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Question 1-(a) [2 marks]
Why is ray tracing not a preferred way of rendering in graphics even though it can produce
global lighting effects?

Question 1-(b) [2 marks]
Name four primitives and four attributes in OpenGL.

Question 1-(c) [6 marks]
Write the names of the three main elements of image formation [3 marks] and explain
briefly [3 marks] why it is beneficial for these elements to be independent of each other.
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Question 2. [10 marks]
Draw a diagram [2 marks] showing the four main blocks of the OpenGL pipeline
architecture. Briefly explain the functionality of each block [2 marks each].
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Question 3-(a) [4 marks]
Describe one advantage [2 marks] and one disadvantage [2 marks] of the OpenGL
pipeline architecture. Be specific rather than simply mentioning the speed aspect of the
pipeline architecture.

Question 3-(b) [4 marks]
What are the applications of vertex shader i.e. what operations can be performed at the
vertex shader. Write any two.

Question 3-(c) [2 marks]
Consider a point and a vector, both represented in homogeneous coordinates. What
happens when a vector is added to a point?
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