
Question1&2
We are looking for…
• Push pop order (15’)
• Translation rotation order (8’) – multiple solutions
• f1 f2 r1 r2 in numerical order (2’)
• Value in glTranslate and glRotate (4’)
• 2 floors and 4 rooms are drawn (6’)



Q1
not using loops
are ok



If you want to view TR as coordinate change
or want to write in the R T order
• These are also accepted



Q2



Q3

• a. Explain functions (5’)
Preserves (5’)
Reason (5’)

• b. glViewport(0,0,min(w,h),min(w,h)); (10’)
…
gluPerspective(80.0, 1.0, 1.0, 50.0); (5’)

The code first set the viewport (how many pixels you want to use in the
new window) to be w and h, starting from (0,0), namely the program will
use the full window to display.
Then the code rest the projection matrix with aspect ratio w/h, and
corresponding field of view (fov), near and far planes.
Finally it switch back to the MODELVIEW mode for other manipulations.

It can preserve the object’s aspect ratio shown in the scene. Since it
change the projection matrix to operate on an image plane with changed
aspect ratio, the image plane for this new matrix corresponds to the new
viewport size.



REMINDER


