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SECTION A
S. No. Marks | CO
Q1 Explain Rigging. 4 Co1
Q2 What Is Modeling And Texturing? 4 CO2
Q3 Define Miniature Effect. 4 CO2
Q4 What Is The Use Of Animation? 4 COo3
Q5 Explain Meaning Of Multimedia. 4 CO4
SECTION B
Q6 Difference Between Bump Map And Normal MaP. 8 CO3
Q7 Explain Hypershading.
Explain 3D Rotatic())rn. 8 cos
Q8 Explain viewing and clipping.
\C/)\/rhat is glo_bal '_I'rapsf_ormation_?_Differ_entiat_e betwgen global and local 8 gg%
transformation in similar conditions with suitable diagram.
Q9 Explain the different principles of Graphical Animation. 8 co4
Q10 What do you understand by postproduction concepts? 8 28;

SECTION-C




Q11 1. Explain the following with example:
a) Shear in 3D transformation col
b) Transformation Matrices 20 CO3
C) Display Card And Graphic Card co4
d) CGl

Q12 Elaborate and explain the concept of Homogeneous Coordinate System. CO2
Or 20 COs3
Emphasize on Kinematics and Inverse Kinematics with suitable examples CO4




