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AHTHaNMIal3UHT 300pa)K€Hb JI03BOJISIE CYTTEBO IMIJIBUIUTH PEATICTUUYHICTh
dbopmyBaHHS TpadiyHUX CIIEH 3a PaXyHOK YCYHEHHs cTymiHdaroro edpexry. MLAA —
Morphological Anti-Aliasing — mopdosoriuauii aHTHATIaW3UMHT — OJHWH 3 METOIB
noctoOpoOku  300paxenHs. MLAA BUKOPUCTOBYIOTH Ui 3TJIQJKyBaHHS Yy
300paKeHHAX 0€3 JoAaTKOBUX BHOIpok [1].

MLAA [2, 3] no3Bosisie yCyHYTHM Taki HENOJNIKH BIJIOMHX METOJIIB:
HECYMICHICTb 3 METOJOM BIAKJIAJACHOTO OCBITJICHHS, SKUM Bce  OuIbIIe
3aCTOCOBYEThCSl TIPU pealti3allii peHJIepUHra B peallbHOMY 4Yaci; BUCOKI BUMOTH JI0
naMm'siTi Ta MBUAKOCTI OOPOOKHU, 110 MEPEHIKOKAE MOr0 3aCTOCYBAaHHIO Ha JEAKUX
IITUPOKO TOIHUPEHUX TUIaTGopMax; HEMOXIIMBICTh 3TIaPKyBaHHS HETCOMETPUIHUX
MEX.

Konnentyaiasao, MLAA 00po6iisie Oydep 300pakeHHs B Tpu etanu [3]:

* 3HAaXOJIUTh PO3PUBHU MiXK MIKCEISIMHU B 33IaHOMY 300paKEHHI.

» Busnauae mabnonu BizepyHkiB: U-o6pa3ni, Z-moai6H1, L-o6pa3Hi.

* 3MIITy€ KOJIbOPY B OKOJIMIII IIUX MOJICIIEH.

[lepmmii KpoOK 3MIMCHIOETHCS NUIIXOM TOPIBHSHHS KOXXKHOTO IKCENs 3
cycimHiMH. ['OpU30HTaNbHI PO3PUBU  BUSBIAIOTH IUISXOM TMOPIBHSIHHS TMIKCENs 3
HOTO HIXKHIM CYCIJIOM, a BEPTUKAJIbHI PO3PUBHU - IIUISXOM IMOPIBHSHHS 3 CYClJIOM
mpaBopyy.

Ha npyromy etari BU3Ha4a€ThCs TUI 3pa3kiB (puc. 1).
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Puc. 1. Tunu crangapTaHX 3paskiB U, Z, L.

Ha Tpetbomy etarii BU3HA4a€ThCS 3HaYEHHS KOMbopy. OCHOBHA i/1esl MOJIsITae B
3'€IHAHHSI CEPE/IHbOI TOUKHM TEPIIOro cerMeHta L-mpodiinto 3 cepeHbOoI0 TOUYKOIO
apyroro cerMenta. JIiHis 3’€AHaHHS PO3IISE KOKEH IMIKCeIb Ha /Bl Tpamnemii. s
KOXKHOTO IIKCENs TUIONA BIAMOBIIHOI Tparelii BU3HAUYae€ MOro KOJIpHY Bary mIpH
sMminryBanHi. Hampukian, Ha puc 2.. BUAHO, MO IJIOIMIA Tpamerii mikcens c5
ctaHoBuTh 1/3. Tomy HOBUI KOJIip ¢5 Oyne po3paxoBanuit sik 2/3 * (komip c5) + 1/3 *
(KoJip HUKHBOT CYCIJTHBOTO TKCEIS C5).
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Puc. 2. [lpukian BU3BHa4€HHS IHTEHCUBHOCTI KOJIbOPY

OcHoBHull Hemonik MLAA mnonsirae B TOMy, IO BiH HE MpaIO€ JIHISIMHU,
TOBIIMHA SKOTO CIIBPO3MIpHA 3 pO3MIpOM IIiKCela.

®dipma NVIDIA pospoouna mogudikamiro MLAA, ska HazuBaeTbecs SMAA
(Subpixel Reconstruction Anti-Aliasing) [4]. fIx i MLAA, npu 3riamkyBaHHI
MPOMAJIbOBYE TMPOOJIEMHI [IJSHKH CIICHH B MIABUINCHOMY JO3BOJII Ha eTari
noctoopoOku. Bimminnocti SRAA B ToMy, 110 1€l anroputM OUTbII SKICHHM: BIH
Kpallie po3Mi3Hae TEOMETPII0 CIICHH 3aBJISIKM BUKOPUCTaHHIO OydepiB rIHMOUHA 1 KapT
HopMmaieir. Kpim Toro, SRAA wmae ¢QikcoBanuii yac oOpoOKM CIEHH, SKHI He
3aJIeKUTH BIJ] CKIIQIHOCTI.

[IpocTtoTa Ta poOoTa Ha PiBHI BUXIJHHUX IIKCEIIB € TOJOBHOIO IE€pPEBaroro
MLAA. He notpibna cknagHa oO6poOka 1 pobota 3 anb(da-xkanaiom. OO6poOka He
oOMe)KeHa YHMCIIOM TOMITOHIB DUIBTP Mpaloe MOKaAPOBO 3 BUXITHUM 300pakeHHS 1



HOTO MPOAYKTUBHICTh MOKHA CIPOTHO3YyBaTU. DINBTP CyMICHUH 3 yCiMa BEpCIIMH
DirectX, mounnarouu 3 DirectX
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