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Answer any FIVE questions

All questions carry equal marks

- - -
1   (a)
Give Bressenham’s Algorithm for line drawing and explain its salient features.       

(b) Briefly explain how the same algorithm needs to be modified for thick lines.

(c) For a 10X10 frame buffer, which pixels are turned on for the line segment between the points (3,2) and (6,4) by Bressenham algorithm.

2   (a)
Briefly explain the different character generation methods  employed in graphics 

systems.

(b) Explain the different Text parameters employed in graphics systems

3   (a)
Derive the transformation matrix (3X3 homogeneous coordinates) for rotation about an 

Arbitrany point.

(b) Obtain the 3X3 homogeneous coordinate transformation matrix for each of the following transformation sequences 

i) Rotate clockwise about the origin by 300, shift up by 1 unit, and then scale X- direction by twice as large

ii) Scale y-direction by twice as tall, shift down by 1 unit and  then rotate clockwise by 300.

4   (a)
What is a segment table? What information is stored in the segment table? Explain.

  (b)
Give the algorithms for creating and deleting segments and explain the features 

5   (a)
Define the terms window and view port.  Derive the expression for viewing 

transformation    

 (b)
Explain the features  of Cohen- Sutherland out code algorithm for chipping.

6  (a)  
Distinguish between parallel and perspective projections of 3D object on to a two dimensional screen 

(b) Derive the transformation matrices for parallel and perspective projections

7   (a)
Explain how back – faces are detected and removed while displaying 3D objects.  

Explain the algorithms employed.

(b) Give a brief note on Z- buffers

8   
Write short notes on

a) Character generation methods

(b) Display file interpretation method

c) B-Splines.
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