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(10 points) The standard graphics pipeline is highly optimized to display a large number of triangles
(or other simple geometry) as quickly as possible, incorporating simple transformations, lighting,
shading, and texturing.

Important concepts:
- Triangles come into the graphics card independently, or as strips or fans. There is no notion
of global geometry, such as what is connected to what or behind what other thing.
- The graphics hardware supports a collection of basic operations

(10 points) See attached

(10 points) We should take human perception into account because:
a. People perceive brightness on a log scale, i.e., we must effectively continue to double
brightness to achieve equal increments in apparent brightness
b. People can perceive a much greater ratio of brightnesses than can be shown on a typical
display
¢. People perceive edges (color differences) much more clearly than specific colors

4. (16 points) See attached
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