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SECTION _ A
(Very Short Answer Type)

One word to maximum one sentence, answer all questions :

1. Deline persistence.

2. Define pixel.

3. Write the rotation equation in matrix {orm.

- 4. What is reflection ?

5. What do you mean by line clipping ?

6. Define depth cueing.

7. What do you mean by story board ?

8. Whal is panning ?

9. What are wire frame models ?

10. What is morphing ?
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SECTION - B
(Short Answe0

Not to exceed one paragraph, answer any eight questions. Each question carries
two marks : (8x2=16 Marks)

11. What is DVST ?

12. Distinguish between persistence and aspect ratio.

13. Compare CRT with LCD.

14. Explain about the retlection translormation.

15. How will you obtain the scaling matrix in general fixed point scaling ?

16. What doyou mean bypoint clipping ?

17. What is the signilicance of surface rendering in computer graphics ?

18. What do you mean by Phong shading ?

19. Dit{erentiate between spline and curve.

20. What arethe various motion control methods available ?

21. Draw the unit cube in the RGB model.

22. Llst the methods of controlling animation.

SECTION- C
(Short Essay)

Not to exceed 120 words, answer any six questions. Each question carries
tour marks. (6x4=24 Marks)

23. Explain how circle is generated using Midpoint circle algorithm.

24. Distinguish between aliasing and anti-aliasing.

25. Perform window to view port transformation for the point (20, 15). Assume that
(Xwmin, Ywmin) is (0,0), (Xwmax, Ywmax) is (100, ,00), (Xvmin, Yvmin) is
(5, 5), (Xvmax, Yvmax) is (20, 20). Find the values oI x and y in view port.
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26. Describe the translormation matrices for 3D reflection.

27. Describe back lace hidden surface removal algorithm.

28" Distinguish between parallel projection and perspective proiection with necessary
illustration.

29. What is the difference between ambient, diffuse and specular rellection ?

30. Give the procedure for ray tracins.

31. Write a short note on light modeling iechniques.

SECTION - D
(Long Essay)

Answerany two questions. Each question carries 1 5 marks. (2x15=30 Marks)

32. Explain about Scan-Line Polygon fill algorithm.

33. Explain in detail about Sutherland-Hodgeman Polygon clipping algorithm.

34. Whatis animation ? What are the diflerent methods to produce realtime animaton ?

35. Write short notes on :

a) Homogeneous co-ordinate system

b) Z-buifer algorithm.

c) Light modelling techniques.


