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Instructions to Candidates: :
Attempt all ten questions from Part A, five questions out of seven questions from

'Pmﬂnndfnurquaﬁmmmfﬁvtﬁ'mmc. N
Schematic diagrams must be shown wherever necessary. Any data you feel missing

may suitably be assumed and stated Ckﬂd}'. Hﬂjﬂ Qf quanfiﬁcs used /calculated

must be stated clearly. | . - o
Use of following supporting .ﬁmfﬂiﬂf is- permitted during examination.

(Mentioned in form No. 205) . -
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Q.1 What is resolution in computer graphics?
Q.2 Explain Raster Scan System.

Q.3 Define Aspect ratio.

Q.4 What is the mE of Scaling?

Q.5 What is point clipping?
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Q.6 WI'mt does text clipping mean? Explilin.
Q.7 Whatis Animation?
Q38 What is Morphing?

Q.9 What is Translation?

Q.10 What is Scan conversion?

PART -B
A solvi ons)
tan | ve ions

[5x8=40]

_ ?J Discuss pmperucs of Bﬁﬂ. curves,
Q.2 Describe Phong shading in detail.
@ Explain scan conversion, write Bresenham's algorithm of line m > 1.
Q.4 Explain in brief RGB, CMY -md HSl"v" colour models.
Q.5 Draw acircle having radi-us r= 10, using nlid-pﬂint circle generation algorithm.
Q6 Write short note on - |
(a) Cathode ray tube
() Anﬁ-aﬁaﬁng technigue
Q7 Write short note on —

(a) Shadow mask technique

(b) .Beam penetration technique



successive translation and scaling.

Q2 Describe different typés of parallel projection used in computer graphics,
Q.3 What is Animation? What are the challenges faced in its implementation? Write the steps.
in'genemtiun of animation. | |

¢ algorithm o find the visible portion of the line

d as ABCD -

'/4 Use Cuhen-Sum:rlnnd line chppm
P(40, 80), Q(120, 30) inside the wmduw the window is dcﬁm:

A(20, 20), B(GO 20), C(GD 40) and D{Zﬂ 40}
/ja Explain the fulluwmgs - |

(a) Diffuse reflection and Specular mﬂacuon

(b) -Phong shading

(c) Ray tracing

(d) RGB and CMY colour models



