Using VAOs VBOs to manage multiple objects.

So far we have used an array to store a mesh -  a house in our examples – and can redraw it multiple times in different colours.  We have just one mesh, transforming it and then redrawing it using glDrawArrays and pass a uniform vec3 to our shader program.  This vec3 contains the desired colour in normalised RGB values.
We know how to transform mesh vertices into world space and view space, and can project the scene into clip space and using perspective transformations together with a z-divide.
We can also change OpenGL’s current state to switch between line drawing mode,  polygon fill mode, etc, and can turn on backface culling.

For more complicated scenes we may want to store different objects which means they have their own meshes.  Therefore, we need to store multiple meshes.  We can use VBO’s for this as we did for simple 2D objects.


  [image: Shape

Description automatically generated with medium confidence]
image1.png




