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struct ms3d_header_t

{

}
/

char id[10] .
int version /73

/ MARER

struct Mesh

{

|

int m_materialindex .
int m_numTriangles .
int =+ m_pTriangleindices ;

/1 FREMER
struct Material

{

// always " MS3D000000"

float m_ambient[ 4], m_diffuse[ 4], m_specu-

lar[4], m_emissive[ 4] ;

|

float m_shininess:
GLuint  m_texture;
char = m_pTextureFilename

/1 =R EHER
struct Triangle

{

}

float m_vertexNormals[3][3 ] .
float m_s[3], m_t[3];
int m_vertexindices[ 3] ;

11T S5 R
struct Vertex

{

}

char m_bonelD
float m_location[3] ;

[ EHEEER
struct MS3DJoint

{

byte m_flags:
char m_name[32] ;
char m_parentName[32]
float m_rotation[ 3] .
float m_translation[ 3] ;
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word m_numRotationKeyframes .
word m_numTranslationKeyframes;

}
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