
String name;


generateGlobalObjName(name);


//


mMesh = MeshManager::getSingleton().createManual(name,


ResourceGroupManager::DEFAULT_RESOURCE_GROUP_NAME) ;


SubMesh* subMesh = mMesh->createSubMesh();


subMesh->useSharedVertices=false;


int numVertices = mNumVertices;


posVertexBuffer = HardwareBufferManager::getSingleton().createVertexBuffer(




3*sizeof(float), // size of one vertex data




numVertices, // number of vertices




HardwareBuffer::HBU_DYNAMIC_WRITE_ONLY_DISCARDABLE, 



false); // no shadow buffer



normalVertexBuffer =


HardwareBufferManager::getSingleton().createVertexBuffer(
3*sizeof(float),
numVertices, 



HardwareBuffer::HBU_STATIC_WRITE_ONLY,




false); // no shadow buffer



normalVertexBuffer->writeData(0,



normalVertexBuffer->getSizeInBytes(), // size



_normalBuf, // source



true); // discard?


posVertexBuffer->writeData(0,



posVertexBuffer->getSizeInBytes(), // size



_vertexBuf, // source



true); // discard?


texcoordsVertexBuffers =


HardwareBufferManager::getSingleton().createVertexBuffer(




2*sizeof(float), // size of one vertex data




numVertices, // number of vertices




HardwareBuffer::HBU_STATIC_WRITE_ONLY, // usage




false); // no shadow buffer



texcoordsVertexBuffers->writeData(0,




texcoordsVertexBuffers->getSizeInBytes(), // size




_txtBuf, // source




true); // discard?



indexBuffer =




HardwareBufferManager::getSingleton().createIndexBuffer(




HardwareIndexBuffer::IT_16BIT,




mNumFaces*3,




HardwareBuffer::HBU_STATIC_WRITE_ONLY);



indexBuffer->writeData(0,




indexBuffer->getSizeInBytes(),




mFaceIndices,




true); // true?


// Initialize vertex data


subMesh->vertexData = new VertexData();


subMesh->vertexData->vertexStart = 0;


subMesh->vertexData->vertexCount = numVertices;


// first, set vertex buffer bindings


VertexBufferBinding *vbind = subMesh->vertexData->vertexBufferBinding ;


vbind->setBinding(0, posVertexBuffer);


vbind->setBinding(1, normalVertexBuffer);


vbind->setBinding(2, texcoordsVertexBuffers);


// now, set vertex buffer declaration


VertexDeclaration *vdecl = subMesh->vertexData->vertexDeclaration ;


vdecl->addElement(0, 0, VET_FLOAT3, VES_POSITION);


vdecl->addElement(1, 0, VET_FLOAT3, VES_NORMAL);


vdecl->addElement(2, 0, VET_FLOAT2, VES_TEXTURE_COORDINATES);


// Initialize index data


subMesh->indexData->indexBuffer = indexBuffer;


subMesh->indexData->indexStart = 0;


subMesh->indexData->indexCount = mNumFaces*3;


// set mesh bounds


mAABB = computeAABB();


mMesh->_setBounds(mAABB);


mMesh->load();


mMesh->touch();


if (parent==NULL) {



mNode = mSceneMgr->getRootSceneNode()->createChildSceneNode();


} else {



mNode = parent->createChildSceneNode();


}


mEntity = mSceneMgr->createEntity(name, name);


if (!mMaterialName.empty()) {



mEntity->setMaterialName(mMaterialName);



mEntity->setCastShadows(false);



//



Ogre::MaterialPtr mp = MaterialManager::getSingleton().getByName(mMaterialName);



//mp->setReceiveShadows(false);


}


//


mEntity->setVisible(true);


mNode->attachObject(mEntity);
