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#define MAX_WEIGHTS 4

typedef struct Vertex {
ufbx_vec3 position;
ufbx_vec3 normal;
float weights[MAX_WEIGHTS];
uint32_t bones[MAX_WEIGHTS];
} Vertex;

Vertex get_skinned_vertex(ufbx_mesh *mesh, ufbx_skin_deformer *skin, size_t index)

{
Vertexv={0};



v.position = ufbx_get_vertex_vec3(&mesh->vertex_position, index);
v.normal = ufbx_get_vertex_vec3(&mesh->vertex_normal, index);

uint32_t vertex = mesh->vertex_indices.datafindex];

ufbx_skin_vertex skin_vertex = skin->vertices.data[vertex];

size_t num_weights = skin_vertex.num_weights;

if (num_weights > MAX_WEIGHTS) num_weights = MAX_WEIGHTS;

float total_weight = 0.0f;
for (size_ti = 0; i < num_weights; i++) {
ufbx_skin_weight skin_weight = skin->weights.data[skin_vertex.weight_begin + i[;
v.bones]i] = skin_weight.cluster_index;
v.weights[i] = (float)skin_weight.weight;
total_weight += (float)skin_weight.weight;

/| FBX TIREHDEREIRIES N TWRW=HBERLET 2
for (size_ti = 0; i < num_weights; i++) {
v.weights[i] /= total_weight;

return v;
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#define MAX_WEIGHTS 4

struct Vertex {
ufbx_vec3 position;
ufbx_vec3 normal;
float weights]MAX_WEIGHTS];
uint32_t bones[MAX_WEIGHTS];

Vertex get_skinned_vertex(ufbx_mesh *mesh, ufbx_skin_deformer *skin, size_t index)
{

Vertexv={0};

v.position = mesh->vertex_position[index];

v.normal = mesh->vertex_normal[index];

uint32_t vertex = mesh->vertex_indices[index];

ufbx_skin_vertex skin_vertex = skin->vertices|vertex];

size_t num_weights = skin_vertex.num_weights;

if (num_weights > MAX_WEIGHTS) num_weights = MAX_WEIGHTS;

float total_weight = 0.0f;
for (size_ti = 0; i < num_weights; i++) {
ufbx_skin_weight skin_weight = skin->weights[skin_vertex.weight_begin + iJ;
v.bones]i] = skin_weight.cluster_index;
v.weightsJi] = (float)skin_weight.weight;
total_weight += (float)skin_weight.weight;

for (size_ti = 0; i < num_weights; i++) {
v.weights[i] /= total_weight;

return v;
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const MAX_WEIGHTS: usize = 4;



#[derive(Clone, Copy, Default)]
struct Vertex {
position: ufbx::Vec3,
normal: ufox::Vec3,
weights: [f32; MAX_WEIGHTS],
bones: [u32; MAX_WEIGHTS],

fn get_skinned_vertex(mesh: &ufbx::Mesh, skin: &ufbx::SkinDeformer, index: usize) -> Vertex {
let mut v = Vertex{
position: mesh.vertex_position[index],
normal: mesh.vertex_normal[index],
..Default::default()
b

let vertex = mesh.vertex_indices[index] as usize;
let skin_vertex = skin.vertices[vertex];
let num_weights = (skin_vertex.num_weights as usize).min(MAX_WEIGHTS);

let mut total_weight: f32 = 0.0;
foriin 0..num_weights {
let skin_weight = skin.weights[skin_vertex.weight_begin as usize + i;
v.bones]i] = skin_weight.cluster_index;
v.weights][i] = skin_weight.weight as f32;
total_weight += skin_weight.weight as f32;

foriin 0..num_weights {
v.weightsJi] /= total_weight;
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#define MAX_BLENDS 4

typedef struct Vertex {

ufbx_vec3 position;

ufox_vec3 normal;

ufbx_vec3 blend_offsets]MAX_BLENDS];
} Vertex;

Vertex get_blend_vertex(ufbx_mesh *mesh, ufbx_blend_deformer *deformer, size_t index)
{

Vertexv={0};

v.position = ufbx_get_vertex_vec3(&mesh->vertex_position, index);

v.normal = ufbx_get_vertex_vec3(&mesh->vertex_normal, index);

uint32_t vertex = mesh->vertex_indices.datafindex];
size_t num_blends = deformer->channels.count;
if (num_blends > MAX_BLENDS) num_blends = MAX_BLENDS;

for (size_t i = 0; i < num_blends; i++) {
ufbx_blend_channel “channel = deformer->channels.datali];
ufbx_blend_shape *shape = channel->target_shape;
assert(shape);
v.blend_offsets[i] = ufbx_get_blend_shape_vertex_offset(shape, vertex);

return v;
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#define MAX_BLENDS 4

struct Vertex {

ufbx_vec3 position;

ufox_vec3 normal;

ufbx_vec3 blend_offsets]MAX_BLENDS];
|3

Vertex get_blend_vertex(ufox_mesh *mesh, ufbx_blend_deformer *deformer, size_t index)
{

Vertex v ={};

v.position = mesh->vertex_position[index];

v.normal = mesh->vertex_normal[index];

uint32_t vertex = mesh->vertex_indices[index];
size_t num_blends = deformer->channels.count;
if (num_blends > MAX_BLENDS) num_blends = MAX_BLENDS;

for (size_t i = 0; i < num_blends; i++) {
ufbx_blend_channel *channel = deformer->channels][i];
ufbx_blend_shape *shape = channel->target_shape;
assert(shape);
v.blend_offsets[i] = ufbx_get_blend_shape_vertex_offset(shape, vertex);



return v;
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const MAX_BLENDS: usize = 4;

#[derive(Clone, Copy, Default)]
struct Vertex {
position: ufbx::Vec3,
normal: ufbx::Vec3,
blend_offsets: [ufbx::Vec3; MAX_BLENDS],

fn get_blend_vertex(mesh: &ufbx::Mesh, deformer: &ufbx::BlendDeformer, index: usize) -> Vertex {
let mut v = Vertex{
position: mesh.vertex_position[index],
normal: mesh.vertex_normal[index],
..Default::default()
b

let vertex = mesh.vertex_indices[index] as usize;

let num_blends = (deformer.channels.len() as usize).min(MAX_BLENDS);

foriin 0..num_blends {
let channel = &deformer.channels]i];
let shape = channel.target_shape.as_ref().expect("no blend shape, broken file");
v.blend_offsets[i] = shape.get_vertex_offset(vertex);
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