Hi Everyone,

Further to my earlier posting, I have had one or two queries regarding how to approach the assignment 1b.    I’ve made some notes here that may help. Clearly, there are many ways to tackle this assignment so if you have been approaching the tasks in a different order/manner to that described below then that is fine, please feel free to do this - as long as you satisfy the assignment brief, of course.

First have a copy of the assignment in front of you and also a copy of the word doc "assignment1b pointers.doc,” it will help. 

I outlined the steps involved for each task in class but I'll re-iterate them here now too...

First get the GameEngine  project up and running - we did this in class together.  There is a detailed powerpoint and code resource to do this.

Next you need to complete task one of the assignment.  To do this read the powerpoint that covered the game loop/update pattern.  Modify the existing game loop to incorporate a fixed time loop - the pseudo code(s) in the powerpoint show various patterns. Try to apply one of these. 
Cout to console the time elapsed / frames per second or similar to show you can do this. Obviously aim to implement the most sophisticated pattern you can.
End of Task 1.

Now do task 3 (forget the obj loader of task 2 for now).  Task 3 is reasonably straight forward and I repeat what was I’ve said before next.  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. If you have problems incorporating this into your Game Engine framework then create a simple separate program to illustrate the process  -   you can still get marks for this.

End of task 3.

Now do task 2.
This is where the video and zipped project should help.
The obj code I zipped is a complete project.  It is also based on the SDL GameEngine framework. Download it.  EXTRACT it. Run it in VS2017. Look at the video. You'll notice I've removed the vertices describing the house (see original SDL2 Game Engine framework you've been adding to) and I have added an obj loader class to the mesh class in order to load these from a file.  Note the Mesh constructor call - line 12 of the source.cpp file.

Currently the house.obj file has only vertices.  One way to demonstrate you have incorporated the obj loader and can load texture co-ordinates and normals too is to alter the house.obj file.   Add normals and texture co-ordinates to the house.obj file and see if you can get the obj loader to load/use these too. This would be desirable and demonstrate you've researched and applied new ideas to your work. A bit map loader could be incorporated here too if you desire - see assignment.
End of task 3.

Ideally, what I'd like you to do is to incorporate all the tasks (1,2 and 3) into one program.

Your report will cover the ideas used, testing, etc as discussed in point 4 of the Task Description in the assignment brief.

This discussion is meant to help guide you through the processes involved - it is not a blow by blow account of each individual step required.  That is your responsibility. You still need to look at the assignment and complete the tasks outlined in it.

Regards
Gordon



