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Answer Question No.1 which is compulsory and any five from the rest. 
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Q1 Answer the following questions: (2 x 10) 

a) Consider a raster system with screen size of 6-inch by 9 –inch and a 

resolution of 50 pixels per cm in each direction. Find the size of the frame 

buffer if it requires 8 bits to store one pixel information. 

 

b) Differentiate between raster scan device and random scan device.  

c) What is antialiasing? Name a method used for antialiasing.  

d) What is dither noise? Mention the importance of dither matrix.  

e) Name any algorithms for polygon filling.  

f) What is Bezier curve?  

g) Define 3-D shear transformation.  

h) Explain diffuse reflection. Write the mathematical formula associated with 

this. 

 

i) What is area-subdivision method?  

j) Write different types of animation.  

Answer any five out of seven questions 

Q2 a) Write Bresenham’s circle drawing algorithm. Draw a circle of radius 5cm 

using this algorithm. 

(5) 

 b) Explain window-to-viewport coordinate transformation.  (5) 

Q3 a) Derive a transformation matrix for rotating a two dimensional object 
around a pivot point. 

(5) 

 b) What is clipping? Describe the working of Sutherland- Hodgeman 

Algorithm for polygon clipping with a suitable example. 

(5) 

Q4 a) What is fractal object? Explain different types of fractals. Define and 
discuss fractal dimension.  

(5) 
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 b) Explain how Painter’s algorithms can be used as a visible surface 

detection method. 

(5) 

Q5 a) Compare and contrast between Gouraud Shading and Phong Shading. (5) 

 b) Explain the use of morphing for computer animation. (5) 

Q6 Explain each of the following 3-D geometric/modeling transformation: 

I. Translation 
II. Rotation 

III. Scaling 
IV. Reflection 

(10) 

Q7 Explain the following in context of spline representation: 

i. Interpolation and approximation splines 
ii. Parametric continuity condition 
iii. Geometric continuity condition 
iv. Spline specification  

(10) 

   

Q8 Write short answer on any Two: (2 x 5) 

 a) 2-D composite transformation  

 b) Parallel projection  

 c) Illumination models  
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