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RAN-1908060203050002
M.Com. (Sem. III) Examination November - 2025

Advanced Statistics (Paper - VIII)$

Time: 2 Hours ] [ Total Marks: 50

k|Q“p : / Instructions

(1) D‘fp¡¼s v$ip®h¡g rhNsp¡ DÑfhlu ‘f Ahíe gMhu.
 Fill up strictly the above details on your answer book.

(2) All Questions are Compulsory

(3) Figures to the right indicate full marks of the question.

(4) Sketch neat and labelled diagram wherever necessary.

Seat No.:

Student’s Signature

â. 1.  “uQ¡“p âñp¡“p S>hpb Ap‘p¡. (10)

  Answer the following questions

 1. bsphp¡ L¡$ Å¡ fds“p¡ î¡rZL$ rhjd k„rds lp¡e sp¡ fds“p¡ d|ëe i|Þe ’pe R>¡.

  Show that, if the game matrix is skew-symmetric, then the value of the game 

becomes zero.

 2. rkçeyg¡i““p¡ D‘ep¡N L$fhp dpV¡$“p L$p¡C‘Z b¡ L$pfZp¡ gMp¡.

  Give two reasons for using simulation

 3. “uQ¡“u dprlsu ‘f’u “¡V$hL®$ ApL©$rs v$p¡fp¡.

  Draw the network diagram from the following data.

Act $(L$pe®) A B C D E F G H

Predecessor (‘yfp¡Npdu) – A A B C C D,E,F G

 4. “uQ¡ Ap‘¡gu fdsdp„ ‘gpÎetbvy$ ip¡^u s¡“p¡ DL¡$g d¡mhp¡.

                        M¡gpX$u B/ Player B

B1 B2 B3

M¡gpX$u A A1 −2 15 −2

Player A A2 −5 −6 −4

A3 −5 20 −8

      

 5. apS>g kde kdÅhp¡.
  Explain Float time.

 
â. 2. A. “uQ¡“u fds“p¡ DL¡$g CV$f¡V$uh“u fus¡ d¡mhp¡. (06)
  Slove the following game by Iterative Method.  

*RAN-1908060203050002*
R A N - 1 9 0 8 0 6 0 2 0 3 0 5 0 0 0 2

P1271



RAN-1908060203050002 ] [ 2 ] [ Contd. ] P
1

2
7

1

           M¡gpX$u B/ Player B

M¡gpX$u A
Player A

−1 2 1

1 −2 2

3 4 −3

 b. kfkpC“p„ rkÝ^p„s“p¡ D‘ep¡N L$fu“¡, “uQ¡“u fds kdõep“p¡ DL¡$g d¡mhp¡. (07)
  Solve the following game by Dominance Rule.

                                  M¡gpX$u B / Player B

B1 B2 B3 B4 B5

M¡gpX$u A A1 20.8 20.8 10.4 −20.8 −31.2

Player A A2 41.6 31.2 41.6 −20.8 0

A3 52.0 10.4 20.8 52.0 62.4

 OR

â. 2. A. L$p¡C‘Z 2 # 2 i|Þe ep¡N fds“p¡ kp^$p¡ ìe|l “ lp¡e A“¡ M¡gpX$u A “p¡ hmsf î¡rZL$  (07)
                      M¡gpX$u B

M¡gpX$u A x1

x2

y
1

y
2

a b

c d

  dpV¡$ A “p„ ìe|lp¡ x1 A“¡ x2 lp¡e sp¡ s¡d“u qL„$ds A“¡ fds“y„ d|ëe ip¡^p¡. 
  For any zero-sum 2 # 2 game which has no pure strategies and payoff matrix of A is

                              Player B

Player A  x1

x2

y
1

y
2

a b

c d

  If x1 and x2 are the strategies for player A, then find its values and also find the 
  value of the game.

 b. “uQ¡ Ap‘¡g fds“p¡ DL¡g buS>NrZs“u fus¡ d¡mhp¡. (06)
  obtain the solution for the following game by algebraic method.

                         M¡gpX$u B / Player B

B1 B2 B3

M¡gpX$u A A1 9 1 4

Player A A2 0 6 3

A3 5 2 8

â. 3. A. A¡L$ âp¡S>¡¼V$“p PERT k„b„r^s L$pep£ rhi¡ dprlsu “uQ¡ Ap‘¡g R>¡. Äep„ a = Apiphpv$u,  
m = kp¥’u h^y k„crhs, b = r“fpiphpv$u (07)
L$pe® 1-2 2-3 3-5 7-8 5-8 6-7 4-5 1-6 2-4

a 3 6 5 4 1 3 3 2 2
m 6 12 11 19 4 9 6 5 5
b 15 30 17 28 7 27 15 14 08
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  i. “¡V$hL®$ ApL©$rs v$p¡fp¡.
  ii. L$V$p¡L$V$u ‘’ d¡mhp¡
  iii. 31 qv$hkp¡dp„ âp¡¡S>¡¼V$ ‘|fp¡ ’hp“u k„cph“p d¡mhp¡
  iv. âp¡S>¡¼V$ ‘|fp¡ L$fhpdp„ 46 qv$hkp¡ L$fsp„ h^y kde gpN¡ s¡“u k„cph“p L¡$V$gu?
   The following are the details of a project related to PERT. where,
   a = optimistic, m = most likely, b = Pessimistic

Activity 1-2 2-3 3-5 7-8 5-8 6-7 4-5 1-6 2-4

a 3 6 5 4 1 3 3 2 2

m 6 12 11 19 4 9 6 5 5

b 15 30 17 28 7 27 15 14 08

  (i) Draw Network diagram
  (ii) Obtain Critical Path
  (iii) Find the probability that the project will be completed in 31 days.
  (iv)  What is the probability that the project will take time more than 46 days to 

complete.

 b. CPM A¡V$g¡ iy„? PERT “p apev$p gMp¡.   (06)
  What is CPM? State the advantages of PERT. 

  OR

â. 3. A. b“phV$u A’hp L$pë‘r“L$ L$pe® kdÅhp¡. PERT “p gnZp¡ S>Zphp¡. (06)
  Explain Dummy activity. state the characteristics of PERT.

 b. “uQ¡ v$ip®h¡g dprlsu ‘f’u âp¡S>¡¼V$ hl¡gpdp„ hl¡gp¡ s’p dp¡X$pdp„ dp¡X$p¡ iê$ ’hp“p¡ A“¡ kdpàs  
’hp“p¡ kdeNpmp¡ ip¡^p¡. (07)

  from the following information find the Earliest and Latest starting and completing 
  time of the project.

Job (L$pe®) 1-2 1-3 1-4 2-5 3-6 3-7 4-6 5-8 6-9 7-9 8-9

Time (kde) 2 2 1 4 8 5 3 1 5 4 3

â. 4. A. rkçeyg¡i““u L$pe®‘Ý^rs kdÅhp¡. (07)
  Explain the methodology of Simulation.

 b. CPM A“¡ PERT “u kfMpdZu L$fp¡. (07)
  write the diffrence between CPM and PERT.

OR

â. 4. A. fds“u kdõep“p âcprhsp“p r“edp¡ S>Zphp¡. kfkpC“p¡ r“ed kdÅhp¡. (07)
  state the laws of Dominance in the problem of game. Explain Dominance Rule.

 b. “uQ¡“u fds kdõep“p¡ DL¡$g Apg¡M“u fus¡ d¡mhp¡. (07)
  obtain the solution by graphical method for the given problem.

           M¡gpX$u B/ Player B

B1 B2

M¡gpX$u A A1 −6 7

Player A A2 4 −5

A3 −1 −2

A4 −2 5

A5 7 −6
 


