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Define ambient illumination and explain its role in rendering 3D scenes. 
Explain the depth buffer method for visible surface detection. How does it work to 
resolve visibiity issues? 

Part-ll 
Only Long Answer Type Questions (Answer Any Two out of Four) 

Compare the DDA and Bresenham's algorithms for line generation. Discuss their 
advantages and limitations. 

Discuss the Cohen-Sutherland line clipping algorithm in detail. Explain all the 
region codes, bitwise operations, and decision-making processes involved. 
Provide a comprehensive example with a diagram. 

Explain the concepts of parallel and perspective projections in 3D graphics. Derive 
the projection transformation matrices for both, and provide examples of their 
applications. 

Explain the XYZ color model in detail. How does it relate to other color models like 
RGB and CMY? Discuss its applications in color management systems, including 

its use in monitors and printers. 
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