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Start coding ...

* NeHe Productions (http://nehe.gamedev.net/
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Start coding ...

* NeHe Productions (http://nehe.gamedev.net/

* OpenGL Programming Guide (http://glprogramming.com/red/

Your First Polygon .

Ut 0w sOurce ’ . 3 n e & T ‘ b
Square on Pe soreen. | D yO 3 o o

5 . 3 Ao - - )

e Programming Guide
Eighth: Edition
I'he Officlal Guide to Learning
OpenGl®, Version 4.3

Ookr 003 ot 1 o Openl propect. By wrdorpler Dot Aol ond smooth ookorng,
you G0 greelly orteros P egy por OpenOL domon ook

Rotavon

Moving Mght song. 0 Pus Lol MY 0adch you Mow 10 1ok Dot U Vangle &nd U
Quad. The vangle ol rotate e Y ads, and 0 Quad will 10kaio On B X anis. This
LA will Poduce 2 varatios. Y 8 uS0d 10 e e g of e Yangle, and 1guad
wil ke D g of P Quind

IS Clty 10 CWiie & 300 M0 W of pUlygorg. ASSNg MOBON K0 Pk CLdt Mehed
Uw 000 2o diwe 0 G O @ wound @
)

3D Shapes

Now P we "aees sup. poiyoors,. guascis. colors and rotstion Sgursd out,. B e 0
Bt 30 ctyects. W'l Dl T cbyscts wsing polyoors andd guascis. This e wa'l
pan on Pe et dttredl s o e Fargia o a colordd pymamid, and e
e o » sl cute. The pyrrt el L Dlercied colors, e e will hoven » - < . 2 -
e St Dave Sheciner © Graham Scllers © Joho Kessenich = Bill Licea-Kane
Mulicirg mn ctyac? = X0 o e vary fme cormuming. St e et s Lol worth @ The A0inren Oyl ARE Wornmg Cacup

Your rragraton xS



http://nehe.gamedev.net/
http://glprogramming.com/red/

Submission

* Deadline: Sep 18, 2014 11:59 pm

* Upload a .zip compressed file named “Exercise-
YourName.zip” to blackboard

* |Include your code with comments
* Include a readme file

e |nclude JPEG frames or a video



Contact

e Office Hours: TBD

 Emails: olszewsk@usc.edu, liwenhu@usc.edu

* Highly recommended to post your questions on
blackboard
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