Important Note : 1. On completing your answers, compulsorily draw diagonal cross lines on the remaining blank pages.

50, will be treated as malpractice.

2. Any revealing of identification, appeal to evaluator and /or equations written eg, 42+8
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“ Sixth Semester B.E. Degree Examinﬂa't‘i%n, June/July 2023

' Computer Graphics and Visualizations

-‘Max. Marks: 100

Note: Answer any FIVE full questions, clt;‘:é}osing ONE full question from each module.

+ . Module-1
What is computer graphics? Exp}am any four applications of graphlcs (05 Marks)
Demonstrate working of CRT with neat diagram. (05 Marks)
Write code snippet for DDA algorithm and digiti: e segment with vertices (0, 0) to
(5, 6). (10 Marks)
OR
With examples, explam different line functions in OpenGL (05 Marks)
Give code smppet for dlsplay window management using GLVT. (05 Marks)
Construct a circle using midpoint .circle algorithm with radius = 10 (assume circle is
centg;g‘d at origin. “ (10 Marks)
_ "Module-2
Explain scan line polygon ﬁlhng algorithm in detai (10 Marks)
Discuss steps involved in inside-outside tests for a polygon filling. (05 Marks)
Scale the given object with given values of Sy= 0.5 and S, = 1.
,,,,, (29 @, > (49
F1g.Q3(c) (05 Marks)
Aoy, OR
Explain 2D transformatlons with suitable matrix representations. (10 Marks)
Show that 2 successive rotation are additive. (05 Marks)
Demonstrate polygon fill area prlmltlves with examples. (05 Marks)
Module-3
Explain Suthcrland Hodgmann polygon clipping with suitable example. Give detailed steps.
(10 Marks)

A homogeneous. coordinate point P(3, 2, 1) is translated in X, y, z direction by -2, =2, -2
units respectively followed by successive rotations of 60° degrees about x-axis. Find the
final position of homogeneous coordinates. (05 Marks)
Briefly explain RGB and CMY color models. (05 Marks)
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OR
Define Clipping. Briefly explain concept of Cohen Sutherland line clipping algorithm with

advantages and disadvantages. (10 Marks)
Explain Phong Lighting model. (05 Marks)
Give OpenGL functions for setting material propemes in illumination. (05 Marks)
Mo dule—4

Explain Z-buffer or Depth buffer method and give OpenGL Vlslblhty detectmn functions.

(10 Marks)
Explain the following 3D OpenGL VIewmg functions with its paramcters
(i) gluLookAT (ii).-glOrtho (i11) gluPcrspectwe
(iv) glFrustum (v) glviewPort (05 Marks)
Describe 3D viewing p1pehne architecture with neat dlagram (05 Marks)
Explain orthogon lvw‘”ro‘]ecnons in detail. (10 Marks)
Ilustrate the dxffc( nces between perspective projection and parallel projection with
examples. 4 (05 Marks)
What are Vamshmg points for perspectlve pI’OJ jections? (05 Marks)

))))))

(10 Marks)
(05 Marks)
(05 Marks)

¢ OR -
Explain Bezier splme curves in detail (10 Marks)
Explain different OpenGL quadratic surfaces. (05 Marks)
List and explam properties of Bez1er curves. (05 Marks)
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