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) Anewer ALL questiees.
PART A — (10 x 2= 20 marks)

L "D1g1t1ze a line from (10 12) to (15, 15) on- a raster screen using Bresenhame -
straight hne algorithm. . - 3 : ;

2. List the different types of text eﬁpping'mefhode available.
3.  (iive the genefel expression of Bezier Bernstein poly-nomiel

_4.. Gwe the smgle -point- pempectlve projection transformatmn matnx when
" projectors are placed on the Z-axia, : '

6.  List any four real-time animation technigues.

6. . How are mouse data eent to an OpenG.l aﬁp]icatibn”

' 7 3 Which shading method is faster and easier to calculate" Why"

8 _ What are the types of reflection of mc1dent light?

9 - Where doee the ray #(¢) = (4, 1, 3) + ( 3 -5 —3)8 hit the generie plane"

10. How ob]ects are modelled usmg constr ucnve sohd geometry techmque" )
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PART B — (5 x 16 = 80 marks)

@ Caleulate the pixel lacation approximating the first octant of a
circlé having centre at (4, 5) and radius 4 unlts usmg Bresenhams
algorithm. : : (8)

(1) - Discuss in brief : Antialiasing t'eéhniques. ' .'(8)“
Or ’
{iy A polygon has four vertices located at A(20, 10) B(60, 10) C(60, 30)
. D(20, 30). Caleulate™the vertices after applying a transformation

matrix to double the size of polygon wrth pomt A located on the
same place. (8)

(1) © The reflection along the line y = xid eqmvalent to the reflection
along the X axis followed by counter clockwme rotation by
@ degrees. Flnd the value of @. @ ; (8)

-

(i)' A cube has its _Vertl_ces located at A0, 0, 10), B(10, 0, 10),

C('].O.‘ 10, 10), D (0, 10,10), E(0, 0, 0),. F(10, .0, 0), G{10, 10,.0),
H(0, 10, 0). The Y axis is vertical and Z axis is oriented tOWards thé
viewer. The cube is being viewed from point (0, 20. 80) Caleulate

‘the perspectlve view of the cube on XY plane ) . (8)
(i1} Dlscuss on the various Vlsuallzatlon techmques in detail: (8 .
Or

(i) Calculate the new coor dmates of a block rotated about x axis by an
.angle of = 30 degrees. The original coordinates of the block are
given relative to the global xyz axis aystem.

A1, 1, 2) B@E 1, 2) C(Z 2, 2) D(l 2, 2) E(l 1, DFE 1, 1)GE, 2 1)

H(, 2, D, - C (8)
(1) Discuss on Area subdivision wethod of hidden surfacc identification

algorithm. ot 8.
Discuss 6n the various colour models in detail. . - ) : (18)
Discuss on the methods used in OPENGL for handling a window and also
write a s;imp}e program to display a window on the screen. : - (186)
Discuss on the process of add'ing textures to faces of real objects. (16)

Or

Compare Flat .shading. and Smooth shading - w1th respect to their

charactenstl.cs and types. _ _ - (16)
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(i) Discuss the Ray tracing.process with an example. - (8

(i) Explain how refraction of light in a transparent object changes the

view of the three dimensional object.

Write short notes 61'1 ;
()  Mandelbrot sets.

(i1)  Fraectal geometry.

{(iii) Boolean operations on objects.
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