I am thinking that following are some of the features of Graphic controllers
1. Alpha blending

2. Anti aliasing

3. Graphic library support

4. Fill rate

5. Configuaration core

6. Interfaces to processor, display, memory, CPU

7. Video scaling

8. Rendering

9. Resolution

10. RGB output

11. Graphic acceleration functions

12. Supply voltage

13. Temperature range

14. Chroma keying

15. Technology (for example CMOS)

16. External memory

17. Display controller

18. Gamma correction

19. Layers of overlay display

20. Aplha plane

21. Bit Blt unit

22. Brightness, contrast and saturation control for video

23. Transform and lighting

24. Looping

25. Lengthy floating point

26. Bump mapping (in pixel shading)

27. No of pipelines and shaders

28. Video memory

29. DDR

30. GPU core clock

31. GPU bus width

32. Memory management optimization

33. Fulscreen anti aliasing (used in visual simulation applications)

34. Mip mapping

35. Z-buffering

36. Shaders (vertex, geometric, pixel)

37. High dynamic range rendering

38. Texture mapping

39. Monitor blur

40. Depth of field

41. Lens flare

42. Fresnel effect

43. Anisotropic filtering

I have to collect information about what types of graphic controllers are there and I have to compare these all controllers with one another based on above mentioned fetaures.

Now my doubt is from the above list which features I should choose to compare the controllers and to select good one for my application ?  Generally which factors you consider while you compare graphic controllers ? Are there any other features apart from above mentioned features ?
