REFLECTING POLYGONS WITH WINGEOM

In Problem 1.2 of Ruins of Montarek you practiced reflecting polygonal shapes in a mirror line.  In this activity we will see how to do this with Wingeom

Begin the program Wingeom and use “Window(2-dim” to open a 2-D window.

1. Use “File(Open” to open the file “Reflection1.2”.  You will see a reproduction of one of the figures in Problem 1.2.  Use “Btns(Drag vertices” to select dragging mode.  Click and drag various points on the polygons and on the mirror line to observe how the reflection is maintained.

2. Click on the upper right corner to close the above file (but do not save the changes you have made to the file).  
3. Use “Window(2-dim” to open a new 2-D window.  
4. Use “Btns(Segments” to select segment mode.  Click with the right button to mark some points.  Click and drag with the left button to connect various points with line segments.  
5. Use “Btns(Lines” to select line mode.  Click with the right button to mark two points for your mirror line, and then click and drag with the left button from one point to the other to construct a line.  
6. Select “Transf(Mirror” to open up a small window.  In the box marked “vertices” type in the list of vertices you wish to reflect.  You can type them in as a list (e.g., ABCDEF), or as a range (e.g., A-F).  In the box marked “in mirror” type two vertices on your mirror line.  Click “draw” to apply the reflection.  
7. Select “Btns(Drag vertices” to return to dragging mode.  Now drag the points around and watch the figure change!
