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1. Computer graphics and computer vision are ________ disciplines.

Related

Interrelated

Same

Different
2. OpenGL has become the industry's most widely used and supported ____________ graphics application programming interface (API), bringing thousands of applications to a wide variety of computer platforms.

2-Dimensional
3-Dimensional
2-Dimensional and 3-Dimensional
3. ____________ sets the reshape callback for the current window.
glutIdle function

glutKeyboardFunc
glutReshapeFunc

glutDisplayFunc

4. glutIdleFunc sets the global idle callback to be ‘func’ so a GLUT program can perform background processing tasks or continuous animation when window system events are not being received.

glutIdle function

glutKeyboardFunc

glutReshapeFunc

glutDisplayFunc

5. X2/a2 – y2/b2 =1 is an equation of

Hyperbola

Parabola

None of given

Ellipse

6. To modify the object shape, shearing transformation can not be used.

False

True

7. Rotation is performed around a fixed point called ______.

Pivot point rotation

8. Computer graphics is very helpful in producing graphical representations for scientific visualization and analysis

True
False
9. Save a line with both endpoints inside all clipping boundaries.
Trivial Reject
Trivial Accept

None of given

10. Dark lights are nothing more than lights in which one or more of the color values are _____.

Unknown

Negative

Positive

Zero

11. A series of _______ computer operations convert an object's three-dimensional coordinates to pixel positions on the screen. Transformations, which are represented by matrix multiplication, include modeling, viewing, and projection operations. Such operations include rotation, translation, scaling, reflecting, orthographic projection, and perspective projection.
Three

 Two

Four

Ten 

At a physical surface, our eye's perception of the color depends on the distribution of photon energies that arrive and trigger our _______ cells.
Eye

Retina

Cone
12. This projection technique has the direction of projection perpendicular to the viewing plane, but the viewing direction is NOT perpendicular to one of the principle faces.

Orthographic Parallel Projection

Axonometric Parallel Projection

Oblique Parallel Projection

13. The Phong reflection model simplifies light-matter interactions into (essentially) 4 vectors and a number of constants.  Which piece of the Phong model is responsible for giving spheres their bright white spots?

Specular

Ambient

Diffuse

14. In the Phong Reflection model, _______ light is the same everywhere.

a. Ambient

b. Diffuse

c. Specular

d. Emissive

15. A plane is two dimensional since in order to uniquely define any point on its surface we require _______ numbers.
Two

Three

Four

Five

16. In perspective projection, for your view to come out correctly, you will also want the _______ to pass through the middle of the screen.
X axis
Y axis

Z axis

None
17. Neither floating-point nor signed integer values are clamped to the range ________ before updating the current color.
0 ,  -1.0
-1 , 1
1 , -1

0, 1
18. Bezier curve is the ideal standard for representing the ________ piecewise polynomial curves.

Most complex

Less complex

None of given

More complex

19. An object's _______ determine its orientation relative to the light sources. For each vertex, OpenGL uses the assigned normal to determine how much light that particular vertex receives from each light source.

Unit 
Normal

None of given

20. Which was the most oldest shading model?
a. Flat Shading

b. Phong Shading

c. Gouraud Shading

21. Which of the following affine transforms does NOT affect vectors?
a) Scale

b) Rotation

c) Shear

d) Translation

22. Write the types of lights? [2 Marks]
23. Write the equation of the vector in second degree polynomial? [2]
24. What is the refraction of an index? [2 Marks]

25. What is an Evaluator?    [2 Marks]
26. Alpha component [2]
27. write down the any three OpenGL function. [3]
28. Explain briefly axonometric parallel projection. [3 Marks]
29. what is the difference between the gl and glut prefixes of the OpenGL? [3 Marks]
30. void glTranslate{fd}(TYPEx, TYPE y, TYPEz);
Explain this OpenGL function. [3]

31. void glRotate{fd}(TYPE angle, TYPE x, TYPE y, TYPE z);
Explain this OpenGL function. [3]

32. write the only three names of the function that are enclosed in GlBegin and GlEnd?
33. what is meant by curve and define its rules? [5 Marks]
34. Explain the GlLookAt() routine function of OpenGL? [5 Marks]
35. Given that
Light color = [0.3333, 0.2145, 0.9864]
Surface color = [0.5132, 0.0424, 0.0536]

Calculate the color contribution of the surface from each particular light.
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