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Part-A

1. Explain in a few lines, the following terms :


(30) 

(a) Random Access
(b) HDTV
(c) DVE

(d) Sequence

(e) Timeline

(f) Project

(g) Compression

(h) JPEG

(i) Transition

(j) Clip

(k) Bins

(l) Color correction

(m) Dat

(n) Drop frame

(o) handles

(15x2=30)

Part-B

Attempt any 9 of the following 12 questions. All questions carry equal marks.

2. Describe the process of editing a video programmed on a non linear editing system.
3. What are the advantages of NLE
4. What are the different digital formats which can be mixed in the non linear system?
5. Explain the working of at least two video software used for video editing.

6. Explain the working of at least two audio software used for audio editing.
7. What are the parameters to be kept in mind when digitizing footage?

8. What is the basic equipment required in setting up a NLE video editing system.

9. What are the basic rules of editing to be followed in editing a video programmed?

10. What is the process of Non Linear Editing?

11. Explain the techniques of Digital manipulation of images.
12. Explain the role of key frames of using effects in Non Linear Editing system.

13. Explain the working of at least one graphic software in designing titling and animation.
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The question paper consists of Two Sections, A and B. Section A will be compulsory and have 15 short answer questions (40-60 words) of 2 marks each.

Section B has 12 long answer questions of 2 marks each, out of which condition have to attempt 9 questions

Section-A

i. What is fluid effect?

ii. What do you mean by an aperture in a camera?

iii. What are the two “shelf” modes in Maya’s interface?

iv. What is projection map?

v. What are the detail levels in a nurbs object in a view port?

vi. What is polygonal modeling?

vii. What are the full from of API and MEL?

viii. What is rigging in 3D animation?

ix. Which shader can stack one material over another?

x. What can be the different sub objects of a polygon object?

xi. What sound formats are supported by Maya?

xii. What is rendering technique?

xiii. Write the full from of IPR.

xiv. What are the clipping planes in a camera?

xv. Write full from of IK and FK.

Section B
14. What is time slider and range slider. What are the advantage and uses of range sliders? 

15. What is a rendering technique? Explain the different types of reindeers in Maya?

16. What is graph editor? How animation can be made more effective through it. Explain

17. write short notes on 

a)
Camera

b) light effects in camera

6.
What is decay rate of a light? What are the different types of decay rates?

7.
What is an image plane? What are the uses of it?

8.
What is rigid bind and smooth bind? What is the difference between them?

9.
How does the focal length of a camera affect its angle of view?

10.
Explain shaders and textures briefly.

11.
Write short notes on any two:

a) Maya fur

b) Maya Cloth

c) Maya MEL

12.
Explain linear and non-linear animations in detail.

13.
Explain the concept of forward and inverse kinematics.
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