CSC 476 midterm 2 topics

This midterm will be semi-comprehensive – i.e. we will revisit some of the important topics discussed throughout the quarter.  The possible topics (and the basics of what you should understand about those topics) are listed below: 

The graphics pipeline (Chpt. 6): you should know the various stages of the graphics pipeline (i.e. the major transformations and why they are carried out).  You should understand the general complexity of the operations in each stage.  For a given scenario you should be able to identify the possible bottlenecks in the pipeline.  You should understand what you could control to speed-up the pipeline.
Acceleration Algorithms (Chpt. 9 & Chpt. 4): Understand the general concepts for acceleration algorithms; this includes some of the useful data-structures (including how to compute bounding spheres and AABB) and how to test against these data structures (and their advantages and disadvantages).  In addition, this includes an understanding of view frustum culling (including specifics of how it is done) and level of detail (including specifics with regards to the usefulness of a binary triangle tree data structure for terrain rendering).

Surface representations (Chpt 2-3):  Understand the various representations of digital surfaces (polygonal, volume, patch surfaces) some of their advantages and disadvantages.  Understand why triangle meshes are so commonly used.  Understand why we would like to do mesh simplification.  Understand the general tasks of mesh simplification (e.g. deciding what to simplify and how to do so).  Understand progressive meshes. Understand other methods to decrease the amount of data sent from the CPU to GPU.
Lighting in games (Chpt 10): Understand light maps (how they are constructed and used).  Understand general concepts about vertex and pixel shaders.
There will likely be a mix of conceptual and specific questions on the exam (similar to midterm 1).
