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Memory Allocation 
 

To store the objects there needs to be memory available to store the vertices, the texture 

coordinates, the faces, the position, the scale, and the rotation. In order to store  values of the 

vertices, the texture coordinates and the faces arrays must be created. However the amount of 

memory need to hold these values is not known until the file is read during the program, an option 

would be to allocate enough data to guarantee enough space to store these values but this is 

horribly inadequate as the potential to waste space is very large. Therefore, a more efficient method 

would be to dynamically allocate the memory once it is known how much space is needed using the 

keyword “new”. Then once the object has left scope, typically using a destructor, the memory will be 

deallocated using the keyword “delete”. This is particularly useful when rendering as having a lot of 

excess memory allocated will greatly increase render times so being able to allocate the bare 

minimum required is extremely useful. 
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