Reg. No. :

Question Paper Code : 23395 |

' B.E/B.Toch. DEGREE EXAMiNATION, N'OVEMEER/DE'CEMBER,zo 18,
. SeVe'ni:h Se:rrles_ter | | |
Gomputer Science and Er'lgir‘leé'ring -
S 2401 — COMPUTER GRAPHICS
. (Common to Ihfdi‘matidn' ’I-‘echqolo?g.y. |
: (Regulati5ns zooé) - o
"I:‘ime-:.rThr;ee‘hoqrs} | _ " . .Ma‘xir-_m.lm': 100 marks
Ahéwer ALL ‘questio_ns. :
PART A—(10x 2.: é__()‘marks)
L. .' Digifize-a Iiﬁé-from'(lb, 12) to (1.5,- 15) on a -ré'ster Screeﬁ' li_siﬁ-g.Bres.énha'ms‘
straight line alg_orith_n‘l.r . ' - ' ‘
Vl 2. List the differ_elr:'lt. typés of text clipping Iﬁéthods. I-alvéiléihle. .
N 3. Whét is.‘Mesh.'Mo.delli'ng’.‘?. ' |
: 4. Draw the -3D Viewing pipéline.
5.. Draw the Colour Model HLS double cone.
6 Whatlié &ithé_riﬁg? :
' 7‘7 Llst thé various camera move‘ments.r -
8. 'Howl Wﬂi you add _te'xi-:ur'e to an ol.oj.ect?
9. _Lisf down the p.rop(.—:“'.rti.es of piano curvés.

10, Write down the significance df,Julia sets.
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PART — (5 X 16 80 marks) ..

Fxplain the followihg :
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(ii)

}

Line drawing algorithm . ‘ o . (8
" Line clipping algorithm: -~ T @y
~Or
‘With suitable examples, explain the following :
Rotational'transforniatioh e o ' B : (8.
Curve clipping algonthm ‘- . . ,. ‘ (8)
Enume1 ate the dlffelences between a window and a V1ewp01t 8-

Demonstrate local scaling takmgscalmg vectors along the x, ¥, z

axes as 2, 3, 1 respectively for a cube with homogeneous position

vectors. ‘ - ' : L S ®
Or

Explam the advantages and dlsadvantages of B sphne SUIfEI.CBS over

Bezier sulfaces R e (8)

Explain the dlffelent types of data Wlth the techmques of

visualization apphed over the data. L - (8) :

Describe about the most commonly used 00101 models used in Computer

Glaphlcs . ‘ K ‘ _ o S (16) ,
| . Ol‘ .

(@) Write sh01t notes on techniques for Compute1 Ammatlon | ' 7(8)" )
. () erte code smppet for dlawmg bas1c 2D pumltlves in OpenGL. .(8)7
i1} Explain the method of add;ng shad_ows to obJects. | _ . : (8)
(i) Explain Gauraud'shading tech_r'_liqae and.w\rite' the deﬁcieneies in
that method and how it is rectified using Phong shading technique.
| o - - ®

Or L |

(1) ‘Explain how to add textui‘e to faees i . - , - (8)
(1) How will you bulld and fix camera p051t10n ina gr aph1es program?
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15. (@)

o)

(1) Discuss the ray tl acing pxocess with an example

Or

Write short notes on : -

@) Mandelbrot sets

(i) Fractal geometry

'(i1i) Boolean operations on objects.

-8

L () Explam how refraction of light i in a tr anspa1 ent obJect changes the
view of the three dimensional object. -

. ®
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