Modern computer graphics systems use various techniques and data structures to efficiently render realistic images.
(a) Explain the graphics pipeline with the help of a neat diagram. Describe the role of CPU and GPU at different stages of the pipeline.
(b) What is texture mapping? Explain texture coordinates and discuss the problems of texture minification and magnification.
(c) Explain MIP-mapping and trilinear filtering. Why are these techniques used in texture mapping?
(d) What is sampling? Explain aliasing in computer graphics and discuss how anti-aliasing techniques help in improving image quality.
(e) Explain the concept of scene graphs. How does a hierarchical structure help in managing complex scenes?
(f) What are spatial data structures? Discuss their role in rendering and visibility determination. Explain any one spatial data structure used in computer graphics.
