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HiEERIagE. DolotClip
-MeshFlags.Dynamic
MeshFlagé.IbDynamic
-MeshFlags.IbManaged
MeShFlagé.IbSoftwareProcessing
-MeshFla.gs.IbSystemMem
MeshFlagé.IbWriteOnlv
-MeshFlags.VbDynamic
MeShFlagé.VbManaged

MeshFlags. VhSystemMern
-MeShFlags.VbWriteOnlv
MeshFlagé.Managed
_MeshFlags.Npatches

-Me'ShFl ags.Points
MeshFlags. RtPatches
MeshFlags. SoftwareProcessing

MeshFlagé.SystemMemory
MeshFlags.Use32Bit

-Me'shFl ags. UseHardwareOnly

Use the Usage.DoMotClip flag for vertex and index buffers,
Equivalent to using both IhDynamic and YbDynamic,

Use Usage.Dynamic for index buffers.

Use the Pool.Managed memory store for index buffers,

Use the Usage. SoftwareProcessing flag for index buffers,
Use the Pool, SystemiMemory memory pool for index buffers,
Use the Usage. WriteOnly flag for index buffers,

Use Usage.Dynamic for vertex buffers,

Use the Pool.Managed memory store for vertex buffers,

MeshFlags. VhSoftwareProcessing Use the Usage. SoftwareProcessing flag for vertex buffers,

Use the Pool, SystemMemory memory pool for vertex buffers,
Use the Usage. WriteOnly flag for vertex buffers.
Equivalent to using both IbManaged and YbManaged.

Use the Usage NPatches flag for both index and vertex buffers, This is
required if the mesh will be rendered using N-Patch enhancement.

Use the Usage Points flag for both index and vertex buffers,
Use the Usage RtPatches flag for both index and vertex buffers.

Equivalent to using both IbSoftwareProcessing and
YbSoftwareProcessing.

Equivalent to using both IbSystemiem and YhSystemMem.,

Use 32-hbit indices for the index buffer, While possible, normally not
recommended.

Use hardware processing only,

w,SJ) object LilSJI v ol 99 ,u>VI Parameter JI Ly i
devicepw ! ade Lalbl Sy auu il

JI RAM JI o (CAR) walodl JLw,| Sl puw ] éd> 0 OV wuiy il
RAM JI o ©ULWI Jluw,| @doc U] @inisdl o8 ,aisl,i) éuiLidl o,S
aloll puiii Bk e pii Loilg 64519 a=du pui ¥ dwladl S sVl
J>1 oo For JI plascaw| v 9 < SubSet, v SNOwL el3>1 JICAR

(function) Wl adboawlgs Lpoww,e LailLd 05 o9 slix>Vl 04d Juoxxi

DrawSubset. (swouuoll

138

for (int i=0;i < 20 ;i++)
{

mesh.DrawSubset (i);

}
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