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Seat No.: ________                                                           Enrolment No.___________ 

GUJARAT TECHNOLOGICAL UNIVERSITY 
Diploma Engineering - SEMESTER–IV • EXAMINATION – SUMMER 2013 

Subject Code: 341602 Date: 10-06-2013        
Subject Name: Computer Graphics 
Time: 10:30 am - 01:00 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 to be Authentic. 

Q.1 (a) What is Computer Graphics? Explain Application of Computer Graphics. 07 
 (b) List out Various Input devices. Explain any two. 07 

Q.2 (a) Give the difference between Raster Scan display and Random Scan display. 07 
 (b) Write the steps of Bresenham’s Line drawing algorithm. 07
  OR 
 (b) (1) Aspect Ratio  (4) Persistence 

(2) Resolution   (5) Scaling 
(3) Flicker  

07 

Q.3 (a) Explain Shadow Mask Method on Color CRT. 07 
 (b) What are the types of Fill Algorithm? Explain it in detail. 07
  OR 

Q.3 (a) Explain the types of Printer in detail. 07
 (b) (I) Explain Zooming, Panning and Jaggies.     

(II) What do you mean by true 24 colors setting in color monitor?                      
  

03 
04 

Q.4 (a) Explain Cohen-Sutherland Line Clipping algorithm. 07
 (b) Explain Depth Buffer algorithm.  07 
  OR  

Q. 4 (a) What is Projection? Explain Perspective and Parallel Projection. 07 
 (b) Explain Translation, Rotation and Scaling in 3-D. 07

Q.5 (a) Explain Liang barsky Line clipping algorithm.  07
 (b)  (I)  Explain Diffuse Reflection.       

(II) Explain Character generation and its methods. 
04 
03

  OR  
Q.5 (a) Explain Homogeneous Co-ordinates and Why we need it? 07 

 (b) Describe Reflection and Shear in 2-D Transformation.  07 
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Ȥજુરાતી 

̆ĕ. 1 અ કોƠƜȻટૂર ˴ા�ફƈસ એટલે Ƀુ ં? કોƠƜȻટૂર ˴ા�ફƈસના ઉ૫યોગો વણ½વો. 07 
 બ અલગ-અલગ ઇનȶટુ �ડવાઇસના નામ લખો. ગમે તે બે વણ½વો.   07 

  ̆ĕ. 2 અ તફાવત આપો – રાƨટર ƨક°ન �ડસƜલે અને ર°ƛડમ ƨક°ન �ડસƜલે 07 
 બ ̈ેસનહાƠસ લાઇન ˾ҭઇગ અલગોર�ધમ માટ°ના ƨટ°૫ લખો. 07 
  અથવા  

 બ ƥયાƉયા આપો - 

   (૧) Aspect Ratio  (૪) Persistence 

   (ર) Resolution  (૫) Scaling 

   (૩) Flicker 

07 

  ̆ĕ. 3 અ કલર CRT ઉ૫ર Shadow Mask Method વણ½વો. 07 
 બ �ફલ અલગોર�ધમના ̆કાર જણાવી િવƨતારથી વણ½વો. 07 
  અથવા  

̆ĕ. 3 અ િ̆ƛટરના ̆કારો િવƨતારથી સમĤવો.  07 
 બ (૧) Zooming, Panning and Jaggies  વણ½વો.      

(ર) કલર મોનીટરની Ӕદર true 24 colors સેટӄગ Ƀુ ંછે?   

03 

04 

  ̆ĕ. 4 અ Cohen-Sutherland Line Clipping અલગોર�ધમ વણ½વો. 07 
 બ Depth Buffer અલગોર�ધમ વણ½વો. 07 
  અથવા  

̆ĕ. 4 અ Projection એટલે Ƀુ?ં Perspective અને Parallel Projection સમĤવો. 07 
 બ ૩- D માટ° Translation, Rotation અને Scaling સમĤવો.   07 

  ̆ĕ. 5 અ Liang barsky Line clipping અલગોર�ધમ વણ½વો. 07 
 બ (૧) Diffuse Reflection વણ½વો.        

(ર) Character generation અને તેની ર�ત વણ½વો. 

04 

03 
  અથવા  

̆ĕ. 5 અ Homogeneous Co-ordinates વણ½વો અને તેની જĮ�રયાત Ƀુ ંછે? 07 
 બ 2-D Transformation માટ° Reflection અને Shear િવષે સમĤવો. 07 
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