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JAWAHARLAL NEHRU TECHNOLOGICAL UNIVERSITY HYDERABAD
B Tech I Year I Semester Examlnatlons, J anuary/February 2023

“"Max. Marks 75 !

""" Time: 3 Hours
Note: 1) Question paper consists of Part A, Part B.

i1) Part A is compulsory, which carries 25 marks. In Part A, Answer all questions.

ii1) In Part B, Answer any one question from each unit. Each question carries 10 marks
...... ..... and may havea’bas Sub questhnSu ...... ...... ...... ......

Explain applications for large screen displays.
Write a short note on Video display device.
;'Explam the 2D transformat1on matrlx for Translafion.’
“What s the role of parametric furictions in curve genération?.
Write an algorithm for the generation of B-spline?

Derive the transformation matrix for rotation about y-axis in 3D.
Derive the matrix form for the Translation operation in 3-D graphics.
Write about depth-sort algorithm.

What are the steps in des1gn of ammatlon sequence‘7

2.a)  What are the steps involved in DDA algorithm for line drawing.
b)  Write a short note on boundary-fill algorithm. [5+5]
OR
Briefly explain about mid-point ellipse aLgorlthms w1th example P A e
{_Dlsouss about raster-scan systems PAa - ; A - "'

Describe the Cohen-Sutherland algorlthm
What is reflection? Discuss with example? [5+5]
OR
5.a)  Explain the stages in viewing pipeline in 2-D graphics.
e, b) Derive mathematically the transformation that rotates an object point 00 ant1 clockwise

;-j'about the or1g1n What the matrlx representatlon for thls rotatlon [5+5]"‘;
6.a) erte a short note on Hermlte curve.
b) Discuss about quadric surfaces. [5+5]

OR
7.a)  Write a short note on Bezier curve.
b) Dlscuss about polygon rendermg methods [5+5]




Derive the matrix form for Rotation in 3-D graphics.
Explam about the approaches followed for chppmg in 3 D space [5+5]

£ : : OR
:'-..Br1eﬂy explaln about 3’:D'compos1te transformatlons

Write a short note on shear transformations in 3-D.

10.a) Discuss about the graphical languages followed to achieve animation.

b) Explain in detail about depth-buffer algorithm. [5+5]
OR
~, # 11.a)  Describe linear listnotation of animation, languages ---- ST A Y P
' i.,erte a short note on BSP—trees - - " : ' "




