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Long Answer Types of Questions 3 x 5 = 15 Marks

1. What are the Roles and Responsibilities of a Texturing
Artist?

Texturing Artist #l &0 Ta et #=7 g2
OR
There are three surface types in Maya. Name them.

Maya ® 9 YHI¥ #l Surface Types HIF-HI 82

2. How is a Specular Map created in Photoshop?

Photoshop ) Specular Map F Create a1 S ﬂl%?
OR

Explain "Shading and Texturing in Maya". Describe the role
of Shaders (Materials), Texture Mapping, Shader Networks,

and Material Attributes in improving the appearance of 3D

objects.

Maya ¥ Shading 3T Texturing I HHHATSU| 3D Afeside *l T IOMET
(Appearance) Eal égat T4 # Shaders (Materials), Texture
Mapping, Shader Networks 4T Material Attributes @l ¥ HT

v ifm,

3. What is Rendering, Name the rendering techniques used in
Autodesk Maya.

Rendering ?ﬂ'g? Autodesk Maya ¥ 3T gﬁ'qhﬂ Rendering
Techniques % 9w forfem)

OR



Explain Texture Library. Describe its importance in 3D
modelling and animation projects.

Texture Library #T g? 3D Modelling U Animation WISi#ed # I&F

g HT dUA HIfor)

Short Answer Types Questions 6 x 3 =18
Marks

4. Explain the workflow for creating 3D Realistic Shark in
Autodesk Maya using Subdivision Surfaces.

Subdivision Surfaces & ITINT FHh Autodesk® Maya® ¥ 3D
Realistic Shark o979 @ FEAVUMA (Workflow) HHATIUI

OR
Describe the process of setting up reference images in Maya
for modelling. Why is it important to align these images
accurately during the modelling process?

Maya ) Modelling %‘ﬁ#q Reference Images T A HI IEHAT FT
FUF IOl Modelling & ZIM A (==l & Agl YT & Align HLAT 90
AT 2

5. What is Translucence Depth and Translucence Focus?

Translucence Depth.SﬁT Translucence Focus HT %?

OR
Explain application of the wvarious lighting conditions.
faf = Lighting Conditions & #IYAN (Applications) HHATEUI

6. Explain the following Shaders: Anisotropic Shader, Surface

Shader, Lambert Shader
et Shaders & aﬁ@ﬂ'%ﬁﬁt— Anisotropic Shader, Surface
Shader, Lambert Shader

OR

What is Hypershade in Autodesk® Maya? Explain its uses.

Autodesk® Maya ) Hypershade T %? T U ferfem)

7. Explain the steps of Active Listening.

afehT <TG9 F FLO R U o0



8. Explain the working of Normal Map, Bump Map and
Displacement Map.
Normal Map, Bump Map d¥IT Displacement Map #F FTATOTA SEEIFY
9. What is Compositing?
Compositing ?W'%?

Very Short Answer Types Questions 6 x 2 =12
Marks
10. What is Basic Texturing (Bitmap Texture)?

Basic Texturing (Bitmap Texture) T %?
11. Name the three main types of textures used in 3D
Graphics.

3D Graphics # SUART M AT T T YHX & Textures & ATH
ferferm)
12. Explain Matte Opacity.

Matte Opacity 1 =R it
13. What is Positive Attitude?

TRETHE T FT g2
14. What are the two main categories of Particle

Texturing?
Particle Texturing @ @ TeI 0T FH-HT 82

15. Who is an Entrepreneur?

STHT A AT 82

Objective Types Questions 15 x 1 15

Marks

16. Which of the following software is used to create
lifelike animations as seen in films like Avatar and
Jurassic Park? fRofafaa # ¥ F19-9T d(%adT Avatar 3T Jurassic

Park SHT fhem ¥ amedfas® (Lifelike) UHIHAH 9T+ & forw Iwamr fam

STaT 82
a. Blender
b. Adobe Illustrator
c. Autodesk Maya
d. SketchUp
17. Which material node would you use for creating

realistic car paint with complex layers like clear coat and
metallic flakes? SIedd 9dl (Complex Layers) S Clear Coat 3T



a)

b)

c)

d)

19.

a)

Metallic Flakes dTdl dTediae (Realistic) Car Paint Ta9 F form

"9 Material Node T 39N f&FaT ST 82
aiStandardHair

Car Paint
Phong
Surface Shader

In Maya, what happens to the background of the
material’s Hypershade swatch when Transparency is increased
from its default setting?

Maya ¥ ST Transparency F IAAR Default Setting T FETET ST %,

dl Material & Hypershade Swatch Ea) Background Fr femre ot %?
It turns red

Ig AT (Red) Bl SATET 2

It becomes a checkered pattern

I8 9% (Checkered) ¥ed # &« STl 2l

It becomes fully opaque
Tg T %8 AUt (Opaque) I STET 2

It shows a gradient pattern

78 UfSUe (Gradient) Ted fE@Tdt 2

For creating volumetric effects like smoke or fog that
scatter light, which material node should be used?

%ﬁ (Smoke) AT ?ﬁg? (Fog) S Volumetric Effects, IEGEENEIE
ICICESH (Scatter) %, AT F Fﬁq FIT-9T Material Node SUIRT fFam
STaT g2

aiStandardvolume

aiStandardSurface
Subsurface Scattering
Ocean Shader

Which menu is used to insert Shapes and Images?

Shape #¥ Image Insert & & o0 A Menu & ITANT FFAT STAT 82
Format

Tools
Edit
Insert

Which is NOT a part of personality?
Faferfea & & ®9-97 SAhea &1 BET 981 892
Self-confidence (TCHAETH)




b) Openness (gT49)
c) Mental disability (HAIATErEAT)

d) Agreeableness (HgHAAT)

22. What is a Start-up?
E-AT FT 22

a) 0ld business (AT FGHM)

b) Newly established business (AT TATO SAE9T)

c) Government office (H(#ﬂa %HﬁﬂQ)

d) Bank (%)

23. Which of the following is a barrier to Active
Listening?

fRafafaa & & | m=90 § arar sF-9 82

a) Noisy environment (ST¥Ih ATATAL)

b) No eye contact with the speaker (d<hl T Af@ FT GUE T iFﬁ)
c) Not paying attention (&IT9d <)

d) All of the above (IUUh AHI)

24. What does a Normal Map do in 3D graphics?

3D Graphics ¥ Normal Map FT FTH FLAT %?

a) It modifies the actual geometry of a surface.

Ig Tdg i dTEqia® SATHIT (Geometry) &l F&adl gl

b) It uses pixel shaders to simulate fine details and surface

appearance.
Jg Pixel Shaders T ITINT & H&H @A (Fine Details) ¥ ¥dg

N FATa (Surface Appearance) @[ ATHATH KT %I

c) It adds lighting effects based on the intensity of pixels.
g Pixels #l TAAT & AL UL THT TATT SEAT gl

d) It alters the specular highlights on a surface.

Ig 9dg * Specular Highlights & d&@dl gl

25. What is the purpose of UV Mapping in 3D modeling?
3D Modeling ® UV Mapping & 329 FT 8?2

a) To increase the polygon count of a model.
wied %’Polygon I TEIT T



b) To define how a 2D texture will be applied to a 3D model.
78 eifa &A1 % 2D Texture ® 3D Model ¥ F#H FRITAT STUATI
c) To create a light source for the model.
Afed % forw wearer &G (Light Source) T
d) To adjust the size of a 3D model in the scene.

Scene H 3D Model T & FEAATI
26. Which compositional guideline is based on the Golden
Ratio?
FI-AT Composition Guideline Golden Ratio ¥ LT %?
a) Rule of Thirds
& AF TTH
b) Leading Lines
AT AT
c) Framing
TRTHRT
d) Symmetry
YHEYAT (Symmetry)

27. What is the default extension for a Maya Binary file?
Maya Binary WIEdl 7 {SWice UFdde™ T 82

a) .ma

b) .mb

c) .obj

d) .mel

28. What resolution is considered optimal for textures in

a library?

Texture Library # ¢@9=< & [T HF-8T Resolution HaH ITIH AT

STaT g2
a) 256 lines
b) 512 to 2048 lines
c) 1024 lines only
d) 2048 to 4096 lines

Fill in the Blanks.

29. NURBS stands for

NURBS T [T TH L
30. A is a rectangular box where rows and

columns meet.



UF rectangle % HATHRIT & F(@ AT &, SEF rows 3T

columns Head 2



