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Diploma Engineering Sem. - IV - Examination — June- 2011

Subject code:341602
Subject Name: Computer Graphics
Date: 08/06/11 Time: 02:30 pm to 05:00 pm
Total Marks: 70
Instructions:
1. Attempt all questions.
2. Make suitable assumptions wherever necessary.
3. Figures to the right indicate full marks.
4. English version is Authentic
Q.1 (a) Briefly describe the applications of computer graphics.
(b) Explain Cohen Sutherland line clipping algorithm.
Q.2 Answer the following questions:
(a)  Write the steps of DDA line drawing algorithm and its advantages and
disadvantages.
(b)  Write various flat panel displays and explain any one in detail.
OR
(b)  Explain boundary fill and flood fill algorithm for 4 connected and 8
connected neighboring pixels
Q.3 Answer the following questions:
(a) Explain basic transformation in 2-D.
(b)  What is Composite Transformation?
(c) Explain zooming, panning and jaggies
OR
Q.3 (a) In 3-D explain translation, rotation and scaling
(b) For a given end points A((2,4) and B(12,10) find the pixel illuminated using
bresenham line generation algorithm.
(¢) Define the term persistence and refresh rate.
Q4 Answer the following questions:
(a)  Give the difference between raster and random scan display
(b) Explain Z buffer(depth buffer) algorithm.
OR
Q.4 (a) Explain liang barsky line clipping algorithm in detail
(b)  Briefly describe any two illumination model.
Q.5 Answer the following questions:
(a) Explain parallel and perspective projection
(b) Define window port and view port? Explain window to view port coordinate
transformation.
OR
Q.5 (a) What is Homogeneous co-ordinates? Why we need it? Explain rotation in
homogeneous co-ordinates.
(b)  Describe reflection and shear in 2-D transformation
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