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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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What do you understand by 3D design ? Give the detailed description of command

panel.
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Explain the following in detail :

(a) Motion panel
b) Display panel.
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What are primitive polygon objects ? Write the procedure of creating sphere.
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(a) Scaling an objects
b) Hiding and freezing an object
Explain the followitng with respect to object :
(a) Scaling an object
b) Hiding and freezing an objects.
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Discuss the basic modeling techniques of 3D design.
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What is NURBS ? How to convert object to NURBS ?
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What is texturing ? Explain the functioning of Turbo smooth modifier.
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Describe the following :
(a) Displacement Maps
b) Specular Maps.
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Discuss the following light types :
(@) Directional
b) Omni.
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What do you mean by rendering ? Explain the concept of 3D rendering.
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