Lecture 2:  A Simple Renderer – Review Questions

· Graphics programming is often described to follow the Model-View-Control (MVC) paradigm.  What is meant here by model?  by view?  by control?

· Talk through each of the following functions defined or used in starter.c for programming assignment #1.  Describe what each function does and how it fits into the operation of the program as a whole:

· main

· glutMainLoop

· display

· mousebutton

· mousedrag

· keyboard

Follow Chapter 3 of Hughes et al. (in class handout) for the next several review questions.

· Why is the picture of the lute in Figure 3.1 an approximate rendering of the actual object?

· List all of the information required to specify a wireframe rendering of a simple cube.  List model related information and camera related information separately.  Draw a sketch to illustrate the various parameters in your lists.

· Show how to use the rule of similar triangles to compute a projection of points on an object onto an image plane.  (Give the equations you would use to accomplish the projection.)  BONUS:  How might we maintain depth information when performing this projection?
· BONUS:   Suppose you have a room with a single point light source in the ceiling and having several objects scattered throughout the room.   We can compute shadows that are cast on the floor of the room by placing a camera at the position of the light source pointing down toward the floor and projecting all objects in the room onto the floor (i.e., using the floor as the image plane).  Sketch such a room, set up a coordinate system, and derive equations to compute this projection.  Why is this only an approximation of the true shadows that would be observed in a similar real-world scene?
