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The figureis in the margin indicate full marks
for the questions.

Answer the following questions :

l. What are the animation principles we need to
apply while animating a rubber ball bouncing on
a hard surface ? Explain each with diagram. l0

2. What is anticipation ? Describe its artistic and
technical aspects. 5+5=10

What is overlapping and follow through action ?
Explain with proper exarirple and diagram. l0

3. What is'?ose" ? Staf its primary firnctions. What
arc line of action and flow lines ?

5+5=10
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Or

What is the importance of a good silhouette ?

Explain with proper diagram. l0

Define the term "Riggingl'. What is the important
gool of a rigging artist ? 4+6=10

5. What is blendshape ? Draw and explain the
blendshape ofmouth. 4+6=10

Or

Ditrerentiatc betrveen IK aod FK. What is the
advantage of IK-FK switch ?

Wh6t do you mean by skinning ? Explain about
. the direct and indircct skinning method.2+8--10

Or

What is the function of connection editor, layer
€ditor, component editor and scrip editor ?

3+2+3+2=10

7. Define the followinS : 5x2:10

(a) Hnergraph @) Set driven key

(c) Anination snapshot (d)Athibute and Node

(e) Animatic.
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6+4=10
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