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Q.1

PART-A

(a) What is persistence of video display? [CO-1][L-1]2
(b) A screen has an aspect ratio of 4:3, and its width is 1600 pixels. Find the height in pixels to maintain
this aspect ratio. [CO-1][L-3]2
(c) State the difference between LED and LCD display. [CO-1][L-2]2
(d) A computer monitor displays a resolution of 1920x1080 with 24-bit color depth. Calculate the
memory required for the frame buffer. [CO-1] [L-3]
2

(e) The main purpose of a GPU in a computer graphics system is to (choose one correct option):

A. Store data and instructions

B. Render images and graphics quickly

C. Process user input

D. Provide internet connectivity [CO-1][L-1]2

() Define pixel and resolution. [CO-1][L-1]2
(g) In computer graphics, the term 'frame buffer' refers to:

A. A memory area that holds pixel data for a display

B. A type of GPU that accelerates rendering

C. A storage device for image processing

D. An application that manages graphic files [CO-1] [L-1]2
2x5

PART-B

Q.2 Use the Cohen Sutherland algorithm to clip two lines P1(40,15)-P2(75,45) and P3(70,20)-P4(100,10)
against a window A(50,10), B(80,10),C(80,40),D(50,40). Also explain the Cohen Sutherland line clipping
algorithm. [CO-2][L-2]10

OR

Find a transformation of triangle A(1,0),B(0,1),C(1,1) by i. ii. Rotating 450about the origin and the

translating

one unit in X and y direction. Translating one unit in x and y direction and then rotating 45 degrees about

the

origin. [CO-2] [L-3] 10

Q.3 Write the significance of Bezier curve in computer graphics. Given B0(1,1), B1(2,3), B2(4,3) and

B3(3,1) as vertices of Bezier curve. Determine three points on Bezier curve. [CO-3][L-2] 10



OR
Compare orthographic and oblique projections in terms of visual representation and use cases.
[CO-3][L-4] 10

Q4 Write short note on any of two:
(a) Specular Reflection
(b) lllumination Models
(c) Z-Buffer Algorithm [CO-4] [L-2] 10

OR
Explain the Depth Sorting Algorithm (Painter's Algorithm) for hidden surface removal. Describe its
working principle, steps involved, and discuss its advantages and limitations in handling complex 3D
scenes. [CO-4][L-4]10

Q.5 Discuss the concept and significance of the Homogeneous Coordinate System in 2D and 3D
transformations. How does it simplify the representation of transformations like translation, rotation,

and
scaling? [CO-5] [L-4] 10
OR
Explain the concept of computer graphics. Discuss its various applications and the hardware and
software

used in computer graphics. Provide examples of practical applications. [CO- 5] [L-3]10



