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REGULATIONS 2007
FOURTH SEMESTER
XCS 354 - COMPUTER GRAPHICS
SOFTWARE ENGINEERING

(Common to Information Technology, Computer Technology for
Fifth Semester)

Time: Three Hours Maximum: 100 marks
ANSWER ALL QUESTIONS
PART-A (10x2=20 marks)

1. What is the use of Data Glove?

2. In which field Trackball and Joystick are widely used?
3. What are the various attributes of a line?

4.  List the propenigs of a curve.

5. Distinguish between uniform scaling and differential
scaling?

6.  Write the 2D transformation matrix for anticlockwise
rotation.

7. How many control point are required to influence each
section of spline curve
(between two successive knot values)

8. Write down 3D translation vector and 3D transformation
matrix for translation
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What is tweening?

What is realism rendering?

(a)

()

(a)

PART-B (5x16=80 marks)

List the operating chavacteristics for the
following display technologies.

@
(i)

@

(i)

Raster scan system
Random scan system
Or

Explain.

(a) LCD

(b) LED

Write detdiled note on Flat-panel
displays, stating the principle of

operations, advantages and
disadvantages.

Explain the basic concept of Midpoint ellipse
algorithm. Derive the decision parameters for
the algorithm and write down the algorithm
steps.

Or
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(i) Explain Scan line method of area filling (10
with an example.

(i1) Write short notes on antialiasing. (6)
Prove the multiplication of transformation (16
matrices for each of the following sequence of
operations is commutative with an example.

(i)  Two successive rotation

(i) Two successive transformation

(i) Two suecessive scaling

Or

Define clipping: Explain Sutherland Hodgeman (16)
polygon clipping.

What is the deficiency of it? How it is rectified
with the other.algorithm.

Determine the blending function for Uniform (16)
periodic Bspline curves for n=3, d=2.

Or

Derive the 3D transformation matrix for
rotation about

(@) an arbitrary axis ®)
(ii) an arbitrary plane 8
3
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Design a storyboard layout and accompanying
key frames for an animation of a given object.
How to give acceleration for the same object?

Or

What is the need for detecting visible
surfaces? Explain it with any two algorithms.





