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N.B: (i) Question No. 1 is compulsory.
(ii) Solve any four from the remaining.
(iii) Draw suitable diagram and assume needed data.

1(a) The average I/O size of an application is 64 KB. The following specmvatxons 10
are available from the disk manufacturer: average seek time =5 ms,7,200
rpm,transfer rate=40 MB/s. Determine the maximum 10PS that could be
performed with the disk for this application. Taking this case as an example,
explain the relationship between disk utilization and IOP.:

(b) Explain RAID levels in detail with neat diagram. 10

2 (a) What are various features and benefits of CAS 10
(b) Explain Failure Analysis with respect to busiqeﬁs’"continuity 10

3 (a) Explain SNIA storage virtualization taxeuomy with its configuration 10

implementations ‘

(b) Explain SCSI Command Model in detaﬂ ‘ - 10

4. (a) Explain forms and configurauonsfqvj;s}f storage virtualizations 10
(b) Explain Object storage and Retrieval in CAS : 10
5. (a) Explain the components of;rihiiiélligent Storage systems 10
(b) Explain FC protocol stack. n

6 (a) Explain factors affgg‘ﬁ’ii‘g NAS performance and availability 10
(b) Explain Backup and Restore process 10

7. Write notes on (anjz'fwo) : 20

(a) Disk Diive components

(b) Remote Replication Technologies
(c) _uAS Components

(d) Momtormg of Storage Infrastructure
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N.B. (1) Question No. 1 is compulsory.
(2) Solve any four questions from remaining six questions.

1. (a) Discuss the contents of game design document. 5
(b) What is the need for good archiecture design. 5

(c) What are the tools for game development. 5

B (b) Describe a recommended directory structure for starting a project. 5
2. (a) What are the steps followed in creating the game specifications. . 10
(b) Explain Tokenization with an example. 5 - 10

3. (a) What are Research goals and Research resources. 4 : 10
(b) Explain Reusability in software. O 10

4, (a) Explain implicit invocation architectural style. . 10
. (b) Explain the seven golden principles of effect.iye design. 10

5. (a) What are smart pointers ? Explain Sharea _ptr and weak ptr with an example. 10

(b) Explain popular source control acticiis. 10

~ 6. (a) Whatare user interface comp onmts ? Explain the different ways of user interface. 10
(b) Explain the properties requigcif°in a sprite class for animation. 10

7. Write short notes on any fogf of the following :— 20
(a) Stage 1 of game inop
(b) Resource file siracture
(c) Lexand Yaf:fc; ‘
(d) 3D grapbics pipeline
(e) Scenexnwode.
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N. B. -
1. Question No. One is compulsory

2. Solve any four questions from remaining six questions

QP Code : 8339

(3 Hours) [Total Marks : 100

Q.1 Solve any Four from following:

What is outsourcing? What are its advantages anw
disadvantages?

What is project management? Why is it neeacd‘?
Define project. What are the attrlbutes of prOJect?

What is project 1ntegrat10n managt:ggg@nt?

H O o ®w »

What is relation between MOV,‘-(S'Q\,\T‘Ope and WBS

R
[\
>

Explain project procurem#gnt management.

B What are the methods' :)f’i;udgeting for a project?

Q.3 A Explain the pro jsct Scheduling techniques

B Explain IT_”ijroject risk identification framework

Q.4 A EX_fpiT_;iin the various leadership styles

B  Kxplain the project change management plan
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Q.5 A Explain scope management plan 10
B _ Explain the pfoj ect implementation approaches 10
Q.6 A Explain project planning framework S 10
B lf?)e;fine critical path. Draw AON diagram and find crzt*caipath 10
| Activity Predecessor Duration in days
N L ,
B A 5
E B 5
F ¢ 5
G D" 1
I G g
J E, f‘, H,I 1
Q.7 Wr‘if’.é,;éltluort note on any Two 20
A R‘é;&urce loading and resource leveling
B bealing with resistance and conflicts in project
oxe] Project communication plan
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