UNIT - IV

8. (a) What are Bezier surface Jow are these ROIINO. oot
represented ? 1llustrate relevance in
graphics. 8 67106
b) What are shading method hich method 1is R "
most p()pular ? Justify your T, 8 MCA 3l‘d f)emestel‘ (CB‘VS SCheme) V\V.e.f.
N . Dec.-2017-18 Examination — November, 2017
9. Explain the following :
a) Multimedia' Authoring pro 8 COMPUTER GRAPHICS
b) 3D Transformation matrices 8 Paper : 177MCA33C2
Time : Three Hours | [ Maximum Marks : 80

Before answering the questions, candidates should ensure that they have
been supplied the correct and complete question paper. No complaint in

tus regard, will be entertained after examination.

Note: Question No. 1 is compulsory. Attempt four
questions by selecting one question from each

Unit. All questions carry equal marks.

1. {a) What is interlacing ? Why is it needed ? 2 x 8 = 16
(b) What is random scan system ?

(c) What is interactive computer graphics ? State its
relevance.

(d) What are concave and convex polygons ?

(e) What is meant by coordinate systems
transformation ?
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