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••C01 Implement simple; 3D .Graphics applications for Game development 

.. C 0 2 , Use core,Garrie design principles for.Game Design 

^ 0 0 3 • . Analyze Game Er igineArctiitectO're and.rendering . . •. .•• . • 

;CQ4. ' '.Design:.Sirinple an imationszyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA '1".-, . 

,GQ.5,, Us6i tools •lil<eUni :y for.gariie design and development . ' i  •  :;  . '  •  . • '-. . . 

P A R T r A ( 1 0 x 2 = 20 IVIark^) 

SI.No, . ; Qaest iohs Marks CO B L 

1, .Illustrate the rendering pipeline. '. zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA; 2 • COS • L I zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA

•• 2: 

.Compute the composite tran.sforniation matrix for; 3D .rotation 

about X-axis fciy 90° GCW'foirowed by SDrotationabout Y-axis, 

by 90 ' CW: ; 

'2 0 0 1 12 

3. How are textures created arid us.ed inGG applications? . . 2 0 0 1 • L2 

4. Illustrate the concept of 'Game Play Mode'. 2 0 0 2 L I 

. .5. . List the .common catfegories of Game. c/7a//enges. • . ' . 2 • 0 0 2 L I 

6. . Compare Ganjies of progression vs. Games of emergence. • 2 CQ2 L2 

. 7. What is 'scan conversion'? . ri •• . •:.-2 • C O l L I • 

How is .rendering Transparent 3D. objects-different from ;that of •'. 

opalque objects? '• .. :-^\:\-' 
: .2 •'• c O a L 2 . ' 

: 9. What are.'portals'in a game!? • -2" 0 0 2 L I • 

•to..- • 
.lyiention' the di!fferent,,data structures comrrionly used;to 

"represent ganie worlds and objects in'20/30." ' ' > 
2-. • •;eo5' • 11.:. 

PAkl- B (8 x 8 = :64 Marks) 

(Answer any.8 questions) 

S I . No. Questions . r Marks CO B L 

11. 

• Coniputethe transformation rnatrixthat transfdrrns a triangle 

from'its initial position at [(2;2.j, (5;3),.(3,5)], to a new^p.dsition 

such that one of its vertices lies in the S''^ quadrant while the 

other two remain in the 1=' quadrant an.d none of the vertices lie 

on the coordinate axes. 

. 8 ' C O f L2 

12.; 

What are ;Sp//n:es?. Describe the process of .creating a simple, 

spline and derponstrate with an exarnple .by ..computing any. 

-random'positiori on the spline; ;. .v ' 

, 8 ' • 0.01 .L2 . 

..; 13: 
What is a lighting model? Present a discussion on one such 

popular model (iised in C G applications.and games.-
• 8 0 0 3 L I 



.1 zyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA

14. 
How are collisions handled inigarhes? Present'any popular 
mpthocl.,fpr..tianflling.c.Qjlisions.. !• ..'-.^ 

• .8 G 0 3 L I 

15. 

What is'the need for 'scripted'conversations' in a-game? Write 

.short.notes on besig.n'issue.s'for Dialog trees, with illustrations 

wherever necessary:'' . • . ' . • . ' ':':'• ' • • ' 

8 ' G 0 2 L 2 . 

"•1.6; 
What'is.'.Level 6f Detail'? Present the-teehniques and strategies 

. c.dmm'only adopted for implementation.' : •• . ' 
; 8 C 0 2 L I 

17. 
' Descri.be the systematic process of creating a 20/30 game' 

using any typical game engine.. 
8 . G 0 5 ' L2 

18. 

What do you know aboutzyxwvutsrqponmlkjihgfedcbaZYXWVUTSRQPONMLKJIHGFEDCBA Mesh Modelling?Present mesh 

' model for the following 3D shape: 

.Tetrahedron inscribed' in a standard unit cube at origin, .with 

.vertices at [(1,1,1),('0,1,1),(1,t,0'),(1,0,1)1.' '• • ' ' 

.8 : G 0 1 . L 2 . 

.19. 
What is the need for balancing a game? Present the; commoh 

techniques used for balancing a game:. 
••• 8- CG2 L I 

20. 
..What aî e the common Core Mechanics in Games? Write about 

any one.of the mechanics with an example use case;- • 
• .. 8 C 0 2 11 

21 . 

Derive the P;erspective prpjection ; transformation matrix. • 

Demonstrate with a simple example, howzodm.-in and Zoom-out 

' effects are.achieved using this. •• ••. 
•• 8 . GOI L2 

22! 

p.is'cuss about the common application pf.t.h.e following ari;imation 

techniques.-. ; •. • . : . • ' . ' • . ' ' ' , • • . • • ' ' ' . ' - > ' • • : 

> Keyfranie • .'•: . ; ' . ' 

. ' > Skin and Bones ; • • • '•';•.:•' ; : ' • ' • . • . ' : • ' 

. ' .8-''• C 0 1 L I -

P A R T - C ( 2 x 8 = 16 Marks) 

SI.No. Questions Marks C Q B L 

; 23. 

Present the common fechniqyes used for backface detection 

and.culling in 3D graphics applications'.- Identify backfaces tot the. 

3D shape described in Q.-No. 18', when the IpokAt point is chosen 

as the position (1,1,1) along the viewing direction from [(1; 1,1) to • 

(0,0,0)]., 

- 8 COS ' L3 

24., 
What is the use of AI .in games? Describe with an example game 

scenario how AI is implemented in Games. - ' -
'8 C 0 5 . L3 


