Important Note : 1. On completing your answers, compulsorily draw diagonal c%oé$ lines on the remaining blank pages.

50, will be treated as malpractice.

2. Any revealing of identification, appeal to evaluator and /or equat,i/«jns written eg, 42+8
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Time: 3 hrs. | Max. Marks:100
Note: Answer any FIVE full questions.
1 a. Discuss the methods used ‘ip 6penGL for handling window and also write a simple program
to display a window on s¢reen. (10 Marks)
b.  Write midpoint elhme algorithm with explanation. (10 Marks)
2 a. Digitize a lmc rrom (20, 10) to (30, 18) on a raster screen using Bresenham’s straight line
algorlthn‘ SNy (05 Marks)
b.  Write aC cwde using open GL to draw a line using DDA algorithm. (10 Marks)
c. Fxpla.n openGL features for graphics programming. 05 Mark
3 a Fscplam how interior and exterior regions are identified using odd parity rule. (05 Marks)
MO Write a function to perform 4 connected boundary fill and explain how 8- corme( ted
/" boundary fill is better. ((17 Marks)
“c. Using openGL write the code for circle drawing using midpoint circle generauon digorlthm
and explain 8 way symmetry of a circle. ~ (08 Marks)
4 a. Describe how you can achieve two dimensional transformation of refle 101" and shear.
wl / (10 Marks)
b. Explain any five openGL two dimensional viewing function with syn ax and their relevance.
/ (10 Marks)
S a. Describe the procedure to map a clipping window into a;é or 1 ulized view port. (10 Marks)
b. Explain Weiler-Atherton polygon clipping in detall (10 Marks)
6 a. Explain Cohen-Sutherland line clipping algorit!jrrj; deétail. (10 Marks)
b. How is an object rotated in a three dimensiQna}:aXis? Bring out in detail how to general three
dimensional composite rotations can be achi\e_vredl (10 Marks)
7 a. Justify the need for ‘PrOJectlon am; “list different projection techniques with brief
explanation. (10 Marks)
b. Describe Bezier method of cu*'velgm‘eratlon (10 Marks)
8 Write short notes on:
a. Homogeneous coordinates Vs Screen coordinates.
b. 2D transformation V. 3D transformations.
c. Text clipping. T
d. Traditional qnitﬁa’tibn techniques. (20 Marks)
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