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Answer ALL questions.
PART A — (10 x 2 = 20 marks)

1.  What is resolution?

2.  Distinguish between raster scan display and random scan display.
3. W}lat is the need for output primitives?

4.  Why do you need antialiasing methods?

5.  What is differential scg.ling?

6. Define Window and Viewpoint.

7.  What are the advantages of perspective projections?

8.  Give some examples for quadric surfaces.

9.  What is the limitation of depth buffer method?

10. Define morphing.
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PART B — (5 x 16 = 80 marks)

Describe the basic operation of Cathode — ray tube (CRT) based video
monitors.

Or

Explain the functions of the following four input devices to collect input
on graphics workstations.

(i) Keyboard
(i1)) Mouse

(iii) Data Glove A
(iv) Digitizers.

Explain how Bresenham’s algorithm generates line using an example and
state its advantage.

QOr
Discuss the principle of midpoint circle drawing algorithm and explain it
in detail with example. :

Describe the procedures to perform basic transformations on two
dimensional objects.

Or
Explain the idea behind the Cohen Sutherland algorithm for line clipping
with example.

Describe the various steps involved in generating Bezier Curves and its
properties.

Or
Explain how parallel and perspective projections are used to project three

dimensional objects onto two dimensional view plane.

Describe the various steps in depth-buffer method for detecting visible
surface.
Or

(i) Define various steps involved in creating an animation and its
application. (8)

(ii) Describe how to transform objects from one into another hy
' transforming key frames. (8)
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