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Each Section is compulsory. The marks distribution is same as shown in the question paper. The blind
students will be given 60 minutes extra time.

University has all rights to change the distribution of marks.
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Section A (Objective Type Questions) 6x1=6
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All questions are compulsory.
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Which of the following is an example of a passive computer graphic system ?
(a) Video Game Console '(b) Slide Show
(c) Drawing Tablet (d  CAD Software
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Which algorithm is used for drawing a straight line between two points ?
(a) Midpoint Circle Algorithm - (b)  Flood Fill Algorithm
(c) DDAAIlgorithm (d)  Phong Shading
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Which of the following is a 2D geometric transformation ?

(2)  Flood Fill . (b)  Clipping
(c)  Rotation (d)  Shading
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Which algorithm is used to fill a closed polygon with color ?
(a) Boundary Fill Algorithm (b) MidpointAlgOfithm
(c) DDA Algorithm (d) . Back Face Removal
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Which of the following is used to clip a polygon ? B
(a) PhongAlgorithm : (b)  Midpoint Subdivision Algorithm
(¢) Flood Fill Algorithm (d)  Shearing Transformation
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Which technidue is used for hidden surface removal ?
(@) FloodFill i (b) - DDA -Atgorithm ~ — - *
(c)  Z-Buffer Algorithm ()  MidpointEllipse-
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Section B (Short Answer Type Questions) 5x8=40
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All questions are compulsory.
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What is Computer Graphics ? Give one applicat'ion.
AYQT (Or)
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State anty two differences between raster and vector graphics.
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What is the use of a frame buffer ?
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Name and explain any fwo input devices used in interactive graphics.

3. DDA o ST TWIRGH &1 I F T ?
What is the purpose of the DDA line drawing algorithm ?
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- Write one advantage and one limitation of the Bresenham's line algorithm.
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What is 2D transformation in graphics ? Explan with example.
JRET (Or)
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Name and explain any two types of 2D geometric transformatiops.
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What is the difference between window and viewport ? Explain with example.
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Define and explain clipping in computer graphics with example
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Section C (Long Answer Type Questlons) 2x12=24

Attempt any Two questlons.
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Explain the archiieeture.of a_computer graphlcs system with a neat block diagram.
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Describe the different types of computer displays used in graphic systems. |
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Explain DDA algoritum. Use the DDA algorithm to draw a line from (2, 3)-t0 (10, 6). Show all steps |
clearly. -
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Explain Bresenham's Algorithum. Use Bresenham's Line Drawing Algorithm to rasterize a line ffom
(0, 0) to (6, 3).

ﬁ@ﬁqfﬁﬁq%mﬁaﬁmgﬁﬁmﬁw&q|ﬁ3(4,5)m2Da:mwﬁmmaﬁﬁm,

o S8 gw fig % WR e 90° SR wE swEn wn w1 ffeew fafy 5w ew s

Explain application of matrix in 2D transformation. Apply a 2D transformation on point (4, 5) by

rotating it 90° anticlockwise about the origin. Show matrix steps.
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