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Introduction


This is a fun little demo of a procedurally generated tree.  It allows you to create a tree of varying size, shape and complexity.  Have some fun with the sliders in “demo mode” and create a tree that would even scare mother nature.  Be careful though, if you dial up the complexity (depth) too high on a non T&L accelerated graphics card, things can get REAL slow.


This little demo also turned out to be useful as a benchmark.  Given the configurability of the tree, you can run some very interesting performance tests.  Try running the benchmark configurations described below.  See how your graphics card measures up.

Running Demo Mode

Tree Mark will default to demo mode when  the “-tltest” command line argument is not given.  In this mode you can navigate around the tree, using the sliders to alter the characteristics of the tree.

Keyboard Commands:


ESC: exits the program when running in demo mode


H: bring up information window


W: Toggle wireframe view


D: Toggle ‘daytime’


C: Redraw tree with random characteristics


L: Switch leave textures


1-8: Number of fireflies


S: Bring up status window

How to navigate around the tree:


Press and hold down the left mouse button to zoom into the tree.  Press and hold the right mouse button to zoom out.  By pressing down and holding both left and right mouse buttons you will look around from a stationary position.  The directional arrows on the keyboard will also move the camera left, right, up and down.


Running Benchmark Mode

A combination of command line arguments will trigger Tree Mark to run in a 1000 frame benchmark mode.  Results of the benchmark will be written to the file named tree_results.txt.  Only use the “-tltest” argument to run Tree Mark in the standard benchmark mode.  This standard mode will run on most 3D hardware that support opengl.  


-tltest

//this flag will trigger the t & l benchmark mode.  The benchmark runs for 1000 




//frames in fullscreen mode.  


-depth1-10
//You can set the tree threshold by including this flag.


-fullscreen
//Will force fullscreen mode to on.  This flag is on by default if the tltest 




//flag is set.


-lights1-8
//Sets the number of light fireflies that fly around the tree.


Screen Resolutions
//Will dynamically change the display settings and reset them once 


-640x480

//the demo is complete.


-800x600


-1024x768


-1280x1024


-1600x1200


Color Depth


-bpp16


//16 bit color


-bpp32


//32 bit color

Recommended Benchmark Settings

While the tree can be used as a benchmark in any number so configurations, we’ve included two pre-configured benchmark settings for the tree.  A batch file is included that will launch each of these configurations (simple and complex).  These configurations correspond to the following command line arguments:

Simple = -tltest 

This uses the default settings for depth (depth5) and lights (lights4).  It runs in fullscreen mode at 1024x768 and 16 bit color.

Complex = -tltest -depth8 –lights6

This will also run at 1024x768x16 fullscreen (default)
Known Issues
The following issues have been found on these cards:


ATI Rage 128



Tearing in the background texture.



Disappearing polygons (holes) in branches.


3DFX Voodoo 3500



Cannot get board to run above depth 6.


S3 Savage4



No known issues


Matrox G400 & G400 Max



Generates 4 GPF’s when exiting from fullscreen benchmark mode.



The benchmark completes and gives valid results.  You just have to



“close” the GPF dialog boxes to finish the benchmark.  (Not real 



elegant, but it works.)


Nvidia TNT2, TNT2 Ultra, and GeForce 256



No known issues

These cards were tested on the following platform:

P3-500

Seattle 440BX2 MB

128 MB RAM

Win98

