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Subject Name: Computer Graphics

Time: 02:30 PM TO 05:00 PM

Instructions:

1. Attempt all questions.

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

4. Each question carry equal marks (14 marks)
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Write various flat panel displays and explain any one in detail.
(@lau flat panel displays AWl vl 518 As A ([Adldcllr AHLA.
Define the following:

Date: 24- 11-2016

Total Marks: 70

1) Resolution 2) Persistence 3) Aspect Ratio 4) Refresh rate 5) Flicker 6)

Fluorescence 7) Frame Buffer

cilu=Al AW:01) Resolution 2) Persistence 3) Aspect Ratio 4) Refresh rate

5) Flicker 6) Fluorescence 7) Frame Buffer

Explain Bresenham’s Line Drawing Algorithm
Bresenham’s Line Drawing Algorithm Al
Explain Raster and Random Scanning System.
Raster 4ol Random Scanning System Htcll.

OR
Explain Mid-Point Circle Drawing Algorithm.

Mid-Point Circle Drawing Algorithm -stcll.

Explain 2D Basic Transformations.
2D Basic Transformations 1Hs1cll.

Scale a Rectangle by 3 units in X direction and 5 units in Y direction with
Coordinates A(0,0), B(6,0), C(6,4), D(0,4).

Rectangle o scale $21 3 units X direction Hl ¥4l 5 units Y direction

Hl.Rectangle oll coordinates & A(0,0), B(6,0), C(6,4), D(0,4).

OR
Explain 3D Rotation and Scaling.

Rotation e\ Scaling At
What is Projection? Explain Perspective and Parallel Projections in 3D.
Projection 9] ©7? Perspective 2o\ Parallel Projections 3D HL AHaslcll.

Explain Cohen — Sutherland line clipping algorithm.
Cohen — Sutherland line clipping algorithm Axst .
Explain Depth Buffer Algorithm.

Depth Buffer Algorithm 1t

OR
Explain Sutherland — Hodgeman Polygon Clipping Algorithm.

Sutherland — Hodgeman Polygon Clipping Algorithm st
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Define illumination. Explain different reflection modes.

lllumination o{l caltu=ll WULKEL KEL reflection modes UM,

Explain Flood Fill and Boundary fill algorithms.
Flood Fill 4l Boundary fill algorithms 1xs1cll.

1) Explain Text Clipping.
2) Explain Bitmap Character Generation Method.

1) Text Clipping dHstal.

2) Bitmap Character Generation Method (H%1cll.

OR
Explain Reflection, Zooming and Panning in 2D.

2D 4l Reflection, Zooming Aal Panning AH1cll.

Define Window and Viewport. Explain Window to Viewport coordinate
transformation.

Window e\ Viewport ofl cailvail 41U, Window to Viewport coordinate
transformation AMs1cll.
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