Lab 2 –csc 476   gearing up for program 1
The purpose of this lab is to prepare you for program 1.

1) Create and demo a game object class
2) Demonstrate that your class does not make a copy of the mesh’s actual vertices and triangles per object.
3) Enable a function to draw the AABB for the mesh
Lab 3 –csc 476   thinking about being able to make things more interesting

The purpose of this lab is to test your general game object data structures (and allow you to build a more interesting program 1 if desired).  Since most games have more then one character…

1) Please alter your program to be able to read in two different mesh types (for example the bunny and the gargoyle).

2) Assign these meshes random initial positions on your ground plane.

3) Demonstrate that their AABB work for both meshes in their random positions.










