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Attempt all questions.

Make Suitable assumptions wherever necessary.
Figures to the right indicate full marks.

Use of programmable & Communication aids are strictly prohibited.

Use of only simple calculator is permitted in Mathematics.
English version is authentic.

Answer any seven out of ten.

List the different application of computer graphics.
Explain term : Resolution

Explain term : aliasing

Briefly describe Shadow Masking

Write the drawback of DDA algorithm

What is view port

Explain Reflection in 2D Transformation

What is 3D Transformations

Explain sampling in computer graphics.

Define the Projection

Explain raster scanning.

OR
Explain Touch Panel device.
Explain Boundary fill Algorithm.

OR

Explain Flood fill Algorithm,
Explain the importance of Image processing.
OR

Explain the Homogenous coordinate of basic transformation.

Write Bresenham line drawing algorithm.

OR
Explain Mid-Point Circle Drawing Algorithm.
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Explain Window to Viewport Co-ordinates Transformation.
OR
What is General Fixed-Point Scaling.

What is polygon clipping.
OR
Explain jagging, zooming and panning.
Explain Translation in 2-D transformation.
OR

Explain Shears in 2-D transformation.
Explain requirements for human vision.
OR
Give Difference between digital and real image.

Explain 3-D Scaling.
OR
Explain 3-D Rotation.

Explain Parallel Projections.

OR
Explain Perspective Projections

Explain Sutherland — Cohen Line Clipping Algorithm.
Describe Flat panel display.

Explain Bitmap character generation method.

Scale a Triangle by 4 units in X direction and 5 units in Y direction.

Coordinates of the triangle are given as (3,6), (8,11), (11,3).
Explain color classification system.
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Computer graphics o{l %€l %€l application o\ list $3\.
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Sampling o\ computer graphics i A1l
Projection ofl caituall L.

Raster scanning @\ AHx1cll.

wUdl
Touch Panel device ol UMl
Boundary fill Algorithm Hstcl.

wUdl
Flood fill Algorithm a0 AMs1ll.
Image processing o H&ccl AHxicl.

vUal
Homogenous coordinate of basic transformation ol AHstcll.
Bresenham line drawing algorithm ctudl.

vl
Mid-Point Circle Drawing Algorithm ol Ax2scll.

Window to Viewport Co-ordinates Transformation ol A Htcll.

vUal
General Fixed-Point Scaling 2] &
Polygon clipping 9] &

vUal
Jagging, zooming ¥4l panning o UMl
Translation o\ 2-D transformation Hi Hx1cll.

vUal
Shears &\ 2-D transformation Ml A1,

Human vision o{l %33laulct A UMt

v dl
Digital o\ real image oll d$lclcd UL

3-D Scaling ol AHtcll.

vl
3-D Rotation ol AHastcll.
Parallel Projections ol {Hestcll.
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Perspective Projections ol AHestcll.

Sutherland — Cohen Line Clipping Algorithm ol {Hs1cll.

Flat panel display ot ctelcl.
Bitmap character generation method ol AHastcll.

Scale 2\ Triangle &\ 4 units in X direction e\ 5 units in Y direction.

Coordinates of the triangle are given as (3,6), (8,11), (11,3).

Color classification system ol AHestcll.
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