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CONSTRUCTING BUILDINGS WITH WINGEOM

In this activity we discuss how to construct some buildings with Wingeom.  The general procedure will be to construct a cube with vertices A-H.  The point A will sit at the origin, where the x-, y-, and z-axes meet.  Then we will make copies of the cube by translating the corner point A to points at other locations.

Begin the program Wingeom and use “Window(3-dim” to open a 3_D window.
1. Use “Units(Polyhedral(Regular(Cube”, select edge length 1, and click “ok”, to draw a cube.  The vertices will automatically be labeled A through H.  You cannot see the point A from this viewpoint—it’s down in back of the cube.
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2. Use “View(Axes(Axes” to see the x-, y-, and z-axes.
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3. Let’s make a new cube translated one unit in the direction of the positive x-axis.  Use “Transf(Translate” to open up a small window.  In the box labeled “vertices” enter “A-H” (the vertices of our first cube).  In the box labeled “by the multiple” enter “1”.  In the box “of vector” enter “AB”.  This will have the effect of moving the cube so that the corner previously at location A will move to location B.  Click “ok”.  The program may be slow in responding, so be patient!
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4. Now let’s make a new cube translated one unit in the direction of the positive y-axis.  Follow the same steps as above, entering “A-H”, “1”, and “AD”.

[image: image4.emf]x

z

C

E

F

G

H

B'

C'

F'

G'

C

0

D'

G

0

H'


5. Now let’s make a new cube with corner A moved to point D’.  Follow the same steps as above, entering “A-H”, “1”, and “AD’ ”.
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6. Finally let’s put a cube on top of the third one we constructed.  Follow the same steps as above, entering “A-H”, “1”, and “AH”.
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7. You can look at the building from various viewpoints by using the arrow keys, but it will be faster if you turn off the axes first by using “View(Axes(Axes” again.
