


The memory footprint of the obj loader
With an effective use of classes, the reusability of the code is very high leading to less code being written. The programmer created 3 child objects of cScenefile that is the child of the cMesh class that is a child of the cTransform class. Allowing me to inherit the functions of the parent classes. 
By approaching the means of holding the data using the scene file the programmer instantiate 3 objects, each of the Mesh class that is a child of the Transform class. The Transform class holds the data for the position, scale and rotation. 
With the Transform class holding x, y, z floats and a x and y float for rotation and scale it has a total of 7 floats at 4 bytes of memory, these will be used for each instantiated object. 
The Mesh class houses the vectors of structures, I have two structures the first for the vectors that contain the vertex cords, normal and textures. The first structure that is accessed 3 times per instance of Mesh has 3 floats. 
The second for the data of the faces, this structure is used once per instance of Mesh has one single char, 10 integers and an array set to 9.
The programmer is using vectors to dynamically adjust the size of the “array” to ensure the size of the array adjusts to the size of the held data, this will allow for less overhead.
In the de-constructor the programmer deleted all the vectors, including the vectors of structures, and the structures themselves this ensures that the data held isn’t held in memory longer than needed and reduces the chance of memory leaks.
It is essential to delete every object created using the new operator using a delete operator.
Each Implementation of Mesh has 4 vectors, of structures. And a floating vector of string type that holds all the raw data.
Each vector has a structure to hold the stored data at each index. The Vector will push back each structure and allow you access each structure with the index of the vector and then calling the member variables of the structure using their assigned names.
An alternative to this is using a read ahead to see how big each array has to be and dynamically allocating the memory before loading the objects, but the impact of this can be higher than a vector due to the nature of arrays and how they handle empty spaces in data anomalies.
A header was used to store all the used dependencies to save re-writing them for each file. This has a minimal impact on file size but ultimately will reduce the chance of errors occurring because of a difference in dependencies, a useful feature of object-oriented programming. 
[bookmark: _GoBack]The programmer ensured that all the code made full use access names, public and private to ensure that variables are contained within classes, with appropriate means of updating them.
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