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Total No. of Questions :18

3D ANIMATION

Paper — H
(English Version)

Time : 3 Hours

SECTION A
Note: (i) Answer ALL the questions.

(i) Each question carries TWO marks.

Name any two 3D Animation Softwares.

What is persistence of vision ?

Write the procedure for file saving in Maya.

What are the primitives in Maya ?

Explain pivot point in 3D,_space.

Define Parametric Texture.

What is spot light ? x%

How to add joints to a skeleton ?

What is Resolution ?

What is the use of dynamics in Maya ?
SECTION -B

Note: (i) Answer ANY FIVE questions.
(ii) Each question carries SIX marks.

Write about the histor;g{ A‘l’;mtlé‘l.tl(;;hdetail ..................................
Write about various modelling techniques available in Maya.
Write the procedure to create a cracker box model.

Explain about various types of lights in Maya.

Explain the importance of rigging in 3D Animation.

Explain complete animation work flow.

Explain graph editor with example.

Write the types of Animation. E%E;
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s
: SECTION - A (10x2=20) §
§ BrEses 1 () ey GRet c‘ésﬁ\?cp‘é‘m:;gn- gatoso. . g
s (i) (5 BH0 Botss 5rts]eo. :
§ 1. J32 Bocs 3D Animation Software 28 Bosod, o §
E i 2. Persistence of vision &20&3 Ooed 2 §'

3. Maya §% file save Daxm Eosoose @PoXn5mn.

4. Maya §°9 primitives ess5mmab 2

5. 3D space &°2 pivot point 55 95805)500.

6. Parametric Texture & d&sDotod.

7. Spot light &S50 2 %ﬁ

8. 2% Skeleton % joints X Jer add DI 2

9. Resolution e ¢ .

10. Maya &°Q dynamics G, é503oeNo D20e3 2

SECTION - B (5x6=30)

[rEPer 1 () DD 280 (HHOLH SETFESEs @EaXns.
(i) (O PEH o Z)E‘;_CEJ&.QD
11. Animation c3oo%), $8E 80l JPewont Erabos.
12. Maya &° 20T VG modelling techniques 80D EREXS0.
13. Cracker box model 5> create DAy (E50550 EraXus.
14. Maya $°0 D¢ S50 lights /809 88050,
15. 3D Animation &' rigging Bows), @SS 580

16. Complete animation work flow &5 9580:550.
17. Graph editor X>»8y &T"5058 DBB0DHID.

18. Animation alog), types o oo, gﬁ

ALBLEVLVVGLRSV VLB RSBS00V BB RB AN
LRROLLSUPVILHBLVRVBER0H929080099

CESECSEFESFRSERE SR ES SRS EF S RGBTSR SRES S SEEFETSLLRB LSS SIS0 CRC LRGSR HERISE

2351 (New)



