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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.
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Answer any seven out of ten. €2Hill SlEUBRL Ulctoll Lol AL

Explain LED.

LED dHostall.

List Out Hardcopy and Input Device.
Hardcopy e\ Input Device ol 2ULEL Kol

Explain Term: Convex Polygon.

Convex Polygon Y-l

Write the disadvantage of DDA algorithm.
DDA algorithm oll AR $LAEL AW,
Define the term: Jaggies.

Jaggies ol catvall wW.

Define the term: Refresh Rate.
Refresh Rate o{l callu=il 44,
Define the term: Contrast Ratio.
Contrast Ratio o{l cauluv=1l .
Explain Oblique Projection.

Oblique Projection AH2stcll.
Define the term: Reflaction.
Reflaction ol caituadl 4.
Define the term: Shearing.

Shearing ol catvall wUl.

Write the difference between Random scan and Raster scan display.

Random scan and Raster scan display cl2ell d$lald Aul.

OR
Explain Shadow Mask Method.

Shadow Mask Method dHestll.
Explain Boundary fill Algorithm.
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Boundary fill Algorithm 12t

OR
Explain Flood fill Algorithm.

Flood fill Algorithm AHostcll.
Explain Bresenham’s line drawing algorithm.
Bresenham’s line algorithm AH2scll.

OR
Find the Intermediate Point between (20,10) and (30,18) using DDA Line
Drawing Algorithm.

DDA Line Drawing Algorithm ol Gu2lol 531 W& (R0,10) el

(30,1¢) ol AR WS 20Tl

Find the Intermediate Point between (20,10) and (30,18) using
Bresenham’s Line Drawing Algorithm.

Bresenham’s Line Drawing Algorithm il GU2lloL $31 W2 (20,10) wa

(30,1¢) ol dRAAl WeSe 2.

OR
Explain Mid-Point Circle Drawing Algorithm.

Mid-Point Circle Drawing Algorithm 1x2stcll.

What is General Pivot-Point Rotation?
General Pivot-Point Rotation 9| ©?

OR
Explain Inverse Transformation.

Inverse Transformation A Hostcll.

Translate a rectangle with coordinate point a(4,6), b(10,6), ¢(10,10) and
d(4,10) by 6 units in X direction and 6 units in Y direction.

Translate 2\ rectangle & 6 units in X direction 44\ 6 units in Y direction,

Coordinates of the rectangle are given as a(4,6), b(10,6), c(10,10) al

d(4,10).

OR
Rotate a rectangle by 90° about an origin with coordinate points a(4,6),
b(10,6), c(10,10) and d(4,10).

Rotate 53 rectangle & GealH(olg &l ¢0° ®2di. Coordinate of the
rectangle are given as a(4,6), b(10,6), ¢(10,10) and d(4,10).

Explain Rotation in 2-D transformation.

Rotation o\ 2-D transformation Hi AHestcll.
OR
Explain Scaling in 2-D transformation.

Scaling o\ 2-D transformation Hi AHstcll.
Explain in detail on CRT.
CRT ol {UEl Ul umesal.

OR
Explain General viewing pipeline for 3D transformation.
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General viewing pipeline for 3D transformation Hs1cll.

Differentiate between 2-D and 3-D Transformation.
2-D ¥ 3-D Transformation clAel dglelct AL

OR
Differentiate between Parallel and Perspective Projection.

Parallel 4\ Perspective Projection clAsllc$lelcl AU,

Explain Translation for 3-D Transformation.
Translation ol 3-D Transformation Hi AHstall.

OR
Explain Rotation for 3-D Transformation.

Rotation &\ 3-D Transformation i AH1cll.
Explain Sutherland — Cohen Line Clipping Algorithm.
Sutherland — Cohen Line Clipping Algorithm. Ax2stcll.

Explain Z-Buffer method with algorithms.

Z-Buffer method algorithms & AHestll.

Give the importance of Graphics in Image Processing.
Graphics in Image Processing o H&ccl UL,

Define Following Term:
1) Hlumination model. 2) Ambient Light

cAluAL UL

1) llumination model. 2) Ambient Light
Explain color classification system.

Color classification system A H1cll.

*kkkhkkhikkhkik

3) Phong model

3) Phong model
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