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Objective:  To create a scene that incorporates a rotating ferris wheel as the main attraction, with landscape elements as the background.


Description of the scene or animation:  

A ferris wheel of a decent sized diameter (10 or greater) will been created as the main element of the scene.  The drawing aspect of the ferris wheel will compose of two large diameter circles that are connected together by cylindrical rods(just think of how the wheel actually looks at a theme park).  Colors will be incorporated such that each strut of the wheel is a different color, to give a nice “hot-dog-on-a-stick restaurant” color theme.  At present, the concern will be to just incorporate ambient light into the scene.  The next step will be to rotate the wheel including effects of inertia.  The sitting carts on the wheel will remain stationary, neglecting wind effects.  The rest of the fair scene will consist of small hills, and various other solid buildings that give the look of a fair.  Everything in the background will remain stationary.  Sky will also be rendered.  Incorporating perspective view from a given point on the ferris wheel will also be an aspect that will be modeled.

Any other features you plan: for example, user interaction:

Allowing the scene to change lighting effects as well as night/day will be something that will require user input. Another user input would be to change the direction of rotation from clockwise to counterclockwise. Incorporation of fog is something that we are not sure about, but will definitely add if time permits.  Scene may also be rotated such that the wheel can be seen from various angles along a particular fixed axis.  

*note: please check account “teustaqu” in that we both had different ideas for our project and would like to know which one would be the more feasible. 

Pick one !!!!

1) The sitting carts on the wheel should rotate about a pivot that connects it to the wheel, just like the real thing. It should also rotate according to physics.
2) Try to find textures that you can incorporate into your scene.
