GAME 101 – Graphics
Using the presentation found in the class notes, answer the questions attached and submit by the due date.

Project One

1. Define a pixel.
Individual dots of an image.

2. Define resolution as it relates to computer displays.
Expressed in width x height. Standard unit of measure is DPI.

3. Define aspect ratio.
How the resolution maps to the screen.

4. Explain what RGB triplets are and how they relate to colors on a computer monitor.
RGB triplets are the values of red, green, and blue (0-255 each) that represent the makeup of a color displayed through light. When all are zero, the color is black; transversely, when all are 255, the color is white.

5. Explain what a “palette” is in relationship to computer displays.
Palettes allow a reduced amount (usually 1) of bytes to be used for each pixel on the screen. A palette is a limited array of values picked from the total number of available color combinations provided by RGB.

6. List at least 3 different sized palettes and the number of colors in each palette.


	Size
	Number of colors

	
	

	1 byte
	256

	2 bytes
	65,536

	3 bytes
	16,000,000



7. Define the term “render”.
The process of showing the image on the screen.

8. Define the term “sprites” as it relates to computer games.
Image objects that can move inside another object, which may contain a series of images that make up the image’s animation.

9. List the most important attributes of the following image file formats: 
a. BMP – Stores each pixel as it is shown on the screen. Often largest file size.
b. JPG – Compresses the image to a smaller file size, but loses image detail.
c. GIF – Compresses an image with no losses, however is limited to a 256 color palette, and therefore, 256 colors in the image.


10. Explain what “masking” is.
Selecting a specific color to represent transparency, much like a blue- or green-screen used in video production. This color is designated as the transparent color by the color palette.
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