Seat No.:

DIPLOMA ENGINEERING - SEMESTER - 6 « EXAMINATION - WINTER 2017

Subject Code: 2360705

Enrolment No.:

GUJARAT TECHNOLOGICAL UNIVERSITY

Subject Name: Computer Graphics and Multimedia

Time: 02:30 pm to 05:00 pm

Instructions:
1. Attempt all questions.
2. Make suitable assumptions wherever necessary.
3. Figures to the right indicate full marks.
4. Each question carry equal marks (14 marks)
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Define Computer Graphics. Give the five applications of Graphics.
Computer Graphics ofl caltuaul 2l uid Awcldatet dHstal.
Explain Parallel line drawing algorithm in detail.

Parallel line drawing algorithm (QrctlR gcis RSN

Write a DDA Line Drawing algorithm with description.
DDA Line Drawing algorithm %(ActR 1.
Explain Boundary fill algorithm in detail.

Boundary fill algorithm (Al UMl

OR
Explain Flood fill algorithm in detail.

Flood fill algorithm (QRcllR UMt

Explain Mid Point Circle algorithm with example.

Mid Point Circle algorithm (Qcll? Ydls il
Explain basic 2D Transformations with matrix in detail.
QRS 2D Transformations matrix A& AHLA.

OR
Explain Bresenham’s Line drawing algorithm.

Bresenham Line drawing algorithm ULRRAR UM

1) Translate a rectangle with co-ordinate point

A(13,15),B(19,15),C(19,25) and D(13,25) by 3 unit X- direction and 4 unit Y-
direction.

2) Explain two successive translations are additive.

1) o{lA ot (gl 1S WAL WU A X ofl 3 AsH (Bl v Y oll
4 AsH [Rauul Translate 3.

A(13,15),B(19,15),C(19,25) 4=\ D(13,25)

2) Al 5 ¥ A successive translations Hl GR &l B,

Explain Cohen Sutherland Line Clipping.

Cohen Sutherland Line Clipping st

Enlist and explain types of Projections.
Projections oll US(R AUl wal U1l
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OR
Explain Sutherland Hodgeman Polygon Clipping method.

Sutherland Hodgeman Polygon Clipping method :%stcll.
1) Explain Window to Viewport Co-ordinate Transformation.

2) Explain Reflection and Shear transformations with respect to 3
Dimensions.

1) Window Al Viewport Co-ordinate Transformation AHstcll.

2) Reflection and Shear transformations 3 URHIEN oil gl Hi UMl

Explain Hypertext, Hypermedia and Multimedia.
Hypertext, Hypermedia e\ Multimedia A -estcll.
Explain JPEG and MPEG standards in brief.

JPEG ¥l MPEG HIUES M3l

OR
What is Data Compression? Explain Run length encoding and Huffman
Encoding.

Data Compression 2@ 2j? Run length encoding e\ Huffman Encoding

UMl
What is Animation? Explain Animation Languages.
Animation A2A 2j? Animation o{l el AMSAL.
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