Exercises
Introduction

This exercise builds on the previous tutorial so it imperative that you have the previous weeks work completed. 
Exercise 1
To complete this exercise you need to download the source called BlendCubeRotate. Located on ActiveHelix ( Programming 4 ( Week 2 ( BlendCubeRotate 
This code demonstrates a rotating cube with transparency. 
Alter the code from last week so that the project displays the rotating transparent cube.
Exercise 2
To complete this exercise you need to download the source called CubeTexture. Located on ActiveHelix ( Programming 4 ( Week 2 ( CubeTexture
There is a rotating cube with a texture that doesn’t fit. You have to correct the workings out so that the texture is displayed correctly. 

When it is correctly done the image should look like a box rotating in space.

See the note below; you will have to change from index buffer to standard vertex buffer for the texture to be mapped correctly.
* Note: The disadvantages of an index buffer you find at lighting and texture mapping. When you use only one vertex for several triangles, you also have only one normal vector and one pair of texture coordinates for it. These problems you can observe when you start the program for this tutorial. On three sides of the cube the texture is mapped wrong. Also when you want to use lighting only two sides of the cube are lighted exactly, because the normal vector can be right only for one triangle per vertex.
Exercise 3

To complete this exercise you need to download the source called mipmapping. Located on ActiveHelix ( Programming 4 ( Week 2 ( mipmapping
Download and play around with the mipmapping example exploring the different filters.
Create your own mipmap project, perhaps a series of signs that change as you move closer. You are welcome to use the tutorial and just import your own textures.
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