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I nstructions to the candidates:
1) Attenipt' Q.1 orQ:2, Q.3 0r Q4,Q.50r Q.6, Q.7 or Q.8.

2) Figuresto theright indicate full marks. Q

3) Neat diagrams must be drawn wherever necessary. +&
4) Assume-Suitable data if necesary. >,§
Q1) @ Differentiate between Orthographic Projecti oi’%’nd | sometric Projection.
oN(fon 5
b) * What istransformation and wirtétransfofmation matrix for: [5]

i) 3D trandation using hom%genous coordinate system
i)  3-D rotation about X-ay(is.
c) Consider the squareA (, 0), B(0,0), C(0, 1), D (1, 1). Rotate the square

ABCD by 45° anticlogkwise about point A (1,0) [8]

R OR
Q2) & What are thetypes of projéction and write in brief about each type ©f
projections. 9]

b) Derive3D.transforndaion matrix for rotation about aprincipal axis. [5]

2 4
c) “A.triangle is defined by {2 2 4} Find transformed-coordinates after

thefollowing transformation. [8]
) 90°rotation about the origin.
i) Reflectionabout line X=Y

Q3) @ WhtaisBackface? Explain Backface Retectioryand removal. [6]
b) Explainand compare point source and diffuse illumination. [9]
c) Compare RGB and HSV color model [6]

OR

PT.O.



Q4) & Writeshort note on PaintersAlgorithin [6]
b) Explain Halftoneshading [9]
c) Explainthefollowingtermswithyexamples. [6]
)  Colour gamut
i)  Specular Reflectign

i)  Diffuseréfiection

Q5) @ Writeashortniete on interpolation and approximation. [4]
b) EXplain Biending functionfor B-splinecurve. ' [7]
¢) What alefractals? Explain Triadic Kochin detail & [7]
OR \\>‘§
Q6) @ ExplaintheBezier curve. Enlistits propert|e§ [4]
b) V*Draw and explain Hilbert’ scurve\m’th ar(ex’ample [7]
c) Withsuitable examplewrite shgp?n(()te onthefractal lines. [7]
f )
Q7) @ Explaindeletion of segn‘nen} withisuitable example. [7]
b) WhatisMorphing a@d wrlte the applications of Morphing. [3]
c) Draw block diagram of NV/iDIA workstation and explainitin brief. - /]
OR
Q8) @ Write ashort note‘on motion specification method based on. [7]

1)~ Geometric and kinematicsinformation.
i)  Animationlanguages
b) Writeany threeimportant features of NVIDIA/gaming\platform [3]

c) Explainrenaming of asegment with suitale-exampie. [7]
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