Computer Programming Using Kivy 1.8.0 - OpenGL 2 - Multiple Objects
[bookmark: _GoBack]GOAL: use nskryptik’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, Resources, then go to
R:\Meshes\Objects\5 Barrels - Game Pack (Costinus at turbosquid) - Obj
· Ctrl A to Select all of the Barrel files then right-click on the highlighted list, then click Copy
(or choose any scene with more than one mesh to put in your H:\opengl folder)
· IF you didn’t make an opengl folder in OpenGL 1, Go to Computer, your home drive (H:), File, New Folder, and name it opengl
· Double-click your opengl folder
· click Edit, Paste

Copy the example program, OBJ loader, and shader to your opengl folder:
· Start, Computer, R:\Classes\ComputerProgramming\Examples\nskrypnik\kivy3\examples\textures
· Hit Ctrl A or Edit, Select All , so that all of the files are highlighted
· Start, Computer, your home drive such as (T:\username or H:)
· Double-click your opengl folder
· Hit Ctrl V or Edit, Paste

Edit your code to use the model you chose
· Before editing your code, test the example program: Open Ninja-IDE, File, Open, your home drive (H:), opengl, main.py
· File, Save As, opengl2.py
· Edit the line that says "orion.obj" in quotes to instead use the model file you chose in quotes:
[image: ]
[image: ]
Make the program able manage the whole scene:
· Make it able to see larger objects by moving the camera further away:
When the camera (a PerspectiveCamera) is created, change the first parameter (x location) from 15 to 15000.
Try running the program. You should see only one barrel rolling.
· Make the program rotate all of the objects in the scene by changing the _rotate_obj method to:
[image: ]
Now all of the barrels should rotate at the same time:
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for obj in self.renderer.scene.children:
obj.rot.x +=2




