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True or False
1.  A line art image is composed of varying shades of color.

Ans: False
(contone)

2.   Computer grayscale images are generally 8-bit images.

Ans:  True

3.  Contone images can be reproduced with dots of ink to produce a halftone.

Ans: True

4.  Line art images are often referred to as bitmaps.

Ans: True

5.  The spatial resolution of images is measured in lpi on the computer monitor.

Ans: False
(dpi)

6.  One advantage of bitmapped graphics is smooth scaling.

Ans: False 
(vector graphics)

7.  Resampling is the process of increasing or decreasing the number of samples in an image.

Ans: True

8.  The effects of quantization are smaller image dimensions.

Ans: False
(fewer colors in the image) 

9.  Color indexing is used to optimize the appearance of images with lower bit depths.

Ans: True

10.  Digital cameras measure spatial resolution in giga-pixels or millions of pixels.

Ans: False
(megapixels)

11.  Scanners capture images in vector format.

Ans: False
(bitmapped)

12.  Vector graphics are converted to bitmapped images by a process called rasterizing.

Ans: True

13.  PDF and GIF files are common vector file formats. 

Ans: False

(not GIF)

14.  Modeling is the process of specifying the shape of a 3-D object. 

Ans: True



15.  Any two-dimensional line or object can be extruded to create a 3-D object.

Ans: True

Fill-in-the-Blank
1. One main type of 2-D computer graphics is _________.
Ans: bitmapped 
2. The other main type of 2-D computer graphics is _________.


Ans: vector-drawn
3.  A set of specific colors available to a computer at any given time is a _____________ ___________.

Ans: Color palette

4.  Computer displays use an _______________ process to produce the image colors.

Ans: Additive

5.  Color resolution is determined by the number of bits/pixel or _____ ________.

Ans: Bit depth

6.  Reducing the number of samples in an image is called ________________.


Ans: Downsampling

7.  ________________ is the process of rounding off a sample to closest available value in the digital code being used.

Ans: Quantization

8.   ________  ______ is “canned” artwork available on disk, online, or part of a graphic program.

Ans: Clip art

9.   _____________ compressed files discard some information from the original image.

Ans: Lossy

10.   A __________________ is a line with a particular length, curvature, and direction.

Ans: Vector

11.  __________________ programs are the software to create vector graphics. 

Ans: Draw

12.  Draw images are ______________  ____________, meaning the image will not change size when displayed on output devices with different resolutions. 

Ans: Device independent

13.  Draw programs make use of  ___________ to overlap portions of an image.

Ans: Layers

14.  The 3-D stage that specifies the textures applied to the model’s surface is known as _____________ _______________.


Ans: Surface definition

15.  The 3-D process through which the computer creates the scenes specified by the artist is ________________________.  

Ans: Rendering

16.  _____________ modeling defines the object as a pattern of triangles, quadrilaterals or other straight-edged figures.

Ans: Polygon 

Multiple Choice
1.  The number of colors for bitmapped graphics depends on:

A. LPI

B. Bit depth

C. Resolution

D. DPI

Ans: B

2.   Colors produced in printed output use this process:


A. RGB

B. Linescreen

C. Subtractive

D. Additive

Ans: C

3.  Which of the following is a computer color palette?


A. HSB

B. Web-safe

C. RGB

D. Halftone

Ans: B
4.  The process of combining pixels of different colors to produce an unavailable color on the computer is known as:


A. Dithering

B. Quantization

C. Upsampling

D. Indexing

Ans: A

5.  A common compressed file format for bitmapped graphics:


A. PSD

B. JPEG

C. RAW

D. MOV

Ans: B

6.  The process of converting a drawn image into a bitmapped graphic is known as: 


A. Rasterizing

B. Rendering

C. Quantization

D. Autotracing

Ans: D

7.  Anchor points on vector images used to reshape or resize an object are called:


A. Layers

B. Handles

C. Pixels

D. Ellipses

Ans: B

8.  Simple cubes, cones, cylinders, and other 3-D shapes supplied in a graphics program to generate new objects are called:


A. Primitives

B. Splines

C. NURBs

D. Formulas

Ans:  A

9.  A feature of modelers that can create a 3-D object by rotating a 2-D line on an axis is:


A. Extrusion

B. Metaball modeling

C. Lathing

D. Shading

Ans: C

10.  The second stage of creating 3-D graphics is:


A. Rendering

B. Shading

C. Formula modeling

D. Surface definition
Ans: D

Paragraph Response
1. Identify and explain the two major types of 2-D computer graphics. Give an advantage and disadvantage of each.

Ans: 2-D computer graphics are bitmapped or vector-drawn. Bitmapped images are formed from a pattern of discrete elements or “pixels.” Each pixel is defined with a bit code to determine the color range of the pixel. An image with 8-bit color has fewer colors than a 16-bit or 24-bit image. The density of pixels/inch also influences the clarity or resolution of the image. Higher spatial resolutions produce greater clarity of image. The advantages of bitmapped images include accurate representation of complex contone images, full-featured photo editing, awide range of artistic effects, and precise editing to the pixel level. Disadvantages include large file sizes, loss of precise shape if resized or rotated, and device-dependent image resolution. 

Vector graphics are created from mathematically defined shapes.  The image is recreated based on the commands stored in the image file. This results in much smaller image file sizes, and the image can easily be resized or rotated without distortion. Vector graphics are also device-independent, meaning the same file can be used with different devices without altering the size of the image. The disadvantages of vector images include less detailed representation of complex contone images, no photo-editing capability, and limited artistic control.

2. Identify and explain the four stages of producing 3-D graphics. 

Ans:  The four stages of producing 3-D graphics are modeling, surface definition, scene composition, and rendering. During the modeling stage the developer specifies the shape of the 3-D object. The surface definition phase specifies the textures that are applied to the model such as wood, glass, or stone. At the third stage, scene composition, the artist arranges objects and includes backgrounds, environmental effects, and lighting to create the entire scene. The last stage of rendering is when the computer creates the scenes specified by the artist. 
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