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Instructions :

1. The Question Paper is divided in five Units. Each unit carries an internal
choice.

2. Attempt one question from each Unit. Thus attempt five questions in all.

3. All questions carry equal marks.

4, Assume suitable data wherever necessary.

5. English version should be deemed to be correct in case of any anomaly in
translation.

6. Candidate should write his/her Roll Number at the prescribed space on the

question paper.
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g&E I (Unit D)
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Define 3D design. Explain the 3D max interface for designing point of

view.
g4t (Or)
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Describe the options of command panel.

3&E II (Unit II)
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What are the primitive objects in 3D objects ?

gar (Or)
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Discuss the following :
(a) Transforming objects
b) Coordinate system in 3D max.

gehe III (Unit IID)
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Describe how to use various modifiers in 3D max.
YAt (Or)
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Explain about Rending and Texturing.
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4. frafafea w feooft fafew .
(31) A9 offeSiae H TAR R
(9) TH Afope ®I Tfeaw dieh sifesie H ke
Write notes on the following :
(a) Creating Mesh Object
b) Converting an object into an Editable poly object.
3gar (Or)
38 o H viferm Aiefam wt SauRom i HHEmsd |
Explain the concept of Polygon modeling in 3D max.
T&E V (Unit V)
5. frfafea =1 g9z -

() MBS & YHRI H1 ool

(d) EIae f9=d TR @

Explain the following :

(a) Changing Light Types

b) Creating a Sunlight System.
3gar (Or)
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How to create shadow ? Explain various shadow types.
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