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General Instructions :

(1)  Please read the instructions carefully.

2) This Question Paper consists of 22 questions in two sections : Section — A

& Section — B.

(3) Section — A has Objective type questions whereas Section — B contains

Subjective type questions.

(4) Out of the given (5§ + 17 =) 22 questions, a candidate has to answer

(5 + 10 =) 15 questions in the allotted (maximum) time of 2 hours.

(5)  All questions of a particular section must be attempted in the correct

order.
(6) Section — A : Objective Type Questions (24 Marks)

(i) This section has 05 questions.

(it) There is no negative marking.

(iti) Do as per the instructions given.

(iv) Marks allotted are mentioned against each question/part.
(7) Section — B : Subjective Type Questions (26 Marks)

(i) This section has 17 questions.

(i) A candidate has to do 10 questions.

(iti) Do as per the instructions given.

(iv) Marks allotted are mentioned against each question/part.
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U - A
(ST TBR & TH)
TSR H1oet W @ 7 6 o1 6 & fehedll 4 w1 o 3o i | 4x1=4
() TorH TR &1 hisdes 30 9R T Gdieh forator YeM st 2 for o 3ot fomam mam =
U I JTETIHhaT 8 ? 1
(A) Tafrse gfafsran

(i)

(iii)

(B) e fdfsma
(C) Tua | gfafsran
(D) == gfafsean

TTe Med T ‘R’ <1 91 FaeTd @ 2 1
(A) d%ETd (Rational)

(B) Imefarel (Realistic)

(C) @unfya (Revised)

(D) &= (Regional)
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SECTION - A

(Objective Type Questions)

1. Answer any 4 out of the given 6 questions on Employability Skills. 4x1=14

(1) Which type of feedback provides precise details about what has been

done well or needs improvement ? 1
(A) Specific feedback

(B) Negative feedback

(C) Timely feedback

(D) General feedback

(1) In SMART Goals ‘R’ stands for : 1
(A) Rational
(B) Realistic
(C) Rewvised

(D) Regional

(111) An acquired or natural capacity that enables you to perform a

particular task with considerable proficiency is termed as . 1
(A) Interest

(B) Ability

(C) Weakness

(D) Hobby

1

S
©
(S}

U



O 0
B

(iv) fr=ferfaa § & S °1 e o aTfie TEwETe 1 fge g ? 1
(A) HiFEX 9T% T |

(B) 39T S-TeA Sied G LT |

(C) AYAT SI3AAIS ThicSt HTH HAT |
(D) UEI-ITR" HFeRR FHIC i A< AT SR T -1hd BT |
(v) THS T Ueh g1 1 T wE R R 7 1
(A) SRgw & § §=AT |
(B) <& ol S Y& H F galcaiad e |
(C) =9 o aR H fHees 54 |

(D) FETER 31 31fies forentd Al sr@Tem & |

(vi) Tr=fafad # @ = o1t gaiweiia fasars @eg (SDG) 78 & 7@ 2030 o

BRI S T AT W TR ? 1
A) I gEHd (B) IT<B! TR 37 GITETett
(C) <ifires T (D) IaiE FgFa™
2. feumu 6 yei # @ fopedi 5 el o I I | 5x1=5
() SEd Hiohideh GR % fore oo i <R et @ 2 1

(A) fe-gue i U & foru sif@ & i@ firer™ & 5= |

(B) fawama yefsia s & foru &g siem |

(C) 3At@ & i@ frerrT 3R Weft ITRifep w7 61 SR T |

(D) Ehat <t fefet & fore ST & s |
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(iv) Which of the following is a part of yearly maintenance schedule for

the computer ? 1
(A) Clean your monitor.
(B) Clean up your e-mail box.

(C) Cleanup download folder.

(D) Check for expiry of antivirus software and renew.

(v)  What is the primary function of an entrepreneur in society ? 1
(A) Avoid taking risks
(B) Discouraging others from starting business
(C) Creating myths about business

(D) Fostering innovation and economic growth

(vi) Which of the following is NOT a Sustainable Developmental Goal

targeted to be achieved by 2030 ? 1
(A) Zero Hunger (B) Good Health and Well being
(C) Gender Equality (D) Space Research
Answer any 5 out of given 6 questions. 5x1=5
(1) What is recommended for better gestural communication ? 1

(A) Avoiding eye-contact to prevent intimidation.
(B) Crossing arms to show confidence.
(C) Maintaining eye-contact and using open body language.

(D) Speaking louder to compensate for gestures.
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(1) oot ot o EHEER el gl (hierarchical structures) N H3R
JTshaT3TT o SHIOT Ieq~T T STE HIFTH ¢ |

(A) HI'@E&IEB 9191 (Cultural barrier)
(B) HaATeHs a1 (Organisational barrier)
(C) ifqes smem (Physical barrier)

(D) < &HT (Visual barrier)

(iii) 3= TUrEET o GEEHT H fEw o | qd foemi s sfgargds % o
o fereaerfieran ufasfa (Low-fidelity prototypes) foehféd fope wima € |
(A) 3faq ®9 & (finalize)
(B) Mif<id % (materialize)
(C) UM & (validate)

(D) T8 HH (destroy)

(iv) AT, IR foae gfg o1 TFm b 3R afurdt & ge s auenan &1
T S s Tgfd ol HaT 1T & -

(A) AJ&U g (Analogical thinking)
(B) fi=1 == (Divergent thinking)
(C) uwd | (Lateral thinking)

(D) 31ehiteh A4 (Sequential thinking)
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(11) A communication barrier caused by hierarchical structures and rigid

procedures in a company reflects :
(A) Cultural barrier

(B) Organisational barrier

(C) Physical barrier

(D) Visual barrier

(111) Low-fidelity prototypes are developed to 1ideas quickly

before investing in high quality resources.
(A) finalize

(B) materialize

(C) wvalidate

(D) destroy

(iv) A method of solving problems using indirect, non-traditional

reasoning and breaking from convention is known as :
(A) Analogical thinking

(B) Divergent thinking

(C) Lateral thinking

(D) Sequential thinking
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(v) Tr=faRaa o feaem =t TR (visual communication) % Teh IET&W0T & &9 T
IooTg & TR ST g ? 1

(A) S Hehd HI SHITRer
(B) ifereh g ST FAISH
(C) e ymo

(D) TR I TR

(vi) T=fafaa @ fora gt @ fespres @ yonfoat e 6 s aewdt 8 2 1
(A)  TehfSi =1 3t T
(B) W@ yerd T Eidl & UTH T 3T Hiet 31mER
(C) SNER -l AT

(D) oA Qe 3cqTe 3T 39T

feu T 6 ST # § Tehegl 5 eI o IR T | 5x1=5
() Ik (Spontaneous) WISHTcHe: THHTCHhAT foRIY &9 8 UTE ST 2 : 1
(A) 3ITHIS I §hU
(B) heITehRI TR Tifidehil §
(C) haet AR SaAR §
(D) et TR H
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(v)  Which of the following is NOT mentioned as an example of visual

communication ? 1
(A) Road signs and infographics
(B) Comic books and emoji

(C) Radio broadcast

(D) Maps and presentations

(vi) Which approach leads to sustainable food systems ? 1
(A) Overuse of packaging
(B) Local sourcing and seasonal eating
(C) Frequent long-distance imports

(D) Instant food production and consumption

Answer any 5 out of given 6 questions. 5x1=5

(i) Spontaneous emotional creativity is typically found in : 1

(A) Accountants and bankers
(B) Artists and musicians
(C) Software developers only

(D) Mathematicians only
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(i) HieTeer U9 fesie 6 AR -3taEen & wWiew 4 oA H TeReEiin ugld a9y
315! R Flessh o7 JeH Ll § 7

(A) YW ATh-3T9
(B) 3E-fudssm
(C) URST ISieT

(D) TSR Ha&qor

(iii) Tr=ffad o & °1 Harl & el & T T8 2 ?
(A) =Y (Climax) (B) gg (Conflict)

(C) =B (Blueprint) (D) == (Resolution)

(v) TS GHEAT3T o T o TTU e 7 o T&HTcHe U i hal SI1dT &
(A) gRrETia sTeTeRs TRt (Deliberate emotional creativity)
(B) &Y 84 (Analogical thinking)
(C) = R=m (Divergent reflection)

(D) el T (Linear planning)

(v) Torfaa g sivret fenfia s & fore i qea afies @ 8 7
(A) I, T, FTelh
(B) forEAT, GdTeH, FeRTRrd et
(C) T, FISHT ST, HIT<Id HT
(D) STIHYM, ST, ST&THT
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In early-stage testing of a mobile app design, which prototyping

method provides the best quick feedback loop ? 1
(A) Paper mockup (B) 3D-printed case

(C) Poster presentation (D) Market survey

Which of the following is not a part of a story’s structure ? 1
(A) Climax (B) Conflict

(C) Blueprint (D) Resolution

Creative use of existing knowledge to solve unfamiliar problems
refers to : 1

(A) Deliberate emotional creativity
(B) Analogical thinking
(C) Divergent reflection

(D) Linear planning

What are the three main ways to develop written communication

skills ? 1
(A) Practice, Read, Observe

(B) Write, Edit, Publish

(C) Think, Plan, Execute

(D) Research, Draft, Revise

13 {3



o
(=
<)

EiE
B
(vi) HIeH mfRed (Motion graphics) ! G T higd Hleh TRHRh
TR & ST fohan S B | 1

(A) HE T TG

(B) STEAfreh 99 9T IR hi Th{T
(C) dTa, At 3R fesiea aw
(D) fredt 3T pagactt & =ttt

few T 6 wei § @ foredl 5 el o SN | 5x1=5
(i) SARHE (A) : TATHS gefor TR Fgsial fasiid & % faw wh ymiva
T2 | 1

T (R) : ST STEHETAT o B h foT SF=wur hi STAfT <ot # |

Reirry

A) (&) 3T (R) I 81 8 3 (R), (A) 51 9 TTHH2 |
(B) (A) 3 (R) i 521 &, W (R), (A) T &l TR TE § |
(C) )@@, W R) TR 7 |

D) (A) w&@ &8, g (R) @& € |

14 {3



[=]:::[=]
B
(vi) Motion graphics differ from traditional animation by primarily

focusing on : 1
(A) Human movement realism

(B) Real-time gesture sketching

(C) Text, shapes and design elements

(D) Clay and puppet characters

4. Answer any 5 out of given 6 questions. 5x1=5

(1) Assertion (A) : Creative doodling is a proven way to develop idea

fluency. 1

Reason (R) : Doodling allows for exploration without the fear of

failure.

« L z(.l_f\'

(A) Both (A) and (R) are correct, and (R) is the correct explanation
of (A).

(B) Both (A) and (R) are correct, but (R) is not the correct
explanation of (A).

(C) (A) 1s correct, but (R) 1s not correct.

(D) (A) 1s not correct, but (R) is correct.

15 {3
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(iii)

(iv)
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B
tﬁ.—vl—{—tﬁﬁ THAIE (Pose-to-pose animation) H, q=a Tfafafern 1 afeafya
A & fou g@rﬁw (key frames) SFTT 9Td & |

(A) TS T F (sequentially)
(B) fem1sF9 % (randomly)
(C) Ush H1¥ (simultaneously)

(D) &= H (in-between)

W ugiadl # et § HifEn, @ AR ueM iR 39 fashen
e & |

(A) 37T IS B =T

(B) Ifeeeh sheerit ST R AT

(C) 319t T <t et ST

(D) ThISH WIS @l

FHET (A) : FHRAT 1 TANT TS For=mi 1 e i o FoTg fepar ST 2 |

T (R) : AT Shlcafeh §Td Bid! & IR ITEAfsh -8R ¥ 37T I3 HaY
T @i |

(A) (A) 3T (R) G & £ 31 (R), (A) 1 78 T 2 |

(B) (A) 3 (R) GHI &&l &, Wg (R), (A) T el LRI T B |

(C) (A)HEIR, wg (R) W&l &I 2 |

(D) (A) #&@ 7l 8, W (R) ¥EI 7 |
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(11) In pose-to-pose animation, key frames are created to define

major movements.
(A) sequentially
(B) randomly

(C) simultaneously

(D) in-between

(i11) Sustainability in food practices includes choices like composting,

reducing food waste and

(A) avoiding organic produce

(B) using plastic cutlery

(C) growing one’s own vegetables

(D) buying frozen food

(iv) Assertion (A) : Stories are used to present design ideas.

Reason (R) : Stories are fictional elements and unrelated to real-

world communication.

(A) Both (A) and (R) are correct, and (R) is the correct explanation
of (A).

(B) Both (A) and (R) are correct, but (R) is not the correct

explanation of (A).
(C) (A) 1s correct, but (R) 1s not correct.

(D) (A) 1s not correct, but (R) is correct.

17
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(v) M E ugfd feR-924 (brainstorming) § &9 37fue I 8 ? 1
(A) ud g (Lateral thinking)
(B) i@ @ (Convergent thinking)
(C) = 4= (Divergent thinking)

(D) 3d&d g (Analogical thinking)

(vi) F=fafaa & o fmm wheror & S ITFThaisT i AT Tfdfshanst
oY JATe €9 J T80T Hial 8 ? 1

(A) YW Teersd (Paper prototype)

(B) ‘Jﬁ_{ifq FIHI (Scenario simulation)
(C) &t 7isfem (Clay modeling)
(D) <ifeat e (Video sketching)

5. Teug 6 i # & feheal 5 e o IR T | 5x1=5
() U uigwd gfashfd (Scenario prototype) fereeh fore wafferss 3ugea & 7 1
(A) 3D T ¥Y Yeiid HE
% (B) fshan-3mentid ==k (interaction) i &9 &A1
% (C) fersfsie seqd e
- (D) U 6l s (fabric texture) T =Nl
109 18 4
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(v)  Which method is most associated with brainstorming ? 1
(A) Lateral thinking
(B) Convergent thinking
(C) Divergent thinking

(D) Analogical thinking

(vi) Which of the following most effectively captures emotional reactions

of users during idea testing ? 1
(A) Paper prototype

(B) Scenario simulation

(C) Clay modeling

(D) Video sketching

Answer any 5 out of given 6 questions. 5x1=5
(1) A scenario prototype is best suited for : 1
(A) Demonstrating 3D visual form
(B) Visualizing process-based interaction
(C) Static blueprint rendering

(D) Fabric texture exploration

19 {3
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(i) e SAfRFT WTEAT o ST H & S1el H Scq~ B STt ThTcHehdT bl Shal SIdT & : 1

(A) TETfeeh WTaATeHeh TEHTcHehdT (spontaneous emotional creativity)

(B) lj'f%l_dTﬁ?[ AHTcHSD THTcHST (deliberate cognitive creativity)

(C) If3deh Thiam (lateral sketching)

(D) FEIH[a W (empathetic mimicry)

(ii) Tr=faRaa o @ wia Tee THEeH 1 U SRR AR 8 ? 1
(A) F THHTE (B) Tufeaemm
(C) -3 ARH (D) N HH THHTE

(iv) T wia HeE ifeat fvad = fou mu fom o fomrs 18 swqa 1 s fomen mn g,
1 HeH 3TTST IUH 38 ThR [T ST TehdlT & : 1

(A) wEIE (Claymation)

(B) 318 THHYE (Cut-out animation)

(C) ayaeht THueH (Puppet animation)

(D) dS-g-9Is THESH (Pose-to-pose animation)

20 {3
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(i)

(iii)

(iv)
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B
Creativity that arises instinctively in response to deep personal

emotion is called . 1
(A) spontaneous emotional creativity

(B) deliberate cognitive creativity

(C) lateral sketching

(D) empathetic mimicry

Which of the following is NOT a type of stop motion animation ? 1
(A) Clay animation (B) Pixilation
(C) Cutout motion (D) Key frame animation

A stop motion video using the objects depicted in the given picture is

best described as : 1

(A) Claymation
(B) Cut-out animation
(C) Puppet animation

(D) Pose-to-pose animation

21 {3



(v) fehI&T (Sustainability) fora T hf=d T goreft 8 7 1
(A)  Iferenan arfoTfses Icred T
(B) s TRAterofie FEHTaT
(C) 3T ST STehfereh TshamaTt = st et fefe

(D) 3TURTE 3TET ol ToRITETS T

(vi) Tr=afafiga d =F feswre Neifien =1t e g ¢ 1

(A) BT ST e fora g9
(B) HR-ZS ATfeAd TSR
(C) ToTa-s wfees s

(D) A ®R

% Qe -§
= (forsoreh TohR & T9)
TSR I R feu 7w 5 Uoi 4 & forgl 3 I3 o I T | Tsh Y97 1 3 20 § 30
&g | G | 3x2=6
6.  “ehrd I SHATGHTRIeh STATENl § T 3N e SR sl SAcd(oeh Haw & |7 feu e e

= =T Hifs | 2
7. Sied U 9% B o Tt IR shieredi o I8 9qrsy | 2
8.  TTSHE h YA hich 3Tk HP GhIA T i Tt foramd it 51 wehell & 7 2
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(v) Sustainability as a system focuses on :
(A) Maximizing commercial output
(B) Minimizing environmental involvement
(C) Interdependence between consumption and natural processes

(D) Disregard for waste generation

(vi) Which of the following is an example of sustainable technology ?
(A) Coal-burning power plants
(B) Solar-powered chargers
(C) Single-use plastic bags

(D) Gasoline cars

SECTION - B

(Subjective Type Questions)

Answer any 3 out of the given 5 questions on Employability Skills.

Answer each question in 20-30 words. 3x2=

“Clear and concise communication is of immense importance in work and

business environment”. Explain the given statement.

Name the four skills which must be master to succeed in life.

What actions can be performed on your computer screen by using a mouse ?

23
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12.

13.

14.

15.

16.
109
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(a) TSR (career) FTE ?

(b) 31 < ikl % 19 FATST o9 1S aferd SfhIITSIT T Hehal B | 1+1=2

“TEHATST bl hH HT SHR AR A& § 8 Teh 2 |7 STHAFAIS bl hH hid & foiu

3TN <t ST et fafer s | 2
feu e 6 oAl ° T foRegl 4 Tl % I 20-30 e § AT | 4x2=8
. Teomsa & ged # =i (Storyboarding) = uftariya SHifsw | 2
9T TR T AR Hravt i qfienT Samst | 2

Fr-favaeimar  (low-fidelity) Wiekesfm 3t Sw=-favam=ar (high-fidelity)

TISRTSUT o s 3T TS | 2
et TEnfiehl (sustainable technology) % 4 3eTEeT fefEu | 2
TS 3 (squash and stretch) org TR Thnee o gunedere & Siegd 8 7 2

T (spontaneous) 3R ﬁﬂﬂ‘{éﬂi (deliberate) THHTCHhAT % &t 37T HITTT | 2
24 {}
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9. (a) Whatisa career?

(b) Name the two ways how a person can earn a living. 1+1=2

10. “Reduced inequalities is one of our sustainable goals”. State the methods
used to reduce inequalities. 2
% Answer any 4 out of the given 6 questions in 20-30 words each. 4x2=8
11. Define ‘Storyboarding’ in the context of design. 2
12. State the role of active listening in effective communication. 2
13. Distinguish between low-fidelity and high-fidelity prototyping. 2
14. Write 4 examples of sustainable technology. 2
15. How does squash and stretch add realism to animation ? 2
16. Differentiate between spontaneous and deliberate creativity. 2

109 25 {3
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few 7w 6 wwl H @ fordl 8 Ui o IR 50-80 el | T | 3x4=

T ITE ! d9 o foTT <ht 715 Sfel & S, Teh T 3194 S ol CaT-¢H o & I
TEY I BT TITH B &I Teh 0T & LSS T JAT BT & | Tg hal 9H, Jehl 55
TUhT 3T T o THTLH 3 1T 3A=7d: 3T ScdTE o SUANT S ST 2 |

T HI FaqT3C foh w1 98 WHiEIE fesied =1 saaq | 99Tl 8 | I8 Th dehelehl
Terersy § fopa TR =1 3 7

T T TR H, 315 Seiiehter 3R fur o <t foriert <ran & form sueht 49 w6

a7t 3T TEHE A & | Ik 1 W HASIR TG AT o BT S T ISdT & |
JIH TER A T Teh T HaTeId Hidl & R FHwameaTe (assertive), SRR
(passive) 3 3HMS (aggressive) TS I T T & |

TR ST 31 TE= HITT 3T 0 QU hl & WHITAT ohl SEATrerd ShiTg |

AHEeH W W W HF H @ Th T4 T & 918 T8 BhiA IR Har g fores
SUANTShd! JTE < ST AT R | 3 SHBT GO0 B T 1= ST=WTehal WIaHT3Ti 3R o
TfshanaTi <t ftreht-fAuTeRt &htd & | I8 wieur umiesiF (navigation) Heal 3R ARG

WTSHTCHh Gohdl ol Johe Shidl @ |

TS TR hl Tga shifsu 3R SARfes fesie saenst o sae 78 &
HHEST |

26

12

U



[=]:::[=]
=
Answer any 3 out of the given 6 questions in 50-80 words each. 3x4=12
17. During a product pitch, a group uses a storyboard of a mother trying to

manage her child’s medication routine. The story shows confusion, missed

doses and the eventual use of their product to solve the issue.

Identify two reasons why this storyboard is effective in communicating

the design. How does it differ from a technical prototype ? 4

18. In a group project, Arjun takes charge of presentations and decisions,
leaving his teammates feeling unheard. Their work suffers due to poor
group morale. The teacher conducts a session on communication styles

and introduces assertive, passive and aggressive models.

Identify the communication barrier and propose two strategies to

overcome 1it. 4

—

9. A group working on a mental health app creates hand-drawn screens
showing the user flow. They test it with students by role-playing different
user emotions and decision paths. The test reveals navigation issues and

missing emotional cues.

Identify the prototyping type and explain its importance in early design

phases. 4
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A student is tasked with redesigning a school bag. Instead of focusing only
on size and colour, they explore analogies — what if the bag was like a
tree ? The bag could grow compartments, distribute weight and adapt like

branches.

What creative method is being used ? How does it benefit the design ?

A small startup named EcoBox aims to reduce use of single-use plastic in
packaging. They develop modular packaging units made from rice husk
and corn starch. These boxes are not only compostable but also designed
for multiple uses, like storing spices at home. Their brand encourages
consumers to reuse the box before discarding it. The company maps out
the product lifecycle from raw material sourcing to end-of-life compositing,

ensuring minimal ecological footprint.

How does EcoBox demonstrate principles of sustainability in design ?

Identify and explain two key features that reflect system-based thinking.
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22. An NGO commissions a group of students to develop an animated short
film on water conservation. The students decide to use motion graphics to
create a two-minute story showing how daily water habits affect the
planet. The film uses animated infographics, dynamic text and characters
showing water wastage versus conservation. The video is shared on social

media and plays on school smart boards during assemblies.

What animation style is being used here ? Explain how this technique

supports educational campaigns.
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