Code No: 320501

III-B.Tech  II- Semester Supplementary Examination December2002/January 2003

COMPUTER GRAPHICS

(Common to Computer Science and Engineering, Computer Science and Information Technology, Computer Science and Systems Engineering)

Time: 3 Hours






Max. Marks: 80

Answer any Five questions

All questions carry equal marks

---
1.a)
Write DDA algorithm for drawing a line.

b) Compare DDA with  Bresenham’s line drawing algorithm.

2.         Write and explain polygon filling algorithm using scan-line method. 

3.         Write an algorithm/program for deleting a segment from a display file.

4.a)
Explain cohen-Sutherland out code algorithm for clipping a line.

b) Derive the viewing transformation matrix.

5.         Derive the transformation matrix for rotation about an arbitrary axis.

6.a)
Explain about 3D clipping.

b) Explain Warnocks algorithm for hidden surface removal.

7.         Write and explain shading algorithm.

8.         Write about any two

a) 2D Transformations

b) B-Splines.

c) Projections.

@-@-@

Code No: 320501

III-B.Tech II Semester Supplementary Examination December2002/January 2003

COMPUTER GRAPHICS

(Common to Computer Science and Engineering, Computer Science and Information Technology, Computer Science and Systems Engineering)

Time: 3 Hours






Max. Marks: 80

Answer any Five questions

All questions carry equal marks

---
1.a)
Plot the line from (-4,-2) to (8,6) using Brasenham’s line algorithm.

b) Describe and derive DDA line algorithm.

2.
Describe and derive Brasenham’s origin centered circle algorithm starting at the 


Point (O, R) and moving in anticlockwise direction.

3.a)
Describe an algorithm for polygon generation.

   b)
Describe pattern filling routines.

4.a)
Describe reflection about an arbitrary line 8x + 4y + 4= 0.

b) Describe Homogenious 2 D transformations.

5.a)
Describe viewing transformations.

b) Describe line clipping algorithm.

6.a)
Describe and derive parallel projection.

b) Describe any two hidden surfaces removal algorithms.

7.a)
Describe an algorithm for Beziere curve.

b) Describe Sweeping method of Interpolation.

8.
Write short notes on:

a) Display processor system.

b) Character Generation.

c) Segment table contents.

d) NDC.
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1.a)
Describe and derive Brasenham’s line algorithm.

b) Plot the line from ( -4, -2 ) to (8,6) using DDA line algorithm.

2.a)
Describe display files.

b) Explain any two polygon filling algorithms.

3.
Scale the given triangle to twice of it size and rotate it by 90o .  The triangle ABC

 
Coordinates are A (2,2), B (2,8), C(4,4)


Note:  Implement the above transformations with respect to point B.

4.a)
Describe the contents of a segment table.

b) Describe the segment operations-delete and open.

5.a)
What is clipping and view port.

b) Explain polygon clipping routine.

6.a)
Describe perspective projection and derive its matrix.

b) Describe painter’s algorithm and Z-buffer algorithm.

7.a)
Describe various methods for generation of curves and surfaces.

b) Describe multiprocessor Rasterization architecture

8.
Write short notes on:

a) Shading algorithm.

b) Sweeping method

c) NDC

d) Aliasing and Antialiasing 
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1.a)
Write Bresenham’s algorithm to generate a circle.

b) What is the difference between simple DDA and Bresenham’s line algorithm?

2.a)
Derive the 3X3 homogeneous transformation matrix for the rotation about an arbitrary point

b) Write the homogeneous transformations matrix  for the transformation sequence   of  scaling-direction twice as tall, shifting down by 1 unit and then rotate clockwise by 30 degrees.

3.  
Write short notes on:

a) Generalized clipping.

b) Antialiasing of lines.

4.
 Why  
the concept of segments is needed? How is it implemented?  What operations we can perform on segments?

5.a)
What are the characteristics of a good line drawing algorithm?

   b)
Explain briefly the methods of character generation.

6. 
Discuss about window to view port mapping, given a window (10,20,10, 20) and a view port (60, 100, 50, 80) . Obtain viewing transformation matrix.

7. 
Explain the procedure for drawing B-spline curves.

8. a)
Bring out the major differences between 2D and 3 D graphics.

    b)
Develop homogeneous uxu transformation matrix for perspective projection
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