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Roll No.                         Total No. of Pages : 02 
Total No. of Questions : 09  

MCA (2012 to 2014 Batch) (Sem.–4) 
INTERACTIVE COMPUTER GRAPHICS  

Subject Code : MCA-403 
Paper ID : [A2557] 

Time : 3 Hrs.                                                                    Max. Marks : 100 

INSTRUCTIONS TO CANDIDATES : 
1. SECTIONS-A, B, C & D contains TWO questions each carrying TWENTY marks 

each and students has to attempt any ONE question from each SECTION.  
2. SECTION-E is COMPULSORY consisting of TEN questions carrying TWENTY

marks in all. 
3. Use of  non-programmable scientific calculator is allowed. 
  

SECTION-A 

1. Explain the construction of typical CRT display devices. What are its advantages and 
disadvantages? Illustrate raster scan and random scan systems. 

2. What is the importance of computer graphics in various fields? Explain graphic system. 

SECTION-B 

3. a)  Using Bresenham's algorithm, generate the coordinates of the pixels that lie on a line
segment having the endpoints (2, 3) and (5, 8). 

 b)  What do you mean by scan converting an image? List the steps required to scan-
convert a circle using mid-point circle algorithm. 

4. a)  What is viewing transformation? Discuss Cohen-Sutherland algorithm for line 
clipping in detail. 

 b)  Describe boundary-fill and flood fill algorithm. 
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SECTION-C 

5. Discuss the various 3-D geometric transformations. Explain in detail with help of 
example. 

6. List and explain the properties B spline curves in detail. Develop an algorithm for 
calculating the normal vector to a Bezier surfaces at the point P (u, v). 

SECTION-D 

7. Discuss the scan line method for hidden surface removal. How is different from  
Z-Buffer? Describe in detail. 

8. Why visual surface detection is important in graphics? How is the detection techniques 
classified? 

SECTION-E 

9. Write briefly : 

 a) What are graphics tablets? 

 b) What do you mean by scan line?

 c) How would you represent a point at infinity using homogenous coordinates? 

 d) What is difference between boundary-fill algorithm and flood-fill algorithm? 

 e) What is aspect ratio of display devices? What is its importance? 

 f) What are vanishing points? 

 g) What is anti-aliasing? Where is it used? 

 h) What the antimalies of perspective projections? 

 i) What is the diffuse reflection?

 j)  What is the Phong's shading? 


