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Perfect compatibility

Data passed from a source application is recognized
by the destination application, yielding
identical results.

Data (Converted) compatibility

Two applications do not use identical algorithms
to achieve certain functionality. Data passed
between the applications is converted or
interpolated to yield results that are functionally
equivalent. The converted data, to some extent,
can still be manipulated and edited.

Emulated (Bake) compatibility

Two applications have completely different
capabilities, so transferring data between them
requires that data be baked on export to an FBX
file using the bake animation feature of the FBX

plug-in. Baked data transfers visual fidelity.

The ability to manipulate and edit baked data
is limited.

Not Supported

Data is not recognized and therefore ignored
on export.
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Audio Embedding

Texture Embedding

Portable .TIF Conversion

Export Selected
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Groups / Assemblies

Display / Animation Layers

Render Settings
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Standard Materials
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Constraints

Position

Orientation

Pose

Scaling

Path

Direction

Distance

N Points

Object to Cluster

IK Solvers

Custom Attributes

Text
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