Hi everyone,
I’ve had a query regarding task 3 of the assignment.  I’ll reiterate what I’ve said in class here.  Hopefully this should clarify things. 
As you know, for this assignment you are expected to take the framework SDL2 code and get it running as we did in class – the Powerpoint slides and video on our  Moodle module details how to do this.

Next you are asked to finesse it.  That is, incorporate a higher quality game loop than that already provided in the code.  The different kinds of game loop are described in the Games Architecture Powerpoint - see the algorithms/pseudocode provided in Powerpoint where we discuss the game loop/update pattern.  Try to get the loop updating at a fixed rate of say 60fps initially.

Then incorporate an obj loader class.  I recently posted a video/zip going through the basics of this. Incorporate this into the SDL2 framework you are working on.

Now for task 3.
This is really quite straightforward.  You will need to develop an update method that can update many game objects.  By this I mean create an array or better still a list, vector, queue, etc. of game objects.  Maybe the game object could be just a simple class called GameObj() that has its own update method.  At each call of the game loop’s update method you should iterate through the list/array of game objects using, for example,  a for loop or similar and for each object call its update method.  For testing purposes just get each object’s update method to output something trivial eg “Game object N has been updated in 2ms” or something similar.
Some of you might want to try out some polymorphism here for extra points.

