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	int              iVtxSize = in_pDetailObj->getVertexSize() + 3 * sizeof(float);

int              iIdxSize = sizeof( int ) * in_pDetailObj->getIndexCount();

AugmentedVertex* pVB      = allocVertexBuffer( in_iInstanceCount * iVtxSize );

Int*             pIB      = allocIndexBuffer(in_iInstanceCount * 

                                             in_pDetailObj->getIndexCount() );       

// fill vertex buffer with in_iInstanceCount number detail objects
for( int i = 0; i < in_iInstanceCount; ++i )

  {

  // compute random barycentric origin of instance i

  float b0 = randFloat(); // generate random number between 0.0f and 1.0f

  float b1 = ( 1.0f - b0 ) * randFloat();

  float b2 = ( 1.0f – b0 – b1 );

  // copy vertices of detail object instance i

  for ( unsigned int vi = 0; vi < in_pDetailObj->getVertexCount(); ++vi )

    {

    Vertex*          pVtx  = in_pDetailObj->getVertex( vi );

    AugmentedVertex* pAVtx = pVB + i * in_pDetailObj->getVertexCount() + vi;

    // copy original vertex

    memcpy( pAVtx, pVtx, sizeof( Vertex ) );

    // this is the place to also slightly randomize vertex positions or color

    // attributes to make every tuft of detail object look different

    // fill in barycentric coordinates of origin 

    pAVtx->barypos = vec3f( b0, b1, b2 );

    }

  // copy indices from original tuft of detail model

  memcpy( pIB + i * in_pDetailObj->getIndexCount() * sizeof( int ),

          in_pDetailObj->->getIndexDataPtr(), iIdxSize );

  // update indices of this instance of the detail model
  for( unsigned int j = 0; j < in_pDetailObj->getIndexCount(); ++j )

    {

    int* idx = (int*) ( pIB + i * iIdxSize + j * sizeof( int ) );

    // update index

    (*idx) += i * in_pDetailObj->getVertexCount();

    }

  }




Code Fragment 1
	VpOutput main

(

  VpInput   input, 

  float3    triangle[ 3 ],

  float4x4  modelViewProj,

)

{

  VpOutput output;

  // compute base pos on triangle

  float3   pos = input.barypos.x  * triangle[0] +

                 input.barypos.y  * triangle[1] +

                 input.barypos.y  * triangle[2];

  // add position
  pos += input.position.xyz;

  // transform vertex position into homogenous clip-space

  output.position = mul(modelViewProj, float4( pos, 1 ) );

…
…

  return output;

}


Code Fragment 2






