3. a) Develop the transformation matrix for reflection in the
straight line y = mx + k

OR
b) Explain the algorithm for clipping a given polygon

4. a) Explain in detail parallel projection and perspective
projection
OR

b) Explain how the transformation matrix for rotation about
an arbitrary axis can be developed

5. a) What are Bezier curves? What are their properties?
OR
b) Explain the Z-buffer algorithm for visible surface detection
6. a) Explain the importance of computer animation
OR
b) What are the applications of Multimedia systems
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SECTION-A
1. Answer any four of the following (4x5=20)

a) What are homogeneous coordinates?
Why are they required?

b) Write the DDA algorithm for drawing lines

c) Distinguish between uniform scaling and differential
scaling. Explain briefly their effect on a given image

d) Distinguish between a window and a viewport.
What is viewing transformation?

e) Distinguish between 2-D rotation and 3-D rotation
f) Explain the Painter’s algorithm
g) What are the applications of computer graphics?
SECTION-B
Answer all questions: (5x10=50)

2. a) Explain in detail the working of Raster graphics system

OR
b) Explain the Mid-Point circle generation algorithm in detail



