Seat No.: Enrolment No.

GUJARAT TECHNOLOGICAL UNIVERSITY

Diploma Engineering Semester —VI Examination Dec. - 2011

Subject code: 360705 Date: 09/12/2011
Subject Name: Computer Graphics and Multimedia

Time: 02.30 pm — 05.00 pm Total Marks: 70
Instructions:

1. Attempt all questions.

2. Make suitable assumptions wherever necessary.
3. Figures to the right indicate full marks.

4. English version is considered Authentic.

Q.1 (@) What is Computer Graphics ? Explain applications of Computer
Graphics .
(b)  Explain Multimedia, Hypertext and Hypermedia.

Q.2
(@) Describe DDA line drawing algorithm with advantages and
disadvantages .
(b)  Write a steps to generate Bresenham’s line algorithm .
OR
(b)  Explain parallel line algorithm.
Q.3

(a) Describe storage, representation and transmission medium.
(b) (1) Two endpoints of a line are A(1,3) and B(8,9). Create a line
Using DDA line algorithm.
(2) What is Clipping ? List different types of clipping algorithm.
OR
Q.3 (a) Explain Boundary fill algorithm.
(b) (1) Scale a triangle by 2 units in x-direction and 3 units in y-
direction. Co-ordinates of the triangle are given as A(3,6) , B(8,11)
and C(11,3).
(2) Explain window to view point co-ordinate transformation.
Q4
(a) Define the following terms
(1) Window  (2) Composite Transformation (3) Reflection
(b)  Explain storage requirements for Audio/Video .
OR
Q.4 (a) Explain basic 2D- transformation in detail .
(b) List different image formats and describe any three types of image
format .
Q.5
(@) What is animation ? Explain computer based animation .
(b)  Explain Cohen Sutherland line clipping algorithm .
OR
Q.5 (@) What is Data Compression ? Explain Run Length coding method.
(b)  Explain MPEG standard.
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Multimedia, Hypertext »i+ Hypermedia 421l

DDA line drawing »eoll3184 A41dl. el dril $148L 2 AR 51UEL QUL
Bresenham Line Algorithm -l 22w avil.

Y9l
Parallel line Algorithm uuesidl.

Storage, Representation i1 Transmission medium 4l
(D vt oL 2ifbig2il A(1,3) 214 B(8,9) ©. DDA Line
Algorithm il uegal Il el
(2)  Clipping »tea 9? Clipping Algorithm l %€lel sl
UH Qull.
2Yql

Boundary fill Algorithm u2al.
(1) Bustasi s Bigait A(3,6), B(8,11) 241 C(11,3) 2uuen .44
21 Brste X—2ig-l [Bawui 2 units 2 Y—24a-l [Bawmi 3 units
scaling 3.
2) Window to Viewport co-ordinate transformation A32sidl.

“flal vl ALl
(1) Window (2)Composite Transformation  (3)Reflection
Audio/Video 2 storage «{l %3(4ld u1sdl.
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Basic 2-D Transformation (42128l 2m2sl.
el el Image format L s @vil 24 sSURL 2L AH%LAL.

Animation »i2é 9?Computer based Animation Al
Cohen — Sutherland Line Clipping Algorithm u2s1dl.
2Yql

Data compression »i2a §? Run length coding u#ild Axesdl.
MPEG Standard a1l
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