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PART - A"
1.  Attempt any len questions : - {10x2=20)
(a} CRT stands for
(b). DDA stands for B o
{c) MName the different display lechnigues?
(d)- Listdilferent inpul devices ?
() Whal are different line drawing algonihms?
(f)- Whatare Ihe uses of computer Graphics?
(@) Whywe needscan conversian?
(hi. Name the difierent 20 lranslormalions ?
(i} Whal do you mean by parallel projection?
() Whal do you mean by pixel & resolutian ?
(k). Whatis reflection ?
()l  Whatis kinemalics?
(m). Define momheing
(n) Whalis sheanng.
2. Attempt any five questions : (Sx4=20)

(a) Write short note on any two:
(i) Trackball (i) Joystick (i) mouse (iv) keyboard
{b). Listall the application of Computer Graphics?
' [':_:j What do you mean by animation? Explain the various. types of animation techniques,
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PART- B

Attempt any three questions. (3x20=60)

()
[b)

(@)
(o

(@)
()

(@)

(b)

(@)

(b)

Explain Bresenham s line algorithm and explain it with suillable example.
Digitize a line from (10.12) o (20,18} on rasier sereen using DDA ling algonthem

What is bezier curve? Explain the properties of bezier curves”
Define varishing point Explain one paint, twoe and three point vanishing projechon

What do you mean by region lilling? Explan the vancus algonthom lor region hilling
Explain wire frame modelin detall Explain iis advantages and disadvaniages.

What is need of homogeneous cordinates ? Give the homngenaus co-ordinates for
translation rotation and scaling.
Find out the final transformation matrix, when a pomt P {x.y) 15 1o be reficted about a line

y=mgtc

Mm ayonrnatmr 1or rotaion amm*\e jOung points (0,0 1) and {1,1,1) by
amrangle 45’ inanti clockwise direction about Z- -axis:
Mhum and clipping ? Explain Sutherland Hoﬁgman algorithm for clipping a

polygon.



