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Attempt all questions

QUESTIONS: (5 marks each)

1)	What is the rationale for using Triangle Strips and Fans to organise geometric data?
2)		Convert 0110 0011 to Hexadecimal 

3)		Catmull-Clark, Loop and Doo Sabin are all what type of mesh? 

4)	How does Loops’ Surface Subdivision algorithm work? Use diagrams if necessary 

5)		How may thresholding be utilized to compress an image? 

6)	What is the difference between lossless and lossy compression? 

7)		What is meant by the term 'Aliasing'?
8)	Describe the two main approaches commonly used to remove aliasing from an image
9)	Create a simple hierarchical scene graph for the following items in a house: Home, Sink, Tree, Interior, Exterior, Kitchen, Garden, Chair, Cooker, Fridge, Dining Room, Garden, Table, Shrubs

10)	How can the scene graph in question… be used to decrease render times
11)		Name three types of textures 

12)		Suggest one use for a one-dimensional texture 

13)	Suggest two approaches commonly used to render the sky in a 3D game 

14)	What type of texture map could be used to render a rainbow
15)		What are the properties of a directional light source 

16)	What is the difference between an area light source and a point light source? 

17)		What is an Area Light source? 

18)		What purpose do the vertex and fragment processors serve? 

19)	What is the difference between single and double buffering?
20)	What is meant by the term Stereopsis? How does this relate to the human visual system? 


