Seat No.: Enrolment No.

GUJARAT TECHNOLOGICAL UNIVERSITY
DIPLOMA ENGINEERING - SEMESTER ~III » EXAMINATION - WINTER- 2016

Subject Code: 3331602 Date: 06- 12- 2016
Subject Name: COMPUTER GRAPHICS
Time:10:30 AM TO 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. Use of programmable & Communication aids are strictly prohibited.
5. Use of only simple calculator is permitted in Mathematics.
6. English version is authentic.
Q.1 Answer any seven out of ten. €2HIl SlEURL Alclotl scllol WL
1.  Define: Aspect Ratio
o cllul AW : AURUse A
2. Define: Resolution
2. vl MWW : Rsleyet
3. Listvarious Input Devices.
3. el el Sy (SclefUoll ottt cvll,
4.  Explain Trackball.
¥, oSGl AHestal
5. What is Exterior Clipping?
U AsBRAR Aol AeA 9j?
6.  What is Line Clipping?
s.  Ade Aol 9 &?
7. What is General Fix Point Scaling?
9. %R (s WSe Bcllol Wed 92
8.  Explain Homogeneous Coordinates.
¢.  alellan slASAU Al
9.  Explain Inverse Transformation.
¢c. S glouslHatet uHesaAl.
10.  What is Illumination?
0. gl 9 B?
Q.2 (@) Define Computer Graphics and write its Applications.
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sl1RjeR JllEsoll cautvall AU W Aol GUAN AVl

OR
Explain Raster and Random scan displays.

A2 ol oSH ol (SuA M A,
Explain Shadow Mask technique for Color CRT.
AR CRT HI2oll A3 Hzs 2slals uxostAl.

OR
Explain Flat-Panel displays.
A2 Uotet (3@ uuestall.
Explain structure of CRT.
CRT of 25U AHHlAl.
OR

Explain DDA algorithm with advantages and disadvantages.
DDA HUANI UM Aol SlAEL A NRGIAEL WA AU,
Write Bresenham Line drawing algorithm.

QAAoA6LH CALESol QUETI WAL UM VL.

OR
Find all the points on the line with endpoints (20, 10) and (30,18) using
Bresenham Line drawing algorithm.

QAolslH Alet QL Al uMell Heeell (20, 10) e (30,18)
Wos U2 aloll cleSet ol il W2 0.

Explain Inside-Outside tests.
SAUSS- WGBS ULESS 2 UHA.

OR
Explain Convex and Concave polygons.

Slods A Slotdal WAoot AHLA,
What is Transformation? Explain 2D translation.
glotglHalet W@ 9)? 2D ZRA™Ut AHLA.

OR
Explain Windows to Viewport Co-ordinates transformation.

dlodl g Ul sRASAU 2lort Sl alol UM,

Explain Scan-Line Polygon fill algorithm.

Wol AlSot WAlolet (et WA UM A Al
OR
Explain Boundary-Fill algorithm.

WGl B WA A AL
Explain 2D Scaling and Rotation.
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2D WAL W A23let UM

OR
Explain 2D Shear and Reflection.
2D Q2R ual ReAsalat UMl
Explain Parallel Projection.
WA ULt AHLAL.

OR

Explain Perspective Projection.

w2 ol Ylwsalot qmesel.

Explain Cohen Sutherland Line clipping algorithm.
5@t YURAS AleSol (AL AUANRUH UM A,

OR
Explain Sutherland Hodgeman Polygon clipping algorithm.

YaURdAs alaNot Wclollot (SAMIL AUANR UM UM

Explain 3D Transformation in detail.
3D 2leA S H 2ot GSIRHL UM

Explain the importance of Image Processing.

g0 YWAROL of Heccl UMesal.

Explain Color Classification System.

5 sARUSH A ReH AL,

Explain General Pivot Point Rotation.

WolREA WEAlZ WHe Aot AHLcl.

Explain Bitmap based method of Character Generation.
552 AolR2lolell olleRu Aas AuxAl
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