In order to load the .obj files required to complete the assignment, the program uses the “fopen_s” command, which results in a small spike in the CPU usage, and an even smaller increase in the memory usage (maximum of 36KB). After searching through the file multiple times, it then saves the necessary details in a cMesh class, shape. This class stores the vertices, texture coordinates, faces, and edges of the shape, as pointer arrays with dynamically allocated memory, meaning the program only uses enough memory to store the data it needs to. 
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One way that the programmer lowered the memory usage was by storing user inputs as chars, rather than strings, as the maximum they would need to input would be a single character.
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Another way that the programmer lowered the memory usage was by deleting all the attributes of the class when it was no longer needed.
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class cMesh

private:
float *vertices = NULL;
string *faces = NULL;
float *#Coords = NULL;
| string *edges = NULL;
<Transform fransform;

vCount, viCount, fCount;
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char input;

int choice;

do

{

cout < "Which file would you like to load?" « endl <

“1) Cube” <« endl <«
*2) Cylinder” <« end <
*3) Torus" « endl <
“4) Exit" < endl <

“Choi

| stringstream(input) »» choi
3 while (choice < 0 & choice > 4);
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~cMesh()

{

| delete vertices, tCoords, faces, edges, vCount, viCount, fCount;
3}





