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lmplement S|mp|e 3D Graphics appllcatlons for Game development

Use core, Game deS|gn prmcxples for Game Desrgn

1 Analyze Ga’ne r:ngrle r\rchltecture and rendenng

: }DeS|gn S:mple anlmatlons

5 Use tools Ilke Unlty for game deSlgn and development
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PART A (10 X 2 20 Marks)

| CO..

BL |

Sk.No. B ’ Questrons
1. ,lllustrate the rendermg pipeline. 2 - CO3‘ 11
. - | Compute the compOSIte transformation matrlx for 3D rotation |- - o
.2, | ‘about X-axis By 90° GCW followed by 3D rotatlon about Y-axis | 2 col| 12 .
 lbygotcw: P R R
3. | How are textures created and used in CG appllcatlons? ‘ 2 cot| L2
4. | llustrate the concept of ‘Game Play Mode'. 2 co2 | L1
_ 5. | List the common catégories of Game challenges. 2 |cozi I
6. | Compare Games of progreSSIon vs. Games of emergence T2 | CO2| L2
7. | Whatis 'scan conversion'? ..% - 2 |cot| L
8 “How is rendering Transparent 3D objects dlfferent from that of - 2 co3 | L2 .
... .| opaque. objects’? . . . Rt A
9. | What are ‘portals’ |nagame’? : o 2 |lcoz2| L1
.| Mention the different, data structures commonly us'ﬂ [ to, S A e B
10" Tepresent game worlds and ObjeCtS ingD/3D. "~ 2 €05 | L1
PART = B (8 x 8 =64 Marks)
(An'swer any‘8 questions) -
“[Sl.Ne. | - i Questlons . — _TMarks | CO |'BL
H 'SCompute the transformatlon matrix that transforms a triangle " e
» 7 |-from'its initial position at [(2, 2), (5 3),.(3,5)], to a new'position o Co
11. | such that one of its vertices lies in the 3¢ quadrant while the .8 COo1| L2
. | other two remain in the 1% quadrant and none of the vertices lie C ‘
on the coordinate axes. .
. | What are |Splings?. Describe the ‘process of creatlng a simple | - -
12.. | spline and demonstrate with an example by computmg any| 8 | CcOotT|.L2-
) | random posmon on the spling. : :
o 1'3':, | Whatis a lighting model? Present a dlscusswn on one such ” 8 CO3 1

popular model used in CG appllcatlons .and games




How are collisions handleq in:games? Prese
- method for.handling collisions.. . G e e
.| What is'the-need for ’scripted'~oOhver'sati0'ns'" in'a game? Write"
+ |'short notes on Design issues for Dialog trees with illustrations
wherever hecessary.* - - SR L T .
.| Whatis ‘Level of Detail'? Pregent ,theiteéhniq.u‘es".a'nd strategies
" | cOmmionly adopted for implementation.- R
- | Describé the systematic process of creating a 2D/3D game
__| using any typical game engine.. - I L
¢ " | What do you know about Mesh Modelling? Present mesh
“model for the following 3D shape: o .
* | Tetrahedron inscribed in a standard unit cube at origin, with
. _|.vertices at [(1,1,1 (0,1,1),(1,1,0),(1,0,1)]. SRS
" 19. Wwat is the need for balancing a game? Present the common
" | techniques used for balancing a garme: R s ;
. What are the commion Core Mechanics in Games? Write about
~._| any one.of the mechanics with an example use case'
'| Derive  the Perspective projection | tra’nsformatjqn matrix. -
| Demonstrate with a simple example, how zoom-in and Zoom-out
effects are.achieved usina this, :. 2 -
.| Dist
," | techniques.” C
> Keyframe - - | G
. > Skin and Bones-- - - e e

nt' any pépular

PART -C (2% 8 =16 Marks)

o - Questions - :
Present ‘the common.t'echniqUes used for backface detection
and culling in 3D graphics applications ldentify backfaces fof the .
23.| 3D shape described in Q.No. 1 8, when the lookAt point is chosen
-as the position (1, 1,1) along the Viewing direction from [(1;1,1) to
1000].
, What is the use of Al in games? Describe with an ex
_ | scenariohow Al is im plemented in Games. .

cuss about the common applicatior pffhe.fojlgvvirig‘?ﬁ;imaﬁon AR TR N
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