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INEPCIHEKTHUBBI PA3BBUTHUSA AJITOPUTMOB BPEMEHHOT'O
CITTA’KUBAHMUS HA ITIPUMEPE AJITOPUTMA TXAA
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B nmannoii crathe paccMoTpeHa IpoOiIeMa alHaCHHTa M IPUYUHBI, IO KOTOPHIM BO3HHKAET JTO SIBICHHE.
W3noxeHo, rnoueMy BIMSHHME ajlMacHHra Ha KayecTBO rpaduku HeoOXonumo cHmxarb. IlpejncraBieH alroputm
Supersample Anti-Aliasing (SSAA), ocHOBaHHEII Ha cynepcaMILIHpoBanud, 1 Multisample Anti-Aliasing (MSAA),
OCHOBAHHBIH Ha MyIBTUCOMIUTHPOBaHUH. OTMEUCHB! UX OCHOBHBIE HETOCTaTKH. PaccMoTpena oOmast uiest anro-
PUTMOB BpeMEHHOro aHTHanuacuura. IIpoussesieHn 0030p OIHOTO U3 CaMbIX COBPEMEHHBIX AJITOPHTMOB JAHHOIO
ceMelCTBa — aJITOPUTM BpeMeHHOro anTHanuacuura ot kommannu NVIDIA (temporal anti-aliasing developed by
NVIDIA, TXAA). OnucaHbsl OCHOBHBIE UJICH, KOTOPbIC UCIIONB3YIOTCS B JAHHOM aJITOPUTME JUIS YCPEIHEHHUS 11Be-
Ta, GubTpanu U BHIOOPKH IHKcenel. Paccmorpens! pasnuunbie Bapuarmu aaroputMa TXAA (TXAA x2 u TXAA
x4). BelienieHbl HX BO3MOXKHOCTH CIVIQJKHBAHHS, A TAKXKE IPOU3BEACHO CPABHEHHE UX MPOM3BOAUTEIBHOCTH C IIPO-
M3BOJMUTEIBHOCTBIO anroputMa MSAA. OnpenenéH miaBHbli HepocTtaTok anroputMa TXAA. PaccMoTpeHsl oco-
6ennoctu Bepcun 3.0 RC1 nanHoro anroputMa. OTMEYEHBI OCHOBHbBIE COCTABIISAIOIIME MPOIPAMMHOIO IAKeTa
NVIDIA GameWorks. IIpencraBieHsl mokazaTteld IPOH3BOAUTEIBHOCTH PA3INIHEIX AJITOPUTMOB aHTHAIHACHH-
ra Ha BUACOKAPTaX HOBBIX U CTapbIX MoKoneHHH. O603HaUCHBI BUICOKAPTHI, KOTOPhIE MOANCPKUBAIOT aITOPUTM
TXAA. BeIABUHYTBI IIPEIIOJIOKEHUS O EPCIIEKTUBAX Pa3BUTHs aJlrOpuTMa critaxuBanus TXAA.
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OVERVIEW OF THE TEMPORAL ANTI-ALIASING ALGORITHM TXAA
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This article discusses the problem of aliasing and the reasons for this phenomenon. It is stated why the aliasing
effect on the quality of graphics should be reduced. Supersample Anti-Aliasing (SSAA), based on supersampling,
and Multisample Anti-Aliasing (MSAA) based on multisamples are presented. Their main shortcomings are noted.
The general idea of time-based antialiasing algorithms is considered. A review of one of the most modern algorithms
of this family — the algorithm of temporary anti-aliasing from the company NVIDIA (temporal anti-aliasing devel-
oped by NVIDIA, TXAA) was made. The basic ideas that are used in this algorithm for averaging color, filtering
and sampling of pixels are described. Various variations of the TXAA algorithm (TXAA x2 and TXAA x4) are
considered. Their anti-aliasing capabilities are identified, and their performance is compared with the performance
of the MSAA algorithm. The main drawback of the TXAA algorithm is identified. Features of version 3.0 RCI
of this algorithm are considered. The main components of the NVIDIA GameWorks software package are noted.
Performance indicators of various anti-aliasing algorithms are presented on video cards of new and old generations.
Videocards that support the TXAA algorithm are indicated. The assumptions about the prospects for the development
of the algorithm for smoothing TXAA are put forward.
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Kaxk n3BecTHO, pacTpoBbIE MOHHTOPHI IPEA-
CTaBISIIOT COOOH MNPSIMOYTOJIBHYIO CETKY, CO-
CTOALIYIO K3 OOJBLIOTO YUCIIA TOYEK, KOTOPbIE
Ha3bIBAIOTCS NUKcEmAMH. llocKombKy Kaxnmast
Takas TOYKa MMeeT (PUKCHPOBAaHHBIA pa3mMep,
TO JF000€ HEMPEPHIBHOE H300pakeHHe, 0ToOpa-
KaeMoe Ha JKpaHe TaKoro THIA, CTAHET JHC-
KpeTHbIM. Bce ameMeHTsl 3Toro n3o0paskeHust
OyZLyT ampoKCUMHUPOBATHCS B BUJIE MOCIIEI0BA-
TEJILHOCTH OT/IENbHBIX NTuKcenel. B pesynbrare
TepsieTCsl Ka4eCTBO M YETKOCTh Iepenayn U30-
OpaKeHUsl, YTO IMPUBOAUT K BO3HUKHOBEHHIO
TaKOTO SIBJICHUS, KaK aJTHaCHH.

AJHMACHHT CONPOBOXKAACTCS Pa3InUHBIMU
apretdakramu [1, 2], TakuMH Kak CTyleHYa-
TOCTb OTOOPaKCHMSI OTAEIbHBIX IIOJIMTOHOB

(mectHnuHBIN 3¢ deKT), pazpylieHre TeKCTyp,
MOTePsl MEJIKKX AeTajneld, BOSHUKHOBEHUE Mep-
naHus U np. BeiuenepeuncieHHbie 3QQEKThI
OKa3bIBalOT HETaTUBHOE BIIMSIHME Ha H300pa-
skeHue [3]. B cBsi3u ¢ 3TUM ObUIM CO3JaHBI
pa3In4HbBIC AJITOPUTMBI, KOTOPBIC MO3BOJISI-
JM YMEHBIIATh CTeNeHb NposBIeHUs 3hdex-
ToB anuacuHra. OnHUM U3 HanboJee YacThIX
NPUMEHEHUH TaKUX ajJrOpUTMOB CIYXHUT WH-
IyCTpuUsi KOMIIBIOTEPHBIX UIP, B KOTOPOH 3¢-
(EeKThI aNMacuHra MPOSIBISIOTCS. OYCHDb YacTo.
Jannas 001acTh KOMIBIOTEPHOH I'padUKH SIB-
JSIeTCS OHOW M3 CaMbIX PaclpoCTPaHEHHBIX
1 BoCcTpeOOBaHHBIX B HacTosee Bpems. [Ipo-
M3BOJUTENN BUACOKAPT CTAPAIOTCS BO MHOI'OM
J0paboTaTh U yCOBEPIIEHCTBOBATH AJITOPUTMbI
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aHTHAJIMacuHra. B nanpHeillieM OHU MCIOJIb-
3yIOT 3TH aJTOPUTMBI NMPH pa3paboTKe Mpo-
rpaMMHOTO OOECTIeUeHHsI W JApaiBepoOB IS
CBOMX BHUEOKapT, 4YTOOBI OOECIEYHTH Hau-
0ombIIyt0 3PPEKTUBHOCTh M KA4eCTBO IIPO-
JTyKTOB.

JaHHas cTaThs MOCBSLIEHA paccMOTpe-
HUIO OOLIMX HJEH aaropuTMOB BPEMEHHOTO
AHTHAJIMACHHTA, & TaKKe OIHOW M3 MX MOJIH-
(uxanuii. Peusr mmer 00 anroput™e, KOTOPBIH
Hocut Ha3zBanue TXAA (temporal anti-aliasing
developed by NVIDIA). Oror anropuTwm cria-
KUBaHUS TpUOOpeTaeT Bce Ooliee IUPOKOE
pacrnpocTpaHeHHe KaK Cpelu IO0Jb30BaTeseH,
WCTIONB3YOIIUX €TO B KAY€CTBE JIOTIOJTHUTEIb-
HOM HACTPOWKH B UTPaX, TaK M CPEAH pa3padoT-
YUKOB, KOTOPBIE MOJIB3YIOTCS TaHHBIM HHCTPY-
menToM B coctaBe NVIDIA GameWorks [4].

NVIDIA GameWorks — 3T0 nporpaMMHBIii
naket, pazpaborannsiii NVIDIA, npennasna-
YEHHBIN IS YTPOIIEHUS CO3JaHHs pasind-
HBIX 2()(PEKTOB B KOMIBIOTEPHBIX Hrpax [J].
JlaHHBIA UHCTPYMEHT HE SIBJISIETCS MOJIHOLICH-
HBIM HMTPOBBIM JBIKKOM. OH IpeaoCcTaBisieT
HabOp HAACTPOEK, KOTOPBIE MOXKHO HCIIOJIb-
30BaTh B COYCTAHWU C WIPOBBIMU JIBIIKKA-
My, Takumu kak Unity, Unreal Engine u apy-
rue. GameWorks pacmpocTpaHseTcss B BHIE
CKOMITHJTUPOBAaHHBIX OmOmmorek DLL BMecto
TPAAUIIMOHHOTO HCXOAHOTO Koma. NVIDIA
GameWorks cOCTOMT W3 HECKOJIBKUX OCHOB-
HBIX KOMIIOHEHTOB:

1. VisualFX: s pennmepunra 3ddex-
TOB, TaKWX Kak JbIM, OTOHb, BOJAA, TITyOWHA
peskoctn, markue TeHn, HBAO +, TXAA,
FaceWorks n HairWorks.

2. PhysX: nnst ¢pusukm, pa3pyuieHui, Mo-
JICIIMPOBAHUS YaCTHI] U KHUJIKOCTH.

3. OptiX: 11 oCBeLIeHNsI U TPACCUPOBKHU
Jy4ei o01ero Ha3HaYeHUsI.

4. Core SDK: s obnerdeHus pa3padoTKu
Ha obopynosannu NVIDIA [4, 5].

Kpome Toro, Habop copepKuT npuMmep Koaa
st pazpadotunkoB DirectX u OpenGL, a Tak-
K€ HMHCTPYMEHTHI JUIsl OTJAJKH, OINTHMH3a-
nuu U paspadorku st Android. GameWorks,
a BMecTe ¢ HUM U TXAA 3aHMMAarOT BaKHOE
MECTO B pa3pab0TKe KOMITLIOTEPHBIX UTP.

UToObl TMOHSATH OCHOBHBIC IPUHITUIIBI
u uaeu anroputMa TXAA, HeoOxomumo pac-
CMOTpPETh MPENIIECTBYIONINE aJTOPUTMBbI aH-
THATMACHHTA.

OmHUM W3 TTEPBBIX TAKUX AJITOPUTMOB OBLT
anroput™ Supersample Anti-Aliasing (SSAA).
Ero mnaBHast mpes 3akiodaeTcs B TOM, YTO
n300paxeHne peHpepuTcs: B Oonee BBHICOKOM
paspelieHny, B HECKOIBKO Pa3 MPEBHIIIAIOIIEM
pasperieHne UCXoaHoro n3oopaxenus [6]. Ta-
KHM 00pa3oM, KaXJIOMYy MHKCEII0 HCXOJHOTO
N300paKeHUsI COOTBETCTBYIOT HECKOJIBKO MUK~
cenell OTpeHAEPEeHHOro. ODTH MHUKCEIH YacTo

Ha3bIBAIOT cyOmnukcensimu. Jlanmee mpoucxo-
JIUT BBIOOpPKAa COOTBETCTBYIOLIMX CyOIHKCe-
JeH U TIONYYeHHUsl CPEeIHEro IBeTa. 3aTeM
paspemnieHre H300paKeHHUsI YMEHBIIAeTCs JI0
mpenrnosaraeMoro. B TakoM u300pakeHUH
KaX/Iblil TMHUKCENb 00JalaeT YCpeIHCHHBIM
[[BETOM, YTO CO31aeT Oojee IJIaBHBIE Tepe-
XOIbl, YMCHbIIAsl CTYNEHYATOCThb. [J1aBHBIM
HEJOCTAaTKOM JAHHOTO alTOPUTMa SBIISIOTCS
Oompre TpeOOBaHUA K MTPOITYCKHON CIIOCO0-
HOCTH BUJCOILIMHEI, a TaK)Ke OOJIBIION 00beM
BUJICOTIAMSITH JIJISl XpPAHEHHSI TIPOMEXKY TOYHO-
r0 U300paKeHUsI.

PasBuTHeM uien CynepcaMIUIMHTA SIBISICT-
¢Sl MJBTHCOMIUIMHT U anroputMm Multisample
Anti-Aliasing (MSAA). H3o0paxeHue 10-
MIPEeKHEMY PEHIIEpPHUTCA B O0Jiee BEICOKOM pas-
pemieHuu (0OBIYHO X4 M X8 COOTBETCTBEHHO
st MSAA x4 u MSAA x8). Otimnune MSAA
oT SSAA 3akiro4aercsi B TOM, 4TO CyOITUKCEIH
HE PaCCUUTHIBAIOTCS OTAEIBHO JJISI KaXJIOTO
nukcens. BMecTo 3Toro paccunTaHHble paHee
CyONHMKCeNn HCMOIB3YIOTCI HECKOJIBKO pa3
Ut POPMUPOBAHUS HE OJJHOTO, 8 HECKOIBKHX
pe3ynsTupyromux nukcenei [7]. MSAA mo-
3BOJISIET HE TOJIBKO COKOHOMHTH PECYPCHI, HO
U TIOJIYYHTH JIydlllee KaueCTBO CITIaKHBaHUS.
OpHako TpeOOBaHUSA K TPOU3BOAUTEIHHO-
CTH BHJIEOKApTHl y MAHHOTO alropuTMa IIo-
NPEKHEMY CPAaBHUTEIBHO BBICOKHE.

Jist  anmpokcHManMyu  CyNepcOMIUIMHTA
U MYJIBTHCOMIUIMHTA ObUIM pa3paboTaHbl aji-
TOPUTMBI BPEMEHHOTO aHTHAJIMacuHra (tem-
poral anti-aliasing, TAA). InmaBHBIM oOTIIH-
greMm anroputMoB TAA ot SSAA m MSAA
ABIIAETCS CIIOCO0 aHanmu3a mnukceneil. B To
BpeMsl Kak cylep- U MYJIbTUCOMILIMHI aHa-
JU3UPYIOT MUKCEIH MpocTpaHcTBeHHO, TAA
aHAJM3UPYET KaJIpbl BO BpEMEHH, JaKe KOTaa
KaMmepa CTaTH4YHa.

Wnes BpeMEHHOTO aHTHWAIMACHHTA OC-
HOBaHa Ha MPOCTOM HAOIIOACHUHM — OT Kajpa
K KaJpy OoJbIlasi 4acTh COJAEP)KUMOTO DKpaHa
He MeHsieTcs. Jlaxke Ipu CIOKHBIX aHUMAaLUAX
3aMETHO, YTO HECKOJBKO ()ParMEeHTOB MPOCTO
MEHSIOT CBOE TOJIOKEHUE, HO TMPH ATOM OHHU
O0OBIYHO COOTBETCTBYIOT HEKOTOPBIM APYTHUM
(dparMeHTaM B MpEbAYIIUX M OyaylIuX Ka-
npax. Mcxonmst U3 3TOro TeKylIMd Kajap mpo-
enupyeTcs Ha NpeAblIyIHid Kaap, 1 00pa3Lbl
cmemmBatorcss B Oydep Hakoruienus. [locne
YEero TMPOUCXOAWT BBIOOPKA HYKHOTO I[BETa
TTUKCEITS.

JIr060i1 anropuT™M BpEeMEHHOTO aHTHAJHA-
CHHTa 0a3upyeTcsl Ha BBIYMCICHUH TaK Ha3bl-
BaeMOi BpeMEHHOH (PyHKIIMY HHTCHCUBHOCTH.
OpHa u3 ujel ee BHIYHCICHHS] OCHOBBIBAETCS
Ha 3aJ]aHAH TIOJIOKEHHS KaKJ0TO0 00BEeKTa Ha
CIICHE B BHJIE HETIPEPHIBHOW (DYHKITH U 3aTEM
UCTIONIb30BAHUY JTAHHON (QYHKIMHU JJISi HAXOXK-
JICHUSI TUKCeIIeH, KOTOpBIE MOKPBIBAIOTCS 3TUM
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o0bekToM. dopmanbHO anroOpUTM BBIYKCIIE-
HUSl BpEMEHHOH (PyHKUMH ONMCHIBAETCS Clle-
JYFOIIIUM 00pa3oMm:

Jta kaxmoro Kasipa n300pakeHusI:

Jst Kakmoro 00bEeKTa B Kaape:

1. Berurcnuth QyHKINIO BpEMEHHOTO ITpe-
00pa3zoBaHusl Uil Ka)JIOTO JHHAMHYECKOTO
arpuOyTa.

2. OnpenenuTh 00NMACTH, KOTOPBIE OOBEKT
OXBAaTHIBACT B TEUCHNE UHTEPBaAJIA (PIITBTPALINH.

JI71sT KaXK10r0 MUKCEeIIs:

1. Onpenenuth, Kakue OOBEKTHI IMOKPHI-
BAIOT MMUKCENIb B HEKOTOPBI MOMEHT BpEMEHH
B BBIOpaHHOM HHTEpBAJIe.

2. OnpenenuTh MPOMEKYTOUHBIE HHTEPBa-
JIBI BpEMEHH, B TeUE€HUE KOTOPBIX KaXkK bl 00b-
eKT MPOETUPYETCS Ha ATOT MUKCEb.

3. BBIOTHUTE  CKpBITOE  yAalleHHue II0-
BEPXHOCTEU MyTeM YIaJeHHs IMOIBIHTCPBAIIOB
9KPaHUPOBAHHBIX 0OBEKTOB.

4. Onpenenuth GYHKIHIO WHTEHCHBHOCTH
MTUKCENsl HA OCHOBE OCTABIINXCS MOJBIHTEPBA-
J0B ¥ (PYHKITUH BPEMEHHOTO MpeoOpa3oBaHUs
00BeKTa.

OTuIbTpOBaTh PE3yIbTUPYIONIYIO (DYHK-
LU0 HHTCHCUBHOCTH MUKCeNs [8].

[lox ¢dyHKIMEH BpeMeHHOTo IMpeoOpa3oBa-
HUSL B JTAHHOM CITy4dae TOHUMaeTcsi (DyHKIHS,
oToOpakaromass W3MEHEHHE TUHAMHIYECKOTO
arpulyta (Harpumep, MoJIoKeHHe OObeKTa, Iie-
peMelaromerocst Bo BpeMs kaapa). B tex ciayua-
SIX, KOraa aTpuOyThl 0OBEKTa SIBHO HE ONpesiene-
HBI, JTNOO CITUIIIKOM CIIOKHBI JJTs S PEKTHBHOTO
aHaJM3a, MOYKET UCTIONIh30BATHCS HHTEPITOIISIINS
MEKIy BEIOpaHHBIMHU 3HAYEHUSIMH.

Anroputm TXAA, co3qaHHBIA KOMITAHUEH
NVIDIA, saBnsiercst pa3BUTHEM HJI€U BPEMEH-
HOTO aHTHaJMacuHra. Jlanuas texxonorus 6a-
3upyercs Ha ocHOBe anroputMa MXAA (Multi-
sample Anti-Aliasing developed by NVIDIA),
HO B JOMOJHEHHWE HCIOIb3yeT COBPEMEHHBIE
BBICOKOKaYeCTBEHHBIC (UIIBTPBI pa3perieHuit
1 BpeMEHHbIe (UIIBTPHI B COYETAaHHU BO3MOXK-
HOCTEH anmnapaTHOro CrlIa)KUBaHHUS BUICOKAPT
MTOCJICIIHHUX TIOKOJICHHUH, a TAK)KE CTIeIIUATBHOMN
KOMIIBIOTEPHON TpaduKy.

Anroputm TXAA ucnons3yeT BpeMEHHOM
CYNEpPCOMIUIMHT, KIJIOYeBask HJesl KOTOPOro
COCTOUT B TOM, YTOOBI 3aT€HSTH I'€OMETPHIO
B pa3HbIX MecTax BBHIOOpKM B Ipejenax MUK-
cest KaXJI0To Kajpa, a 3aTeM YCPEIHHUTh 3Ha-
YEeHMSI [[BETA 32 MOCIIEAHNE HECKOIBKO KapOB.
3areHeHne B pa3HBIX MECTaX BEIOOPKH TOCTHU-
raercs 3a CUeT «JIPOXKAHWS» MATPHUIIBI TPOEK-
uuK (TakuM 00pa3om gocturaercs: 3PPeKTuB-
HOE H3MEHEHHE MECTOIOJIOKEHHS BBIOOPKH
JUISL BCeX MuKceneit) [9].

[Ipn ycpemHeHMH 1IBETAa WCIONB3YETCS
SKCIOHEHITHAIEHOE Cpe/Hee 3HaueHHe BMe-
CTO TIPOCTOTO CPETHEro, 4yTo TpedyeT 3Haue-
HUE IIBETa TOJBKO IMOCIEIHETO KaJapa BMECTO

HECKOJIbKUX KaJpoB. LIBeT mocnennero kanpa
BKIIFOYAET BKJIAJ OT TMPEABIAYIIAX KaJpOB
u1.1. B anropurme TXAA Bepcuu 3.0 RC1 go-
OaBjicHa BO3MOYKHOCTB HCIIONB30BAaTh (QHUIBTP
bmkmana — Xappuca BMecTo 00BI9HOTO bOX-
GunbTpa, mpekae YeM pe3yibTaThl OyIyT IKC-
MOHEHIMATBHO CMEUIaHBI C Pe3ylbTaTaMu
MpeabIIyero kaapa [9], uto B psje ciaydacs
yIy4IIaeT KayeCTBO N300pakeHusI.

B cmydae, worma OOBEKTHI HAXOIATCS
B JBW)KEHHH OTHOCHUTEIBHO Kamephl, HCTO-
pUS TTUKCEJIsT OMPEIENeTCs] ero MOJI0KEHUEM
B MpebIAyIIEM Kajpe. B aTom cirydae ncrnosns-
3yeTCsl BEKTOP JABIIKEHUS Ha KaXJIOM ITHKCEIe
JUTSL OTIPEENICHUs] MeCTa HAXOXJICHUS TeKy-
IIeTO THKCeNs B TpensiaymeM kamape. llpu-
JIOKEHUS JOJDKHBI TeHEPUPOBATh BEKTOP JIBH-
JKEHHsI B KaXKJIOM MecTe BhIOOpKkU. Eciu nser
COOTBETCTBYIOIIETO MUKCENsSI B MPEABLIYIIEM
KaJ[pe CHJILHO OTIIMYACTCSI OT TEKYIIETO 1[BETa,
WCTIOJIB3YETCSl MPSIMOYTOJIBHUK, OrpaHUYMBa-
IO 00NacTH ero OKPeCTHOCTH W OTceue-
HUS TIPEIBIIYIIETO [IBETa OTHOCUTEIHHO ATOTO
OTPaHUYHMBAIOIIETO MpsIMOyTONIbHUKA [9]. JlaH-
HOE pELICHHE IO03BOJSIET 3HAUYUTEIHHO CHU-
3UTh TPeOOBAHMUS K alllapaTHBIM pecypcam, He
HAHOCS IIPY ATOM yIiepOa KayecTRy.

B anropurme TXAA Bepcuu 3.0 RC1 6p11
MIPEJCTABIEH HOBBIM CIOCOO BBIYMCICHUS
OTpaHUYMBAIOIIEH paMKH, KOTOPBIA ObLT pas-
paboran komnanueir NVIDIA. OH ocHOBbIBa-
€TCsl Ha UCIIOJb30BAHUN CTATHCTUYECCKUX I10-
Kazaresneld. DTOT croco0 MO3BOISIET CO3/1aBaTh
0oree JKECTKHE OTrpaHUYMBAIOININE TPSIMOY-
TOJBHHKH, YTO MPUBOAUT K MEHBIIEMY KOJH-
YeCTBY OPEOJIOB, HO MOKET MOTEHIIMAIBHO BbI-
3BaTh MEpLaHKe, KOT/a Kamepa He JBHKETCS.
s penieHust TaHHOW MPOOJIeMbl ObLTH TIPH-
MEHEHBI CITeIUAbHbIE (UIBTPHI, MO3BOJISIO-
M€ CHU3HUTH CTENIeHh MEPIaHusl, a TAK¥Ke J0-
MTOJTHUTETHHBIE PETYISATOPHI.

Jis  uiibTpaluu  TUKCENeld  aJropuTM
TXAA wucnonb3yeT BBIOOPKY COMIUIOB Kak
BHYTPH, TaK U CHApPYy>KU IHKCEIs, B COCIUHE-
HUU C BBIOOPKaMHU W3 TPEABIAYIIMX KapoB,
YTOOBI OOECIEYUTHh MO BO3MOXKHOCTH CaMOe
BBICOKOE KauecTBO (prtsTpanmu [10].

Anroputm TXAA crpemutcs oGecriednTh
HanOosee Xopollee KadeCTBO H300pasKeHHs,
IPU 3TOM JKEPTBYS HEOOJNBIINM YXY/IIIICHU-
€M TIPOU3BOIUTENHHOCTH. JlaHHBIA (hakT KO-
PEHHBIM 00pa3oM OTIMYAeT €r0 OT TaKhuX ai-
roputMoB coiaxmBaHms, kak FXAA (Fast
Approximate Anti-Aliasing), KoTopblii cpean
COBPEMEHHBIX aJITOPUTMOB aHTHATACHHTa 00e-
Crie4rBaeT HauboJee BHICOKYHO TIPOU3BOIUTEIIb-
HOCTb, CHIDKasi IPH ATOM KaueCTBO KapTHUHKH.

Bcee xe anroputm TXAA umMeeT ouH He-
JIOCTATOK 1Mo cpaBHEHUIO ¢ MSAA (MXAA).
MHorue monb30BaTeNM OTMEYalld, YTO MPH
WCIIOIb30BaHUH JJAHHOTO BUJA CIIAXKUBAHUS
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B UTpax u3o0paxkeHue npuoodperano 3phexT
«3amblnuBanus» (blur). Ha pa3Hbix MoHUTO-
pax cTemneHb «3aMBUIMBAHUS» TPOSBISIECTCS
M0-pa3HoOMy, TEM HE MEHee 3TOT apTedaxT
SBISCTCS TOOOYHBIM 3P(PEKTOM I anro-
putma TXAA.

Kitouom  3peKTHBHOTO  UCMOIB30BaA-
Huss TXAA sBusieTcss COBMECTUMOCTh (DUIIb-
Tpa pa3pelieHnus C OTIOKEHHBIM 3aTCHEHUEM
n HDR-ocBemenuem, st TOro 4ToObl JaHHAast
TEXHOJIOTHSI CMOIJIa 00pabdoTaTh Ka)IbIH TO-
JIMTOH CICHBI, a HE TOJILKO OTPEICICHHOE TTO/I-
MHOECTBO, KaK 3TO ObIBAET C MYJIbTHCIMILIN-
poBanueM. llockonbky JaHHAsi BO3MOXXHOCTh
Oynet obecnieunBarbest Ha ypoBHe [10, To mpo-
HU3BOAUTENBHOCTh anroputma TXAA omnpene-
JSETCSI TIPOU3BOAUTENBHOCTHIO THKCEITBHBIX
HICHIEpPOB, & HE MPOMYCKHOW CIIOCOOHOCTHIO
BH/ICOLITUHBI.

TXAA umeer 1Ba 06a30BBIX YPOBHsI Kade-
CTBa: OIMH OCHOBaH Ha 2x MSAA, a apyroil
Ha ocHoBe 4Xx MSAA. Bapuant TXAA x2 obe-
CIICUMBACT KadecTBO, cpaBHUMOE ¢ MSAA x8
npu npousBoauTeabHOCTH MSAA Xx2. Mosnu-
¢ukanus TXAA x4 obecrieunBaeT KavyecTBo,
npeBocxosiee MSAA x8, HO IpU TMPOU3BO-
nutenbHoctTd MSAA x4 [10].

Pecypcoemkocts anroputma TXAA Ha-
IJISITHO OTPAKalOT DKCIEPHMEHTHI IO Olle-
HUBAHUIO MPOU3BOJUTEIBHOCTH aJITOPUTMOB
AHTUAJIMACHHIa Ha Pa3JIMYHBIX BUICOKAPTAX.
[TepBblil SKCIIEPUMEHT MPOBOAMIICS C IEIBIO
CpPaBHEHUS TPOU3BOAUTEIBHOCTH AaJITOPHUT-
moB TXAA ¢ anmroputmamu FXAA, MXAA
n 06e3 WCTONb30BaHUS aHTHAINACUHTa Ha BU-

MSAA 8x

JIeOKapTax MNOCIEAHUX NOoKoyJeHuu. Jnsg wuc-
cJ1ej0BaHus ObUI UCIIOJIB30BaH KOMIIBIOTEP CO
CIENYIONTNMH XapaKTePUCTHKAMHU:

1. Urposas Buaeokapra NVIDIA GeForce
GTX TITAN X SLI mocneaHero moKoJIeHHs.

2. Ilpoueccop Intel Core 17 4-ro mokose-
Hus ¢ yactoToi 3.9ITm.

3. Mounutop ¢ pazpemenuem 2880x1620.

4. OC Windows 8.1 x64.

DKCIIepUMEHT MPOBOAMIICS Ha MaKCUMaIlb-
HbIX HacTpoiikax urpel Grand Theft Auto V
(GTA V). Pe3ynbrarsl JaHHOTO MCCIICIOBAHIS
MOKa3aHbl Ha puc. 1.

Jannas auarpamMma IO3BOJISIET cIearh
BBIBOJI, YTO MPOU3BOIUTEIHLHOCTh aITOpUTMa
TXAA x4 neficTBUTENbHO CpaBHUMA C MPOU3-
BOIMUTETHLHOCTEI0O MSAA x4. [Ipu 3TOM mmpouns-
BOJIUTENBHOCTH anroputMa TXAA x4 Tax xe,
kak 1 TXAA X2, HE CHIBHO YCTyHaeT Nae
npousBoauTenbHOCTH FXAA.

Bropoii skcrieprMeHT MTPOBOIUIICS IS FC-
clie10BaHus pabOTHI AITOPUTMOB Ha BHIEOKAp-
tax NVIDIA cepun GeForce 6-ro mokonenwus ¢
DirectX 11, koTopble SIBISIIOTCS CPaBHUTEIBHO
ycrapeBIUMU. [ nccnenoBaHusi HCIOIb30-
Banack urpa The Secret World ¢ makcumaiis-
HBIMH HACTPOMKAMH W pa3pelieHreM dKpaHa
1920x1080. ITonyuyeHHbIE pe3yIbTaTbl MOKHO
OTpa3uTh HA PHUC. 2.

Wcxons W3 AaHHBIX 3TOTO HKCIIEPHMEHTA,
MOKHO CZEJIaTh BBIBOJ, YTO Jla)Ke HA BHJEO-
KapTax MOpeIbIAyIIUX IOKOJCHUH alroOpUTM
TXAA mo-tipesxHeMy 00ecIieurnBaeT BHICOKYIO
MIPOU3BOIUTEIIEHOCTD, COMTOCTABUMYIO C TIPO-
M3BOIUTENBHOCTHIO FXAA.
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Puc. 1. Hpou%odumefzbﬂocmb anecopummos CeaastCueanusl Ha CO8PEMEHHbIX eudeompmax
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Puc. 2. I[Ipouszeodumenvrocme anzopumma TXAA na sudeoxkapmax npeovloyujux nokoieHull

B 3akimtoueHue CTOUT OTMETHTb, YTO TEX-
Hosorusi TXAA monaepxuBaercs BHUAEOKap-
tamu NVIDIA ¢ apxurekrypoit Kepler u Pas-
cal. Kunciny naHHBIX BHIEOKAapT OTHOCATCS,
B yacTHOCTH, Bce Bepcun GeForce, HaunHas
¢ 6-ro nokosienus, a Takxke GTX TITAN. Ce-
pust GeForce sBisieTcss oqHON M3 CaMbIX IIO-
MyIAPHBIX B MHpPE, MO3TOMY OOJBLIMHCTBY
I10JIb30BaTENIEH CKOpee BCero OyaeT IOCTynHa
JaHHAs TEXHOJNOTHA. TeM He MEHee JaHHBII
ITOPUTM HE TMOJAEPKUBAETCS BHACOKapTa-
Mu TpousBoacTBa AMD, 4TO CyIeCTBEHHO
CHIDKaeT pacrmpocTpaHeHHocTh TXAA. Og-
HOM M3 BO3MOKHOCTEN pa3BuThs uid TXAA
cTaHeT nojaepxka st BuaeokapT NVIDIA
QUADRO apxurekrypsl Fermi. JIpyrum Ha-
MIpaBJIEHUEM Pa3BUTHUS MOXKET CTaTh yCTpaHe-
HUE WM 3HAYUTENbHOE CHIKEHHE TPOSBICHUS
¢ dexTa «3aMbUTMBaHUSI» Y JAHHOTO aJTrOPHT-
Ma. HecMoTps Ha 3TO Ha JaHHBII MOMEHT TEX-
HOJIOTHSL SIBJISIETCS BECbMa IEPCHEKTUBHOM.
Ona 0COOEHHO IOAOHAET TEM II0Jb30BarTe-
JIIM, KOTOpBIE TOTOBBI MOKEPTBOBATH HEKOTO-
pPBIM CHMKEHHEM MPOM3BOJUTENBHOCTH pajin
JOCTIKEHHMS OTIMYHOTO KauecTBa Tpaduku.
Ecmn xomnanust NVIDIA npogomkuT pa3Bu-
Bath anroput™M TXAA, To, BO3MOXKHO, OH CTa-
HET OJHHUM H3 CaMbIX KJIIOUEBBIX aJITOPUTMOB
aHTHAJIMACHHTA JUISI COBPEMEHHOW KOMIIBbIO-
TepHOU Tpaduky.
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