMatrices().resize(skeleton_.Bones().size());

foriin 0 .. Bones()-1:
W =CurWorld()li] /IRFEEDR—> B8 (T—JL k)
G2B = geom_bind_world // ¥F A MU ->K—>
skin_mats[i] = G2B* W // 2% > 1751

REATHDDE. ApplySkinCPU() ZIFUHIL -

AT
skin_mats CR—2
mesh__influences_: TES %]
mesh_.bind_vertices_: TE& %

I
mesh_.skinned_vertices_: JE=R & (Effsh 3)

FEIF

for each vertex v:
P=0,N=0
for k=0..3:
if weight[k] > 0:
B = skin_mats[bone[k]]
P += (B * bind_pos) * weight
N += (B * bind_nrm) * weight
if any:
ERIEL 7= N & P % skinned_vertices_[v] [CEERL
else:
bind_vertices_[v] #ZDFEFaIE—

=REIC

ctx->UpdateSubresource(draw_.vb_.Get(), 0, nullptr,
&mesh_.skinned_vertices_[0], 0, 0);

T GPU OVB%Z E#f.

I3 a8 52 28%E > MeshPartZ v iz

ctx->IASetInputLayout(draw_.layout_.Get());
ctx->|ASetVertexBuffers(..., draw_.vb_.Get(), ...);
ctx->|ASetindexBuffer(draw_.ib_.Get(), DXGI_FORMAT_R32_UINT, 0);
ctx->IASetPrimitiveTopology(TRIANGLELIST);

ctx->OMSetDepthStencilState(DepthDefault);

ctx->RSSetState(CullCounterClockwise);
ctx->PSSetSamplers(0, 1, LinearClamp);

1TPIERRE ¢



fx->SetWorld(world);
fx->SetView(view);
fx->SetProjection(proj);

TLYRZXT—hIE

FORFwHY — NonPremultiplied
FTUARFvIEL — Opaque

VDT TVET,
=ERIC

for each MeshPart part in mesh_.parts_:
has_tex = (part.srv != nullptr)
fx->SetTextureEnabled(has_tex);
if (has_tex) fx->SetTexture(part.srv.Get());
fx->Apply(ctx);
ctx->DrawlIndexed(part.index_count, part.start_index, 0);

T (BR)

® ExpandAliNodes() T IFBX— BiX v at@El AEH:
o JHE (VertexPNT2). I T w7 X, MeshPart. R—> T4 I ( Vertexinfluence ). AABB % {ER
® CreateGpuBuffers() T VB/IB ZFEIR (Z DEBETIE/NA > RFR—XAZK)
® CreateEffectsAndTextures() T BasicEffect & 72 XF+ (SRV) ZHE
® Draw() C
O FbxSkeleton MNSHR—VEREZH S5V XF VITFZ5E
o CPURXF* =>4 T bind_vertices_— skinned_vertices_ (_Z$
o VB % UpdateSubresource = MeshPartZ ¥ |Z BasicEffect THE]

CDIEEN. S FoxMesh (CYIDH T E T D MEREHEAL ICBDFT,
ExpandAliNodes / CreateGpuBuffers / CreateEffectsAndTextures / Draw H7Tc D M ZD F £ FoxMesh IZFE2 1 X—JTY,
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