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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 4l

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);
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