
Computer Programming Using Kivy 1.9.0 - OpenGL 2 - Multiple Objects
GOAL: use expertmm’s 3D engine and rotate more than one object in a 3D file.

Find a 3D model (must be in OBJ format for Kivy):
· Start, Computer, your home drive (such as T:\username or H:) click New Folder, name it opengl2
· Start, Computer, Resources, then go to
R:\Classes\ComputerProgramming\Examples\KivyMesher
· Ctrl A to Select all of the files then right-click on the highlighted list, then click Copy
(or choose any scene with more than one mesh to put in your opengl2 folder)
· Open your opengl2 folder
· Press Ctrl V (or Press Alt key then click Edit, Paste)

Change the rotate instruction or the selected KivyMesherMesh when using arrow keys:
· Open Geany
· File, Open, your home drive (such as T:\username or H:), opengl2, kivymesherexample.py
· File, Save As, opengl2.py
· [bookmark: _GoBack]The first entry in the keycode list (keycode[0]) is the actual code, and the second (keycode[1]) is the name of the key. Add the following new cases to the set of “if” statements in the _on_keyboard_down method:
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Test your program:
· Click Execute
· Press arrow keys to rotate selected object
· Press Tab to change which object is selected, then try using arrows again
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elif keycode[1] == "right":
if self.selected is not None:
self.selected. rotate_y_relative(5.0)
self.update_gls1()
elif keycode[1] == "left:
if self.selectedl is not None:
self.selected. rotate_y_relative(-5.0)
self.update_gls1()
elif keycode[1] == “down”:
if self.selected is not None:
self.selectedi. rotate_x_relative(5.0)
self.update_gls1()
elif keycode[1] == "up”:
if self.selected is not None:
self.selected. rotate_x_relative(-5.0)
self.update_glsl()
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