Marking Scheme for 12" (Level 1V)

Media Entertainment

Question | Answer Marking
No.
1 Frames 1
2 Basic principles of Animation 1
3 F4 1
4 Interactive photorealistic rendering 1
5 Hypdershade 1
6 Ctrl+U 1
7 F2 1
8 Lambert 1
9 Communication Skills 1
10 Energy Efficiency Services Limited 1
11 Specific Measurable Achievable Relevant Time Bound 1
12 Non-uniform Rational B-Splines 1
13 True 1
14 True 1
15 True 1
16 Squash means to press an object. If we press an object from the top, its | 2

width increases.

In Stretch, if we pull the same object upwards, its length increases. For

this principle, the object should be normal like a box or a ball.

Squash T Hcloldl BT & fohdll a&q @l Ealell 3R & fohdll a& &r

T ¥ Iy ar 3T dlss 96 St & |

Stretch & 3 a& &I §H FW &I b WY T 3HH &S TG STl

& 139 Principles & faT Object Normal & Si& sigq a1 g |
17 Cel Animation, Stop Animation, Motion animation, Computer 2

Animation-3D-2D
18 Transparency map - Transparency - Transparency means that 2

you can see through an object, like you can see through a

window. The higher the transparency of an object, the more

clearly it can be seen through the object, if the transparency is

less then it will not be visible clearly.

Bump Mapping: It is used a lot in Maya. Bump bumps are used

to make any object appear bumpy or raised. Apart from bump

map, displacement map is also used in the same way.

¥#q A7 (Bump Mapping) SHHT 39T ART & g &I gl s7q #Y

forely ol 3ffcaiare 1 Fa3-TIes, 3T g3 oW & fAw g §1 s

AT & 3arar Sedaade AT &1 g off T8 giar 81
19 UV in Maya Editors are tools used for texturing which can be 2
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opened from menu-bar > Windows > Modeling Editors > UV
Editor.

AR # A Ufdex SFEARE & AT SEE g A g § off A
s> Windows > Modeling Editors > UV Editor 39sT &T dhd &1

20

Specular-maps are maps that we use to highlight the brightness
and color of a surface. This map is used extensively in video-
game texturing. The specular map determines how shiny or
reflective an area should be.

FFgeR-AT F AT g § STt 3uaier go fondll dcdg &1 ads 3R
T A g F F AT S ¥ ARG tawaiy F sw v
Hmag?r%mdldl 1 TR AT T§ eI aar § &
fFa R &I fFdeT gHAdER AT WIadeh T gl

21

A reaction or response to a particular process or activity. For
example, someone might get little feedback from their speech.
R faRiy gfsrar ar aifafafr & gfa wfafsear ar gfafean 3emor &
fore, Rl Y 31 IO F Sgel A gfafHAT e aod §)

22

The terms 2D and 3D are used to indicate dimensions. 2D
means two-dimensional, 3D means three-dimensional. 2D
represents an object in only two dimensions, while 3D represents

it in three dimensions. 2D shapes are rectangle, square, circle,

triangle, or any other polygon.
3D shapes are cuboid, cube, sphere, cone, prism, cylinder, pyramid, etc.

TATAT S 3RTT el & o 2D 31 3D ereat &1 39T fohar Srar g1
2D &M 3y § Sfa-3arT, 3D &1 HY § F3-3mamedr| 2D frey awqg &1
dael ar AT 7 e § STaf®d 30 3§ e Mt 7 geffar g1 2D
MHFAT AR, 9, Jecf, ST AT I I TEISA &

337 JTHTAT =TS, B, 3telt, Asp, o, Sofet, RS 3nfer €1

23

Anticipation means when our object or our character is preparing
itself in advance for some action or work. Example - One of our
cartoon character is punching a wall or an object but before
hitting it He is preparing himself to throw the punch, he is closing
both his hands and rotating them in the air or he is preparing his
body in the first jump position to jump, this is what we call
anticipation.

Anticipation T Hddld g 99 gFRT object a1 ART Character 39
3T & R vFEA I FH F T g ¥ IR W W@
Example- ART H1$ Cartoon Character &Y rar ar &t object
W Punch (1) AR T § W al ARA ¥ Yl 3T T T IR
& @ § punch & 7T & fAT = g1 (Hand) §¢ < gar ¥ gar
ET & AT Jump (%hea) & fIT a gt Jump T Position & 39T
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Body &I oIk &Y T&T & 39 §H Anticipation &gd & |

24

Autodesk Maya gets its name from the Sanskrit word 'Maya',
which is the concept of illusion in Hinduism. Maya software is a
3D design software. This software is used in video games and
animated films.

3EISER AT HT Jg AH Tl 7N & AT Asq § fAar g, o
g & A 1 &7 YTUROT §| AR HFCIW Tk 337 f3aree
FFCARR g1 3 AR &N SEAAT Afsdr 3, UfiAfes fheaAm
g &l

25

The Transform tool is the first tool you need to know when using
Maya. To transform a model, the tools in the toolbox are the
Move, Rotate, and Scale tools. You can use the Transform tool in
Move, Rotate or Scale mode. The hotkeys (shortcut commands)
for them are w, e, and r.

AT &1 3YANRT Fd ALY B Tl Tgell Tl & ol STletell
TS gl frdll AlseT & B el & v, codied 7 o 79,
T 3R Fhel T 1 31T SEBIA ol T 3UAT - g, AT AT Fhel
S H I Tohd gl 3oTh [T gicdhlal (ACHE HATS) w, e, 3R r &l

26

Batch render is a time-saving render. In the batch render process,
we can apply all the scenes we have created to the render at
once. Suppose we have set three cameras for a scene, rendering
all three separately to create videos or an image takes time, but
with batch render we can render all three together.

Benefits of Batch render -

This is an easy process.

We can continue working in Maya while batch rendering.

You can also stop the batch render midway.

Batch I3T §HT &$I ST 6T Tl ST gl &1 o7 BT ufehar &
e W &7 99 § 37 TR U TTY & &7 (W W o Thod
g1 AT ST gae e i & fow e Fet o1 d¢ fhar g, d=r
FI IS FXh 34! fAf3al a1 o SAS dellel & fIT 3erer-31erer &Y
fFar S @ TFET oot €, Afe S BT @ AT A e @1y 3w W
el 8l

Batch render & o8 -

Tg AT fohdT gl Bl

gH Batch ¥sX ad §HT AT H &A SR W@ o o

g7 X & § g 7 Y T T B

27

Almost any form of physical activity can act as a stress reliever.
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Eat a healthy diet. Eating a healthy diet is an important part of
taking care of yourself. ...

Avoid unhealthy habits. ...

Meditate. ...

Laugh more. ...

Connect with others. ...

Assert yourself. ...

Try yoga.

carerer foRelT oY g T iR aifafafer aera fars & ®9 & &7
F ghl gl ...

TITY HER of. TTET HER WET 39T &I W@ T Tah mtgp‘r
feear 8l ...

AR ATl & &, ...

Tl HY. ...

e gl ..

et A

YA 319 T H ...

IQIeT T AT HY.

28

When you apply color to a 3D model, the same color applies to
the entire object. But when we apply any texture on the object,
we can show that texture only where we want to show it. To
properly apply texture to a 3D model, UV mapping or UV-unwrap
is required. For this, the model is cut and straightened by going
inside the UV editor and texture is applied on the 3D model.

9 39 R 33 Alsd & FI Fek 3ICATS Hd ¢ al 3ifsodge &
I Th ST FeR [ leatere W 3T ST §1 dfhed ST &7 ifeatae
W P TFHW PN § af 98 CFAR g STl dg fe@rar § agr fear
Thd §1 33 Hisel W TFFER A T TS Fel & [0 L Ay
AT AT -3 I ST T8l 81 38 foIv UV TSR & 3eel STt
AlSA & T Hah 38 YT N forar Arar § aar 337 Alsd W
SFIR 3carrs fhar sirar

29

Lambert: oiFe¢ T HcRIer AT § ST 9T vt aFeheR g
S - G, A e, 9T giforer arelr @agt F fe@rar &1 Arr 7
oFac-1 fShiee HACRIS giar §, 3R oFac-1 W &5 IoT fohar
SATaT § of 9 Sgonrd T W g ST &1 3§ oS of HY, STh
T, Teh o5 ofFac HeRIer ol

Blinn:- ool ACRIS AN T FA™FH THARGR ST UGleT
FLel ATl HCRTS AT gl Tooled Th ol TehIer aTell A i
f@rar | Ig U U AT § S IHFER Hael 3R U el
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@l fe@e & @A 7T 81 30T & v didel a1 Tegali=as(.
Phong Il Teh TAT ARIT AKX § S Teh HOR THRGR
EIScSE o AU HIMd HI IAT 3T S THANRGR Tdal &l fg@rdr
g1 3aTeXuT & fAv cellffesh @i 3R 3iftehier arg Sl @k
IEJU BT HRIS R FAT Hehel B

Phong-E Wia1$ ST, HiaT ACRIS &7 & T 3797 (Toi) gl -
S T TARCR ETSeSTH 33T AlSe & THA W Tgd & -BiaT
B W, BT U5 T 33T Alsed F TW-TTHE g1 BEIST T NG
h1T I Rbolehe AT &1 BioT $ ASTHT A 3R ooar |
AT T Jolell H TN T AT X el &, TR 3T o1
& Rpelre & foT 31f0® Fwey Baa g

Anisotropic shader : 3% AeRTT AT A3 AlsT W
GehTl T THF Y fG@rar § St W8, 9@, A1 AWHT FHUs|
faAete ATRTT AT W THGER g5SeH 3l HIsH & 3
Uit X AR el §1 T HAEItS ACRI AST er@n3verT -
37eraT cllehl {-FEem3i # HeREdageR Tehrer &l gl g1 Sid
qiferer &1 g5 U1, TeIRT T el kg & JfAfefad I &, de
1 SIS

Ramp Shader : YU 5T U& AT RIS AN ¢ ,TFTRr 3971am
3T 37T T el T LT dgoled & [olU X dohd g1 YT AR
H |sl T & 39 -Af3TC GaRT d6oll AT bl gUhF YT A A,
AT FT §H 3 AT H 3T Tohd 831 YIITh & Ggraar 4 -
3T T 3oT Ol 33HSe FT Fohd g1 3T YT AT Hr
wTaéfl AT N H HT I Hhd Bl

Ocean shader T YT water effects ailal & fohar ST g1
ST YIS AT 0N T FE leh T Ulell i g AT Uoh NIl
SgdT CT T AST §oIT oo &

30

TIFgeR HTH soleh TS TgI5C AT Bl & oif o & fordly a&q 3
I THD AT Wil Hol AUIRA e &1 Tager dAow
CFHaRer & gAR 3ffeoide RISl o & Fehd g1 Photoshop &
Specular-map(H9-FdeR) I Create I & fas=ifaf@d =ror
gid & - -Open Photoshop.

Teh THFATR SHST BISel Gl X FAFeR.AT elel & fore-

3H BISd HI <filename> spec & #ATH & Save .
Photoshop & Menu bar # Image > Adjustment > Invert X
click #X.

Photoshop & Menu bar & Image > Adjustment > Saturation
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T click #X.
Saturation &1 deg @78 50 - 3R Lightness #T dog oaTemdl-
60 T Tog HCRIT & YR W Feol S g1,
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