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[bookmark: _Toc29832163]1. Introduction
[bookmark: _GoBack]With the use of various object-oriented programming techniques, a file loader for loading three 3D object files containing geometric data has been created. A ‘cMesh’ class has been made, and that will hold all the geometric information read from the object file, and the process of retrieving the information within these files will be handled with a ‘cObjectFileLoader’ class created which holds the functions to do so. Furthermore, the ‘cMesh’ class will be the derived class of ‘cTransform’, allowing the instance of cMesh to inherit position, rotation and scaling variable properties. The ‘cMesh’ class will then be aggregated within a ‘cScenefile’ class where the shapes will be imported.  During the runtime of the program created, memory has been dynamically allocated for storing these object files, and this document will be going over the memory footprint and the approaches that has been considered for improving it.
[bookmark: _Toc29832164]2. Memory footprint
An approach that was used for reducing the memory footprint was creating a function that will import the shape with having the path to the object file in its parameters. This resulted in eliminating the issue of repeating the same code after each other for accomplishing the same task, and thus saving memory that would have been taken up from the repeated variables and the dynamic memory allocated.  For the code of importing the shapes, it is contained within the ‘cScenefile’ class, which then allows the instance of it to import shapes and delete the memory allocated after each call of the function.
For each shape imported, the memory required will depend on the amount of geometric properties that it contains, as some have more than others. Each geometric property is stored in their separate respected lists and are dynamically allocated the memory and initialized with the amount that it scanned in their object file, and each of these lists are a class instance containing variables related to their geometric information. Within the program to take care and monitor the memory used, involved were calculations to roughly estimate the total memory taken up from importing each shape, and this allowed to look over it when thinking of ways to improve and use less. The process involved:
· Calculating total memory usage from adding the bytes of all object instances which were created, and those which are pointers first involved multiplying the bytes of the object instance by the length initialized before adding the bytes used by the next object together.
· Calculating total memory usage from the variables of all lists holding the shapes geometric values, done by multiplying the length from each of the lists by the total bytes used of the variables that are contained within it.
· Calculating total by adding both steps stated above together.
The likely impacts of the efforts made to optimizing the memory usage from importing shapes onto the scene will allow better processing on the system while its loaded and taking care will help look out for and preventing any memory leak and allow the program to run efficiently since it would be using less memory when running.
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