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@Zc*]:
» ÎZßV Óx�VÐ CÙ�Z[Æn/VÅ®Z�Z�ágèSìX zZzwÔz�zxÔzÎxX t6,p!ÎZÑ]&�V6,�ì:

�Z[�bÑiòìX
ÑiòÎZÑ]���czèÎZÑ]&{à(%æFN�**&¿�Z[zZáÎZÑ]�XCÙÎZw»�Z[ 10~ zZzw .1

 (10 x 1 = 10 Marks) ��ìX  1 ÑiòìXCÙÎZwÆa
(200) WJÎZÑ]�ÔZzgZk~¤(̈DÃÃð0*õÎZßVÆ�Z[�¶�XCÙÎZw»�Z[½ã�zÎ ~ z�zx .2

 (5 x 6 = 30 Marks) �Z]��X 6 CÙÎZwÆa /V6,�ìX

~0*õÎZÑ]�XZk~Ð¤(̈DÃÃð&ÎZßVÆ�Z[�¶�XCÙÎZw»�Z[½ã0*õÎ zÎx .3

(3 x 10 = 30 Marks) �Z]��X 10 CÙÎZwÆa /V6,�ìX (500)

zZzw
1 ÎZw�:

Å°p��X Projection Reference Point (i)

�zX Representation » Matrix Æn ReflectionÆ Point ÔRelatedÐ xy-plane (ii)

�ØX Alternate Name Æn Visible Surface Detection Method (iii)

ÉÀ�/õGX Equation~ Parametric Zzg Cartessian Æn Sphere (iv)

Hì? Pixel (v)

ÃyÃyÐ§hVÐ�D�? TestÆ Inside - Outside (vi)

Å°p�bX Viewing Transformation (vii)

ÃC�X 2D - Viewing Transformation Pipeline (viii)

»ZEw¹V�@*ì? OCTREES (ix)

ÉÀ�/õGX Properties Å Bezier Curve (x)
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z�zx

Pixel ~ Quadrent ìXZkÆn¬ 10 Radius ìZzg, Origin Zq- Centreä CircleË (2)

ÃqÝ�bX Position

Bresenhamin Line - Ã Pixel �äzZá  PassÐ Line Ð��YäzZà (30, 18) Zzg (20, 10) Point �z (3)

Åæ�ÐqÝ�bX Drawing Algorithm

Zzg C(110,90) ÔB(110, 40) ÔA(40,40) Vertices ì) Rectangle Window ABCD âyß�Zq- (4)

P
1
P

2
Åæ�Ð Colen Sutherland Line Clipping Algerithm Coordinate �XXÆ D(40,90)

End Æ Q
1
Q

2
ZzgQ Region CodesÆ P

2
(70,90) Zzg P

1
(10,30)�Coordinats XÆ End PointsÆ

Æ Cliped Line qÝ�zXZzg Region CodesÆ Q
2
(55,95) Zzg Q

1
(9,12) Coordinates XÆ Points

ÌqÝ�zX Coordinates

Ã,Æ�BzZã��XZq-o�&VwÌ�zX MethodÆ Back Face Detection (5)

Ã,Æ�BzZã�bXZq-o�&VwÌ�zX Parallel Projection (6)

Coordinate Zzg  Cartessian Ã Quadratic Surfaces Å°p�bX�gzfs Quadratic Surfaces (7)

�bX Represent~ Parametric

Torus (iii) Ellipsoid (ii) Sphere (i)

Liang D(10,10) Zzg C(0,10) ÔB(10,0) ÔA(0,0) Vertices ì) Rectangle Window ABCD âyß�Zq- (8)

Clipped �bXZzgQ Clip Ã Line ÐYäzZà P
2
(15,9) Zzg P

1
(-5,3) Åæ�Ð Barsky Algorithm

qÝ�bX Line

Æ�gxy�ÛtÃzZã�bX Random-Scan Display Zzg Raster-Scan Display (9)

zÎx
ÃzZã�bX Scan Line Method ÃUäÆn Hidden Surfaces Zq-VwÅæ�Ð (a) (10)

ÃzZã�bX Buffer Method Zq-VwÆ�B (b)

Æ Coordinate Axis ÆegzV§s:�ËZq- Axis ÃË 3D-Object Æfg=Ë Matrix Zq-o�& (11)

ÃzZã�bX Steps �ä~ZEw�äzZáX Parallel

Zzg Polygon Mesh ÔPolygon Table ÔPolygon Surface �ä~ Represent Ã 3D-Object (12)

ÃzZã�bX RoleÆ Quadrilateral Mesh
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Ão�&VwÆ�B��X Algorithms �gzis (13)

Scan - Line Fill Algorithm (a)

Boundary Fill Algorithm (b)

Flood Fill Algorithm (c)

Åæ�Ð��X�gzfs Boundary Clipping Pipeline Ã Sutherland Hodgeman Polygon Clipping (14)

Åæ�Ð��X Boundary Clipping Pipeline Ã ProcessÆ Polygon

///
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