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Instructions to Students:

Answer questions in English. Perfect English is not required.
Attempt all questions.

Write your answers in an answer book.

Start your answer to each question on a new page

Clearly number your answers.

Any unreadable parts will be considered wrong.

When writing programs, use good layout, and short comments;
marks will not be deducted for minor syntax errors.

¢ The marks for each part of a question are given in brackets (...).
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Question 1 (45 marks; 45 minutes)
a} Explain how to create a fixed-rate animation loop inside a GameCanvas. (20)
b) Explain how keyboard input is processed by GameCanvas. (10)

c) Explain the TiledLayer class. (15)

Include code fragments and diagrams where possible.

Question 2 (55 marks; 55 minutes)

a) Explain how to load an M3G model from a file and render it. (10)
Note: do not include code to examine the loaded model’s scene graph, or to rotate,
translate, or scale it.

b) Explain the M3G scene graph. (10)
c) Explain how to add a camera to the scene graph. (5)
d) Explain how to periodically update a scene graph. (30)

Include code fragments and diagrams where possible.

Question 3 (20 marks; 20 minutes)
a) Explain how to retrieve text over the network by using HTTP get. (10)

b) What is a DatagramConnection? (10)

Include code fragments and diagrams where possible.
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