
 

  

 

 

VOCATIONAL DIPLOMA IN MULTIMEDIA 

SYSTEMS EXAMINATION — JUNE, 2018. 

COMPUTER GRAPHICS  

Time : 3 hours Maximum marks : 75 

PART A — (5  5 = 25 marks) 

Answer any FIVE questions. 

1. Discuss the graphics used in Entertainment, 

Education and Training. 

 ö£õx ÷£õUS, PÀÂ ©ØÖ® £°Ø]°À graphics 

£¯ß£kzu£kÁx. 

2. Briefly discuss the image Processing concept. 

C÷©ä ö\¯»õPU P¸zøu ÂÁõvUP.  

3. Discuss the Text Clipping algorithm. 

öhUìm QÎ¨¤[ ÁÈ•øÓø¯ ÂÁõvUP.  

4. Explain the Bresenham line Drawing algorithm. 

¤µìö£ßíõ® Á› ÁøµuÀ ÁÈ•øÓø¯ ÂÁõvUP.  
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5. Describe the 2D Scaling and Rotations. 

C¸ £›©õn AÍÂkuÀ ©ØÖ® _ÇØ]ø¯ ÂÁ›UP.  

6. Discuss the any two Color models. 

H÷uÝ® Cµsk P»º ©õv›PøÍ ÂÁõvUP.  

7. Explain the Visible surface Detection methods. 

 ÷©Ø£µ¨¤À öu›²® •øÓPøÍ PshÔuÀ £ØÔ 
ÂÁ›UP. 

8. Discuss the basis vectors and the metric tensor. 

 Ai¨£øh öÁUhõº ©ØÖ® ö©m›U öhß\õøµ¨ £ØÔ 
ÂÁõvUP.  

PART B — (5 × 10 = 50 marks) 

Answer any FIVE questions. 

Q.No. 9 and 10 compulsory. 

9. Choose the correct answer :   (10  1 = 10) 

 (a) The number of pixels stored in the frame 

buffer of a graphics system is known as 

  (i) Resolution 

  (ii) Depth 

  (iii) Resalution 

  (iv) Only (i) 
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  graphic ]ìhzvÀ ¤÷µ® butterÀ 

÷\ªUP¨£k® ¤U\¼ß GsoUøP Gß£x  

  (i) EÖv 

  (ii) BÇ® 

  (iii) ›\õ¼²åß 

  (iv) (i) ©mk®  

 (b) In graphical system, the array of pixels in 

the picture are stored in 

  (i) Memory 

  (ii) Frame buffer 

  (iii) Processor  

  (iv) All of the mentioned  

  J¸ £hzvß ¤U\À Á›ø\°ß ÷\ª¨¦ 

graphical ]ìhzvÀ GvÀ C¸US® . 

  (i) ö©®©› 

  (ii) ö\¯¼ 

  (iii) L¤÷µ® buffer  

  (iv) ÷©ØTÔ¯ AøÚzx® 
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 (c) Fractals deals with curves that are? 

  (i) regularly irregular  

  (ii) irregularly irregular 

  (iii) regularly regular  

  (iv) irregularly regular 

  ¤ßÚ ÁøÍÂß £[S •øÓ Gß£x? 

  (i) ÁÇUP©õP JÊ[PØÓx 

  (ii) ÁÇUPzvØS ©õÓõP JÊ[PØÓx 

  (iii) ÁÇUP©õP JÊ[PõÚx 

  (iv) ÁÇUPzvØS ©õÓõP JÊ[PõÚx  

 (d) Heat supplied to the cathode by directing a 

current through a coil of wire is called  

  (i) electron gun 

  (ii) electron beam  

  (iii) filament  

  (iv) anode and cathode  

  P®¤ _¸Ò ‰»® Pµsøh C¯UQ cathode US 
öÁ¨£® ÁÇ[P¨£kÁx Gß£x  

  (i) G»Umµõß x¨£õUQ 

  (ii) G»Umµõß ¥® 

  (iii) CøÇ 

  (iv) ÷|º•øÚ ©ØÖ® Pz÷uõk  
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 (e) The maximum number of points that can be 

displayed without overlap on a CRT is 

referred as 

  (i) Picture 

  (ii) Resolution 

  (iii) Persistence 

  (iv) Neither (ii) nor (iii) 

  CRT À AvP GsoUøP°»õÚ ¦ÒÎPÒ 

JßÓß ÷©À JßÖ Põm] £hõ©À 

SÔ¨¤h¨£kÁx Gß£x  

  (i) £h® 

  (ii) EÖv 

  (iii) {ø»÷£Ö 

  (iv) (ii), (iii) Cµsk® AØÓ  

 (f) The transformation that is used to alter the 

size of an object is 

  (i) Scaling 

  (ii) Rotation 

  (iii) Translation 

  (iv) Reflection 
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  ö£õ¸Îß AÍøÁ ©õØÖÁuØUS E¸©õØÓ® 

£¯ß£kQÓx.  

  (i) AÍÂkuÀ 

  (ii) _ÇØ] 

  (iii) ö©õÈö£¯º¨¦ 

  (iv) ¤µv£¼¨¦ 

 (g) The two-dimensional scaling equation in the 

matrix form is 

  (i) P’=P+T 

  (ii) P’=S*P 

  (iii) P’=P*R 

  (iv) P’=R+S 

  Cµsk £›©õn AÍÂkuÀ \©ß£õiß Ao 

ÁiÁ® Gß£x  

  (i) P’=P+T 

  (ii) P’=S*P 

  (iii) P’=P*R 

  (iv) P’=R+S 
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 (h) Scaling of a polygon is done by computing  

  (i)  The product of (x, y) of each vertex  

  (ii) (x, y) of end points 

  (iii) Center coordinates 

  (iv) Only (i) 

  £»÷Põn® AÓÂkuø» P®¨¤³mi[QÀ 
ö\´¯ •i²®   

  (i)  JÆöÁõ¸ öÁUhõº (x, y)²® u¯õ›¨£õS® 

  (ii) (x, y) CÖv¨ ¦ÒÎPÒ  

  (iii) ©zv¯ J¸[Qøn¨¦ 

  (iv) (i) ©mk÷©  

 (i) The translation distances (dx, dy) is called as 

  (i) Translation vector 

  (ii) Shift vector 

  (iii)  Both (i) and (ii) 

  (iv) Neither (i) nor (ii) 

  (dx, dy) °ß yµ[PÎß ö©õÈö£¯º¨¦ Gß£x  

  (i) öÁUhõº ö©õÈ¨ ö£¯º¨¦ 

  (ii) ©õØÓ® öÁUhõº  

  (iii)  (i) ©ØÖ® (ii) 

  (iv) Cµsk® CÀø» (i), (ii) 
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 (j) In 2D-translation, a point (x, y) can move to 

the new position (x’, y’) by using the equation 

  (i) x’=x+dx and y’=y+dx 

  (ii) x’=x+dx and y’=y+dy 

  (iii) X’=x+dy and Y’=y+dx 

  (iv) X’=x-dx and y’=y-dy 

  J¸ ¦ÒÎ (x, y) |Pº¢x ¦x {ø»ø¯ (x’, y’) GÚ 

Aøh¯ J¸ \©ß£õmiß ö\´QÓx. Cx C¸ 

£›©õn •øÓ°À |øhö£ÖQÓx.  

  (i) x’=x+dx and y’=y+dx 

  (ii) x’=x+dx and y’=y+dy 

  (iii) X’=x+dy and Y’=y+dx 

  (iv) X’=x-dx and y’=y-dy 

10. State Whether it is True or False:  (10  1 = 10) 

 (a) Objects can be visualized in one’s mind 

without having your eyes open.  

  J¸ ö£õ¸Ò Põm]¨ £kzu¨£kÁx PsPøÍ 

vÓ¢uõÀ ©mk©À» ©ÚuÀuõß.  

 (b) Objects which have never seen before can be 

visualized in one’s mind.  

  CxÁøµ £õºUPõu ö£õ¸øÍU Th ©ÚvÀ 

Põm]£kzu •i²®.  

http://www.tnouonline.com

http://www.tnouonline.com

http://www.tnouonline.com
http://www.tnouonline.com


 

 VDP–239 9

 (c) The modification of objects in ideation 

sketches is based purely on forms you see on 

paper or on the computer.  

  J¸ ö£õ¸øÍ ÷£¨£›À AÀ»x P®¤³mh›À 

£õºzuøu øÁz÷u Auß ÁiÁø©¨¦PÎÀ 

©õØÓ® ö\´Áx •ØÔ¾® \›÷¯. 

 (d) An edge is only associated with one face in a 

solid object.  

  J¸ vh¨ ö£õ¸Îß ÂÎ®¦PÒ Auß 

£UPzxhß öuõhº¦øh¯x.  

 (e) A face is joined to other faces via edges. 

  J¸ £UP® ©ØöÓõ¸ £UPzxhß ÂÎ®¤ß 

EuÂ²hß CønQÓx.  

 (f) Image planes are an optional element in 

creating a projection.  

  vmh E¸ÁõUPzvÀ C÷©ä plane Gß£x J¸ 

Â¸¨£ EÖ¨£õS®.  

 (g) The orientation of the viewer relative to the 

image plane does not have to change in order 

to change the viewpoint of the object. 

  Image planeI £ØÔ £õºøÁ¯õÍ›ß ÷|õUS 

{ø»¯õÚx G¢u Âuzv¾® ö£õ¸Îß 

Ps÷nõmhøu ©õØÓõx.  
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 (h) The best hidden surface removal algorithm is 
area subdivision.  

  ]Ó¢u ÷©Ø£µ¨ø£ ©øÓzuø» }US® ÁÈ•øÓ 
Gß£x H›¯õÂß Em¤›Ä GÚ¨£k®.  

 (i) An edge view of face is created by orienting it 
parallel to the projection (image) plane. 

  •Pzvß •øÚ¨ £õºøÁ E¸ÁõUP® Gß£x 
vø\ ÁÈ°À C÷©âß vmhzvØS Cøn¯õP 
C¸US®.  

 

 (j) Virtual objects cannot be created in a regular 
3-D CAD system.  

  •¨£›©õn CAD system öPõsk 
\õuõµn©õÚ öÁºa_ÁÀ ö£õ¸øÍ E¸ÁõUP 
•i¯õx.  

11. Explain about the Cathode-Ray tubes.  

 Pz÷uõk ÷µi³¨ £ØÔ ÂÁ›UP.  

12. Discuss about the DDA — Line Clipping.  

 DDA — Á› QÎ¨¤[ £ØÔ ÂÁõvUP.  

13. Describe the Visualization and polygon rendering. 

 Põm]£kzxuÀ ©ØÖ® £»÷Põn JÊ[Pø©Ä £ØÔ 
ÂÁ›UP.  

14. Explain about the General animation functions — 
morphing. 

 ö£õx AÛ÷©åß ö\¯À£õkPÒ ©ØÖ® ©õºL¤[ 
£ØÔ ÂÍUSP.  
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15. Discuss about the Coordinate reference frames. 

 ¤÷µ®PÎß J¸[Qøn¨¦ SÔ¨¦ £ØÔ ÂÁõvUP.  

16. Describe the parametric and nonparametric 

representations. 

 xøn©õÔ ©ØÖ® xøn ©õÔ \õµõu ¤µv{v¯õ´ 
C¸zuÀ £ØÔ ÂÁõvUP.  
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