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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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g3 I/(Unit D)
THEE # O 2 99 R We RE H N W T2
What is the difference between straight ahead and pose to pose in animation ?
AY4T/(Or)
YA H ®hH R -faediw & @9 ® @ §7?
What is the difference between keyframes and in-betweens in animation?
$&1E I/(Unit II)
ST A e W wee 37
What is an animatic and why is it important ?
3gar (Or)
qea-vie T % R T AT W oE
What is model-sheet and why is it imporatnt ?

e II/(Unit IID)

T-UfEe WEe SR ofi-uide wWme H w oW ¥? qw fewmd wifww
Define and differentiate between three-point and two-point lighting.
gar (Or)

TAHYE iR HaR feoza & fow 3 € fRfmm =0 © 2 fo=l off 5 ST (rigging)
TR I WiFgw foerRw & Wy g ARyl
What is 3D Rigging for Animation and Character design. List with brief description
any 5 rigging tools.

@@ IV/(Unit IV)

i Hued R TRy % = wm Ad ®?

What is difference between sound editing and mixing ?



Jgar (Or)

8. fogera Thee® H UM M T2 HM H TW-WRIA IR Al WA H AT SR
FATE |
What is compositing in Visual Effects ? Differentiate between green screen
and blue screen in chroma.

3HE V/(Unit V)

9. 3fad [/ & WY VFX R SFX & &+ TR H|

Differentiate between VFX and SFX along with appropriate examples.
4T (Or)

10. T =1 oRaifod 9 & 99-Tg TIURTE ¥ IS 39 5 i & SUART i it
W : THI, TEaenH, fre-fiee, @f-um fRefn o wsEem)
Define along with explaining its usage these 5 terms associated with SFX :

echo, equalization, pitch-shift, low pass filtering and compression
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