Lecture 1:  Overview – Review Questions

· Consider some surface in your environment – a piece of clothing, the carpet, a key, a mirror.  What factors determine the color that we actually see at various points on that surface?

· Computer graphics is all about making practical simplifications in order to portray objects in a way that is feasible and that meets the artist’s goals as well as possible.  For each of the factors you list above, how might you simplify them to make them easy to compute?
· Sketch a simple model of the standard graphics pipeline.

· It is difficult to discuss the graphics pipeline without discussing the use of buffers – the color buffers, depth buffer, accumulation buffer, stencil buffer and so on.  Why is there such an emphasis on buffers such as these in the standard graphics pipeline?

· For each of the buffers listed above, describe briefly and at a high level why they are useful.

· The standard graphics pipeline is built around certain assumptions – namely (1) that we want to render a collection of triangles as quickly as possible, and (2) that the processing of each triangle must be kept largely independent of the processing of all other triangles.  What real-world effects are difficult to achieve in the standard graphics pipeline, due primarily to these assumptions?
