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Background: 

The main objective of this project is to create a 3-D environment that can be explored by the user. C was chosen to implement this because of its speed and the OpenGL libraries it offers. Though other languages do offer graphical libraries, none are nearly as fast as C. C++ was discarded because of its constantly changing syntax and the author's unfamiliarity with said syntax.

Minimal though the features in this environment are, the goal is achieved. The user can move freely about on a plane, and can look around as she wishes. Intuitive mouse control and key layout are used for input.

Spherical coordinates are used to track and display the user's line of sight. As will be seen in the Development section, this is the best way to store and modify this data, for input, line of sight, and movement reasons.

This is a framework to be extended by those who wish to view their own models in the first-person.

Description: 

The program, when run, displays a 3-dimensional environment with spheres provided as reference objects. It makes use of OpenGL's powerful libraries to display realistically lit objects, as well as fog, to eliminate the bizarre sight of the clipping plane chopping off the models with no transition. The clipping plane is necessary because the computer is finite and so must only be made to calculate finite things.

The keyboard is used for movement (The arrow keys) as well as adjusting speed (+/-). The mouse allows one to look up and down and left to right by moving it in the corresponding directions. These controls were chosen due to how standard they are in first-person applications, and therefore a possible familiarity to the user. It also keeps the less reality-affecting movement, looking, in the less precise or deliberate control, and moving, the more reality-affecting movement to the more deliberate action. Movement is with respect to the direction you are looking, as in all first-person applications.

