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Ogre Material System
Material System Material System Ogre
Material System UML

Resource
(from File Sy stem)

Texture Material TextureLayer
MaterialSystem
Material
PlayPen/EnvmapPlanar

ambient 1.0 1.0 1.0
diffuse 1.01.01.0
/I Texture layer 0

{
texture RustySteel.jpg
}
/I Texture layer 1
{
texture spheremap.png
colour_op add
env_map planar
}



PlayPen/EnvmapSphere
{
ambient 1.0 1.0 1.0
diffuse 1.0 1.0 1.0
/I Texture layer 0

{
texture RustySteel.jpg

}
/I Texture layer 1

{
texture Chrome.jpg
colour_op add
env_map spherical

Material System

----- & parsefllSources[const String &extension = ".material"]

9@ parseAttrib[const String &line, Material *pMat]

------ 4§ parselayerAttrib[const String &line, Material *pMat, Material::Texturel ayer *pLayer]
----- % parseNewTextureLayer[DataChunk &chunk, Material *pMat)

----- & parseScript{DataChunk &chunk]

void MaterialManager::parseAllSources(const String& extension)
{

StringVector materialFiles;

DataChunk* pChunk;

std::vector<ArchiveEx*>::iterator i = mVFS.begin();

/1 Specific archives
for (; i '= mVFS.end(); ++i)
{
materialFiles = (*i)->getAlINamesLike( "./", extension);
for (StringVector::iterator si = materialFiles.begin(); si != materialFiles.end(); ++si)
{
SDDataChunk dat; pChunk = &dat;
(*i1)->fileRead(si[0], &pChunk );
LogManager::getSingleton().logMessage("'Parsing material script: " + si[0]);
parseScript(dat);



}

/I search common archives
for (i = mCommonVFS.begin(); i != mCommonVFS.end(); ++i)

{
materialFiles = (*i)->getAllNamesLike( "./", extension);
for (StringVector::iterator si = materialFiles.begin(); si != materialFiles.end(); ++si)
{
SDDataChunk dat; pChunk = &dat;
(*i1)->fileRead(si[0], &pChunk );
LogManager::getSingleton().logMessage("Parsing material script: " + si[0]);
parseScript(dat);
}
}
}
) extension
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parseScript
void MaterialManager::parseScript(DataChunk& chunk)
{
String line;
Material* pMat;
char tempBuf[512];

pMat = 0;

while(!chunk.isEOF())
{
line = chunk.getLine();
/I lgnore comments & blanks
if (!(line.length() == 0 || line.substr(0,2) =="/I"))
{
if (pMat == 0)
{
/I No current material
/1 So first valid data should be a material name
/I NB defer loading until later
pMat = (Material*)createDeferred(line);
/I Skip to and over next {
1 Material
chunk.readUpTo(tempBuf, 511, "{");



else

/I Already in a material

if (line=="}")
{
/Il Finished material
pMat = 0;
}
else if (line =="{")
{
/I new pass
parseNewTextureLayer(chunk, pMat);
}
else
{
/I Attribute
parseAttrib(line.toLowerCase(), pMat);
}
Material Material
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