CSE490ra Homework 3: Animating Ink  (DRAFT)
Objectives: By now, you should feel relatively comfortable working and manipulating ink.  You should be able to identify some of the more important properties of ink objects that will become important when you build your respective applications.  In this homework, we will further explore the Renderer class of the SDK, which is important because it allows for graphical manipulation of any ink that is drawn.  In addition to transforming from ink to pixel space, the Renderer class allows for a number of different transforms that can be applied to the points of an Ink and Stroke object.  
Specifications: You will need to make use of the Renderer class and call certain transforms on an ink object that is drawn by the user.  Additionally, you will thread your application so that there will be some type of animation that the ink object goes through.  Please make use of all the Renderer class functions in order to implement the following transforms: magnification, moving, and rotation.  Using these basic transforms, you should allow the user to do some animation on the ink that they input.  You could structure your app so that there are a few control buttons that specify the animation (e.g. zoom-in/zoom-out), or you could have the user string together a number of sequences and then run the application on the ink object.  Like other assignments, this one is pretty open ended, but please make sure that it demonstrates your ability and understanding to use the Renderer class.  
Hints and Suggestions: Start off by just playing around with the Renderer class.  Try some basic operations on a simple ink object.  As you get more and more comfortable, try combining basic transforms in order to create newer more complex transforms.  As always, you should get started early!

