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_ An_swér-ALL questions,

"PART A — (10 x 2 = 20 marks)

11.

1 S‘tate th_e l'équirements' .for image texturing i_n gamihg._

2. Distinguish between culling and clipping in game programming.

3. - Gaﬁe engines are event driven. Justify the statement with an example, .-

4. Deﬁne pr ofﬂmg Wl ite a profiler to measure the perfm mdnce ofa snnple game

5. What is game logic? List the data structures used by game logxc |
6. . Define cooperative mu_ltitasking. Why is it called so? _

7. Write'a python code snippet to draw a trisingle |

8 State reasons f01 the deveiopment of numerous game engmes to design 2D and
— 3D games '

9. _Specify a simple t;lc Based game.
10 7 What are pﬁzzlé games? Give examples.

| PART B — (5% 13 = 65 marks)
(a) Descube the phases in the 3D 1ende1mg pipeline used for the production

of games. 3 (13)
Or

(b)) () What is character animation? Kxplain with an example. (6)

(i) Explain the fundamentals of physics employed in designing games.

(7




12. (a) Sketch the ar chltectule of a game engine and explain the functions of its
components in detaﬂ . (13)
‘ Or
(b) What is meant by colhslon in a game'f‘ Describe the two forms of colhswn
detection, o ayy
13.. (a) Witha neat sketch explain the components of application layer present in
~ the game architecture. . o (18)
Or
(b) Describe the three basic parts of a game event system with their class
“definitions, (13)
14, (@) @ Explam the design phllosophy of DX studlo and summarize its
| limitations. , . o G
- (i) Describe the use of' Flash in animat:c_d games, o - (6)
. Or o
- (b). 'Elaborate on the - utilities available - m Java suppoxtmg game
programming. : R S S S (13)
15. (a) : (i) prlam 1sometuc video games in detall : o _: _ . ‘ (N
(i) Write the issues to be addressed in the development of SD games.
: : (@
(b).. ___Explain.t_he types of.Multi-Player Gante models with examples. - (18)
' IM&TC—~GXI5—15mka |
186. '(_a) (}‘)_ 'Identlfy and summarize. the quateuuon opelations to rotate - a _
. . vertical ob]ect by some dngle Co . o (8 -
(i) - Write.a python program to Chaw the shape of an ellipse and
rectangle . , . , - o (7)
M) Gy . Demonstlate the steps to draw a polygon and a cm,le usmg Umty
' : (7)

-(ii) Descnbe the proceduxe to develop a snnpie 8D interactive game

. usmg DirectX, _ S 6))
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