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END SEMESTNR

Fill in the blanks,:

Subject Code : AlvfT-502

CG TIGMING AND RENDERING

Full Marks - 70

Time - Three hours

The figures in ttre margin indicate full marks

for the questions.

Instructions :

(* IJI questions of PARI-A are compulsory'

(ii) Answer aay five questions from PARI-B'

(iii) Illusuate your anslryers with suitable sketches and

ex{lnnples whcrever necessary'

PART-A

Marks - 25

1x 10:10t"

{a) Maya kryboard shortcut combination to

duptieate amy light is :'
tTtrn over
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'Depth Map Sltadow will sharpen the stmdow.

(c) Generate shadow through direetiont l h#t
and make the shadow snnoothlsoften ttlere is

option n Muya 2018 is cattsd ____

(d) In order to activatelrnold Render in l*{ay*

2018 one need to srvitch oR ._--.-- from

'plug-in -Manager'?

(e) Increasing the value of __ .-,- - atiribute in

'Depth Map Shadow'will soften the shadorx.

(0 The keyboard shorteut for open any new

scene in Autodesk Maya i* 

-_--.(g) The default value of a Blinn materiat

Specular Roll Off it .

(h) The keyboard combinatian for saving any

(b) Reduce the value of atffibute in

files in Autodesk Maya is _

In order to lSet Project'in lu{q,a see,ffiryare one(i)



2. Write tnre or false: 1"io:l0

{a} There is an optioq called 'Keep' in Maya

render vierr which helps us to save render

sequence.

(bi Directional iight does not have any shadow

option tn A*odesk MaYa 2018'

(c) Ttrere is an option Mayo called Specular Roll

Atr which helps to increase shininess in

Lambert material.

dd) Blinn is a shiny material that is particularly

effective at simulating metallic surfaces (for

example, chrome or aluminium)'

(e) lv{aya tights are located under Mesh menu in

Maya-

(f) Through Outliner in Maya one can build

shading nstworks by creating, editing, and

connecting rendenng nodes.

(g) The Ks-l' Lightcreates the subject's rnain

illumination, and defines the most

visible lighting and shadows.

(fa) The Volume Lighting is used to simulate light-'

passtag ?fuough fog or smoke.

?lAh,tT-5sueG L&R" {3} [Turn over



3.

(i) The key combinatian to create shcrteuts in
the selves is Alt + Shift+ ieft mouse button
click.

fi) The keyboard shortouts to duplieate any light
n Maya Sofntare is Ctl+D.

Choose the correct answers for the following:
1 x5:5

(a) Light is located under

(i) Windows menu

(ii) C:eate menu

(iii) Mesh men

(iv) Display menu

{b) Which is not Maya default light ?

(i) Ambient (ii) Directional

(iii) Fhotometie (iv) Volume

(e) Ivfaya Hlpersltad*r is uscd to

{i} acrenge lJV mapping

{ii} Ncne of thern

{iii} organiee shading

iv) Ai! of tlre above

TlAh/tT:50ffeG["&R {4}



(d) Spmular Roll Off helps us'to

{$ Edit shinylspecular value of thc material

{ir} Speeular Roll Off can be adjustable

(iii) Specular Roll value can be changed
based on material properties.

(rv) All of &em

(e) Which material is used for representing matt
surface ?

(i) tanrbsrt

(iii) Phong

PART_B

(i0

Marks - 45

4. (a)

(b)

lYlrat is Gz*liner in Maya Softrare ? 2

Wlrat is the importance of Outlirars ?

Erylain rvith examples.

5. {a} What is Material Attrib*e Editor inAutodesk
3

of Specular
6

fTirn over

Ma.la ?

{b} Desoribe inaterial atrribute
siNt*iing isi Biinn rnaieriai.

?i'tuM11':5S?.eG {&R i5 i
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8.

(a) Uihf are CG Lighting and Rendcing ? 4

(b) What is the difference between Arnaldrendm
and Maya Sofiwore render ? 5

(a) How Blinn material is different from Lanrbem

Material ? 5

(b) Explain Material and its imporfance in
Autodesk Maya with an example 4

What are the different types of lights inAutodesk
Maya ? Explain with diagrams" 9

9. What do you mean by Maya 3-point light ? Explain
3-point lighting technique wittr proper graphs.

9

10. Write short notes on ary three. (Each carrying 3

marks):

(i) Maya oufliner

(ii) Lieht Rays

3x34


