Tutorial – Introduction to the COLLADA DOM
1. Add an overloaded version of printChildren() this should take the name of a single child as its parameter and show the children of this child.  This will aid exploration of the COLLADA file in future weeks. 

void printChildren(char* childName) //e.g. “library_gemoetries”

{


//identify child (look at the use of getDecendent in the code

      //from the notes

      //get the decended and print its children (can you use any other methods

      //you already have?

}

2. Take the example provided and add the method to begin extracting the geometries, explore the top levels as in the latter part of the notes.  
3. Once you can navigate to the mesh, evaluate some sample meshes

· cube_triangulate.dae

· cube.dae

· duck_triangulate.dae

· duck.dae
Exploration
· In the future it will help you to be able to navigate and extract information from these files. 

· In future lectures extracting triangle based information will be covered in detail. 

· Look to extract the name of the texture file and find the location of material information (this will help with the coursework). 
