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10.

11.

Answer ALL questions.

PART A — (10 x 2 = 20 marks)
What is ohject-space method?
State the drawback of the depth-buffer method.
State two properties of B-spline curves.
Mention the two basic characteristics of fractal object.
Give the transformation matrix for reflection and shear.
Describe shift vector.
What do you understand by ‘Refresh rate’ for a CRT monitor?
What are the basic ‘Area fill’ styles?
Tllustrate the unit Hex cone representation for HSV model.
What is meant by phong shading?

PART B — (5 x 16 = 80 marks)

(a) Explain in detail Liang-Bareky line clipping algorithm.
Or

®) () How are interpolating and approximating 3-D curves done? {10)
(ii) . Explain any two 2D transformations. &)
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Explain Cohen-Sutherland line clipping algorithm. (
Or

Write short notes on the following :

(i) Fractals

(i) Bezier curve

(iii) Color look up table.

{i) How are input devices classified? Explain with examples.

(i) Compare and contrast Raster scan systems and Random s
systems.

Or

@@ Explain DDA line drawing algorithm with an example.

(i) Prove that Bresenham’s line drawing algorithm is advantage
over DDA line drawing algorithm by applying Bresenha
algorithm to the above example.

Explain any one image based algorithm to eliminate hidden lines in
object. l

Or

Explain any one object based method for identifying visible surface
3 D objects in detail. i

Explain RGB, CMY, HSV and CIE color models. 1
Or

Describe the Gouraud and fast phong shading methods.




