Lab 3 Assignment 

Part 1 (5 marks total)
1. (1 mark) Comment out the gluLookAt() call and replace it with the glTranlatef() with parameters (0.0,0.0,-5.0). 

Is there any change in the display? Why or why not? 

2. (1 mark) Comment out both the gluLookAt() and glTranslatef() lines. 

What happens? 

Why? 

3. See Online Desrciption.


4. Comment out the glFrustum() call and replace it with gluPerspective() with parameters (60.0, 1.0, 1.5, 20.0). 

a. (.5 mark) What happens when you change the field of view angle to 30.0 (from 60.0)?  Why? 

b. (.5 mark)What happens when you modify the aspect ratio (from 1.0)? 

5. –  10. See Online Description.
11. Rotate everything (using modeling transformations NOT gluLookAt) so that you are looking down at the top of the boxes and seeing the blue z-axis (and no red y-axis). See the picture for expected results: 
[image: image1.png]



If you wanted to leave your x and y axes unchanged, but see the top of the boxes, like this: 
[image: image2.png]



how would you change your code? (1 mark)
12.  – 13. See Online Description. 
Be prepared to show final results in the lab. (1 mark)
Bonus available for: see lab notes.
Part 2 (5 marks total)

Be prepared to show final results in the lab. 
Looking for: one finger, all fingers w. push/pop, controls set up, correct motion, quality of motion. 
Bonus available for: announced in lab.
