- skip to content

User Tools

- Logged in as: Greg Croft (croft)
- Admin

- Update Profile

- Logout

Site Tools

Search

Trace: ¢ accessing 3d_geometry

Hotfix release available: 2014-09-29a "Hrun". upgrade now! [46.1] (what's this?)

New release available: 2014-09-29 "Hrun". upgrade now! [46] (what's this?)

Security Hotfix 2014-05-05b to prevent zero byte attacks on external auth systems is available.
upgrade now! [44.2] (what's this?)

Accessing 3D Geometry

Core Library

Geometry access in the SDK isn't as straightforward as declaring a structure and typecasting a
vertex data pointer to it, as each draw call for each LOD of a tree model may have a different vertex
declaration as decribed by the associated render state's SVertexDecl. However, he SDK does provide
a few overloaded functions in SDrawCall to facilitate quick vertex property access. Specifically:

- void SDrawCall::GetProperty(EVertexProperty eProperty, st int32 nVertex, st float32
afValues[4]) const;

- void SDrawCall::GetProperty(EVertexProperty eProperty, st int32 nVertex, st float16
ahfValues[4]) const;

- void SDrawCall::GetProperty(EVertexProperty eProperty, st int32 nVertex, st byte
abValues[4]) const;

Where eProperty is one of the sixteen pre-defined vertex properties (e.g.

VERTEX PROPERTY POSITION, VERTEX PROPERTY NORMAL, etc), nVertex is which vertex in the
buffer to be retrieved, and finally the last parameter will contain the returned value, padded with
zeroes if necessary.

The following code loads a tree and prints the position property for every draw call of each LOD.
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Position is always present in every vertex. When checking for other properties, consider using
SVertexDecl::m_asProperties[X].IsPresent() (where X is any EVertexProperty value) to determine if
that property is in the vertex data.
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