1. Define Computer graphics.

Computer graphics is a sub-field of computer science which studies methods for digitally synthesizing and manipulating visual content. Although the term often refers to the study of three-dimensional computer graphics, it also encompasses two-dimensional graphics and image processing.

2. Define clipping and Mention the various Line Clipping algorithms

Clipping is the method of cutting a graphics display to neatly fit a predefined

graphics region or the view port.
Line Clipping algorithms 

· Cohen-Sutherland Line Clipping

· Liang-Barsky Line Clipping

· Nicholl-Lee-Nicholl Line Clipping

3. Define Random scan and Raster scan displays.

· Random scan is a method in which the display is made by the electronic beam which is directed only to the points or part of the screen where the picture is to be drawn.

· Raster scan system is a scanning technique in which the electrons sweep from top to bottom and from left to right. The intensity is turned on or off to light and unlight the pixel.

4. Which of the algorithm cohen sutherland algorithm or liang barsky algorithm is more efficient Algorithm? Why?

· Liang-Barsky algorithm is more efficient than the cohen-sutherland algorithm, since intersection calculations are reduced. Each updates of parameters U1 and U2 requires only one division; and window intersection of the line computed only once, when the final values of U1and U2 have been computed.

5. Mention the logical classification of Input Devices
· LOCATOR device
: 
device for specifying coordinate positions 

· STROKE device

:  
device for specifying a series of coordinate positions

· STRING device

: 
device for specifying text input

· VALUATOR device
: 
device for specifying scalar value

· CHOICE device

: 
device for selecting menu options

· PICK device 

:  
device for selecting picture components

6. Write short notes on Window-to-Viewport transformation.

· A window defines a rectangular area in world coordinates. 

· A viewport defines in normalized coordinates a rectangular area on the display device 

where the image of the data appears


A point at position (xw, yw) in the window is mapped into position (xv, yv) in the associated viewport.
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7. Differentiate perspective and parallel projection.

Perspective: 

· visual effect is similar to human visual system... 

· has 'perspective foreshortening'

· size of object varies inversely with distance from the center of projection. 

· angles only remain intact for faces parallel to projection plane.

Parallel:

· less realistic view because of no foreshortening

· however, parallel lines remain parallel. 

· angles only remain intact for faces parallel to projection plane
8. What are the contents of edge table and polygon table?

           Edge table:

i) Coordinate end points for each line in the scene.

ii) Inverse slope of each line

iii) Pointers into the polygon table to identify the surfaces bounded by each line.

           Polygon table:

i) Coefficients of the plane equation for each surface

ii) Intensity information for the surfaces

iii) Pointers into the edge table

9. Write short note on classification of visible surface detection methods.

Visible-surface detection algorithms are broadly classified according to whether

they deal with object definitions directly or with their projected images. These two approaches are called object-space methods and image-space methods, respectively. 

An Object-Space Method compares objects and parts of objects to each other within the scene definition to determine which surfaces, as a whole should label as visible. 

In an Image-Space Algorithm, visibility is decided point by point at each pixel position on the projection plane.

10. What is meant by differential scaling?


Scaling transformation alters the size of an object. The scaling factors Sx and Sy scales objects in the x and y direction. When Sx and Sy are assigned different values       (Sx != Sy) it is called different scaling.

11. Define Projection?

The process of displaying 3D into a 2D display unit is known as projection. The projection transforms 3D objects into a 2D projection plane

12. Define forward and backward rendering.

The direction of rendering describes how the relation between the 3D scene and the viewport is determined.

With forward rendering points in the scene are projected on the viewport. In backward rendering, for each pixel in the viewport a calculation is made to determine what influence is of different points on the color and intensity of the screen pixel.

13. Define Multimedia and List out the building blocks of multimedia.

Multimedia is the use of the computer to present and combine text, graphics, audio and video with links and tools that lets the user to navigate, interact, create and communicate.

Building blocks of multimedia.

· Text

· Image

· Sound

· Animation

· Video

14. What are the elements of design?


The elements of design are the building blocks of art. They are what

artists use to express their ideas. They are Line, shape, color, value, texture, form and space.

15. List out the key tools used in painting, drawing and editing applications

· Air brush tool ,Circle tool, Copy tool, Crop tool

· Eraser tool, Eyedropper tool, Gradient tool, Hand tool

· Lasso tool, Magic waund tool, Marquee tool 
· Paint Bucket tool,Paintbrush tool, Pencil tool

· Rectangle tool, Rubber stamp tool , Smudge tool

· Zoom tool, Text tool 
16. Write down the functions of color.

· Identifying an object or subject

· Organizing a composition

· Creating the illusion of space

· Creating mood

· Reflecting an emotion

17. What are the 8 forms of visual arts?


Painting, Sculpture, architecture, industrial design, crafts, photography, film and television.

18. What are the two types of spaces?

i)Positive space – Occupied space 
ii) Negative space – Unoccupied space

19. List out the design issues

a. to determine the appropriate information content to be communicated

b. to represent the essential characteristics of the information

c. to represent the communicative intent

d. to choose the proper media for information presentation

e. to coordinate different media and assembling techniques within a presentation

f. to provide interactive exploration of the information presented
20. List out the information characteristics for presentation.

   i) Types ii) Relational structures iii) Multi-domain Relations iv) Large data sets

21. What are the two approaches to view the presentation function?

a. It views as a set of information-seeking goals

b. Another approach considers it as a hierarchical representation of media independent presentation goals derive dx from a plan-based theory of communication.

22. What are the main issues the user interface designer should keep in mind?

a. context

b. linkage to the world beyond the presentation display

c. evaluation of the interface with respect to other human-computer interfaces

d. interactive capabilities

e. separability of the user interface from the application
23. What are the two types of ordered data?

i. coordinates versus amount ( def.
ii.  intervals versus ratio ( def.
24. What are the mechanisms needed for coordination?

a. encoding techniques

b. presentation objects that represent facts 
c. multiple displays
25. What is Annotation?

The process of linking labels to parts of an image is referred to as annotation.
26. What are the approaches used for selection of hidden nodes?

· Selection of a label via picking the related graphical object

· Selection of a label from a container which holds all labels available
27. Write down the rendering parameters

· Antialiasing

· Rendering transparent objects

· Resolution of implicitly defined objects
28. What are the important parameters of Visualizations

i. Task analysis

ii. Analysis of the visualization algorithms

iii. Event analysis

iv. Content selection

v. Linguistic Realization
29. What are the consistency rules?

1. Labels are connected by reference lines to the objects in an image to which they refer

2. Graphical objects which are textually explained should be easily recognizable

3. The labeling of objects  should be adapted to the visibility of the objects

4. The placement of labels should be coherent with the position of reference points in an image in order to avoid long lines crossing each other

5. The size of labels should vary according to the depth of the object referred

30. What is virtual reality?

Virtual reality (VR) is a technology which allows a user to interact with a computer-simulated environment. The user is presented with simulated environment which may be a real world or an imaginary world but appears and feels like a real environment.
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