1. You are composing a scene using OpenGL’s ModelView matrix.  You have been asked to transform a point using matrix multiplications as follows:-
Transform the point from object (local) space to world space by applying first a scaling by matrix S, then rotation of the point about the world origin by matrix R1, then a further translation by matrix T followed by another rotation about the world origin by matrix R2.   Then apply a camera transformation (given by a pre-formed matrix, C) to this world-space transformed point.  Note the letters in brackets correspond to the matrices
Write down the matrix multiplications required and explain the significance of the order of the matrix multiplications.

[bookmark: _GoBack]2. Write down the plane equation in terms of a position vector, x that describes a point; a normal vector and a point, P0 that lies on the plane. Explain how to use this equation to calculate the perpendicular distance of the point, x  from the surface of the plane.
A plane is described by the normal a = (4,3,0) and a point on the plane P0 =(1,1,1) Calculate the distance of the point (1,2,1) from the plane. 

