
Image Objects

An Archaeology of Computer Graphics

Jacob Gaboury

The MIT Press
Cambridge, Massachusetts
London, England



Contents

Acknowledgments vii

Introduction 1

1 Culling Vision: Hidden Surface Algorithms and the Problem 
of Visibility 27

2 Random-Access Images: Interfacing Memory and the History 
of the Computer Screen 55

3 Model Objects: The Utah Teapot as Standard and Icon 87

4 Object Paradigms: On the Origins of Object Orientation 125

5 Procedure Crystallized: The Graphics Processing Unit and 
the Rise of Computer Graphics 157

Coda: After Objects 191

Notes 203
Bibliography 259
Index 283


