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TEOPETHYHI 3ACAIM EKPAHHOI'O 31JIA/IKYBAHHSA
Y KOMI'IOTEPHIM I'PA®IIII

Pogionos I1.1O., k.e.H.1, PogionoBa O.B.2

'Hayionanvnuii mexniunuil ynieepcumem Ykpainu
«Kuiscokuit nonimexuiunuu incmumym imeni l2opsa Cikopcokozoy, m. Kuig
’Hayionanvnuii asiayitinuil ynieepcumem, m. Kuie

AHoTauif. ¥ pobomi pozenadaromsvca meopemuuti 3acadu eKpanHo2o 321a0xcysants. Haseoeno ma
NPOAHANI308AHO GU3HAYEHH NpodieMu auiacuHey y Komn 'tomepuitl 2epagiyi. Posenawymo memoou
EKPAHHO2O 3271a0JiCY8AHHS AK IHCMpYyMeHma 6opomvou 3 aniacuneom. IIpoananizo8ano memoou eKpaHHo2o
321A0JCYBAHHA 3 MOYKU 30Dy IX 6NAUBY HA AKICMb 300pAdXCEHHs MA CMBOPIOGAHe HABAHMANCEHHS HA
anapamue 3a0e3neyenHs.

KirouoBi cinoBa: komn romepua epaghika, aniacune, expamnne 321a0H4CYE8aAHHS.

Y xoMIr'roTepHii Tpadimi SAKICTh 300paKCHHS € OJXHUM 3 HaWOUIBII BaXKJITMBUX
MOKa3HUKIB. MeTow JaHoi poOOTH € aHadi3 ICHYIOUMX TEXHIK €KPaHHOTO 3IVIa/)KyBaHHS 3
TOYKHU 30py MOXKJIMBOCTI iX 3aCTOCYBAaHHS AJI MiHIMI3allil eeKTy allaCUHTY SIK BaXJIMBOTO
(hakTOpa BIUIMBY Ha SKICTh 300pa’KEeHHSI.

AmiacUHT BHMHHKA€, 4epe3 Te, 10 TpadiuHa KapTa HE MOXKE BHUKOHYBAaTH HEOOXiIHY
BUOIPKY 3 HECKIHUEHHOIO TOYHICTIO y MpoIeci Bi3dyani3alii CUEHH, L0 MPU3BOAUTH 10
BTpaTu 4acTuHU 1HopMalii mpo Komip okpemux mikcemiB [1, 2]. ¥V xommn'torepHiit rpadir
AJICUHI 3yCTPIYAETHCS Yy THUX BHIAJKAX, KOJIU 300pa)keHHs O0OpOOISETHCSA 3a AOMOMOTIONO
rpadigHOTO KOHBEEpYy. Y TaKOMYy BHUMAJAKy Ha 300paXeHHI MOXKHA TOOa4uTH apTedakTy,
30KpeMa TaK 3BaHl «3yOli», M0 € Heo()IliiiHOI Ha3BOIO Il apTedakTiB TAaKOro TUIY Y
pacTpoBiii rpadiri (puc. 1).

a 0

Puc. 1. Amiacunr y koM totepHiit rpadimi [2]

AmiacuHr He cClIi IUIyTaTd 3 apredakraMu CTUCHEHHS, SIKI BUHHMKAIOTh 4YEpe3
3aCTOCYBaHHS CTUCHEHHS 3 BTpatamu [3].
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Ha puc. 1-a Ha 300pakeHH1 a pO3MIIIEHO IJIABHUM Kpall 300pa’keHHs, sIKe HEOOX1IHO
BiIOOpa3UTH 3a YMOBH HECKIHYEHHO! KUTBKOCTI CEMIUIiB. TOYKM JEMOHCTPYIOTh TO3UINT
cemrutiB. Ha puc. 1-0 mokazaHo, SKMM YHHOM TaKe 300paKCHHS MOXKE BUIVISIATH 32 YMOBH
3aJIaHOTO CEMILTFOBAHHS.

VY cBOIO Yepry, TEXHIKH €KPaHHOTO 3T PKyBaHHS BUKOPHUCTOBYIOTHCS JIUIS 3MCHIIICHHS
a00 yCyHEHHs 3a3Ha4eHHX MpoOieM Tij 4Yac BimoOpakeHHs 3o00paxkenHs (puc. 2). Ilpu
3aCTOCYBaHHI E€KPAaHHOTO 3IVIaJKyBaHHS CJIIJT BPaXOBYBaTH SIK OCOOJMBOCTI KOXHOI 3
ICHYIOUMX TEXHIK, TaK 1 BUMOTH JI0 300paKeHHS 3 00Ky KOPUCTYBAdiB.

Without antialiasing With anfialiasing

Puc. 2. Expanne 3m1apkyBaHHs [4]

[lepuioro TEXHIKOIO, SIKY MM PO3IISTHEMO, € IIBUAKE HAONMKEHE 3MIaJUKyBaHHs (Fast
Approximate Antialiasing, FXAA), sike 6yno ctBopeHo Timoti JlorTecom 3 kommanii Nvidia
[5]. OcHoBHa mnepeBara Ii€l TEXHIKM NEpe] 3BUYANHUM MPOCTOPOBHM 3IVIa/KyBaHHSIM
MoJIArae B TOMY, IO BOHA HE IMOTPeOye BEIMKOI KUIBKOCTI OOYMCIIIOBAIBHUX pecypciB. Lle
JOCATAETHCS MUISIXOM 3[MIAJKyBaHHS HEOaXaHUX «3yOLiB» [6] K MIKCEINiB, BIAMOBIIHO 10
TOTO, SIK BOHM BUIVIIAIOTH HAa €KpaHi, a He aHami3dy camoi 3D-mofeni, siK y 3BUYaitHOMY
MPOCTOPOBOMY 3IIapkKyBaHHI [5]. JlaHuil anroputMm 3mIQJKye HE JIMIIE Kpai Mixk
TPUKyTHUKAMU, a W Kpad BcepenuHi aib(pa-3MIMIaHUX TEKCTyp Ta apTedakTu, 10 €
pe3yabpTaroM e(eKTiB MiKceIbHOro meiaepa. [[o HenomikiB MOKHa BIJHECTH TOW (akT, 110
BHCOKOKOHTPACTHI TEKCTYPH1 KapTH MOXKYTh BUIJISIIaTH POSMHUTHMH [7].

HacTtynHoio TeXHIKOIO €KpaHHOTO 3IVIa/PKyBaHHS € TIOKpalleHe CyOIiKCelbHE
Mopdororiuyne 3mamkyBanHs (Enhanced Subpixel Morphological Antialiasing, SMAA).
JlaHa TexHiKa pPO3MMBAE KOHTPACTHI TOYKM 300paKeHHS, JIOJATKOBO PO3MI3HAIOUU JIiHII,
KpuBi Ta rpaHuii MiK o0’exktamu. [lepeBaroro naHoi TexXHIKM € ii IIBUIKOIS, TPOTE
HaJIe)KHUM YMHOM BOHA MPAIIIOE JIUIIE 31 CTATUYHUMH 300paKeHHIMU [§].

3rmamxyBaHHs 3 cynepcemiuiamu  (SuperSampling  Antidliasing, SSAA) — 1ue
KOHIICTIIisSi CTBOPEHHSI 3IIaJ)KyBaHHS IIJITXOM OOYMCICHHS CHEHH 3 PO3ALIHHOIO 3[aTHICTIO,
BUII[OIO 3a 3BUYAlHY, a MOTIM 3MEHIIEHHS ii 0 MPaBWIbHOI PO3AUIBHOI 3maTHOCTI. Lle
J03BOJISIE B3SITH OUIbIIE CEMIUIIB U1 KOXKHOTO mikcens. /laHa TexHika 103BOJIsiE OTpUMATH
BHUCOKY SIKICTh 300paXeHHsI, POTE Ma€ 3HAYHUH BIUTUB HA IPOAYKTHUBHICTH poOOTH [1].
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3m1aKyBaHHS 3 JeKUIbkoMa ceMiuiamu (MultiSample AntiAliasing, MSAA) nacninye
3MIAKyBaHHS 3 CyNepceMIUIaMu, aje 30UIbIIy€e KUIbKICTh CEMIUTIB JIMIIE Ha TPaHHIIX
MOJIIFOHIB. Y TMOPIBHSAHHI 3 TEXHIKOIO 3MNIAJKYBAaHHS 3 CyIlepceMIUIaMH, 3IJaJ)KyBaHHS 3
JEKUTHKOMa CEMIUIAMH € MEHIIT BUMOTJIMBUM JI0 anaparHux pecypcis [9, 10].

Ak 3a3HayeHo y podotax [11, 12], OCHOBHUM MPUHLIUIIOM THUMYACOBOTO 3T I)KyBaHHS
(Temporal Anti-Aliasing, TAA) € 3MilllyBaHHS IOTOYHOTO KaJApy, 110 BIOOpaKaeThCs KaapH 3
MuHnyinoro. Ile poOutbcs fist 30UTbIIEHHS KITBKOCTI CEMIUIIB Ha MPOTUBAry BUKOPHUCTAHHIO
JUIE CEMIUIIB 3 OJHOro Kajapy. JlaHa TexHika 1mo0Ope mpamoe SK 31 CTaTHIHUMU
300paKeHHSIMH, TaK 1 3 IUHAMIYHUMH. Y JESKUX BHUMAJKaX 300paKCHHSI MOXE BUIVISIATH
PO3MUTHM.

[TincymoBytoun BUIECKa3aHe, MpoOiemMa ajiaCMHry € HaJ3BHYailHO BAKIUBOIO Y
KoMIT tOTepHIN Tpadimi. [Jns miHiMizamii epexTy amiacuHTy BUKOPHCTOBYETHCS ANl TEXHIK
€KpaHHOTO 3IIa/PKYBaHHs, KOKHA 3 SKMX MOKe OyTH 3acTOCOBaHa B 3aJICKHOCTI Bif
KOHKPETHHX 33/1a4 Ta MOXJIMBOCTEH araparHoro 3a0e3meueHHs.
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