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Question 1. (6 marks)
What are attributes and primitives in OpenGL? Give two examples of each.
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Question 2. (4 marks)

(a) (2 marks) What is the difference between request input mode and event input mode?

(b) (2 marks) Give any two common applications of vertex shaders in OpenGL.
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Question 3. (10 marks)

(a) (6 marks) Why do we need a frame of reference? Explain how points and vectors in 3D
are represented in homogeneous coordinates. Why is the use of homogeneous coordinates
important in computer graphics?

(b) (4 marks) Explain what the following variables/functions do in an OpenGL program:

1) gl_FragColor;

i) glutInitWindowSize (175,450);
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Question 4. (10 marks)

(a) (6 marks) What do the following functions do in OpenGL: 1) main(), 2) init() and 3) dis-
play() ?

(b) (4 marks) What is a varying variable? Describe when it would be suitable to use a varying
variable.
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