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solid name
' facet normal n; n; nk N\
outer loop
vertex vl vly vl,
< vertex v2, v2, vz, >
vertex v3y v3y V3,

endloop

\_ endfacet Y,

endsolid name
Hrr o
solid name * FAFRAEDH -
endsolid name : fAFEIERE -
ni, nj, nk : EAVEEE -

Outer loop = FAFAMERE -



vertex v1y vl v1; : TEES 1 fYREEE - single precision floats,( for

example,1.23456E+789)
vertex V2, V2, V2, : THEE 2 AYEERE > single precision floats
vertex V3x V3y, V3, © THEE 3 FYFEFE » single precision floats
Hafann

facet normal -4.470293E-02 7.003503E-01 -7.123981E-01
outer loop

vertex -2.812284E+00 2.298693E+01 0.000000E+00
vertex -2.812284E+00 2.296699E+01 -1.960784E-02
vertex -3.124760E+00 2.296699E+01 0.000000E+00
endloop

endfacet

A typical STL file.

Notice that the density
of triangle facets
change according to
the geometry.
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Binary Hy STL fEZ&A&AT ¢

Bytes Data type Description

80 ASCII Header No data significance

4 unsigned long integer Number of facets in file

4 float i for normal \
[4 float j

4 float k

4 float x for vertex1

4 float y

4 float Z

4 float x for vertex2

4 float y

4 float z

4 float x for vertex3

4 float y

4 float z

2 unsigned integer

Attribute byte count j

STL Binary fyksZek& =85 F3 integer F1 floating point numbers

Facet orientation

DIAEFERIFRE> (right-hand rule).

Counterclockwise order
of STL facets. The
arrows point toward
outside of the object.

Facet orientation



Vertex-to-vertex rule

AR IR M = APRE L -

A violation of the
vertex-to-vertex rule.

1#EZ Vertex-to-vertex rule fityERERY STL 574

HFH LT =R AR s A2 A R -

1. F must be even
2. E must be a multiple number of three
3. 2xE must equal 3xF

F, E, V, and B are the number of faces, edges, vertices, and separate solid bodies.



