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	Get the example project:
· Start, Computer, your home drive (such as T:\username or H:) click New Folder, name it opengl6
· 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
· Open your opengl6 folder
· Press Ctrl V (or Press Alt key then click Edit, Paste)


Change the rotate instruction or the selected KivyMesherMesh when using ‘-‘ or ‘=’ key on top row of keyboard:
· Open Geany
· File, Open, your home drive (such as T:\username or H:)—you can type it yourself as T:\username\opengl6 (or whatever folder you created) then choose kivymesherexample.py
· File, Save As, opengl6.py (must be saved in the same folder as KivyMesher.py and PyMesher.py)
· Change the __init__ method to load a different object (you should only have to change the part in quotes):
[image: ]
· Run the program. You should start in a completely black area. Keep walking forward (holding ‘w’) until you see the warehouse. You should be able to keep walking right through the other wall. You can create a world boundary using the following steps.
· First, add the floor plane as the world cube, but set the y axis to false since the floor plane is flat on that axis (you can put this line anywhere in __init__ method after the other line you typed):
[image: ]
#Since it is a plane, only the x and z axes should be used—that is why you use True,False,True 

(continued on next page)
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(continued from previous page)
· Change the update_glsl method to keep the camera inside the warehouse (the backslash at the end of a line in Python means that the statement is continued on the next line—this is done just to make the statement take up less space horizontally). This has to be done after position_change is set and changed, but before the camera translation is changed according to position_change (since you must limit that movement before it is used):
[image: ]
(NOTE: the only differences in elif are that max is changed to min all 3 times used, and ‘>’ is changed to ‘<’)

Test your program:
· [bookmark: _GoBack]Click Execute
· You should start in the room, and not be able to walk anywhere where you can see any black outer space.
image1.png
self.mesher.load_obj(resource find("WarehouseOfFruit by Expertmm.obj"))




image2.png
self.set_world boundary_by_object(self.mesher.getMeshByName ("warehouseoffruitfloor Plane"),True,False, True)




image3.png
for axis_index in range(0,3)

#1 camera would be past vz

after moving, prevent movement (instead, move bac)
if (self.vorld boundary max[axis_index] is not None)\
and (sc1f.camera_translate(axis_index] + position change([axis_index] > self.world boundary max[axis_index]):
position_change [axis_index] = s=17.world boundary_max(axis_index] - s=1f.camera translate (axis_index]
elif (s=17.world_boundary_min(axis_index] is not None)\
and (sc1f.camera_translate(axis_index] + position change([axis_index] < self.world boundary min[axis_index]):
position change[axis_index] = self.world boundary min[axis_index] - self.camera translate[axis index]

by difference betveen houndary and camers





