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SECTION-A ' 10x2=20

Note :(— () Answer ALL the questions.

(ii)) Each question carries TWO marks.
y 5 What is FPS ?
List out four important 2D Animation Softwares.
Write a short note on about Autodesk Maya.
What are file formats in the Maya ?
Define 3D modeling.
What is normal map ?
i What is the source of light ?
8. What is Rigging ?
9. Define mass and force.
10. What is Rigid Body Dynamics ?

- SECTION-B 5x6=30

Note :— () Answer ANY FIVE questions.

(i) Each question carries SIX marks.
11. Explain about Animation.
12. Explain about Solid drawing in Animation.
18. Explain about mapping techniques in Maya.
14. Explain the important rendering effects.
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15. Explain about forward kinematics.

16. Explain about walk cycle.

17. Explain about principles of Animation.

18. Define Animation and types of Animations.
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