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//Deform 2§ HEXE

int weightList[vertex J#<=][bone =]
int weightSum{vertex <]

Transform  toBone[bone %]

Transform positionTransform{bone JHi=]
Transform normalTransform{bone JH<]
Vector bonelist

addTransform()

Mg X2 weightlistlll weightdt 3.
weightSum SEGIH M2 4

morph()
{ for(int i = 0; i < bone JHZ it+)
{ positionTransform H &,
normaiTransform H &,
i}or(int i=0i< vertex. == i++)

for(int j = 0; j < bone M= j++)

weightSumt transformE 0| 838tH
vertex positiondt normal deform.
}
}
}
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