(Mo S Banly daya giad) AN ALl oo
daaal allay) sl
i usllaally Q2.txt Cilall (hada (Bhally el 360 Ladd (<l

Your score is 15/15
You have completed the exercise.
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UP = Lidall aladicly
DOWN 7 Ball aladiuly
LEFT 7 Beall aladinb

RIGHT = Uaall alasiul
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switch (key) {

case 'A":

if(player_1.left > 0) mouse_x -=10;
break;

case 'D":

if(player_1.right < 795) mouse_x +=10;
break;
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case 'A":

if(player_1.left > 0) mouse_x -=10;
break;

case 'D"

if(player_1.right < 795) mouse_x +=10;
break;
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case GLUT_KEY_LEFT:
if(player_1.left > 0) mouse_x -=100;
break;

case GLUT_KEY_RIGHT :
if(player_1.right < 795) mouse_x +=100;
break;
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case GLUT_KEY_LEFT:
if(player_1.left > 0) mouse_x -=1;
break;

case GLUT_KEY_RIGHT :
if(player_1.right < 795) mouse_x +=1;
break;
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case 'S"
glutTimerFunc(10,Timer,10);
break;

case 'S".
glutTimerFunc(10,Timer,10);
break;
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C.

glClearColor (0.0, 0.0, 1.0, 0.0);

glColor3f( 1.0, 0.0, 0.0 );

glColor3f( 1.0, 0.0, 0.0 );

sl BALS Aila (5] it (S (B
Setting @td\ o Adll) danlanl) Pretx! LB:’)L Ce
YRender @tﬁ\ Crana Aallal) daalanl) ddlcal Cﬁ)‘b e

fDrawRectangle é_)m\ Craca AU daalen) 48l L’é:l)L e




1.

12.

13.

14.

flSynd) HlelY hSal dal (e padioy 206 ailgll e

a. | glutTimerFunc
b. [ Timer
c. glutPostRedisplay
d. ' glutMainLoop
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mouse_x=795-x;

case GLUT_KEY_LEFT:
if(player_1.left > 0) mouse_x +=100;
break;

case GLUT_KEY_RIGHT :
if(player_1.right < 795) mouse_x -=10;
break;

case GLUT_KEY_RIGHT :
if(player_1.left > 0) mouse_x +=100;
break;

case GLUT_KEY_LEFT:
if(player_1.right < 795) mouse_x -=10;
break;
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ball.left+=2*Xspeed;

Xspeed=2

delta=2
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a.  'RECTAball={10,10,30,30};
b.

ball.left =10;
ball.top = 10;
ball.right = 30;
ball.bottom = 30;
c. = player_1.left=mouse_x-2;
player_1.right=mouse_x+4;
d. | RECTA player_1 ={0,490,20,500};
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