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Boundary Edge Antialiasing Circuit

KoOHEI HIRUKAWA,# TOMOYUKI AOTANIH and TSUNEO IKEDO it

This paper describes the hardware algorithm of boundary edge antialiasing. Our scheme
achieves polygon edge antialiasing with a single pass rendering, comprising front and back-
ground color buffers, polygon edge buffer and intensity modulator. The edge buffer stores
direction, slope, fraction and polygon identifier along polygon outlines in order to solve alias-
ing at the edges where multiple outlines are contacted or passed through a pixel grid. PEB
hardware cost is 9 bytes per pixel. The performance does not change corresponding to the
existence of antialiasing process and produces an antialiased pixel at the rate of 1.2 billions

per second.
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