
CSCI 480: Computer Graphics 

Spring 2005 

Assignment #3 

 
Due Tue 04/05/05, by midnight 

 
In this assignment, you will implement another wireframe renderer, this time in OpenGL. 

Your renderer will also be interactive; i.e. the user will be able to translate, rotate and 

zoom the object. In a nutshell, this assignment is very similar to the original version of 

the previous one, except this time the rendering will be done in OpenGL. 

 

Rendering 

As in the previous assignment, you will be parsing an .obj file and a 

transformation file. You will then store the information from those two files in your 

internal data structures, apply the appropriate transformation matrices and output the 

image in a GLUT window. Note that you don’t need the supplied FrameBuffer class this 

time.   

 

Transformations  

Allow the user to translate / rotate / scale the object. To do that, you will need to handle 

mouse and / or keyboard events. This is extremely easy to do with GLUT. In the 

skeleton, you simply need to fill in the provided mouse / keyboard callback functions. 

The choice of keys or/and  mouse buttons for user interaction is left to you. 

 

Modes 

The user should be able to toggle between rotations in the object space (namely, about the 

specified axis in the coordinate frame of the object) and in the image space (about the 

specified axis in the world coordinate frame).  

 

Projections 

Add the option to switch between perspective and orthographic projections. 

 

Guidelines: 

� As it seems that working in UNIX is easier for most people, that will be the 

uniform platform from now on. If you already have a GLUT based rendered 

working on Windows  (from the previous assignment), porting it should be easy, 

since GLUT is cross-platform. 

 

� The command for running your program should be  
 

glrender <xres> <yres> <.obj file> <transformation file> 

 

� A bonus may be given for an easy to use, self-explanatory user interface. 

 

� Note that the efficiency of your implementation is part of the grading criteria. 



 

� Extra Credit: Feel free to implement any additional features to your renderer. 

Points will be awarded for completed features only, based on the difficulty and 

implementation. You may also start working on shading (in addition to the 

wireframe mode), which will be your next assignment. For that reason, however, 

shading will NOT count for extra credit. 

 

� Comment your code generously. Incomprehensible and non-documented code 

may lose you points.  

 

� In your submission include the following: 

o Your source files, including the Makefile. 

o A README file with your name, 10 digit school ID, and anything we 

should know about your application. 

  

� Submit your assignment using the command below 

 

> submit –user  csci480  –tag hw3  <your files> 

 

 


