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Figure 27 
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Figure 28 
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Figure 29 
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Figure 30 
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Figure 31 
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Figure 32 

get vertex in Screen 
coordinates (Vx,vy, vz) 

32002 

32004 N r= Comparison Reg 
chosen for this vertex 

do Vertex Compari 
2OOO sons & store in R, 

Yes 
32008 

a polygon No Ore 
completed? Vertices? 

Yes NO 
22000 - do Vertex Bounding 

Box Occulting Test O end D 
32O2 

polygon Yes 
OCCulted? . . . .x . . . > 

SOT Pixel Drawing Pipeline 
NO method 29000 

1004- Set Up for 
incremental Render 

32014 - get a Span of polygon 
by edge walking 1006 

y 
32015 as - Comparison Reg 

for Span Start Pixel 

do Vertex Compari 
2000-a sons & store in R, No 

Ore 

320-ae (= Comparison Reg SpanS: 
f or Span End Pixel 32O20 eS 

do Vertex Compari- E.d? 
2000-a sons & store in R OCCUCC 

O 
s s and 

30000- Raster Write Span span interpolation & Moo 
Occulting Test Z-buffered blend 

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - 

  



US RE38,078 E Sheet 33 0f 59 Apr. 15, 2003 U.S. Patent 

#0099 JOSS00OJ) XIIeM 06pE 

9009 par?no3O 

  

  

  

  

  

  



US RE38,078 E Sheet 34 of 59 Apr. 15, 2003 U.S. Patent 

†g 9.InÃ¡H 

XIeM 96p= 

  

    

  

    

  

  

  

  

  







US RE38,078 E Sheet 37 of 59 Apr. 15, 2003 U.S. Patent 

- - - - - - 

0[09 JOSS0001) 

  

  

  

  

  

  

    

  

    

  

  

    

  

  

    

  

  





US RE38,078 E Sheet 39 of 59 Apr. 15, 2003 U.S. Patent 

  

  
  

  

  

  

  

  

  

  

  

    

  

  

  

  

  

  

  

  

  



U.S. Patent Apr. 15, 2003 Sheet 40 of 59 US RE38,078 E 

Figure 40 
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Figure 55 

1. 

Lx10 

x8 

Do Gx8 

G.7 

D 

DC Gx O 

D Lx9 

CX 

C 
D Lx6 

H-1 

H-L17 
DHDo: De 

D 

De a our - rs 

b - - - - - - - - - - - - - - - - - - a - - - - - - -- 

part of 18008 u/ 
in each 

MCCAM Word 
9008I ASng 

40 
z009I Xsn{ 

S3014 
itH353012 

tF25302 
tL253014 

153012 
it L153014 

O530 
tLO 530114 

* ? … * * * * * * - * - * -ae * - 

  





US RE38,078 E Sheet 57 of 59 Apr. 15, 2003 U.S. Patent 

Ls 0.InÃ¡H 

  

  

  



US RE38,078 E Sheet 58 0f 59 Apr. 15, 2003 U.S. Patent 

UOUS 

Ovoz (guigfiliaS 

9008s piqpauI3p1 

8S 9.InÃ¡BI 

  



US RE38,078 E Sheet 59 of 59 Apr. 15, 2003 U.S. Patent 

  



US RE38,078 E 
1 

GRAPHICAL RENDERING SYSTEM USING 
SIMULTANEOUS PARALLEL QUERY 
Z-BUFFER AND METHOD THEREFOR 

Matter enclosed in heavy brackets appears in the 
original patent but forms no part of this reissue specifi 
cation; matter printed in italics indicates the additions 
made by reissue. 

FIELD OF THE INVENTION 

The field of this invention is twofold: 1) three 
dimensional computer graphics, and more specifically, hid 
den Surface removal in three-dimensional rendering; and 2) 
computer memories, and more specifically, Content Addres 
sable Memories (CAM). 

BACKGROUND OF THE INVENTION 
Three-dimensional Computer Graphics 

Computer graphics is the art and Science of generating 
pictures with a computer. Generation of pictures is com 
monly called rendering. Generally, in three-dimensional 
computer graphics, geometry that represents Surfaces (or 
Volumes) of objects in a Scene is translated into pixels stored 
in a frame buffer, and then displayed on a display device, 
Such as a CRT. 

Pixels may have a direct one-to-one correspondence with 
physical display device hardware, but this is not always the 
case. Some three-dimensional graphics Systems reduce 
aliasing with a frame buffer that has multiple pixels per 
physical display picture element. Other 3D graphics 
Systems, in order to reduce the rendering task, have multiple 
physical display picture elements per pixel. In this 
document, "pixel” refers to the Smallest individually con 
trollable element in the frame buffer, independent of the 
physical display device. The display screen 100 is defined as 
the two-dimensional array of pixels which makes a picture. 
Display screens 100 can be almost any size. This document 
uses, as a numerical example for various pixel organizations, 
a very small display screen 100 of 120x80 pixels. 
When a piece of 3D geometry is projected onto a display 

screen 100, it affects a set of pixels in the Frame Buffer 1012. 
In the context of a particular piece of geometry, the term 
"pixel’ is used to describe one Small portion of the projected 
piece of geometry which has a one-to-one correspondence 
with a pixel in the display screen 100. 
A Summary of the rendering proceSS can be found in: 

“Fundamentals of Three-dimensional Computer Graphics”, 
by Watt, Chapter 5: The Rendering Process, pages 97 to 113, 
published by Addison-Wesley Publishing Company, 
Reading, Mass., 1989, reprinted 1991, ISBN 0-201-15442-0 
(hereinafter referred to as the Watt Reference). 
An example of a hardware renderer is incorporated herein 

by reference: “Leo: A System for Cost Effective 3D Shaded 
Graphics”, by Deering and Nelson, pages 101 to 108 of 
SIGGRAPH 93 Proceedings, 1-6 Aug. 1993, Computer 
Graphics Proceedings, Annual Conference Series, published 
by ACM SIGGRAPH, New York, 1993, Softcover ISBN 
O-2O1-58889-7 and CD-ROM ISBN 0-2O1-56997-3 
(hereinafter referred to as the Deering Reference). The 
Deering Reference describes a generic 3D graphics pipeline 
(i.e., a renderer, or a rendering System) as “truly generic, as 
at the top level nearly every commercial 3D graphics 
accelerator fits this abstraction', and this pipeline diagram is 
reproduced here as FIG. 1. Such pipeline diagrams convey 
the process of rendering, but do not describe any particular 
hardware. The Generic 3D Graphics Pipeline 1000 has two 
Sections highlighted, the floating-point intensive functions 
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1020 and the drawing intensive functions performed by a 
Pixel Drawing Pipeline 4000. In this document, the term 
"pixel drawing pipeline” refers to a Subset of a 3D graphics 
pipeline, and it includes everything after the Screen Space 
conversion 1003 step up to and including the Z-buffered 
blend 1010 step. The Pixel Drawing Pipeline 4000 method 
is shown in a flow diagram in FIG. 4. 
The Pixel Drawing Pipeline 4000 in FIG. 1 is imple 

mented in hardware by a Pixel Drawing Subsystem 2002, 
and a simple block diagram is shown in FIG. 2. The Pixel 
Drawing Subsystem 2002 includes a conventional, prior art, 
Z-buffer 2008 and a Prior Art Rasterize Processor 2010. As 
defined here, the Prior Art Rasterize Processor 2010 per 
forms: 1) set up for incremental render 1004; 2) edge 
walking 1006; 3) span interpolation 1008; and 4) Z-buffered 
blend 1010. Some manufacturers do not include the set up 
for incremental render 1004 as part of the Prior Art Rasterize 
Processor 2010. But, it 1004 is included here because the 
present invention adds a new step before the Set up for 
incremental render 1004 step, and both steps are included in 
the novel pixel drawing pipelines presented here. The Prior 
Art Rasterize Processor 2010 performs the Z-buffered blend 
1010 by accessing the Z-buffer 2008 over a bus, labelled 
ZValues 2006 in FIG. 2. As the Prior Art Rasterize Processor 
2010 generates new pixel color values, they are written into 
the frame buffer 1012 by utilizing the busses Pixel Color 
2012 and PixelAddr 2016. 

In computer graphics, each renderable object generally 
has its own local object coordinate System, and therefore 
needs to be translated from object coordinates to pixel 
display coordinates. Conceptually, this is a 4-step process: 1) 
translation (including Scaling for size enlargement or shrink) 
from object coordinates to world coordinates, which is the 
coordinate System for the entire Scene; 2) translation from 
World coordinates to eye coordinates, based on the viewing 
point of the Scene; 3) translation from eye coordinates to 
perspective translated eye coordinates, where perspective 
Scaling (farther objects appear Smaller) has been performed; 
and 4)translation from perspective translated eye coordi 
nates to pixel coordinates, also called Screen coordinates. 
These translation Steps can be compressed into one or two 
Steps by precomputing appropriate translation matrices 
before any translation occurs. 

FIG. 3 shows a three-dimensional object, a tetrahedron, 
With its own coordinate axes (x, y, z). The three 
dimensional object 3010 is translated, scaled, and placed in 
the viewing point's 3030 coordinate system based (x, y, 
Z). The object 3020 is projected onto the viewing plane, 
thereby correcting for perspective. At this point, the object 
appears to have become two-dimensional; however, the 
object's Z-coordinates are preserved So they can be used 
later for hidden Surface removal techniques. The object is 
finally translated to Screen coordinates, based on (x, 
ye, Z), where Z is going perpendicularly into 
the page. Points on the object now have their X and y 
coordinates described by pixel location within the display 
Screen and their Z coordinates in a Scaled version of distance 
from the viewing point. 
Once the geometry is in Screen coordinates, it is 

rasterized, which is the process of generating actual pixel 
color values. Many techniques are used for generating pixel 
color values, including Gouraud Shading, Phong shading, 
and texture mapping. In Some Systems, the Frame Buffer 
1012 is augmented with an A-buffer which is used to reduce 
aliasing. The A-buffer reduces aliasing by keeping track of 
the percentage coverage of a pixel by a rendered object, 
which is relevant for edges of projected objects. Hereinafter, 
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the A-buffer will not be explicitly discussed, but is assumed 
to be optionally included in any rendering System described 
herein. 

Because many different portions of geometry can affect 
the same pixel, the geometry representing the Surfaces 
closest to the Scene viewing point must be determined. Thus, 
for each pixel, the closest Surface to the viewing point 
determines the pixel color value, and the other more distant 
Surfaces which could affect the pixel are hidden and are 
prevented from affecting the pixel. An exception to this rule 
occurs when non-opaque Surfaces are rendered, in which 
case all non-opaque Surfaces closer to the viewing point than 
the closest opaque Surface affect the pixel color value, while 
all other non-opaque Surfaces are discarded. In this 
document, the term “occulted' is used to describe geometry 
which is 100% hidden by other non-opaque geometry. 
AS a rendering proceSS proceeds, the renderer must often 

recompute the color value of a given Screen pixel multiple 
times, because there may be many Surfaces that interSect the 
volume subtended by the pixel. The average number of 
times a pixel needs to be rendered, for a particular Scene, is 
called the depth complexity of the Scene. Simple Scenes have 
a depth complexity near unity, while complex Scenes can 
have a depth complexity of ten or twenty. AS Scene models 
become more and more complicated, renderers will be 
required to proceSS Scenes of ever increasing depth com 
plexity. 
Many techniques have been developed to perform visible 

Surface determination, and a Survey of these techniques are 
incorporated herein by reference to: "Computer Graphics: 
Principles and Practice”, by Foley, van Dam, Feiner, and 
Hughes, Chapter 15: Visible-Surface Determination, pages 
649 to 720, 2nd edition published by Addison-Wesley Pub 
lishing Company, Reading, Mass., 1990, reprinted with 
corrections 1991, ISBN 0-201-12110-7 (hereinafter referred 
to as the Foley Reference). 
When a point on a Surface (frequently a polygon vertex) 

is translated to Screen coordinates, the point has three 
coordinates: 1) the x-coordinate of the affected pixel; 2) the 
y-coordinate of the affected pixel; and 3) the Z-coordinate of 
the point in either eye coordinates, distance from the Virtual 
Screen, or Some other coordinate System which preserves the 
relative distance of Surfaces from the viewing point. In this 
document, positive Z-coordinate values are used for the 
“look direction' from the viewing point, and Smaller values 
indicate a position closer to the viewing point. 

For example, if a Surface is approximated by a set of 
planar polygons, the vertices of each polygon are translated 
to Screen coordinates. For points in or on the polygon (other 
than the vertices), the Screen coordinates are interpolated 
from the coordinates of Vertices, typically by the processes 
of edge walking and span interpolation, as discussed in the 
Deering Reference. Thus, a Z-coordinate value is included in 
each pixel value (along with the color value) as geometry is 
rendered. 
The most common method for visible surface 

determination, or conversely, for hidden Surface removal, is 
the Z-buffer. Another common hidden Surface removal tech 
nique is called backface culling (see Foley Reference, page 
663), which eliminates polygons from rendering before they 
are converted into pixels. Backface culling is generally 
included in the face determination 1003 step of the graphics 
pipeline 1000, and therefore occurs before (and is, therefore, 
complementary to) Subsequent hidden Surface removal 
StepS. 
Z-buffer 

Stated simply, the Z-buffer stores, for every pixel, the 
Z-coordinate of the pixel within the closest geometry (to the 
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4 
viewing point) that affects the pixel. Hence, as new pixel 
values are generated, each new pixel’s Z-coordinate is com 
pared to the corresponding location in the Z-buffer. If the 
new pixel’s Z-coordinate is Smaller (i.e., closer to the view 
ing point), this value is stored into the Z-buffer and the new 
pixel’s color value is written into the frame buffer. If the new 
pixel’s Z-coordinate is larger (i.e., farther from the viewing 
point), the frame buffer and Z-buffer values are unchanged 
and the new pixel is discarded. Method pseudocode for the 
Z-buffer method is shown in Appendix 1, which is a slightly 
modified version of FIG. 15.21 in the Foley Reference. The 
pixel loop A1006-A1013 is performed for every pixel in 
each polygon. 
A flow diagram of the prior art Z-buffer method is shown 

in FIG. 4. This figure highlights the portion of the method, 
called the Pixel Drawing Pipeline method 4000, which 
rasterizes the polygon. In this document, rasterization refers 
to the process of converting a piece of renderable geometry 
into individual pixels. 
One drawback to the Z-buffer hidden Surface removal 

method is the requirement for geometry to be converted to 
pixel values before hidden Surface removal can be done. 
This is because the keep/discard decision is made on a 
pixel-by-pixel basis, rather than at a higher level, Such as at 
the level of the geometry in Screen coordinates, which is 
accomplished by the present invention. 

Prior art Z-buffers are based on conventional Random 
Access Memory (RAM) or Video RAM (VRAM). High 
performance prior art Z-buffers employ many different 
techniques, Such as page-mode addressing and bank 
interleaving, to interrogate as many Z-buffer memory loca 
tions per Second as possible. The interrogation proceSS is 
needed to perform the keep/discard decision on a pixel-by 
pixel basis as geometry is rasterized. One major drawback to 
the prior art Z-buffer is its inherently pixel-Sequential nature. 
For Scenes with high depth complexity, access to the 
Z-buffer is a bottleneck which limits performance in ren 
derers. 
Temporal Correlation 
Many applications of 3D computer graphics generate a 

Sequence of Scenes in a frame-by-frame manner. If the frame 
rate of the Sequence is Sufficiently high (this is generally the 
case), then the present Scene lookS very much like the 
previous Scene, and the only differences are due to move 
ment of objects or light Sources within the Scene or move 
ment of the viewing point. Thus, consecutive Scenes are 
Similar to each other due to their temporal correlation. 

Identifying the non-occulted geometry from the previous 
Scene can help with the rendering of the present Scene 
because Such non-occulted geometry can be rendered first. 
Then, when geometry which was occulted in the previous 
Scene undergoes hidden Surface removal, most of it can be 
discarded before pixel color computations need to be done. 

Prior art rendering Systems do not gain much from taking 
advantage of temporal correlation because they will only 
Save computations at the very end of the graphics pipeline 
1000. Namely, they will save the pixel color computation 
within the span interpolation step 1008 of the pipeline 1000. 
This Savings is minor because the pixel-by-pixel nature of 
the Z-buffer hidden Surface removal technique requires 
geometry to be converted to Separate pixels before the 
keep/discard decision can be made. Also, the minor Savings 
is mostly eliminated if the pixel color computation is per 
formed in parallel (by different hardware) with Z-buffer 
hidden Surface removal computation. 
On top of this, taking advantage of temporal correlation is 

difficult in prior art rendering Systems because, the “back 
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ward link” from the final values in the Z-buffer and frame 
buffer back to the geometry database is difficult to construct. 
In other words, prior art rendering Systems Smash geometry 
into Separate and independent pixels, and taking advantage 
of temporal correlation requires knowing which pieces of 
geometry generated the pixels which Survived the keep/ 
discard decisions when an entire Scene has completed the 
rendering process. 
Geometry Databases 
The geometry needed to generate a renderable Scene is 

Stored in a database. This geometry database can be a simple 
display list of graphics primitives or a hierarchically orga 
nized data Structure. In the hierarchically organized geom 
etry database, the root of the hierarchy is entire database, and 
the first layer of Subnodes in the data structure is generally 
all the objects in the “world” which can be seen from the 
Viewpoint. Each object, in turn, contains Subobjects, which, 
in turn, contain SubSubobjects; thus resulting in a hierarchi 
cal “tree” of objects. Hereinafter, the term “object” shall 
refer to any node in the hierarchial tree of objects. Thus, each 
subobject is an object. The term “root object” shall refer to 
a node in the first layer of Subnodes in the data structure. 
Hence, the hierarchical database for a Scene Starts with the 
Scene root node, and the first layer of objects are root 
objects. 

Hierarchical databases of this type are used by the Pro 
grammer's Hierarchical Interactive System (PHIGS) and 
PHIGS PLUS standards An explanation of these standards 
can be found in the book, “A Practical Introduction to 
PHIGS and PHIGS PLUS”, by T. L. J. Howard, et al., 
published by Addison-Wesley Publishing Company, 1991, 
ISBN 0-201-41641-7 (incorporated herein by reference and 
hereinafter called the Howard Reference). The Howard 
Reference describes the hierarchical nature of 3D models 
and their data Structure on pages 5 through 8. 
Content Addressable Memories 
Most Content Addressable Memories (CAM) perform a 

bit-for-bit equality test between an input vector and each of 
the data words stored in the CAM. This type of CAM 
frequently provides masking of bit positions in order to 
eliminate the corresponding bit in all words from affecting 
the equality test. It is inefficient to perform magnitude 
comparisons in a equality-testing CAM because a large 
number of clock cycles is required to do the task. 
CAMs are presently used in translation look-aside buffers 

within a virtual memory Systems in Some computers. CAMS 
are also used to match addresses in high Speed computer 
networks. CAMS are not used in any practical prior art 
renders. 

Magnitude Comparison CAM (MCCAM) is defined here 
as any CAM where the Stored data are treated as numbers, 
and arithmetic magnitude comparisons (i.e. less-then, 
greater-than, less-than-or-equal-to, etc.) are performed in 
parallel. This is in contrast to ordinary CAM which treats 
Stored data Strictly as bit vectors, not as numbers. An 
MCCAM patent, included herein by reference, is U.S. Pat. 
No. 4,996,666, by Jerome F. Duluk Jr., entitled “Content 
Addressable Memory System Capable of Fully Parallel 
Magnitude Comparisons”, granted Feb. 26, 1991 
(hereinafter referred to as the Duluk Patent). Structures 
within the Duluk Patent specifically referenced shall include 
the prefix “Duluk Patent”, e.g. “Duluk Patent MCCAM Bit 
Circuit'. MCCAMs are not used in any prior art renderer. 
The basic internal structure of an MCCAM is a set of 

memory bits organized into words, where each word can 
perform one or more arithmetic magnitude comparisons 
between the Stored data and input data. 
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SUMMARY OF THE INVENTION 

The method and apparatus of this document enhance the 
performance of the prior art Pixel Drawing Pipeline 4000 
portion of a 3D Graphics Pipeline 1000 (commonly called a 
renderer), resulting in novel Pixel Drawing Pipelines 8000, 
20000, 29000, or 32000 portions of a 3D Graphics Pipelines 
5000, 6000, or 31000. 
The method and apparatus presented here perform the 

keep/discard decision on Screen coordinate geometry before 
it is converted into individual pixels. This is done by 
utilizing parallel Searching within a new type of Z-buffer 
based on a new type of Magnitude Comparison Content 
Addressable Memory (MCCAM), hereinafter called a 
MCCAM Z-buffer 11000, 23000, or 39000. 
The MCCAM Z-buffer 11000, 23000, or 39000 performs 

a keep/discard decision on all pixels (or, as described later, 
on groups of pixels called Cells) at once. The MCCAM 
Z-buffer 11000, 23000 or 39000 achieves this parallelism by 
including a set of arithmetic comparators in every memory 
word that Stores a pixel’s Z-value. The operation of perform 
ing a keep/discard decision on all pixels at once is called a 
“parallel query” of the MCCAM Z-buffer 11000, 23000 or 
39000. Parallel query operations enhance performance of 
Pixel Drawing Pipelines 8000, 20000, 29000, or 32000 by 
providing Occulting Tests 9000, 22000, 27000, or 30000 
that can quickly determine if an entire object or graphics 
primitive is occulted before it undergoes rasterization. 
The basic internal structure of an MCCAM Z-buffer 

11000, 23000, or 39000 is a set of memory bits organized 
into MCCAM Words 12000, 13000, 18000, 24000, or 
41000. Each MCCAM Word 12000, 13000, 18000, 24000, 
or 41000 corresponds to one pixel (or Cell) in the display 
screen 100 and is organized into at least three Fields 11004, 
11006, or 11008. Each of the three Fields 11004, 11006, or 
11008 performs an arithmetic magnitude comparison 
between the Stored pixel data and input geometry data. Each 
MCCAM Word 12000, 13000, 18000, 24000, or 41000 has 
at least three Fields 11004, 11006, or 11008 representing the 
position of geometry in Screen coordinates: an X-dimension 
and y-dimension for the plane of the display screen 100; and 
the Z-dimension for the distance from the viewing point. 
Efficient circuits for the MCCAM Z-buffer 11000, 23000, or 
39000 are included in a later section of this document. 

This document includes new methods for the keep/discard 
decision. The new methods, called Occulting Tests 9000, 
22000, 27000, or 30000, are performed on any type of 
geometry in Screen coordinates: 1) entire 3D objects; 2) 
Subobjects; 3) renderable graphics primitives, and/or 4) 
individual polygons. Culling out hidden geometry before it 
is converted into individual pixels eliminates a major bottle 
neck in the rendering pipeline, thereby increasing total 
rendering performance. 

Occulting Tests 9000, 22000, 27000, or 30000 utilize an 
axially aligned right parallelepiped, hereinafter called a 
bounding box, as an approximation of the boundary of 3D 
geometry. Occulting Tests 9000, 22000,27000, or 30000 use 
the comparison apparatus of the MCCAM Z-buffer 11000, 
23000, or 39000 to determine if the bounding box is 
occulted by previously rasterized geometry. If the bounding 
box is occulted, then the 3D geometry is occulted and can be 
discarded because it cannot affect pixel colors in the Frame 
Buffer 1012. Occulting Tests 9000, 22000, 27000, or 30000 
can also test individual SpanS within renderable graphics 
primitives to determine if they are occulted. 
The methods disclosed here include four types of Occult 

ing Tests 9000, 22000, 27000, or 30000: 1)the Bounding 
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Box Occulting Test 9000 (hereinafter sometimes abbrevi 
ated BBOT9000); 2) the Vertex Bounding Box Test 22000 
(hereinafter sometimes abbreviated VBBOT 22000); 3) the 
Span Occulting Test 27000 (hereinafter sometimes abbrevi 
ated SOT 27000); and 4) the SOT 27000 is included, called 
the Raster Write Span Occulting Test 30000 (hereinafter 
sometimes abbreviated RWSOT 30000). A piece of geom 
etry that “passes” an Occulting Test 9000, 22000, 27000, or 
30000 is declared occulted and can be discarded. A piece of 
geometry that “fails” an Occulting Test 9000, 22000, 27000, 
or 30000 may or may not be occulted, and therefore, requires 
further processing. 

The Bounding Box Occulting Test 9000 takes a piece of 
geometry, generates a bounding box around it, and then 
determines if the bounding box is occulted by previously 
rasterized geometry. 
The Vertex Bounding Box Test 22000 takes vertices (and 

how they describe geometry) and automatically generates 
bounding boxes. For hierarchically defined objects, the input 
Vertices could be the opposite comers of the bounding box 
of the object. 

The Span Occulting Test 27000 operates on spans gen 
erated by edge walking 1006 and determines if they are 
occulted. 
The Raster Write Span Occulting Test 30000 operates on 

spans generated by edge walking 1006 and determines if 
they are occulted. It also simultaneously writes into the 
MCCAM Z-buffer 11000, 23000 or 39000 a conservative 
approximation for the Z-value for each pixel within the Span. 

Also described herein is the Dual Occulting Test Pixel 
Drawing Pipeline 32000, which combines either the BBOT 
9000 or the VBBOT 22000 with either the SOT 27000 or the 
RWSOT 30000. 
The invention takes advantage of temporal correlation in 

a Sequence of Scenes through the use of Tags. Tags are 
“backward links' (i.e., pointers) to the Source geometry, and 
the main problems with such “backward links' are over 
come by storing them into a CAM within the Tag MCCAM 
Z-buffer 39000. 
One Tag for every pixel (or Cell) in the display screen 100 

is stored in a fourth Field, the Tag-field 39010, within each 
Tag MCCAM Word 41000. Each Tag-field 39010 can per 
form bit-for-bit equality tests. When a scene is completely 
rendered, a Visible Objects List is generated by reading Tags 
from the Tag MCCAM Z-buffer 39000. When a new Tag is 
read, it is then used as a Search key to find, and declare 
invalid, all redundant Tags within the Tag MCCAM Z-buffer 
39000 39000. Elimination of redundant Tags greatly reduces 
the number of clock cycles needed to construct the Visible 
Objects List. 

Tags, implemented in an equality-testing CAM circuit, 
can be added to renderers that use only the prior art Z-buffer 
for hidden Surface removal. However, Tags are Substantially 
more useful when used with an MCCAM Z-buffer 11000, 
23000 or 39000 because Occulting Tests 9000, 22000, 
27000, or 30000 operate on geometry rather than pixels. 
This means geometry can be culled out earlier in the 
pipeline, thereby reducing computation and increasing per 
formance. This document includes the method for generat 
ing a Sequence of Scenes using Tags. 

Three specific types of MCCAM Z-buffers 11000, 23000 
or 39000 are disclosed: 1) the Basic MCCAM Z-buffer 
11000; 2) the Vertex MCCAM Z-buffer 23000; and 3) the 
Tag MCCAM Z-buffer 39000. 
The Basic MCCAM Z-buffer 11000 processes separate 

bounding boxes, where each bounding box is separately 
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input and encloses a piece of geometry. This, however, is 
very inconvenient for most geometry databases where 
geometry is Stored as Sets of polygons. 
The Vertex MCCAM Z-buffer 23000 processes vertices 

one at a time, and internally generates a bounding box 
around each polygon (which is a multiplicity of vertices) or 
other piece of geometry Specified by a set of 3D points. This 
is done by temporarily Saving comparison results from 
recently input vertices. When polygon meshes are input to 
the Vertex MCCAM Z-buffer 23000, each polygon within 
the mesh generates a bounding box, even though vertices are 
shared between polygons. 
The Tag MCCAM Z-buffer 39000 includes the processing 

of Tags. This is necessary for taking advantage of temporal 
correlation between Scenes in a Sequence. 

Five specific types of words within MCCAM Z-buffers 
11000, 23000, or 39000 are disclosed: 1) the Basic MCCAM 
Word 12000; 2) the Raster Write MCCAM Word 13000; 3) 
the Vertex MCCAM Word 18000; 4) the Hit Flag MCCAM 
Word 24000; and 5) the Tag MCCAM Word 41000. 
The Basic MCCAM Word 12000 requires bounding 

boxes to be generated outside the MCCAM Z-buffer 11000, 
23000 or 39000. It also requires pixel data to be written into 
the MCCAM Z-buffer 11000, 23000 or 39000 one pixel at 
a time. 

The Raster Write MCCAM Word 13000 provides for 
writing multiple words 13000 simultaneously. This feature 
is used to write the Z-value for multiple pixels within the 
same raster line of the display screen 100. Simultaneously 
Writing pixels reduces the fraction of time used for writing 
data into the MCCAM Z-buffer 11000, 23000 or 39000. That 
decrease leads to an increase in the fraction of time devoted 
to Occulting Tests 9000, 22000, or 27000, thereby increas 
ing throughput and performance. Because the same Z-value 
is used for multiple pixels, a conservative approximation 
must be used. The exact Z-values must be Stored elsewhere, 
generally in a conventional Z-buffer 2008. 
The Vertex MCCAM Word 18000 can perform a com 

parison on one vertex at a time, but it can reconstruct 
bounding boxes around geometry described by the vertices. 
This is important because geometry is usually input in 
polygon form. 
The Hit Flag MCCAM Word 24000 has the capability to 

mark, as a Hit, any pixel, Segment, and/or raster line which 
has caused a piece of geometry to fail (not declared 
occulted) an Occulting Test 9000, 22000, or 27000. Hits are 
read from the MCCAM Z-buffer 11000, 23000 or 39000 and 
rasterized into pixels. 
The Tag MCCAM Word 4100 includes a fourth Field for 

Storing and comparing Tag-values. 
Each of these different MCCAM Words 12000, 13000, 

18000, 24000, or 41000 illustrate a specific features. These 
features can be combined to create new word types. 
The MCCAM Word 12000, 13000, 18000, 24000, or 

41000 can include a special bit, called an Infinity Flag 
11010, that causes the Z-value to be treated as though it is 
equal to positive infinity. When the MCCAM Z-buffer 
11000, 23000, or 39000 is initialized before rendering of a 
Scene is begun, all Stored Z-values must be set to a value that 
is always greater than any finite Z-value generated by 
rasterized geometry. At initialization, all Infinity Flags 
11010 are asserted in parallel, thus requiring only one clock 
cycle. This Saves the large number of clock cycles needed in 
prior art rendering Systems to initialize every word in the 
Z-buffer to its largest possible value. 



US RE38,078 E 
9 

As an Occulting Test 9000, 22000, 27000, or 30000 
processes a piece of geometry, the MCCAM Z-buffer 11000, 
23000, or 39000 looks for pixels within the projected 
bounding box of the piece of geometry that may not be 
occulted. Such pixels are called Pixel Hits. If Pixel Hits are 
found, then the piece of geometry may not be occulted, and 
further processing is required. As an optional feature, Pixel 
Hits can be read from the MCCAM Z-buffer 11000, 23000, 
or 39000 as an aid to further processing. Alternatively, 
Segment Hits or Raster Hits can be read instead, thereby 
reducing the number of clock cycles utilized for reading Hit 
information. A Segment Hit is a horizontal set of Pixel Hits. 
A Raster Hit is one row of pixels across the entire width of 
the projected bounding box where one or more of the pixels 
is a Pixel Hit. 

Also included in this document are descriptions of Pixel 
Drawing Pipelines 8000, 20000, 29000, or 32000 which 
include one or more MCCAM Z-buffers 11000, 23000 or 
39000. A pixel drawing pipeline writes data into the Frame 
Buffer 1012 and is responsible for processing geometry after 
it is output from the screen space conversion 1003 step of the 
graphics pipeline. 

Hardware that implements a Pixel Drawing Pipeline 
8000, 20000, 29000, or 32000 is called a Pixel Drawing 
Subsystem 2002, 6002, 14002, 33002, 34.002, 37002, or 
38002, and several are described here. A Pixel Drawing 
Subsystem 2002, 6002, 14002, 33002, 34.002, 37002, or 
38002 is a Subset of the full rendering system, and begins 
after screen space conversion 1003 step of the graphics 
pipeline. 

In prior art renderers, the span interpolation 1008 process 
is the main bottleneck. In this invention, however, Span 
interpolation 1008 processing is reduced by Occulting Tests 
9000, 22000, 27000, or 30000 that remove geometry in the 
middle of the Graphics Pipeline. Because of the geometry 
removal, the generation of SpanS is not evenly spread over 
the Scene rendering time. When rendering a Scene, most of 
the first objects will not be occulted by prior objects, and 
these will generate many spans that need to be rasterized. 
However, near the end of the rendering of a Scene, most 
objects will be occulted by prior objects (assuming a rea 
Sonably high depth complexity), generating few spans that 
need to be rasterized. 
Some of the Pixel Drawing Subsystems 33002, 34002, or 

38002 described here include a Span FIFO 33003. The Span 
FIFO 33003 provides the ability to balance the span inter 
polation 1008 processing load over the time it takes to render 
a scene. The Span FIFO 33003 temporarily stores span 
information in order to allow the span interpolation 1008 
process to spread its computational load over the entire 
Scene rendering time. 

Novel VLSI circuits 48000, 49000, 49000,51000, 52000, 
53000, 54000, 55000, 58000, and 59000 for efficiently 
implementing the MCCAM Z-buffer 11000, 23000 or 39000 
are included in the invention. 

A BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1: Generic rendering pipeline from the Deering 
Reference (prior art). 

FIG. 2: Prior art rendering Subsystem including the Pixel 
Drawing Subsystem 2002 which includes a conventional 
Z-buffer 2008 

FIG. 3: An object in three-dimensional Space, its projec 
tion onto the Viewing plane, and its image one a display 
SCCC. 

FIG. 4: Method flow diagram for the standard Z-buffer 
method (prior art). 
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FIG. 5: The BBOT 3D Graphics Pipeline 5000, which 

includes the Bounding Box Occulting Test 9000 or the 
Vertex Bounding Box Occulting Test 22000. 

FIG. 6: Rendering Subsystem including the MCCAM 
Pixel Drawing Subsystem 6002. 

FIG. 7: Piece of renderable geometry 7002 on a display 
screen 1000, showing the projected bounding box 7004 of 
the geometry. 

FIG. 8: Method flow diagram for hidden surface removal 
utilizing the Bounding Box Occulting Test 9000. 

FIG. 9: Method flow diagram for the Bounding Box 
Occulting Test 9000. 

FIG.10: Example display screen 100 where each pixel is 
shown. This example has 120 pixels in the X dimension and 
80 pixels in the y dimension. The Square white Spaces 
between tick marks are pixel locations. 

FIG. 11: Diagram of the data storage within a Basic 
MCCAM Z-buffer 11000. 

FIG. 12: Basic MCCAM Word 12000 used in the Basic 
MCCAM Z-buffer 11000. 

FIG. 13: Raster Write MCCAM Word 13000 used when 
one Z-value is used as an approximate Z-value by multiple 
pixels, which is done by writing the one Z-value into 
multiple words 13000. 

FIG. 14: Rendering Subsystem including the Approxima 
tion Based Pixel Drawing Subsystem 14002, which utilizes 
both a MCCAM Z-buffer 11000, 23000, or 39000 and a 
conventional Z-buffer 2008. 

FIG. 15: Method flow diagram 15000 for rendering a 
Scene with multiple objects and Subobjects. The Bounding 
Box Occulting Test 9000 is performed on entire objects and 
Subobjects in addition to renderable graphics primitives. 

FIG. 16: Polygon 16002 on a display screen 100, showing 
the projected bounding box 16012 of the polygon. 

FIG. 17: A triangle strip of four triangles where the 
projected bounding box of each triangle is shown. 

FIG. 18: Vertex MCCAM Word 18000 used to process 
polygon vertices. 

FIG. 19: A generalized triangle strip, a modified version 
of FIG. 3 from the Deering Reference (prior art). The table 
shows how a Sequence of Vertices Specifies a Set of triangles. 

FIG. 20: Method flow diagram 21000 for hidden surface 
removal of polygons utilizing the Vertex Bounding Box 
Occulting Test 22000 on vertex comparison results. 

FIG. 21: Method flow diagram for Vertex Comparisons 
21000 which performs comparisons between a vertex's 
coordinate values (VX, Vy, and VZ) and the values Stored in 
the Vertex MCCAM Z-buffer 23000 or 39000. The results of 
the comparison operations are Stored in one of the Com 
parison Registers 23010. 

FIG. 22: Method flow diagram for the Vertex Bounding 
Box Occulting Test 22000. 

FIG. 23: Diagram of the data storage within a Vertex 
MCCAM Z-buffer 23000. 

FIG. 24: Hit Flag MCCAM Word 24000 used to process 
Vertices and provide for reading Hits. 

FIG. 25. Example Segment Hits and Raster Hits. 
FIG. 26: Display screen 100 showing a polygon and its 

composite pixels as it is rasterized by edge walking 1006 and 
span interpolation 1008. 

FIG. 27: Method flow diagram for the Span Occulting 
Test 27000. 

FIG. 28: The SOT 3D Graphics Pipeline 28000, which 
includes the Span Occulting Test 27000 or the Raster Write 
Span Occulting Test 30000. 
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FIG. 29: Method flow diagram for the Span Pixel Draw 
ing Pipeline method 30000. 

FIG. 30: Method flow diagram for the Raster Write Span 
Occulting Test 30000. 

FIG. 31: The DOT 3D Graphics Pipeline 31000, which 
includes both the Vertex Bounding Box Occulting Test 
22000 and the Span Occulting Test 27000 or 30000. 

FIG. 32: Method flow diagram for hidden surface removal 
of polygons utilizing the Vertex Bounding Box Occulting 
Test 22000 and the Raster Write Span Occulting Test 30000. 

FIG. 33: Rendering Subsystem including the Span FIFO 
33003. 

FIG. 34: Rendering subsystem including multiple Span 
FIFOs 33003 and multiple Span Interpolate Processors 
33006. 

FIG. 35. Example display screen 100 where Blocks of 
pixels are shown. This example has 10 Blocks in the X 
dimension and 8 Blocks in the y dimension, where each 
Block has 12 pixels in the X dimension and 10 pixels in the 
y dimension. 

FIG. 36: Example display screen 100 where one Inter 
leaved Block is shaded. The example has 2 Blocks in the X 
dimension and 8 Blocks in the y dimension, where each 
Block has 60 pixels in the X dimension and 10 pixels in the 
y dimension. 

FIG. 37: Rendering Subsystem including multiple Block 
Pixel Drawing Subsystems 37002, each including a 
MCCAM Z-buffer 11000, 23000, or 39000 and responsible 
for a Block within the display screen 100. 

FIG. 38: Rendering Subsystem including multiple Block 
Span FIFO Pixel Drawing Subsystems 38002, each includ 
ing a MCCAM Z-buffer 11000, 23000, or 39000 and a 
conventional Z-buffer 2008. 

FIG. 39: Diagram of the data storage within a Tag 
MCCAM Z-buffer 39000. 

FIG. 40: Method flow diagram 40000 for generating the 
Visible Objects List. 

FIG. 41: Tag MCCAM Word 41000 used to process 
Vertices with Tags. 

FIG. 42: Method flow diagram 42000 for rendering a 
Sequence of Scenes by taking advantage of temporal coher 
ency through the use of Tags. 

FIG. 43: Example display screen 100 where Blocks of 
Cells of pixels are shown. This example has 5 Blocks in the 
X dimension and 20 BlockS in the y dimension, where each 
Block has 2 Cells in the X dimension and 2 Cells in the y 
dimension, and where each Cell has 12 pixels in the X 
dimension and 2 pixels in the y dimension. 

FIG. 44: Example display screen 100 where Blocks of 
Raster Cells of pixels are shown. A Raster Cell only has one 
pixel in its y dimension. This example has 5 Blocks in the 
X dimension and 10 BlockS in the y dimension, where each 
Block has 2 Cells in the X dimension and 8 Cell in the y 
dimension, and where each Cell has 12 pixels in the X 
dimension and 1 pixel in the y dimension. 

FIG. 45: Example display screen 100 where one Inter 
leaved Block of Raster Cells of pixels is shown. A Raster 
Cell only has one pixel in its y dimension. This example has 
2 Blocks in the X dimension and 8 Blocks in they dimension, 
where each Block has 5 Cells in the X dimension and 10 
Cells in the y dimension, and where each Cell has 12 pixels 
in the X dimension and 1 pixel in the y dimension. 

FIG. 46: An example of pseudorandom pixels within a 
Cell used to generate representative Tag. 
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FIG. 47: Prior art Duluk Patent MCCAM Bit Circuit 

47000. 

FIG. 48: MCCAM Bit Circuit A 48000, which supports 
multiple word write operations. This cell 48000 does not 
Support a read operation. 

FIG. 49: MCCAM Bit Circuit B 49000, which supports 
multiple word write operations. This cell 49000 does not 
Support a read operation. 

FIG. 50: MCCAM Bit Circuit C 49000, which supports 
multiple word write operations and a read operation. 

FIG. 51: Infinity Flag Bit Circuit 51000, which stores the 
Infinity Flag 11010 within the MCCAM Word 12000, 
13000, 18000, 24000, or 41000. 

FIG. 52: A circuit for the Z-field 11008 which utilizes a 
multiplicity of MCCAM Bit Circuit A 48000 and one 
Infinity Flag Bit Circuit 51000. 

FIG. 53: Circuits used in the X-field 11004 and Y-field 
11006. FIG. 53A is a gate-level circuit for XBitCircuitl 
53002, which stores a logical “one” for comparison pur 
poses. FIG. 53B is a gate-level circuit for XBitCircuit.0 
53004, which stores a logical “Zero' for comparison pur 
poses. FIG. 53C is a CMOS transistor circuit for XBitCir 
cuit 53002, which stores a logical “one” for comparison 
purposes. FIG. 53D is a CMOS transistor circuit for 
XBitCircuit.053004, which stores a logical “Zero” for com 
parison purposes. 

FIG. 54: A circuit for a six-bit X-field 11004 (or a Y-field 
11006) which stores and compares to the value “101110”, 
which is binary for 46. 

FIG. 55: A Circuit for a set of sixteen X-fields 11004, 
which correspond to sixteen MCCAM Words 12000, 13000, 
18000, 24000, or 41000. The circuitry for higher order bits 
is shared amongst multiple X-fields 11004. 

FIG. 56: Prior an CAM Bit Circuit 56000 which can 
perform bit-for-bit equality comparisons. This cell 56000 
can be used to Store one bit within a Tag, providing Raster 
Write operations are not allowed. 

FIG. 57: Tag Bit Circuit 57000, which supports multiple 
word write operations and a read operation. 

FIG. 58: Tag Invalid Bit Circuit 58000 stores the value 
Tagnvalid 58006, which indicates the Tag stored in the 
Tag-field 39010 is invalid. 

FIG. 59: A circuit for the Tag-field 39010. 

DETAILED DESCRIPTION OF THE 
INVENTION 

The methods presented in this document are described 
using both flow diagrams and pseudocode. Method flow 
diagrams are used for most aspects of the method, and 
method pseudocode is attached as a set of appendices and is 
used to describe the details of the method. Pseudocode is 
used in this document to describe a proceSS performed by 
Some type of apparatus, and all pseudocode contained herein 
is consistent in style to that of the Foley Reference. Variables 
and named constants are shown in italics, language reserved 
words (e.g. if, than, and, or, do, etc.) are shown in bold; and 
comments are shown in curly brackets. 

Each method pseudocode in the appendices has its lines 
numbered, where the numbering in each appendix's first line 
Starts with one thousand times the appendix number along 
with the prefix “A”. The method pseudocode appendices 
include, for readability, vertical lines to show how both 
begin-end and repeat-until Statements are paired together. 
Hierarchical method names (e.g. “WritePixel” at A1037, a 
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“routine” in pseudocode terms, within the method 
pseudocode are treated as global, and each name is unique. 
Routines which are used in an appendix, but are defined 
elsewhere, have a croSS reference line number included as a 
comment. Appendix 2 defines global constants, types, and 
variables. 

Reference numbers are four or five digit numbers, and the 
first one or two digits are the figure number where the 
reference item is best illustrated. 
Modified Rendering Pipeline 

FIG. 1 shows the Generic 3D Graphics Pipeline 1000 
(Sometimes called the rendering pipeline), which includes 
the prior art Z-buffer method 1010. FIG. 5 shows a modified 
version of the generic pipeline 1000, called the BBOT3D 
Graphics Pipeline 5000 which adds the Bounding Box 
Occulting Test 9000 (or, alternatively, the Vertex Bounding 
Box Occulting Test 22000). The Bounding Box Occulting 
Test 9000 determines whether geometry can be discarded 
before the Set Up for Incremental Rendering 1004, thus 
reducing the total amount of computation required for 
rendering an image. The input to the Bounding Box Occult 
ing Test 9000 is from the screen space conversion 1003 step, 
which produces geometry (or bounding boxes) in Screen 
coordinates. In the BBOT3D Graphics Pipeline 5000, the 
input data may not be strictly renderable geometry. Input 
may also include object bounding information which is 
appropriately translated to Screen coordinates in order for 
the Bounding Box Occulting Test 9000 to be used to 
determine if an entire object is occulted. 
The BBOT3D Graphics Pipeline 5000 has two sections 

highlighted, the floating-point intensive functions 5008 and 
the Occulting Test Pixel Drawing Pipeline 8000, 20000, 
which includes the Bounding Box Test 9000 or the Vertex 
Bounding Box Occulting Test 22000. The Bounding Box 
Occulting Test 9000 is included as a floating point intensive 
function because it may be done utilizing floating-point 
arithmetic, although integer arithmetic may also be used. 

Hardware for implementing the Occulting Test Pixel 
Drawing Pipeline 8000, 20000 is shown in FIG. 6 as the 
MCCAM Pixel Drawing Subsystem 6002. When compared 
to the Pixel Drawing Subsystem 2002, the MCCAM Pixel 
Drawing Subsystem 6002 replaces the Z-buffer 2008 with 
the MCCAM Z-buffer 11000, 23000, or 39000. 
To implement the various versions of pixel drawing 

pipelines, six hardware pixel drawing Subsystem architec 
tures will be presented: 1) MCCAM Pixel Drawing Sub 
system 6002; 2) Approximating Based Pixel Drawing Sub 
system 14002; 3) Span FIFO Pixel Drawing Subsystem 
33002; 4) Multiple Span FIFO Pixel Drawing Subsystem 
34002; 5) Block Pixel Drawing Subsystem 37002; and 6) 
Block Span FIFO Pixel Drawing Subsystem 38002. 
Bounding Box Occulting Test 9000 

In simplified terms, the Bounding Box Occulting Test 
9000 method presented here performs the following 
repeated Steps on a set of geometry: 1) take a new piece of 
geometry in Screen coordinates; 2) generate an axially 
aligned three-dimensional bounding box around the piece of 
geometry; 3) determine if the minimum Z-coordinate of the 
new piece of geometry (i.e., Z, of its bounding box) is less 
than (i.e. in front of) any of the Z-coordinates of previously 
generated pixel values which lie within the projected bound 
ing box of the new piece of geometry; and 4) if any Such 
pixel values are found, these pixels are candidates for 
replacement in both the Frame Buffer 1012 and the 
Z-coordinate Storage. 

The axially aligned three-dimensional bounding box is an 
approximation for the three-dimensional Surface of a piece 
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of geometry. This approximation, for occulting purposes, 
introduces an error in the keep/discard decision at the 
Occulting Test 9000, 22000, 27000, or 30000 step in the 
rendering pipeline. However, the Occulting Test 9000, 
22000, 27000, or 30000 needs to act as a filter which filters 
out much of the occulted geometry from further processing 
while keeping any geometry that is not occulted. Thus the 
Occulting Test 9000, 22000, or 27000 must err on the side 
of being conservative. 

FIG. 7 shows a piece of geometry 7002 in screen coor 
dinates and its projected bounding box 7004 on a display 
screen 100. The geometry’s bounding box is described by 
the ordered set of numbers: 

Z. Z. (EQ 1) (xmins Xmarymin' ynar: Zmin Zina) 

The geometry’s projected bounding box 7004 (as distin 
guished from its bounding box) is simply its bounding box 
without the Z-coordinate values, namely: 

(EQ 2) (xmins Xmarymin' yna) 

Thus, a projected bounding box is a minimum sized rect 
angle in the plane of the display screen 100 which covers the 
entire projected area of a piece of geometry. 

Conceptually, both the Frame Buffer 1012 and the 
MCCAM Z-buffer 11000, 23000, or 39000 are arrays of 
data, with one array position per (x, y) pixel location. During 
rendering of a Scene, previously processed geometry has 
generated pixels, each pixel located at Some value of (x, y, 
Z) in Screen coordinates. When a new piece of geometry is 
processed, the Bounding Box Occulting Test 9000 is per 
formed by applying the following magnitude comparison 
tests to all pixels previously stored in the MCCAM Z-buffer 
11000, 23000, or 39000: 

Pixel HitF(x2x)A(xsix) A(y2y)A(ysy)A 
(2e2min) (EQ 3) 

The boolean value, PixelHit, is generated for each pixel. 
Pixels with PixelHit true are called "Hits', and this condition 
indicates the new geometry may not be occulted at Such 
pixels. 

In equations and method flow diagrams, the Symbol" (= 
is used to indicate assigning a variable's value (needed to 
distinguish it from “=” which is used here as an arithmetic 
test for equality). In all method flow diagrams, rhombuses 
are used for conditionals only, and do not assign values as 
do rectangles. 
The five Values X, X, y, y, and Z, are referred 

to as the parameters of the bounding box. The first four 
inequalities in Equation 3 test the previously generated 
pixels to See if they are within the projected bounding box 
of the new piece of geometry. If, for a specific pixel with its 
own values of (x, y), all four of these inequalities are true, 
then the pixel is within the projected bounding box, and can 
therefore, be affected by the new geometry. For pixels within 
the projected bounding box, the fifth inequality of Equation 
3 comes into play. The fifth inequality tests to see if the new 
geometry could be in front of the previously rendered 
geometry by comparing previous Z-coordinate Values to Z, 
of the new geometry's bounding box. Thus, if a pixel is 
within the projected bounding box and Z, is less than the 
present MCCAM Z-buffer 11000, 23000, or 39000 value, 
then the pixel may be changed by the new geometry. Hits 
may be tagged for a downstream processor to use, and they 
may be grouped together into Segments along a display 
raster line 
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If PixelHit is true for any pixel (i.e. all five inequalities are 
true), then the piece of geometry has failed the Bounding 
Box Occulting Test 9000, and those pixels may or may not 
occulted. Pixels with PixelHit true must then be Subse 
quently processed by two steps: 1) test to see if the pixel is 
within the true projection of the geometry; and 2) if within 
the projection, the new pixel’s Z-coordinate value is com 
pared to that stored in the MCCAM Z-buffer 11000, 23000, 
or 39000. Hence, if Equation 3 is true for any pixel in a piece 
of geometry, then at least Some rasterization or further 
processing of the geometry must be done. 

If PixelHit is not true for any pixels (PixelHit is false for 
all pixels), then the new piece of geometry passes the 
Bounding Box Occulting Test 9000 and is occulted, which 
means no further processing is required for this piece of 
geometry. 

Thus, the Bounding Box Occulting Test 9000 is sufficient 
to determine if a piece of geometry is occulted, but it is not 
necessary for a piece of geometry to be occulted. In other 
words, geometry can fail the Bounding Box Occulting Test 
9000 and still actually be occulted. However, for scenes with 
high depth complexity, the Bounding Box Occulting Test 
9000 can cull out a large fraction of the geometry before the 
rasterization process. 

The logical inverse of Equation 3 is: 

which, if Pixel Miss 12001 is true for all pixels, indicates the 
piece of geometry has passed the Bounding Box Occulting 
Test 9000, and is therefore occulted. If PixelMiss 12001 is 
false for any pixel, then further processing of the piece of 
geometry is required. Hence, pixels for which Pixel Miss 
12001 is false are Hits. Either Equation 3 or Equation 4 can 
be implemented in hardware. However, Equation 4 is gen 
erally preferable to Equation 3 because large logical 'or' 
Structures are easier to build than logical “and” structures. 
This is because the former can be built with “wired-or” logic 
or precharged circuits with conditional discharge. The five 
bits which result from the five inequality comparisons of 
Equation 4 are collectively called Comparison Results 
12003. 

FIG. 8 is a rendering method flow diagram which includes 
the BBOT Pixel Drawing Pipeline method 8000 for use with 
the MCCAM Z-buffer 11000, 23000, or 39000. Here, each 
piece of geometry is: 1) retrieved from a geometry database 
8002; 2) has a bounding box constructed around it 8004; 3) 
has the Bounding Box Occulting Test 9000 performed on it; 
4) if it fails the Bounding Box Occulting Test 9000, it is then 
rasterized by the Pixel Drawing Pipeline method 4000, else 
it is occulted and thus simply discarded. 

FIG. 9 is a method flow diagram for the Bounding Box 
Occulting Test 9000 which operates on a piece of geom 
etry’s bounding box parameters. The desired result of this 
method 9000 is to find the logical value of the variable 
occulted 6006, which is initialized to true 9002. Two other 
variables, X and y, are pixel indices, and they start at (0,0) 
9004, 9006 and are incremented 9008, 9010, 9012, 9014 in 
Such a way as to cover all the pixels in the display Screen 
100, where the last pixel is at (XMAX, YMAX). At each 
pixel, the current Z-value is found 9016, and if the pixel is 
within the projected bounding box 9018, 9020, then the 
Z-Value is compared to Z. If Z, is not greater than the 
Z-value of the pixel, then occulted 6006 is set to false 9024, 
meaning the piece of geometry may not be occulted, thus 
requiring additional processing. The Bounding Box Occult 
ing Test method 9000 is shown here as sequentially testing 
the Z-value of every pixel, even those outside the projected 
bounding box of the piece of geometry. The method 9000 is 
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described this way because the parallel apparatus of this 
document tests every pixel in parallel, thus finding the value 
of occulted 6006 in an amount of time (generally one clock 
cycle) independent of both the number of pixels or the size 
of the projected bounding box. A Software implementation 
of the Bounding Box Occulting Test 9000 would save time 
by: 1) terminating at any time when occulted 6006 is set to 
false 9024; and 2) testing only pixels within the projected 
bounding box, thus, X Would go from X, to X, (rather 
than from 0 to XMAX) and y would go from y, to y, 

FIG. 10 shows an example display screen 100 which is 
120 pixels in the X dimension 10002 and 80 pixels in the y 
dimension 10004. Practical physical display devices 6020 
are generally much larger; for example, a physical display 
device 6020 on a typical computer workstation is 1152x870 
pixels. In the example of FIG. 10, the pixels are organized 
as a simple two dimensional array. The example is included 
in order to contrast it to alternate pixel organizations 
described in later Sections of this document. For this specific 
example of display screen 100, FIG. 10 also shows specific 
values for constants used in the method pseudocode 
included in the appendices. 
Parallel Computation Apparatus 

Rather than perform either Equations 3 or Equation 4 
Sequentially pixel-by-pixel, it is desirable to perform the 
computation for all pixels in the display screen 100 in 
parallel. Such a parallel Searching apparatus must perform, 
for every bounding box, the five arithmetic comparisons of 
either Equation 3 or Equation 4 (hereinafter only Equation 
4 will be referenced) for every pixel in the display screen 
100. Thus, for the first example display screen 100 in FIG. 
10, a parallel Searching apparatus must perform, for every 
piece of geometry, 5x120x80=48,000 arithmetic compari 
SOS. 

Parallel Searching of Z-values provides a major advantage 
over prior art Z-buffer techniques by drastically reducing the 
time it takes to determine if a piece of geometry is occulted. 
Entire complex objects can be tested to see if they are 
occulted before they undergo the computationally expensive 
process of conversion into Separate pixels. If it is determined 
that an entire object is occulted, then all the computations 
normally required to convert they object into pixels can be 
completely avoided. 

FIG. 11 shows the data organization of the Basic 
MCCAM Z-buffer 11000, appropriate for performing the 
Bounding Box Occulting Test 9000. The example of FIG. 10 
is continued here, which means 9600 Basic MCCAM Words 
12000 are needed. Each Basic MCCAM Word 12000 
includes: an X-field 11004 for storing and comparing the 
pixel x-values; a Y-field 11006 for storing and comparing the 
pixely-value; a Z-field 11008 for storing and comparing the 
pixel Z-value; an infinity flag 11010; and additional logic 
11012 for generating signals, such as Pixel Miss 12001. Each 
rectangle in FIG. 11 corresponds to hardware which stores 
data and/or performs operations. For example, the pixel 
Z-field 11008 of a particular word 12000 both stores the 
Z-value of the pixel corresponding to this word 12000, but 
also performs a comparison Such as Z-Z. 
The prior art MCCAM in the Duluk Patent would not be 

appropriate for use as an MCCAM Z-buffer 11000, 23000, 
or 39000 because all the fields in each of its words needs to 
be written at once. In contrast, the MCCAM Z-buffer 11000, 
23000, or 39000 needs its X-fields 11004 and Y-fields 11006 
to remain fixed during normal operation, especially while 
corresponding Z-fields 11008 are being written. 
As shown in FIG. 11, Pixels are stored in row-by-row 

order in the MCCAM Z-buffer 11000, 23000, or 39000, and 
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appropriate Sets of consecutive words 11014 compose one 
raster line of the display screen 100, and are called a Raster 
Set 11014. The list could also be column-by-column, but it 
is preferable to list pixels along raster lines to align Segment 
Hits and Raster Hits (both described later) with the span 
interpolation 1008 used in incremental rendering. 
When a prior art Z-buffer is initialized before a scene 

starts to be rendered, all Z-buffer values must be set to the 
maximum in order to designate each pixel “blank” This 
means geometry at any distance will overwrite the Frame 
Buffer 1012 and Z-buffer for any such “blank” pixels. 
ASSuming temporarily the Z-buffer uses unsigned integers, 
initialization of this type generally requires all the bits in the 
Z-buffer to be set to “1”, which is a massive writing 
operation. 
As an optional feature of the MCCAM Z-buffer 11000, 

23000, or 39000, initialization can be done by turning on a 
special hardware flag, called an Infinity Flag 11010 
(abbreviated Inf. Flag 11010 in FIG. 11) in each MCCAM 
Word 12000, 13000, 18000, 24000, or 41000. In any par 
ticular MCCAM Word 12000, 13000, 18000, 24000, or 
41000, an asserted Infinity Flag 11010 means the Z-value for 
that pixel is infinity, thus causing this pixel to be farther 
away from the viewing point than any geometry could be 
located. In the hardware, all infinity bits can be set in 
parallel, thereby using very little time for initialization. This 
also avoids a massive write operation to the Z-values of 
every MCCAM Word 12000, 13000, 18000, 24000, or 
41000. When a new Z-value is written, the corresponding 
Infinity Flag 11010 is turned off. The addition of the Infinity 
Flag 11010 (the signal is called InfinityFlg. 12018) changes 
the logic of Equation 4 to Equation 5. 

Pixel Miss(x<x)A(x>x)^(y<y)A(y>y)A 

FIG. 12 shows a hardware implementation of a Basic 
MCCAM Word 12000 where the five parameters of a 
bounding box needed for the Bounding Box Occulting Test 
9000 are all compared in parallel and input to the hardware 
over five buses: BusXMax 12002; BusXMin 12004; Bus 
Y-Max 12006; Busy Min 12008; and BusZMin 12010. Pipe 
lining could be used for a throughput of one bounding box 
per clock cycle. This requires both the X-field 11004 and 
Y-field 11006 within each word 12000 to perform two 
comparison operations, which are done in the comparators, 
Gt test 12013 and Lt test 12014 (greater-than and less-then, 
respectively). The five comparators 12013, 12014 generate 
the Comparison Results 12003, which are then “or-ed” 
together 12016 (with the inversion of the signal InfinityFlg. 
12018 “and-ed' with the Z-value Comparison Result, 
ZzZ) to generate Pixel Miss 12001. Pixel Miss 12001 from 
every Basic MCCAM Word 12000 is then “or-ed” together 
(shown as a "wired-or using an open collector buffer 
12020) to form NotOcculted 12012. NotOcculted 12012 is 
inverted to form the signal, occulted 6006, which indicates 
whether a piece of geometry is occulted. Initialization of the 
MCCAM Z-buffer 11000, 23000, or 39000, done before a 
Scene is rendered, is accomplished by asserting the Signal, 
SetInfinity 12040, which turns all Infinity Bits 11010 in the 
MCCAM Z-buffer 11000, 23000, or 39000. 

In the X-field 11004 and Y-field 11006 respectively, the 
x-value and y-value do not need to be altered for a fixed 
display screen 100 size. Hence, read-only memory, called 
Fixed X-value 12030 and Fixed Y-value 12032, can be used 
to store these values. An optional feature of an MCCAM 
Z-buffer 11000, 23000, or 39000 would be the ability to 
change the values in X-Field 11004 and Y-Field 11006 with 
a memory write access. This would allow the hardware to be 
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programmed for different display screen 100 sizes. This 
would, however, be a considerable additional cost due to the 
additional circuitry required for read/write memory. 

Because, for a fixed display screen 100 size, the values 
stored in the X-field 11004 and Y-field 11006 portions of 
MCCAM Words 12000, 13000, 18000, 24000, or 41000 do 
not change, these two fields 11004, 11006 can be hardwired 
for the desired display screen 100 configuration. This, in 
turn, allows these two portions 11004, 11006 to be built 
using a decoder technique rather than data Storage and 
compare circuitry of the Duluk Patent. 
When a new Z-value needs to be written into the Basic 

MCCAM Z-buffer 11000, the Write Control 12041 circuitry 
is used. The X-value of the affected pixel is input on both 
BusXMax 12002 and BusXMin 12004, while its y-value is 
input on both Busy Max 12006 and Busy Min 12008. When 
this is done, only one Basic MCCAM Word 12000 will have 
its four Comparison Results 12003 involving X and y all set 
to false. The signal, WrEn 12042, is then asserted, causing 
WordWrEn 12044 to be asserted in One Basic MCCAM 
Word 12000, thereby writing the data on into the Z-value 
Storage 12048. When WordWrEn 12044 is asserted, ClrIn 
finity 12046 is also asserted, which resets the Infinity Flag 
11010 in the word being written. 
The Basic MCCAM Word 12000 shown in FIG. 12 

appears to be “write-only'. That is, there is no mechanism 
for reading the Z-value stored in any of the Z-fields 11008. 
For the methods described So far, reading is not necessary 
because only the value of occulted 6006 is needed by 
circuitry outside of the Basic MCCAM Z-buffer 11000. 

In a later Section, information conveying which pixels 
were Hits is used as an aid in the rasterization process. For 
Systems with this optional capability, this information is read 
from the MCCAM Z-buffer 11000, 23000, or 39000 and 
output over the optionally included bus, Hitlnformation 
6008. 
AS an alternate approach to Supplying the five parameters 

at once, the parameters can be Supplied as two triplets: 
(xmins ymin Zmin), (xnar ymar Zina) (EQ 6) 

Hence, each triplet of Equation 6 can be Supplied and 
evaluated in a single clock cycle, thus requiring two clock 
cycles per bounding box. For the Simple bounding box 
approach, this is inefficient Since Z is not used. However, 
for a vertex-based approach 20000, as described later, this 
vertex-by-vertex input is preferable because the rendering 
pipeline is fed polygon Vertices one at a time. Sequentially 
inputting points or vertices requires temporary Storage of 
Comparison Results 12003. 

FIG. 6 is a block diagram of a portion of a hardware 
rendering Subsystem 6000 which includes a MCCAM 
Z-buffer 11000, 23000, or 39000. In this figure, the 
MCCAM Pixel Drawing Subsystem 6002 is outlined, and it 
performs the operation of the BBOT Pixel Drawing Pipeline 
8000, 20000, the Span Occulting Test Pipeline 29000, or the 
Dual Occulting Test Pipeline 32000. Information about the 
Scene to be rendered is input over the data bus Translat 
edGeometry 2004 which describes geometry in screen coor 
dinates and comes from the screen space conversion 1003 
portion of the rendering pipeline 5000. The MCCAM 
Z-buffer 11000, 23000, or 39000 performs Occulting Tests 
9000, 22000, or 27000, and supplies the signals occulted 
6006 and (optionally) Hitlnformation 6008 to the Rasterize 
Processor 6010; the signals describe, respectively, if the 
present piece of geometry is occulted and which pixels are 
Hits. 

If the geometry is not occulted, the Rasterize Processor 
6010 generates new pixel color values on the bus PixelColor 
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2012 which are written to the Frame Buffer 1012 at the 
address specified by PixelAddr 2016. The Rasterize Proces 
sor 6010 also generates new pixel Z-values (with pixel 
coordinates) on the bus NewZValues 6012, which are writ 
ten into the MCCAM Z-buffer 11000, 23000, or 39000. The 
Scene can be displayed as it is rendered or after completion. 
The display device 6020 can be a CRT of a computer or a 
Storage device Such as a disk or photographic film. 
Raster Write Capability 

In the rendering subsystem of FIG. 6, the MCCAM 
Z-buffer 11000, 23000, or 39000 stores all the Z-coordinate 
information for every pixel. However, Storing many new 
Z-values can consume a major fraction of the memory acceSS 
bandwidth of the MCCAM Z-buffer 11000, 23000, or 
39000. As an alternative, to avoid this bottleneck, Z, can 
be Stored into the non-occulted pixels in the projection of a 
piece of geometry rather than each pixel’s true Z-coordinate. 
This saves MCCAM memory access bandwidth because the 
MCCAM Z-buffer 11000, 23000, or 39000 can be designed 
with Raster Write MCCAM Words 13000 which allow 
writing many words 13000 simultaneously with the same 
value. This, in turn, requires adding another buffer to Store 
the true Z-coordinate values, which would generally be a 
conventional Z-buffer 2008 coupled to the Rasterize Pro 
cessor 6010. 

The projection of a piece of geometry is generally not a 
rectangle. Therefore, when Simultaneously writing a Z-value 
to multiple words, a degenerate rectangle with a height of 
one pixel is used. This degenerate rectangle is one raster of 
pixels within the projection of the piece of geometry. Hence 
the name “Raster Write” is used. The degenerate rectangle is 
a span of the projected geometry, and is generated by edge 
walking 1006. 

In Raster Write MCCAM Words 13000, Write Control 
12041 is replaced with Raster Write Control 13002, which 
needs an additional control signal, WriteMult 13004. Write 
Mult 13004 indicates the writing of multiple Raster Write 
MCCAM Words 13000. The new equation for WordWrEn 
12044 is: 

WordWrEngWriteEn A(xs)V(x>x)A(ysy)V(yey)A 
WriteMultV(z<z)^InfinityFlg) (EQ 7) 

When multiple simultaneous writes are desired, the follow 
ing inputs are used: 1) X, is Set to X, input over 
BusXMin 12004; 2) X, is set to X, input over BusXMax 
12002; 3) both y, and y, are set to y, input over 
Busy Min 12008 and Busy Max 12008; 4) Z is input over 
BuxZMin 12010; 5) WrEn 12042 is asserted; and 5) Write 
Mult 13004, which chooses between a single word write and 
a multiple word write, is asserted. In essence, for a Raster 
Write operation, Equation 7 looks for pixels with all of the 
following conditions: 1) X-value Such that X, sXsX, 
2) y-value Such that y=y; and 3) Z-value Such that 
Zez or has the Infinity Flag 11010 true. 
The Raster Write Control 13002 can actually perform a 

Bounding Box Write by using all five parameters with 
independent values. The signal, WriteMult 13004, decides 
whether the Z-values are taken into consideration. The use of 
a Bounding Box Write is limited because 3D geometry 
generally does not have a projection which is a rectangle. 
However, the Bounding Box Write could be used to set all 
Z-values to the same value. 

Raster Write capability is preferred over word-by-word 
Writing because it increases performance. Hence, additional 
novel word types (explained in later Sections) assume a 
Raster Write capability although they could be built with 
word-by-word writing. 
A rendering subsystem 14000 with both a MCCAM 

Z-buffer 11000, 23000, or 39000 and a standard (i.e., prior 
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art) Z-buffer 2008 is shown in FIG. 14, with the Approxi 
mation Based Pixel Drawing Subsystem 14002 outlined. 
This subsystem is identical to that of FIG. 6 except for: 1) 
approximate Z-values are written back to the MCCAM 
Z-buffer 11000, 23000, or 39000 over the ApproxZValues 
14004 bus; 2) the true Z-values are written over the bus 
NewZValues 14006 into the conventional Z-buffer 2008; 
and 3) the Rasterize Processor 6010 must generate data for 
both the MCCAM Z-buffer 11000, 23000, or 39000 and the 
conventional Z-buffer 1008. The Z-values on ApproxZVal 
ues 14004 must be the worst case values for the concerned 
pixel or pixels. In other words, the Z-values Stored into the 
MCCAM Z-buffer 11000, 23000, or 39000 must be greater 
than or equal to (i.e. it is not closer to the viewing point) the 
pixels' true Z-coordinate values So as to always err on the 
Side of allowing new geometry to be rasterized when it is 
actually occulted, and never declare geometry as occulted 
when, in fact, it is not occulted. The bus, ApproxZValues 
14004, it also used to transfer data to perform the Span 
Occulting Test 27000 or the Raster Write Span Occulting 
Test 30000 (both described in a later section). 

Another reason for having both a MCCAM Z-buffer 
11000, 23000, or 39000 and a standard Z-buffer 14004, as 
shown in FIG. 14, is having a many-to-one mapping of the 
pixels in the standard Z-buffer 14004 to each of the 
MCCAM Words 12000, 13000, 18000, 24000, or 41000. In 
this case, each MCCAM Word 12000, 13000, 18000, 24000, 
or 41000 corresponds to a Cell (described in detail in a later 
Section), which is a group of pixels. The value for a 
particular Cell in the MCCAM Z-buffer 11000, 23000, or 
39000 is the maximum Z-value of all the pixels within the 
Cell. This is, once again, the worst case value which 
approximates the true-Z-coordinate values. 

Prior art rendering Systems do not have the capability to 
simultaneously write the same value into multiple Z-buffer 
memory locations. This is because prior art Systems do not 
include a Separate memory to Store approximate Z-values. 
The apparatus described here Stores approximate Z-values 
into a memory, the MCCAM Z-buffer 11000, 23000, or 
39000, which can both write multiple words and/or query 
multiple words within one clock cycle. The parallel writing 
and querying of multiple words Substantially enhances ren 
derer throughput by reducing the number of clock cycles 
needed to process geometry. 
The circuits in the prior art MCCAM in the Culuk Patent 

are not good for writing to multiple words, thus are not able 
to perform the Raster Write operation. Scene Rendering and 
Hierarchical Object Occulting 
AS described above, geometry databases are frequently 

hierarchically organized into a tree of objects. A major 
performance advantage rises from applying Occulting Tests 
9000, 22000, or 27000 to hierarchical objects rather than to 
only renderable pieces of geometry. A method flow diagram 
for this application of the MCCAM Z-buffer 11000, 23000, 
or 39000 is shown in FIG. 15. This method is called the 
MCCAM Scene Rendering method 15000. 

In order to aid in generating a bounding box for an object, 
the database should include Some bounding information. 
However, Since the database generally contains geometry 
which is not yet translated to Screen coordinates, or even 
World coordinates, any bounding information must pass 
through the Spatial transformation process, which is from 
data input to screen space conversion 1003. Such bounding 
information could describe a bounding sphere, a bounding 
parallelepiped, other bounding Volume shapes, or a union of 
various shapes. In any case, the most efficient input to an 
Occulting Test 9000,22000, or 27000 would be two vertices 
which are the opposite corners of an axially aligned bound 
ing box. 
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As shown in FIG. 15, a scene is rendered by first initial 
izing 15002 the Frame Buffer 1012 and MCCAM Z-buffer 
11000, 23000, or 39000, then sequentially getting 15004 
each root object from the geometry database. The "getting 
of an object or its geometry is done by feeding the appro 
priate data from the database, into the 3D Graphics Pipeline 
5000, 28000, or 31000, and having it flow through to the 
pipeline 5000, 28000, or 31000 to the output of the screen 
space conversion 1003 step. 

For each root object, a bounding box is made 8004, or 
20002, 20004, and 21000 and then a bounding box based 
Occulting Test 9000, or 22000 is performed. If this object is 
occulted 15010, all subobjects of this object are also 
occulted, and this branch of the hierarchical database tree 
needs no further processing. If this object is not occulted 
15010 then subobjects within this object must be processed. 
At the first subobject level (or Subsequent subobject levels), 
if there are renderable graphics primitives 15012, then these 
undergo testing and rasterization 8000, 20000, or 30000. If 
them are subobjects 15016, then they are processed the same 
way their parent object was processed. First, a Subobject is 
obtained 15018 by reading it from the database, feeding into 
the 3D Graphics Pipeline 5000, 28000, or 31000, and 
translating it to Screen coordinates. Next, a bounding box is 
made 8004, or 20002, 20004, and 21000 and an Occulting 
Test 9000, 22000, or 27000 is performed. If a subobject is 
not occulted 15024, then its subobjects and renderable 
primitives are tested and rasterized 8000, 20000, or 30000. 

The method of FIG. 15 is naturally recursive due to the 
treelike nature of the database. However, recursion does not 
illustrate well with a flow diagram, So description of a 
recursive version is presented using method pseudocode in 
the appendices. 

Prior art Systems cannot process entire objects to see if 
they are occulted. Prior art renderers must break objects into 
Separate pixels, then test each pixel to see if it is occulted. 
The invention described here processes an entire object by 
performing operations on all pixels at once. The elimination 
of entire occulted objects Saves a large fraction to the total 
computation, thereby allowing more complicated Scenes to 
be rendered because more objects can be processed. Pro 
cessing Vertex-based Geometry and Polygon Meshes 

FIG. 16 shows a polygon 16002 on a display screen 100. 
The polygon 16002, in this case a triangle, is described by 
its vertices V, 16006, V, 16008, and V, 16010, which are 
in Screen coordinates. The position of each vertex is 
described by a triplet Such as (V, V, V). Thus, the 
bounding box (and projected bounding box 16012) for the 
polygon can be generated Strictly from the vertices by: 

x, Minof (V, V. V.)x, MaxOf (V, V, Vs.) 
y MinOf (V1y, V2. Vs)y, MaxOf (V1. V2.y, 

Vs.) (EQ 8) 
ZMinOf (V1,V2,..., Vs)Z, MaxOf (V, V, V) 

A common technique for generation of a polygonally 
approximated Surface is the use of polygon meshes, as 
described in the Deering Reference, the Watt Reference, and 
the Howard Reference. FIG. 17 shows a triangle mesh which 
uses six vertices to described four triangles. The four pro 
jected bounding boxes 17002, 17004, 17006, 17008 can 
overlap, and each bounding box is used by the Bounding 
Box Occulting Test 9000 to determine if the corresponding 
triangle is occulted. FIG. 18 is a Vertex MCCAM Word 
18000, which processes polygons and meshes vertex-by 
vertex and automatically generates the equivalent of a 
bounding box by using the Vertex Bounding Box Occulting 
Test 22000. 
An alternative to independently Supplying the parameters 

of the bounding boxes (four in the case of FIG. 17) is to 
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operate directly on vertex coordinates, and the method to do 
so is hereinafter called the Vertex Bounding Box Occulting 
Test 22000. Rather than performing a “MinOf” or “MaxOf” 
operation on vertex coordinates (as Equation 8 implies), 
which requires corresponding coordinates of Vertices to be 
compared to each other, the list of inequalities of Equation 
4 is expanded to operate on vertex coordinates, and Vertex 
Pixel Miss 18001 is generated by Equation 9. 

Equation 9 operates on three vertices within a triangle mesh: 
V, V, , and V2, where V, is the most recently input 
vertex, and V, and V, are the two immediately previous 
vertices (n is essentially a time index). Each of the inequali 
ties of Equation 4 has been expanded in Equation 9 to a 
conjunction of three inequalities. To illustrate, the first 
inequality of Equation 4, (X-X), has been expanded to 

(x<V)^(x<V, )^(x<V, 2.) (EQ 10) 

which has the same logical value. This expansion can be 
done because if X-X, is true, then the conjunction of the 
corresponding inequalities in Equation 10 must also be true 
Since V, V, 1, and V-2 must all greater than or equal 
to X, by Equation 8. 
The simplest version of the Vertex MCCAM Z-buffer 

23000 processes one vertex per clock cycle. Each Vertex 
MCCAM Word 18000, one corresponding to each particular 
(x,y) region (either a pixel or a Cell) on the display Screen 
100, performs the following five independent arithmetic 
tests on the nth vertex, V, in a mesh: 

(EQ 11) 

The five one-bit results, L., G. L., G, and L, in each Vertex 
MCCAM Word 18000 are collectively called the Vertex 
Comparison Results 18008. As a mesh is processed, vertices 
undergo the operations in Equation 11, and the Vertex 
Comparison Results 18008 from all Vector MCCAM Words 
18000 are temporarily stored in a Comparison Register 
23010. Only Vertex Comparison Results 18008 from verti 
ces included in polygons which have not completed the 
Vertex Bounding box Occulting Test 22000 need to saved. 
Once all the polygons which include a particular vertex have 
completed the Vertex Bounding Box Occulting Test 22000, 
the Vertex Comparison Results 18008 from that vertex can 
be discarded, and the Comparison Register 23010 can be 
reused to store the results 18008 from another vertex. Since 
a multiplicity of Vertices are included in polygons which are 
partially processed, a multiplicity of Comparison Registers 
23010 are needed. In one Vertex MCCAM Word 18000, the 
set of all bits within all Comparison Registers 23010 is 
called the Comparison Register Bits 18012. The output from 
the Comparison Register Bits 18012 is shown as Compari 
son Register Output Bits 18014 in FIG. 18. 
The rth Comparison Register 23010 is called R, and each 

Comparison Register 23010 has five bits per Vertex 
MCCAM Word 18000, which, for R, are called L., G., 
L., G., and L. A polygon is completed when its last 
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vertex is input. Then, the appropriate Comparison Register 
Output Bits 18014 bits are gated together in each Vertex 
MCCAM Word 1800 using Equation 9 to generate Vertex 
Pixel Miss 18001. Alternatively, for polygons with more than 
three vertices, a similar logic equation with more terms in 
each conjunction can be used. For example, if a quadrilateral 
has the Vertex Comparison Results 18008 from its four 
vertices stored in Comparison Registers 23010 Ro, R, R, 
and Rs, then the appropriate version of Equation 9 is 
Equation 12. 

VertexPixel Miss (= Los A Li W L4. A L5W 
|Goa AG. A G4 AGs. IV 
|Loy A Lily A L4y A L5-y|W 
|Goy A Giy A G4yAGsy|W 
|Log A L1. A L4. A L5. 

(EQ 12) 

Continuing with this example, another vertex could be input 
to form a triangle with the vertices whose Vertex Compari 
son Results 18008 were stored in R and Rs, thus reusing 
those Vertex Comparison Results 18008. The Vertex Com 
parison Results 18008 for this new vertex could be stored. 
in Ro, overwriting previously stored Vertex Comparison 
Results 18008. This assumes the old results in Ro won't be 
needed again. This newly formed triangle then requires yet 
another equation different from Equation 12. 

For hardware to generate many different logic functions 
(Such as Equation 12), Some mechanism is needed for 
selecting which of the Comparison Registers 23010 are used 
to compute the value of VertexPixel Miss 18001. This 
mechanism uses enable Signals, where a logic “1” on an 
enable Signal Selects the corresponding Comparison Regis 
ters 23010 to be included in the computation of VertexPix 
elMiss 18001. Hence, assuming there are only three Com 
parison Registers 23010, three enable signals, Eo 18040, E. 
18042, E. 18044, are needed, and the logic needed in the 
Miss Computation 18011 hardware is: 

VertexPixel Miss = (Lo VEo)A (L. VE) A. (L. VE)|W 
(Go WEo) A (G. VE) A (G. VE)|W 
I(Loy VEo) A (Lily VE) A (L2 VE)|W 
(Go WEo) A (G. VE) A (G2. VE)|W 
(Lo WEo) A (L. VE) A (L2, VE) 

(EQ 13) 

For the Vertex Bounding Box Occulting Test 22000, a 
polygon is occulted if VertexPixel Miss 18001 is true in all 
Vertex MCCAM Words 18000. When a hierarchical object's 
bounding box is input as a “non-renderable polygon' in 
order to find out if the object is occulted, the bounding box 
is described by a multiplicity of vertices. The minimum 
number of vertices required for this “non-renderable poly 
gon' is two, namely two opposite comers of the bounding 
box. The objective is to provide the best Occulting Test 
9000, 22000, 27000, or 30000 results by generating a 
“non-renderable polygon' whose bounding box is the same 
Size (or larger, but not Smaller) than the true bounding box 
of the hierarchical object. 

Vertex Comparison Result 18001 are represented by two 
bits per coordinate: 1) greater-then; and 2) less-than. One 
alternate representation uses: 1) greater-than; and 2) equal 
to. Another feature representation uses: 1) less-than; and 2) 
equal-to. Any of these three representations can be converted 
to one of the others. 

If high order polygons (ones with more vertices) are 
allowed, where the number of vertices exceeds the number 
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24 
of Comparison Registers 23010, a running conjunction of 
Vertex Comparison Results 18008 can be maintained in a 
particular Comparison Register 23010 (shown here as Ro) 
by adding the capability for it 23010 to do a running 
conjunction, as shown in Equation 14. 

Lo (LoVNoRunConj)A(x<V,) 
Go, (GVNoRunConj)A(x>V.) 
Lo(LoVNoRunConj)^(y<V.) 
Go (GovNoRunConj)A(y>V.) 
Lo-F(LoVNoRunConj)A(z<V.) 

(EQ14) 

New values in Comparison Register 23010 R are a function 
of the present values in Ro and the new Vertex Comparison 
Results 18008. In Equation 14, the signal NoRunCon 18046 
controls the restarting of the running conjunction, and is 
asserted for the Start of a new polygon or when a running 
conjunction is not desired. When a high order polygon is 
completed, only Eo 18040 enables its corresponding Com 
parison Register to effect VertexPixel Miss 18001. 

If the running conjunction capability of Equation 14 is 
included, then the minimum number of Comparison Regis 
ters 23010 needed is equal to the maximum number of 
Vertices per polygon in a polygon in a polygon mesh. Hence, 
if triangle meshes are allowed and quad meshes or higher are 
not allowed, then the maximum number of Comparison 
Registers 23010 is three. If quad meshes are allowed (and 
they are not really triangle meshes with twice the number of 
polygons), then four Comparison Registers 23010 are 
needed. Since meshes of polygons with more vertices than 
triangles or quadrilaterals are of little use, the best number 
of Comparison Registers 23010 for use with the Vertex 
Bounding Box Occulting Test 22000 is either three or four. 
A sequence of vertices composing multiple triangle 

meshes is illustrated in FIG. 19 (this figure is an adapted 
version of FIG. 3 of the Deering Reference). The first 
column of the table within FIG. 19 is the list of vertices 
19002 being consecutively processed. The second column is 
the “Vertex Action 19004 which describes how the vertex 
fits into the current mesh: "Restart’ means a new mesh or 
polygon is starting, and the Vertex Comparison Results 
18008 from V, is stored in the Comparison Register 23010 
Ro; “Replace Oldest” means the Vertex Comparison Results 
18008 from V, replace the Vertex Comparison Results 
18008 from the oldest vertex whose Vertex Comparison 
Results 18008 are stored in the Comparison Registers 
23010; and “Replace Middle” means the Vertex Comparison 
Results 18008 from V, replace the Vertex Comparison 
Results 18008 from the Second oldest vertex whose Vertex 
Comparison Results 18008 are stored in the Comparison 
Registers 23010. The third 19006, fourth 19008, and fifth 
19010 columns list which vertices have their Vertex Com 
parison Results 18008 stored in Ro, R, and R. The fifth 
column lists which vertices result in a completed polygon 
19012, thus requiring Equation 13 to be invoked. This 
generates VertexPixel Miss 18001 for every Vertex MCCAM 
Word 18000, thereby performing the Vertex Bounding Box 
Occulting Test 22000 and determining if the completed 
polygon is occulted. Only three Comparison Registers 
23010 are shown in FIG. 19, but more can be included in the 
apparatus. FIG. 19 also shows how a single point 19014 and 
a line 19016, 19018 can be processed simply by treating 
them as, respectively, a one vertex polygon and a two vertex 
polygon. 
The Vertex MCCAM Word 18000 performs a Block Write 

by the following Steps: 
Step 1: Getting as input, on the first cycle of the Raster 

Write operation, X and y on BusX 18002 and Sigi 
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Busy 18006 (the BusZ, 18010 data does not matter), 
and storing the Comparison Results 18008 in Compari 
son Register 23010 R. 

Step 2: Getting as input, on the Second clock cycle of the 
Raster Write operation, X, y, and Z, on BuSX 
18002, Busy 18006, and BusZ, 18010. 

Step 3: On the second clock cycle of the Raster Write 
operation, asserting both WrEn 12042 and WriteMult 
13004. 

For a Raster Write operation, the inputs are the same 
except y is Substituted for both y, and y. The logic 
in Raster Write Control 13002 performs: 

WordWrEnt.WrEnAILVG,AILVG,AIWriteMultv 
(LAInfinityFlg) (EQ 15) 

The VBBOT Pixel Drawing Pipeline method 20000 is 
shown in FIG. 20, which implements the pixel drawing part 
of the BBOT 3D Graphics Pipeline 5000. This method 
20000 processes polygon meshes (which could also be a 
Single point or a line), and performs the function of the “Test 
& Rasterize the primitives” steps in FIG. 15. First, a vertex 
in Screen coordinates is obtained 20002 from the Screen 
space conversion 1003 part of the BBOT 3D Graphics 
Pipeline 5000. Next, r is assigned 20004 a value to select a 
Comparison Register 23010, R., to store the Vertex Com 
parison Results 18008. Then, the coordinates of the vertex 
are compared to the values in the Vertex MCCAM Z-buffer 
23000 in a set of operations called Vertex Comparisons 
21000 (detailed in FIG. 21), which is the operation of 
Equation 11 performed in every Vertex MCCAM Word 
18000 in parallel. If a polygon is completed 20008, the 
Vertex Bounding Box Occulting Test 22000 is done 
(detailed in FIG.22) utilizing Equation 13 and the data in the 
Comparison Registers 23010. If the polygon is not occulted 
20012, it is rasterized using the Pixel Drawing Pipeline 4000 
method of FIG. 4. 

FIG. 21 is the method flow diagram for the Vertex 
Comparison 21000 operation, which takes, as input, the 
vertex Screen coordinates VX, Vy, and VZ, as well as r, which 
selects the Comparison Register 23010 to be written. The 
operation generates boolean values for each of the five bits 
in the Comparison Register 23010 R, for each Vertex 
MCCAM Word 18000. In the flow method 21000, compari 
sons are performed in every Vertex MCCAM Word 18000 
through the use of two nested loops, where X and y are both 
initialized to Zero 21004, 21006, and incremented 21008, 
21010 up to XMAX 21012 and YMAX 21014 so as to 
traverse along rows in the X dimension while covering all 
possible (x,y) positions. The five compositions 21016, 
21018, 21020, 21022, 21024 are between the vertex coor 
dinates and the MCCAM values. For VZ, an additional test 
21026 is done which checks the Infinity Flag 12002 of the 
Vertex MCCAM Word 18000. The set of Comparison Reg 
isters 23010 is a four-dimensional array, and an example use 
21016 is RrCixxy, where: the first index designates 
which Comparison Register 23010 is used; the second index 
designates which of the five Comparison Result 18008 bits 
is used and the third and fourth indices together designate 
both a particular (x,y) position and a particular Vertex 
MCCAM Word 18000. The flow method 21000 is shown as 
Sequentially performing comparisons, but the Vertex 
MCCAM Z-buffer 23000 performs the entire flow method 
21000 in parallel, usually in a single clock cycle. 

FIG. 22 is the method flow diagram for the Vertex 
Bounding Box Occulting Test 22000, which is invoked each 
time a polygon is completed 20008. It 22000 utilizes the 
Comparison Results 18008 stored in the Comparison Reg 
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isters 23010 to determine the value of the signal, occulted 
6006. The signal, occulted 6006, it initialized to true 22002, 
and is changed to false 22004 if any pixel has VertexPixel 
Miss 18001 false 22006 because it is both within the 
projected bounding box of the polygon and is behind any 
portion of the polygon's bounding box. In the flow method 
22000, VertexPixel Miss 18001 is computed in every Vertex 
MCCAM Word 18000 through the use of two nested loops, 
where X and y are both initialized to zero 22008, 22010, and 
incremented 22012, 22014 up to XMAX 22016 and YMAX 
22018 so as to traverse along rows in the X dimension while 
covering all possible (x,y) positions. The computation of 
VertexPixel Miss 18001 is done utilizing Equation 13, and 
the flow method 22000 performs Equation 13 by using an 
inner loop through the Comparison Registers 23010 while 
inside of the two nested (x,y) loops. This inner loop initial 
izes the temporary variables 22020 and conditionally 22022 
utilizes 22024 the Comparison Results in R., a Comparison 
Register 23010. The condition 22022 for utilization 22024 
depends on whether the rth Comparison Register 23010 
contains Comparisons Results 18008 from a vertex which is 
part of the newly completed polygon. If this is true, the 
temporary variables are each updated 22024 by the appro 
priate bit in R. When all the Comparison Registers 23010 
have been done 22026, the value of VertexPixel Miss 18001 
is computed 22028 for the pixel. Once again, the flow 
method 22000 is shown as sequentially processing (x,y) 
positions, but the Vertex MCCAM Z-buffer 23000 performs 
the entire flow method 22000 in parallel, usually in a single 
clock cycle. The Vertex MCCAM Z-buffer 23000, through 
the use of pipelining, can perform both the Vertex Compari 
sons 21000 operation and the Vertex Bounding box Occult 
ing Test 22000 in the same clock cycle. 

Prior art renderers generally process geometry databases 
composed of polygon meshes. It is very important for this 
invention to be compatible with existing geometry 
databases, So processing of polygon meshes must be 
included. In prior art renderers, as a polygon mesh is 
processed, every new vertex can cause an entire polygon to 
be generated (this is true for triangle meshes), thereby 
requiring lots of pixel values to be generated. This very 
many-to-one mapping of pixels to polygons puts the bottle 
neck of prior art renderers in the pixel generating portion of 
the System. In this invention, as a vertex generates a new 
polygon, the polygon is immediately tested in a Single clock 
cycle to See if it is occulted, thereby eliminating a large 
fraction of the pixels within these polygons. This invention 
reduces the very-many-to-one mapping, which reduces (or 
eliminates) the bottleneck, and increase performance. 
The prior art MCCAM in the Duluk Patent cannot per 

form the Vertex Bounding Box Occulting Test 22000 
because it does not have the provision to independently 
process or store anything like the Comparison Results 18008 
within each of its words. Rather, the Duluk Patent MCCAM 
generates, in each of its words, a single Flag Result that is 
derived from the single-bit Query Result. The inability to 
perform the VBBOT 22000 prevents the Duluk Patent 
MCCAM from processing polygon meshes. 
Methods for Reading Hits 
The method disclosed up to this point performs an Occult 

ing Test 9000, 22000, or 27000, which determines the 
outcome of the rendering keep/discard decision on a 
polygons, other pieces of geometry, or hierarchical objects. 
Each MCCAM Word 12000, 13000, 18000, 24000, or 41000 
generates its own Pixel Miss 12001 or VertexPixel Miss 
18001 signal, which indicates if the pixel (or Cell) the word 
12000, 13000, 18000, 24000, or 41000 represents is a Hit. 
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If a piece of renderable geometry (polygon, etc.) fails the 
Occulting Test 9000, 22000, or 27000, and hence needs to be 
rasterized, the method disclosed up to this point requires the 
Rasterize Processor 6010 to rasterize the entire piece of 
geometry without help from the Hit information located in 
the MCCAM Z-buffer 11000, 23000, or 39000. 
AS an optional feature, Hit information can be read from 

the MCCAM Z-buffer 11000, 23000, or 39000. This section 
describes three ways the Hit information can be transferred 
to the Rasterize Processor 6010: 1) Pixel Hits; 2) Segment 
Hits; and 3) Raster Hits. This information would be passed 
over the Hitlnformation 6010 bus described earlier. Also, 
reading Hit information requires additional hardware 
features, and Such features are included in the Hit Flag 
MCCAM Word 24000, shown in FIG. 24. 

For discussion purposes, only VertexPixel Miss 18001 will 
be explicitly discussed, but Pixel Miss 12001 may be sub 
Stituted if the corresponding apparatus is used. The term 
“Hit” corresponds to a single MCCAM Word 12000, 13000, 
18000, 24000, or 41000, and, for discussion purposes, refers 
to pixels, but Cells may be used instead. 
Individual Pixel Hits 
When a piece of renderable geometry is processed by the 

MCCAM Z-buffer 11000, 23000, or 39000 and fails the 
Occulting Test 9000, 22000, or 27000, one or more 
MCCAM Words 12000, 13000, 18000, 24000, or 41000 
must have VertexPixel Miss 18001 equal to false. Where this 
occurs, the pixels are considered Hits. In order to Store the 
information about which pixels are Hits, the Hit Flag 
MCCAM Word 24000 inverts all the VertexPixel Miss 18001 
values and Stores them into one of the Hit Flag Registers 
23020 for later input into the Priority Resolver and Encoder 
23040. Bits in a Hit Flag Register 23020 are used to 
designate each word's membership or non-membership in a 
Set of Pixel Hits. Specifically, a bit equal to true designates 
Set membership, and fails designates Set non-membership. 

If the Rasterize Processor 6010 determines a piece of 
geometry causes the Signal, occulted 6006, to be false, it 
6010 reads out of the MCCAM Z-buffer 11000, 23000, or 
39000 all of the pixels which are Hits. For each such read 
operation, the following Steps are done: 

Step 1: The stored Hit Flags, labeled Flg. Value 24044 in 
each Hit Flag MCCAM Word 24000, are read out of the 
Hit Flag Register 23020 and into the Priority Resolver 
and Encoder 23040. In any particular Hit Flag 
MCCAM Word 24000, this means reading out of the 
Hit Flag Register Bits 24010 and into the Priority 
Resolver and Encoder Section 24012. 

Step 2: The Priority Resolver and Encoder 23040 is 
commanded via the PriResCntril 24042 signals to find 
the first (highest priority) Hit Flg. MCCAM Word 
24000 with its corresponding Flag Value 24022 equal 
to true. 

Step 3: In this highest priority Hit Flag MCCAM Word 
24000, the signal, ClrFlg. 24026, is set to true 
(remaining false elsewhere), thereby clearing the cor 
responding Hit Flag in the Hit Flag Register 23020. 

Step 4: Also in the same Hit Flag MCCAM Word 24000, 
the signal, ReadField 24050, is set to true (remaining 
false elsewhere), thereby enabling the reading of the 
coordinate fields, X-field 11004, Y-field 11006, and 
Z-field 11008, onto the corresponding busses, BusX 
18002, Busy 18006, and BusZ, 18010, thereby provid 
ing the (x,y,z) location of the Pixel Hit. 

Step 5: If a lower priority Hit Flag MCCAM Word 24000 
has its 
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28 
Flg. Value 24044 equal to true, then the Priority Resolver 

and Encoder Section 23040 in this lower priority Hit Flag 
MCCAM Word 24000 asserts the signal, MoreHitsLeft 
24048, which indicates further reads are necessary to pro 
cess the remaining Pixel Hits. 

In step 3, clearing one Hit Flag in the Hit Flag Register 
23020 eliminates one pixel from the set of Pixel Hits. Thus, 
for subsequent reads, other Pixel Hits are read. The value in 
the Z-field 11008 is read out onto BusZ, 18010 only if the 
MCCAM Z-buffer 11000, 23000, or 39000 is storing actual 
Z-values (not approximate values as described above). If 
approximate Z-values are being Stored, then the Z-field 
11008 does not need to be read because the actual Z-values 
(needed for the keep/discard decision 4002 in the rasteriza 
tion process 4000) are stored in a conventional Z-buffer 
2008. If this is the case, the Z-field 11008 should not have 
a read capability. 

If the Z-field 11008 does not have read capability, then the 
Priority Resolver and Encoder 23040 can simply perform a 
priority encode function (similar to the standard TTL part 
74148), which outputs the word number within the 
MCCAM Z-buffer 11000, 23000, or 39000 on the Raster 
OutBus 24042. The word number can be translated to the 
pixel (x,y) location (since there is a one-to-one mapping), or 
the Priority Resolver and Encoder 23040 can be designed to 
encode the priority directly into the coordinates, (x,y), rather 
than the simple word number. 

FIG. 24 shows a Hit Flag MCCAM Word 24000. The 
portion of the set of Hit Flag Registers 23020 within the Hit 
Flag MCCAM Word 24000 are called the Hit Hag Register 
Bits 23010. The portion of the Priority Resolver and 
Encoder 23040 within one Hit Flag MCCAM Word 24000 
is called a Priority Resolver and Encoder Section 23012. The 
Hit Flag MCCAM Word 24000 is a superset of either the 
Basic MCCAM Word 12000 or the Vertex MCCAM Word 
18000 because it 24000 adds Hit reading capability. 

Multiple Hit Hag Registers 23020 are generally needed to 
allow new pieces of geometry to undergo Occulting Tests 
9000, 22000, or 27000 before the Pixel Hits for prior pieces 
of geometry are completely read out of the MCCAM 
Z-buffer 11000, 23000, or 39000. Hence, the signals, HitReg 
WrSel 24030 and HitRegRdSel 24034, are needed to select 
a Hit Flag Register 23020 for writing and reading, respec 
tively. Writing to a Hit Flag Register 23020 is enabled by the 
signal, HitRegWrEn 24032. 
Segment Hits 
The main drawback to reading every Pixel Hit out of the 

MCCAM Z-buffer 11000, 23000, or 39000 is similar to the 
above described drawback to the one-by-one writing of new 
Z-values into the MCCAM Z-buffer 11000, 23000, or 39000. 
Reading (or writing) all the Pixel Hits can consume a major 
fraction of the memory access bandwidth of the MCCAM 
Z-buffer 11000, 23000, or 39000. To solve this, either 
Segment Hits or Raster Hits are used. 

In FIG. 25, a display screen 100 is shown with four pieces 
of geometry: 1) the polygon 25002 currently being pro 
cessed; 2 & 3) two prior “front” polygons 25004, 25005 
which are in front of the current polygon, where their 25004, 
25005 Z-values are all less than the current polygon's 25002 
Z; and 4) a prior “behind” polygon 25006 which is behind 
the current polygon, where its 25006 Z-values are all greater 
than the current polygon's 25002 Z. A Segment Hit is a 
horizontal set of Pixel Hits, hence Segments Hits must lie 
completely within a projected bounding box 25014 of the 
piece of geometry 25002, but may lie outside the projection 
of the piece of geometry. 
The first example Segment Hit 25010 has six pixels and 

does not include the next pixel to the left because that 
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pixels's current Z-value is from the prior "front” polygon 
25005, hence that pixel is not a Hit. The Segment Hit 25010 
extents to the right all the way to the edge of the projected 
bounding box 25014 because those pixels have not been 
previously affected and either have the maximum Z-value or 
have their Infinity Flag 12002 set to true. The Segment Hit 
25010 includes pixels previously affected by the prior 
“behind” polygon because all of those pixels are Hits. 

The second example Segment Hit 25020 has five pixels 
and does not include the next pixel to the right because that 
pixel’s current Z-value is from the prior "front” polygon 
25005, hence that pixel is not a Hit. The Segment Hit 25010 
extents to the left, outside of the polygon's projected bound 
ing box, until the next pixel which is included in the other 
“front” polygon 25004. 

The Raster Write capability described above is a mecha 
nism for Simultaneously changing a multiplicity of Z-values 
stored in the MCCAM Z-buffer 11000, 23000, or 39000, and 
essence, provides for Simultaneously reading a multiplicity 
of Pixel Hits. That is, rather than read out the Pixel Hits 
one-by-one, only the minimum information necessary to 
describe the Segment Hit needs to be read from the 
MCCAM Z-buffer 11000, 23000, or 39000. This minimum 
information is the Segment Hit Parameters: 

(EQ 16) (xstarts Xends ysegment) 

where X, and X are, respectively, the X-coordinates of 
leftmost and rightmost pixels in the Segment Hit, and where 
y is the y-coordinate of the Segment Hit. Thus, three 
numbers describe a Segment Hit regardless of how many 
Pixel Hits are included. 

In the Hit Flag MCCAM Word 24000, when the reading 
of Segment Hits is desired, the Priority Resolver and 
Encoder 23040 must be used to find both the leftmost Pixel 
Hit and the rightmost Pixel Hit, hereinafter called, 
respectively, the Start Pixel Hit and the End Pixel Hit, within 
a Segment Hit. 

If the Start Pixel Hit and the End Pixel Hit are sequentially 
read, then the steps to read the Start Pixel Hit are: 

Step 1: The stored Hit Flags, labeled Flg. Value 24022 in 
each Hit Flag MCCAM Word 24000, are read out of the 
Hit Flag Register 23020 and into the Priority Resolver 
and Encoder 23040. 

Step 2: The Priority Resolver and Encoder 23040 is 
commanded via the PriResCntril 24042 signals to find 
the first (highest priority) Hit Flag MCCAM Word 
24000 with its corresponding FlgValue 24044 equal to 
true. 

Step 3: In this highest Hit Flag MCCAM Word 24000, the 
signal, ReadField 24.050, is set to true (remaining false 
elsewhere), thereby enabling the reading of the coor 
dinate fields, X-field 11004, Y-field 11006, and Z-field 
11008, onto the corresponding busses, BusX 18002, 
Busy 18006, and BusZ, 18010, thereby providing the 
(x,y) location of the Start Pixel Hit. 

If the Start Pixel Hit and the End Pixel Hit are sequentially 
read, then the steps to read the End Pixel Hit are: 

Step 1: The stored Hit Flags, labeled Flg.Value 24044 in 
each Hit Flag MCCAM Word 24000, are read out of the 
Hit Flag Register 23020 and into the Priority Resolver 
and Encoder 23040. 

Step 2: The Priority Resolver and Encoder 23040 is 
commanded via the PriResCntril 24042 signals to find 
the first (highest priority) Hit Flag MCCAM Word 
24000 with its corresponding FlgValue 24004 equal to 
true and the very next Hit Flag MCCAM Word 24000 
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has either its FlgValue 24044 equal to false or has a 
different y-value. 

Step 3: In all the Hit Flag MCCAM Words 24000 within 
the Segment Hit, the signal, Clrflg 24046, is set to true 
(remaining false elsewhere), thereby clearing the cor 
responding Hit Flags in the Hit Flag Register 23020 for 
all Pixel Hits in this Segment Hit. 

Step 4: Also in the same highest priority Hit Flag 
MCCAM Word 24000 (found in step 2), the signal, 
Read Field 24050, is set to true (remaining false 
elsewhere), thereby enabling the reading of the coor 
dinate fields, X-field 11004, Y-field 11006, and Z-field 
11008, onto the corresponding busses, BusX 18002, 
Busy 18006, and BusZ, 18010, thereby providing the 
(x,y) location of the End Pixel Hit. 

Step 5: If a lower priority Hit Flag MCCAM Word 24000 
has its FlgValue 24044 equal to true, then the Priority 
Resolver and Encoder Section 23040 in this lower 
priority Hit Flag MCCAM Word 24000 asserts the 
signal, MoreHits|Left 24048, which indicates further 
reads are necessary to process the remaining Segment 
Hits. 

Segment Hit Read capability would generally be used in 
conjunction with Raster Write capability; therefore, the 
Z-field 11008 would not need read capability. If the Z-field 
11008 does not have read capability, then the Priority 
Resolver and Encoder 23040 can perform a priority encode 
function for generating all three Segment Hit Parameters, 
which are output on the RasterOutBus 24042. This would be 
needed per Segment Hit. An alternate approach for Saving a 
read cycle would be to have both Hit Flag MCCAM Words 
24000 with the Start Pixel Hit and End Pixel Hit read at the 
same time, which would, in turn, require two coordinate 
values to be output on the BusX 18002. Only one coordinate 
value would be output on the Busy 18006 because the 
y-values of the start Pixel Hit and the End Pixel Hit are 
always the same. 
An alternative definition of Segment Hit is to allow only 

one Segment Hit per display screen 100 raster line. With this 
alternate definition, the Priority Resolver and Encoder 
23040 must be able to find the leftmost Pixel Hit and the 
rightmost Pixel Hit acroSS an entire raster line, thus allowing 
pixels which are not Pixel Hits to be included in a Segment 
Hit, except at the Start Pixel Hit and End Pixel Hit. This 
reduce the number of clock cycles needed to read Segment 
Hits. 
Raster Hits 

In FIG. 25, a display screen 100 is shown with four pieces 
of geometry: 1) the polygon 25002 currently being pro 
cessed; 2 & 3) two prior “front” polygons 25004, 25005 
which are in front of the current polygon, where their 25004, 
25005 Z-values are all less than the current polygon's 25002 
Z; and 4) a prior “behind” polygon 25006 which is behind 
the current polygon, where its 25006 Z-values are all greater 
than the current polygon's 25002 Z. A Raster Hit is a 
colinear set of pixels which horizontally span the width of a 
projected bounding box, where at least one pixel in the Set 
is a Pixel Hit. 
The example Raster Hit 25006 includes Pixel Hits along 

a horizontal Swath of the projected bounding box 25014. 
Pixels within this Swath which are not Pixel Hits, Such as 
those included in the prior “front” polygons 25004, 25005, 
are included because a Raster Hit always spans the entire 
width of the projected bounding box 25014. 

Raster Hits have a major advantage over Segment Hits 
and Pixel Hits in that a Raster Hit has only one parameter 
which needs to be output from the MCCAM Z-buffer 11000, 
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23000, or 39000: the y-coordinate of the Raster Hit. Since 
the Rasterize Processor 6010 has all the parameters which 
describe the pieces of geometry (and can therefore construct 
its own copy of the bounding boxes), it 6010 only needs to 
know which pixels within a projected bounding box could 
be affected by the non-occulted portions of a new piece of 
geometry. Hence, the only new information a Raster Hit can 
Supply is its y-coordinate. Spanning the entire width of a 
projected bounding box 25014 is not a disadvantage because 
both Segment Hits and Pixel Hits include pixels which fall 
outside of the projection of a piece of geometry; therefore, 
the Rasterize Processor 6010 must determine which pixels 
are actually within the projection of a piece of geometry no 
matter which type of Hit information is supplied. 
Another advantage Stemming from having the 

y-coordinate as the only parameter is simplification of the 
Priority Resolver and Encoder 23040. The Priority Resolver 
and Encoder 23040 can do a simple encode on the 
y-coordinate of Raster Sets 23050, rather then an encode on 
the set of all Hit Flag MCCAM Words 24000. The Priority 
Resolver and Encoder 23040 generates one RasterFlgValue 
signal per Raster Set 23050 by performing an “or” operation 
on the FlgValue 24000 signals in every Hit Flag MCCAM 
Word 24000 within a Raster Set 23050. The set of Raster 
FlgValue Signals are input into a priority encoder, which then 
puts the y-coordinate of the highest priority Raster Set 
23050 which has a Pixel Hit. 

The steps for reading a Raster Hit are: 
Step 1: The stored Hit Flags, labeled Flg.Value 24044 in 

each Hit Flag MCCAM Word 24000, are read out of the 
Hit Flag Register 23020 and into the Priority Resolver 
and Encoder 23040. 

Step 2: The Priority Resolver and Encoder 23040 is 
commanded via the PriResCntril 24042 signals to 
perform, for each Raster Set 23050, an “or” operation 
on the FlgValue 24000 signals in every Hit Flag 
MCCAM Word 24000 within the Raster Set 23050 to 
generate RasterFlgValue. 

Step 3: The Priority Resolver and Encoder 23040 finds the 
first (highest priority) Raster Set 23050 with its corre 
sponding RasterFlgValue equal to true. 

Step 4: In this highest priority Raster Set 23050, the 
signal, ClrFlg. 24046, is set to true in every Hit Flag 
MCCAM Word 24000 within the Raster Set 23050 
(remaining false elsewhere), thereby clearing the Hit 
Flag in the Hit Hag Register 23020 in all these Hit Flag 
MCCAM Words 24000. 

Step 5: The Priority Resolver and Encoder 23040 encodes 
the y-coordinate of the highest priority Raster Set 
23050 and outputs it on the RasterOutBus 24042. 

Step 6: If a lower priority Raster Set 23050 has its 
RasterFlgValue equal to true, then the Priority Resolver 
and Encoder Section 23040 in this lower priority Raster 
Set 23050 asserts the signal, MoreHits.Left 24048, 
which indicates further reads are necessary to process 
the remaining Raster Hits. 

Reading Raster Hits this way does not require any of the 
coordinate fields, X-field 11004, Y-field 11006, and Z-field 
11008, to have read capability. In a pipelined Hit Flag 
MCCAM Word 24000, reading Raster Hits can be done in 
parallel with Occulting Tests 9000, 22000, 27000, or 30000 
because each uses different portions of the hardware. 

FIG. 24 is a Hit Flag MCCAM Word 24000 which is the 
union of all the Hit reading features. Thus, for Systems 
which use only one specific type of Hit, Some features 
shown in the figure are unnecessary, or, at least, optional. 
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The above descriptions show which features are necessary 
for each type of Hit reaching capability. The features 
included in a specific implementation depend on: 1) the type 
of Hit being read; 2) whether actual z-values are stored in the 
MCCAM Z-buffer 11000, 23000, or 39000; and 3) whether 
the Priority Resolver and Encoder Section 23040 is designed 
to encode the word location, pixel location, Segment Hit 
location, or Raster Hit location. 
The prior art MCCAM in the Duluk Patent includes a 

priority resolver for finding the first hit. However, it is not 
capable of identifying Sets of hits, and therefore cannot find 
Segment Hits or Raster Hits. 
The Span Occulting Test 27000 

For a piece of geometry to be discarded before it is 
rasterized, both the Bounding Box Occulting Test 9000 and 
the Vertex Bounding Box Occulting Test 22000 require the 
piece of geometry's entire bounding box to be occulted by 
previously rasterized geometry. This causes an inefficiency 
is due to: 1) the projected bounding box having a larger area 
than the projection of the piece of geometry, requiring 
otherwise uninvolved pixels to occult the piece of geometry; 
and 2) pixels of previously rasterized geometry must have 
their Z-coordinate values less than Z, of the bounding box 
(or the equivalent for the VBBOT 22000), rather than the 
actual Z-values of the pixels in the piece of geometry. This 
is a very conservative approach to the keep/discard decision 
in that it will never discard geometry which is not occulted; 
however, it will Sometimes keep geometry which is 
occulted. The inefficiencies are acceptable because the 
MCCAM Z-buffer 11000, 23000, or 39000 can be used to 
perform all the necessary operations in parallel, resulting in 
a very high throughput of geometry for these Occulting Tests 
9000 or 22000, 
An alternative to the use of a bounding box is the use of 

spans, as described here for the Span Occulting Test 27000. 
Aspan is simply one row of pixels across a polygon (or piece 
of geometry), and spans are generated by the standard 
rasterization process of edge walking 1006. FIG. 26 shows 
a polygon 26002 on a display screen 100, and points out one 
of the spans 26004 of the polygon 26002, where a span’s 
26004 position is always described by a pair of pixels: the 
Span Start Pixel 26006 and the Span End Pixel 26008. For 
the Span Occulting Test 27000, the Span Start Pixel 26006 
and the Span End Pixel 26008 are input as the span param 
eterS. 

(EQ 17) (xstart: Xends y span Zmin) 

Only one y-parameter is needed for a Span because the two 
pixels 26006,26008 have the same y-coordinate. The 
parameter, Z, can be either: 1) the minimum Z-coordinate 
of the polygons bounding box, or 2) the minimum 
Z-coordinate of the Span, which would be the minimum 
Z-coordinate of the Span Start Pixel 26006 and the Span End 
Pixel 26008. 
The Span Occulting Test 27000 computes, for each pixel, 

Pixel Hit by: 
Pixel Hit(x2x)^(xsix)^(y=y)^(zez,t) (EQ 18) 

or, the inverse, Pixel Miss 9001, by: 
Pixel Miss(x<x,)V(x>x)V(yay...)V(z<z,t) (EQ 19) 

If Pixel Miss9001 is false (or Pixel Hit is true) for any 
pixels (i.e. all four comparisons of Equation 19 are false in 
every MCCAM Word 12000, 13000, 18000, 24000, or 
41000), then the span has failed the Span Occulting Test 
27000, and those pixels maybe (or maybe not) occulted. 
Pixels with Pixel Miss 9001 false must then be subsequently 
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processed by Rasterize Processor 6010 which compares the 
pixel’s Z-coordinate value to that Stored in the conventional 
Z-buffer 2008 (or that stored in the MCCAM Z-buffer 
11000, 23000, or 39000 if that is where the actual Z-values 
are stored). There is not need to check if the pixel is within 
the projection of the polygon, as in the Bounding Box 
Occulting Test 9000 or the Vertex Bounding Box Occulting 
Test 22000, because the entire span is within the projection 
of the polygon. Hence, if Pixel Miss 9001 is false for any 
pixel in a piece of geometry, or PixelHit is true for any pixel, 
then at least Some rasterization or further processing of the 
geometry must be done. 

If Pixel Miss 12001 is true for all pixels (or, Pixel Hit is 
false for all pixels), then the new span passes the Span 
Occulting Test 27000 and is occulted, which means no 
further processing is required for this Span. Passing the Span 
Occulting Test 27000 is sufficient to determine if a span of 
a polygon is occulted, but it is not necessary for a piece of 
geometry to be occulted. In other words, spans can fail the 
Span Occulting Test 9000 and still actually be occulted. 
However, for Scenes with high depth complexity, most spans 
will be occulted. 

FIG. 27 is a method flow diagram for the Span Occulting 
Test 27000 which is very similar to FIG. 9, which is the 
Bounding Box Occulting Test 9000. The only difference is 
in the conditionals 27002, 27004, 27006 which compare the 
span parameters to the MCCAM Z-buffer 11000, 23000, or 
39000 values. The flow method 27000 processes one span, 
performs comparisons for every pixel, and computes a 
Boolean value for occulted 6006. Once again, a method is 
described as sequential, but the MCCAM Z-buffer 11000, 
23000, or 29000 apparatus performs all the comparisons in 
parallel. 
The method of FIG. 27 utilizes either the Basic MCCAM 

Word 12000 or the Raster Write MCCAM Word 13000. 
However, Since only one particulary-value is used at a time, 
it is possible to build a type of MCCAM where many words 
share the same arithmetic comparators because they corre 
spond to pixels with different y-values, and only the ones 
with their y-value equal to y, are selected for input to the 
comparators. 
When the Span Occulting Test 27000 is included in a 

graphics pipeline, the SOT 3D Graphics Pipeline 28000 
results, as shown in FIG. 28. The Span Occulting Test 27000 
is inserted after the edge walking Step 1006 because edge 
walking 1006 generates the spans which are tested by the 
Span Occulting Test 27000, and if they fail the test 27000 
(are not declared occulted), they are rasterized into pixels by 
the span interpolation step 1008. 
When used as the only occulting test, the Span Occulting 

Test 17000 is probably not the best mode of use of the 
present invention because it is a Small improvement over the 
prior art Z-buffer. This is because only the Span interpolation 
Step in a rendering pipeline is avoided by spans which pass 
the Span Occulting Test 27000. However, when the Span 
Occulting Test 27000 is added to the Bounding Box Occult 
ing Test 9000 or the Vertex Bounding Box Occulting Test 
22000, the DOT 3D Graphics Pipeline 31000 reduces the 
amount of pixel coloring to a minimum (disclosed in a later 
Section). 
A version of the Span Occulting Test 27000 can be made 

where the term "span is changed to mean a set of pixels in 
a multiplicity of rows, rather than a single row. This would 
reduce the number of MCCAM operations, but would 
introduce, for most cases, the Stone inefficiencies as the 
methods based on bounding boxes. 
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The Raster Write Span Occulting Test 
The SOT Pixel Drawing Pipeline method 29000 is shown 

in FIG. 29, which implements the SOT Pixel Drawing 
Pipeline 29000 part of the SOT3D Graphics Pipeline 28000. 
This method 29000 processes a polygon one span at a time, 
and starts with the Set Up for Incremental Render 1004. 
Next, it 29000 gets a span 29014 within the polygon be edge 
walking 1004. The span is then processed by treating it as a 
two-vertex polygon where one vertex is located at the Span 
Start Pixel and the other at the Span End Pixel, which entails 
assigning 29015, 29016 two Comparison Registers 25010 
and performing Vertex Comparisons 21000 twice. Then, the 
Vertex MCCAM Z-buffer 23000 performs the Raster Write 
Span Occulting Test 30000 to both determine if the span is 
occulted and to write Z into Pixel Hits which have their 
Z-Value greater than Z. If the Span is not occulted, Span 
interpolation 1008 and Z-buffered blend 1010 are performed 
to generate and Store new pixel color values and new pixel 
Z-values. The SOT Pixel Drawing Pipeline method 29000 
continues to proceSS span this way until all spans in the 
polygon have been done. 
When the Span Occulting Test 2700 discovers a non 

occulted Span, the Span must be rasterized, including the 
generation of new Z-values which must be written into the 
MCCAM Z-buffer 11000, 23000, or 39000. To do this 
Writing, a Raster Write capability can be used to write Zmax 
into Vertex MCCAM Word 18000 corresponding to pixels 
within the Span. However, the input data for a span, when it 
is tested by the Span Occulting Test 27000, is essentially 
redundant with the input data for a Raster Write; a namely, 
the locations of the Span Start Pixel and the Span End Pixel. 
Hence, these two operations can be condensed into one 
operation, the Raster Write Span Occulting Test 30000, 
which both determines whether the span is occulted and 
writes Z into Pixel Hits which have their Z-values greater 
than Zna. 

FIG. 30 is the method flow diagram for the Raster Write 
Span Occulting Test 30000 which is invoked for each span, 
and utilizes the Comparison Results 18008 stored in the 
Comparison Registers 23010 to determine the value of the 
signal, occulted 6006. The signal, occulted 6006, is initial 
ized to true 30002, and is changed to false 30004 if any pixel 
has VertexPixelMiss 18001 false 30006 because it is both 
within the Span and is behind any portion of the Span. In the 
flow method 30000, VertexPixel Miss 18001 is computed in 
every Vertex MCCAM Word 18000 through the use of two 
nested loops, where X and y are both initialized to Zero 
30008,30010, and incremented 30012,30014 up to XMAX 
30016 and YMAX 30018 so as to transverse along rows in 
the X dimension while covering all possible (x,y) positions. 
The SOT Pixel Drawing Pipeline method 29000 utilizes two 
Comparison Registers 25010, R and R, and these are used 
to compute 30024, 30028 VertexPixel Miss 18001. Pixel 
Hits, which are pixels where VertexPixel Miss 18002 is false, 
are also tested 30030 to see if their z-value is less than the 
span's Z. This testing 30030 is done utilizing either L or 
ReLZxy, and if false, then the Vertex MCCAM 
Word’s 18000 Z-value is overwritten 30032 with Z. The 
comparison 30030 must be done to keep Z-values stored in 
the MCCAM Z-buffer 11000, 23000, or 39000 from getting 
larger as geometry is rendered. AS the rendering of a Scene 
proceeds, Stored Z-values should only get Smaller. Once 
again, the flow method 30000 is shown as sequentially 
processing (x,y) positions, but the Vertex MCCAM Z-buffer 
23000 performs the entire flow method 30000 in parallel, 
generally in two clock cycles. For the method 30000 to be 
done in a single clock cycle, the Bus7, 18010 must transmit 
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both Z. and Z and the Z-field 11008 value must be X fix 

compared to both. 
The MCCAM Z-buffer 11000, 23000, or 39000 performs 

a Raster Write Span Occulting Test 30000 by having every 
Vertex MCCAM Word 18000 execute the following steps: 

Step 1: The input on the first clock cycle of a Raster Write 
Span Occulting Test 30000 operation is x on BusX 
18002, y, on Busy 18006, and Z, on the BusZ traini 

18010, and storing the Comparison Results 18008 in 
Comparison Register 23010 R. 

Step 2: The input on the second clock cycle of a Raster 
Write Span Occulting Test 30000 operation is x on 
Busy 18002, y, on Busy 18006, and Z, on the fix 

Bus7, 18010, and storing the Comparison Results 
18008 in Comparison Register 23010 R. 

Step 3: Since the span has used two Comparison Registers 
23010, Ro and R, the two corresponding enable 
signals, E. 18040 and E. 18042, are asserted. This 
enables the occulting test of the Span by causing the 
computation of NotOcculted 12012, which is driven by 
VertexPixel Miss 18001. 

Step 4: During the Second clock cycle, the Signals WrEn 
12042 and WriteMult 13004 are asserted, causing a 
Raster Write operation. Since Z is on Bus7, 18010 at 
this time, Z is written into the Z-field 11008 in all 
Vertex MCCAM Words 18000 where WordWrEn 
12044 is asserted. 

The logic in Raster Write Control 13002 performs Equa 
tion 14, as described earlier. 

If only spans are tested to see if they are occulted (and not 
polygons or meshes), the minimum number of Comparisons 
Registers 23010 is only two. 
The Dual Occulting Test 
The main drawback with the Span Occulting Test 27000 

and the Raster Write Span Occulting Test 30000 is the 
reduce throughput caused by the requirement for processing 
many spans per polygon, rather the processing an entire 
polygon in a single Step as done by both the Bounding Box 
Occulting Test 9000 and the Vertex Bounding Box Occulting 
Test 22000. An alternate method is the Dual Occulting Test 
(hereinafter sometimes abbreviated DOT) which combines 
the Vertex Bounding Box Occulting Test 22000 (or the 
Bounding Box Occulting Test 9000, and hereinafter, only 
the VBBOT 22000 will be described explicitly described as 
part of the DOT) with the Raster Write Span Occulting Test 
30000 (which can be substituted by the Span Occulting Test 
27000 with appropriate writing of Z-values to their proper 
location). The combination is shown in FIG. 31 as compo 
nents in the DOT 3D Graphics Pipeline 31000. Here, the 
Dual Occulting Test Pixel Drawing Pipeline method 32000 
includes the Vertex Bounding Box Occulting Test 22000 for 
processing entire polygons, objects, or Subobjects, and also 
includes the Raster Write Span Occulting Test 30000 for 
processing SpanS within polygons which fail the Vertex 
Bounding Box Occulting Test 22000. 

FIG. 32 shows the flow method for the Dual Occulting 
Test Pixel Drawing Pipeline method 32000, including both 
the Vertex Bounding Box Occulting Test 22000 and either 
the Span Occulting Test 27000 or the Raster Write Span 
Occulting Test 30000. This method 32000 processes poly 
gon meshes (which could also be a single polygon, point, or 
line), and performs the function of the “Test & Rasterize the 
primitives” steps 15014, 15026 in FIG. 15. First, a vertex in 
screen coordinates is obtained 32002. Next, r is assigned 
32004 a value to select a Comparison Register 23010, R., to 
store the Vertex Comparison Results 18008. Then, the 
coordinates of the vertex are compared to the values in the 
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Vertex MCCAM Z-buffer 23000 in the Vertex Comparisons 
21000 operations. If a polygon is completed 32008, the 
Vertex Bounding Box Occulting Test 22000 is done. If the 
polygon is not occulted 32012, it is passed to the SOT Pixel 
Drawing Pipeline method 29000 portion of the method 
32000. 
The above step which gets a span 32014, rather than 

performing an edge walk 1004, can read Raster Hits from 
the MCCAM Z-buffer 11000, 23000, or 39000. The loca 
tions of the Span Start Pixel and the Span End Pixel are then 
computed from the Raster Hits y-coordinate and the verti 
ces of the polygon. Since Raster Hits are read out in 
increasing y-coordinate order, a variation of edge walking 
1004 can be used. Choosing between simple edge walking 
1004 and processing Raster Hits depends on the expected 
average fraction of Raster Hits within a projected bounding 
box. Hence, if most of the raster lines within a projected 
bounding box are expected to be Raster Hits, then reading 
Raster Hits provides little additional information and uses up 
MCCAM Z-buffer 11000, 23000, or 39000 memory access 
bandwidth. Conversely, if most of the raster lines within a 
projected bounding box are expected to not be Raster Hits, 
then reading Raster Hits saves on performing the SOT Pixel 
Drawing Pipeline method 29000. 
The minimum number of Comparisons Registers 23010 

must now be at least equal to the largest order of polygon in 
a mesh plus two. The additional two are for R and R. used 
for the Raster Write Span Occulting Test 30000. The DOT 
Pixel Drawing Pipeline method 32000 processes vertices, 
and if triangle meshes are input, three Comparisons Regis 
ters 23010 are required by the Vertex Bounding Box Occult 
ing Test 22000. When a polygon fails the Vertex Bounding 
Box Occulting Test 22000, processing of vertices is tempo 
rarily Suspended, and spans within the polygon are then 
processed using the Raster Write Span Occulting Test 
30000, requiting two additional Comparisons Registers 
23010. The three Comparisons Registers 23010 used for the 
Vertex Bounding Box Occulting Test 22000 can not be 
reused for the Raster Write Span Occulting Test 30000 
because the Vertex Bounding Box Occulting Test 22000 
maybe in the middle of processing a mesh, and to resume 
processing the mesh, the contents of the three Comparisons 
Registers 23010 must be preserved. 

Prior art renderers perform pixel-by-pixel keep/discard 
decisions, requiring geometry to be decomposed all the way 
down to individual pixels before determining if they can be 
thrown away. This invention introduces three additional 
earlier levels where the keep/discard decisions are per 
formed. The first is on the object (or, subobject) level, the 
Second is at the polygon (or other renderable geometry) 
level, and the third is at the span level. This hierarchy of tests 
provides Successively stricter and Stricter filtration on geom 
etry in the Scene in order to avoid generation of individual 
pixels whenever possible. At each level in the hierarchy of 
tests, fewer and fewer pieces of geometry are left, while the 
ones which remain cost more and more to process. Thus, this 
invention makes efficient use of available computational 
ability at each level, while reducing computations otherwise 
wasted on items which are thrown away later. 
The Span FIFO 33003 
The DOT Pixel Drawing Pipeline method 32000 is very 

efficient at performing Occulting Tests 9000, 22000, or 
27000 and storing new Z-values in the MCCAM Z-buffer 
11000, 23000, or 39000. However, if the span interpolation 
1008 process accepts spans more slowly than they are 
generated, then either: 1) the pipeline must wait for the Span 
interpolation 1008 process; or 2) there must be a First-In 
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First-Out (FIFO) memory between the Raster Write Span 
Occulting Test 30000 and the span interpolation 1008 pro 
cess. The second choice, which uses the Span FIFO 33003 
memory, is preferable because it does not degrade perfor 

CC. 

The Span FIFO 33003 provides the ability to balance the 
span interpolation 1008 processing load over the time it 
takes to render a Scene. When rendering a Scene, most of the 
first objects will not be occulted by prior objects, and these 
will generate many spans which need to be rasterized. 
However, near the end of the rendering of a Scene, most 
objects will be occulted by prior objects (assuming a rea 
Sonably high depth complexity), and these will generate few 
spans which need to be rasterized. The FIFO takes this front 
loaded span interpolation 1008 process and balances it over 
the time it takes to render the entire Scene. 
The use of the Span FIFO 33003 is possible because the 

Raster Write Span Occulting Test 33000 updates the 
Z-values in the MCCAM Z-buffer 11000, 23000, or 39000 
with approximate values (it uses each span's Z), and does 
not need the Z-values generated by span interpolation 1008. 
Hence, the Raster Write Span Occulting Test 30000 can 
proceed without waiting for the span interpolation 1008. 
Non-occulted spans are temporarily stored in the Span FIFO 
33003 until they can be span interpolated 1008. 

In prior art rendering Systems, all polygon Spans gener 
ated by edge walking 1006 must go through Z-buffer Blend 
1010 on a pixel-by-pixel basis. Hence, the Z-buffer Blend 
1010 is the bottleneck, and processing ahead on edge 
walking 1006 cannot increase total throughput. In contrast, 
the Raster Write Span Occulting Test 30000 reduces the total 
work of the Z-buffer Blend 1010, while also providing the 
necessary Z-values so that Occulting Tests 9000, 22000, 
27000, or 30000 can proceed. This makes it advantageous to 
process ahead on the part of the graphics pipeline up to and 
including edge walking 1006. Hence, the methods and 
apparatus presented in this document remove the main 
rendering bottleneck and Substantially increase renderer 
performance. 

FIG. 33 shows a portion of a 3D rendering system, 
including the Span FIFO Pixel Drawing Subsystem 33002, 
which is a modification of the Approximation Based Pixel 
Drawing Subsystem 14002 of FIG. 14. With the addition of 
the Span FIFO 33003, the Rasterize Processor 6010 is 
divided into the Edge Walk Processor 33004 and the Span 
Interpolate Processor 33006. The Edge Walk Processor 
33004 is responsible for managing both the Vertex Bounding 
Box Occulting Test 27000 and the Raster Write Span Occult 
ing Test 30000, as well as the edge walking process 1006. 
Data and control for these Occulting Tests 27000, 30000 are 
communicated to the MCCAM Z-buffer 11000, 23000, or 
39000 and Span FIFO 33003 via the GeoParameters 33010 
bus. While operations pertaining to the Vertex Bounding 
Box Occulting Test 27000 (within the DOT 3D Graphics 
Pipeline 31000) are performed, the Edge Walk Processor 
33004 communicates with the MCCAM Z-buffer 11000, 
23000, or 39000 and does not write into the Span FIFO 
33003. However, during the Raster Write Span Occulting 
Test 30000 (within the DOT3D Graphics Pipeline 31000) 
the Edge Walk Processor 33004 performs the tests 30000 
utilizing the MCCAM Z-buffer 11000, 23000, or 39000 and, 
if a span is not declared occulted, the Spanis written into the 
Span FIFO 33003 along with the necessary parameters, 
including color or texture mapping information. In parallel 
with these operations on meshes and spans, the Span Inter 
polate Processor 33006 reads spans out of the Span FIFO 
33003 (assuming it 33002 is not empty, otherwise the 
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processor 33006 waits), performs span interpolation 1008 on 
the spans, and writes new pixel colors into the Frame Buffer 
1012. AS new pixel colors are generated, the Span Interpo 
late Processor 33006 also performs the Z-buffer blend 1010 
utilizing the Z-values stored in the conventional Z-buffer 
2008. 

Separation of the Edge Walk Processor 33004 from the 
Span Interpolate Processor 33006 with a FIFO in between 
allows further parallelizing to be done by incorporating 
multiple Span Interpolate Processors 33006 as shown in 
FIG. 34. Since spans do not interact if they have different 
y-values, multiple spans can generally be processed in 
parallel within the Multiple Span FIFO Pixel Drawing 
Subsystem 34002. Multiple Span Interpolate Processors 
33006 requires either: 1) assigned a portion of the pixels 
within the Frame Buffer 1012 to each Span Interpolate 
Processor 33006 (see definition of Block in next section), 
generally with multiple Span FIFOs 33003; 2) a Frame 
Buffer 1012 with multiple write ports; or 3) Span Interpolate 
Processors 33006 to time-share a single write port on the 
Frame Buffer 1012 (as shown in FIG.34). For multiple Edge 
Walk Processors 33004 to be used, the MCCAM Z-buffer 
11000, 23000, or 39000 must be either time shared, or 
multiple MCCAM Z-buffers 11000, 23000, or 39000 must 
be employed. 
Organizing Pixels into Blocks 
The Pixel Drawing Subsystems 6000, 14000, 33000 

described above have a single MCCAM Z-buffer 11000, 
23000, or 39000 which is generally built from a multiplicity 
of VLSI circuits. The performance of Such subsystems 6000, 
14000, 33000 is limited by the input/output capability of the 
single MCCAM . The throughput can be increased by 
putting a multiplicity of Pixel Drawing Subsystems 6000, 
14000, 33000 in parallel. Each Pixel Drawing Subsystem 
6000, 14000, 33000 is then responsible for a subset of the 
pixels within the display screen 100. Such a subset is called 
a Block. Thus, the rendering problem addressed by the Pixel 
Drawing Pipeline 5000, 28000, 31000 is split into a multi 
plicity of Smaller independent problems by Splitting the 
display screen 100 into Blocks. 

FIG. 35 shows a display screen 100 which has been split 
into multiple Blocks of pixels, with one such Block 35000 
pointed out. Since each Block is considered a Separate 
rendering proceSS and has its own Pixel Drawing Subsystem 
37002, 38002, a vertex (or any pixel within a renderable 
piece of geometry) must be translated from Screen coordi 
nates to coordinates relative to each Block by a Block 
Convert 37004 function. For a simple organization of Blocks 
as shown in FIG.35, a vertex at screen coordinates (V, V,) 
are translated to coordinates (V, V) relative to a 
particular Block at (B, B,) by the equations: 

(EQ 20) 

where S and S, are the size of a Block, in pixels, in the 
X-dimension and the y-dimension. For a particular Block at 
(B. B.), Equation 20 shifts the origin (i.e., the lower left 
corner) of the entire a display screen 100 to the origin of the 
particular Block, and B.S. and B.S, are the coordinates of 
the origin of the particular Block in the Overall display 
Screen 100. 
A vertex has a location relative to every Block, and is 

located outside every Block except for one. To be outside of 
a Block, either of the coordinates relative to the Block must 
be either negative or greater than or equal to the number of 
pixels in the Block along the corresponding dimension. 
The Frame Buffer 1012 is split into corresponding Blocks, 

where a pixel is now identified by (B, B, V, V), 
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where B, and B, identify the Block, and V and Vi, 
identify the pixel’s location within the Block. 

The simple Block partitioning shown in FIG. 35 is inef 
ficient because a polygon will have a tendency to fall 
primarily within a Small Set of Blocks, and therefore, not 
evenly spread its rendering load over the set of Pixel 
Drawing Subsystems 37002, 38002. An alternative is to 
have every Nth raster line within the display screen 100 to 
belong to the Nth Block, or a similar type of interleaving of 
Blocks. 

FIG. 36 shows an example of an Interleaved Block, where 
each Interleaved Block includes a portion of every 8th raster 
line. The translation of a vertex at Screen coordinates (V, 
V.) to coordinates (V, V) relative to a particular 
Block at (B, B, ) is done by the Block Convert 37004 
function with the equations: 

V, V, mod.S. 
VV-B.S, (EQ 21) 

where S, and S, are the size of a Interleaved Block, in pixels, 
in the X-dimension and the y-dimension. For the 
X-dimension, a modulus operation (expressed as V % S in 
the C programming language) is performed to account for 
the gaps between the raster lines within a Interleaved Block. 

FIG. 37 shows a multiplicity of Block Pixel Drawing 
Subsystems 37002, where each 37002 is responsible for a 
Block (or Interleaved Block) of pixels within the display 
screen 100. The Block Pixel Drawing Subsystem 37002 is 
the MCCAM Pixel Drawing Subsystem 6002 plus the Block 
Convert 37004 function. This function 37004 translates 
input data on the Translated/Geometry 2004 bus from screen 
coordinates to coordinates relative to the corresponding 
Block, and outputs this data on the BlockTranslatedGeom 
etry 37006 bus. The assigning of one Block within the 
display screen 100 to each Block Pixel drawing Subsystem 
37002 requires the Frame Buffer 1012 to be divided. Hence, 
each Block Pixel Drawing Subsystem 37002 has a corre 
sponding Frame Buffer Block 37008. The multiplicity of 
Frame Buffer Blocks 37008 must act as a single Frame 
Buffer 1012 when the scene is read and output to the display 
screen 100. To achieve this, a Display Screen Multiplexor 
37010 is included to select the output from the appropriate 
Frame Buffer Block 37008 when the display screen 100 
needs pixels from that Block. 

FIG. 38 shows a multiplicity of Block Span FIFO Pixel 
Drawing Subsystems 38002, where each 38002 is respon 
sible for a Block (or Interleaved Block) of pixels within the 
display screen 100. The Block Span FIFO Pixel Drawing 
Subsystem 38002 is the Span FIFO Pixel Drawing Sub 
system system 33002 plus the Block Convert 37004 func 
tion. A multiplicity of Multiple Span FIFO Pixel Drawing 
Sub-systems 34002 could also be used. In the rendering 
sub-system of FIG. 37, the set of MCCAM Z-buffers 11000, 
23000, or 39000 store all the Z-coordinate information for 
every pixel in a Block, whereas in the rendering Subsystem 
of FIG. 38, the set of MCCAM Z-buffers 11000, 23000, or 
39000 store approximations for pixel Z-values and the set of 
conventional Z-buffers 2008 store all the true Z-coordinate 
information for every pixel in a Block. 

For the partial rendering systems of FIG. 37 and FIG. 38, 
the herein previously described Pixel Drawing Pipeline 
methods apply to individual Pixel Drawing Subsystems. 
Hence, when a set of Pixel Drawing Subsystems are taken 
as a whole, the set of Comparison Registers 23010 is a 
six-dimensional array such as BlockRrGXbXby xy, 
where: the first indeX designates which Comparison Register 
23010 is used; the second index designates which of the five 
Comparison Result 18008 bits in a particular Comparison 
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Register 23010 within a Vertex MCCAM Word 18000 is 
used; the third and fourth indices together designate both a 
particular Block within the display screen 100 and a par 
ticular Pixel Drawing Subsystem; and the fifth and sixth 
indices together designate both a particular (x,y) position 
within the particular Block and a particular Vertex MCCAM 
Word 18OOO. 
Temporal Correlation and the use of Tags 
Most applications of 3D computer graphics generate a 

Sequence of Scenes in a frame-by-frame manner. Applica 
tions can generate either an animation (done in non-real 
time) or a simulation (done in real time). If the frame rate of 
the Sequence is Sufficiently high (this is generally the case), 
then the present Scene lookS very much like the previous 
Scene, and the only differences are due to movement of 
objects or light Sources within the Scene or movement of the 
Viewing point. Thus, consecutive Scenes are similar to each 
other due to their temporal correlation. 

For the hidden surface removal problem, identifying the 
non-occulted geometry from the previous frame can help 
with the rendering of the present Scene because Such non 
occulted geometry can be rendered first. Then, when geom 
etry which was occulted in the previous Scene undergoes the 
Occulting Tests 9000, 22000, 27000, or 30000 most of it is 
discarded because, if it was occulted in the previous Scene, 
it is probably occulted in the Scene. 

Taking advantage of temporal correlation is difficult in 
prior art rendering Systems because the “backward link' 
from the final values in the Z-buffer (and frame buffer) back 
to the geometry database is difficult to construct. In other 
words, prior art rendering Systems Smash geometry into 
Separate and independent pixels, and taking advantage of 
temporal correlation requires knowing which pieces of 
geometry generated the pixels which Survived the keep/ 
discard decisions when an entire Scene has completed the 
rendering process. 
A simple Solution to generating the “backward link' is to 

save, for every pixel in the display screen 100, a “Tag” 
which is a pointer to (or label for) the Source geometry. Tags 
could be a simple address to a particular renderable 
primitive, or a Tag could be a hierarchical list of pointers for 
traversing the hierarchical geometry database. The Tag 
could locate one polygon, a renderable primitive, a 
Subobject, or an entire object. The exact nature of how the 
Tag is used depends on how the geometry database is 
designed and the desired level of detail in the Tag pointer. 
When Span Interpolation 1008 is performed, and a new 

pixel’s Z-value causes overwriting the old values in the 
Z-buffer and Frame Buffer 1012, the Tag is also updated 
with a pointerback to the geometry which generated the new 
pixel. For incorporation into methods previously disclosed 
herein, the Z-buffer Blend 1010 not only writes color data 
into the Frame Buffer 1012 and true Z-coordinate informa 
tion into either the MCCAM Z-buffer 11000, 23000, or 
39000 or the conventional Z-buffers 2008, but also writes 
Tag information into the MCCAM Z-buffers 11000, 23000, 
or 39000 or into a separate Tag CAM memory. 
When a Scene is completely rendered, the Tags are read, 

thereby identifying the geometry which was not occulted. 
Then, the geometry is rendered first in the next frame. 
However, for a display screen 100 with a million or more 
pixels (this is typical), too many Tags will need to be read 
to be practical. In addition to reading all the Tags, there must 
also be a mechanism for determining if the most recently 
read Tag is redundant with a previously read Tag. Since a 
Single non-occulted polygon typically affects tens or hun 
dreds of pixels, most Tags will be redundant. 
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The tag reading and redundancy problems are Solved by 
the Tag MCCAM Z-buffer 39000, which can perform a 
parallel search method 4000, 42000 which culls out redun 
dant Tags and thereby reduces the number of Tag reads. 
Each Tag MCCAM Word 41000 includes a Tag-field 39010 
which can perform bit-for-bit equivalency tests. A Tag-field 
39010 is a word of content addressable memory which, 
when a comparison operation is performed, produces a true 
value on the signal TagHit 41020 when all the stored bits 
match all the bits (which are not masked) on the BusTag 
41010 data bus. 

Just before rendering of a Scene is started, all the Tags 
stored in the Tag MCCAM Z-buffer 39000 are labelled 
invalid. This is done at the same time the Z-values are Set to 
infinity by the assertion of SetInfinity 12040. In addition to 
setting all the InfinityFlg. 12018 bits, SetInfinity 12040 also 
sets the TagInvalid 58006 bit in every Tag-field 39010. 
AS rendering proceeds, Tags are written into Tag-fields 

39010 and corresponding TagInvalid 58600 bits are cleared. 
Writing of Tags can occur during either: 1) Span Interpola 
tion 1008, as new Z-values are generated and the keep/ 
discard decision is made on a pixel-by-pixel basis, or 2) 
Raster Write operations, as they are performed during an 
Occulting Test 9000, 22000, 27000 or 30000. 
When the rendering of a Scene is complete, and Tags of 

the visible geometry are stored in the set of Tag-fields 39010, 
the Visible Objects List is generated 4000. The Visible 
Objects List is a non-redundant list of Tags for visible 
geometry. The set of Tag MCCAM Words 41000 generate 
40000 the list with the following steps: 

Step 1: A Hit Flag Register 23020 is chosen and used for 
marking which Tags have not been read. In Tag 
MCCAM Words 41000 where TagInvalid 58006 is 
false, the bit in the chosen Hit Flag Register 23020 is 
turned on 40010, elsewhere, it is turned off. This is 
done by performing a search on all Tag-Fields 39010 
where all the Tag bits are masked (and So do not affect 
the comparison) and where a Zero is desired for the 
value of TagInvalid 58006. 

Step 2: The Hit Flag Register 23020 is selected for 
reading with HitRegRdSel 24030. The Hit Hag in each 
Tag MCCAM Word 41000 is fed into the Priority 
Resolver and Encoder 24012 via Flg. Value 24044. The 
Priority Resolver and. Encoder 24012 finds the highest 
priority Tag MCCAM Word 41000 which has its 
FlgValue 24044 equal to true and asserts this word's 
41000 Read Field 24050 signal. This causes the con 
tents of the Tag-fields 39010 to be read 40020 by 
outputting it on the BusTag 41010 data bus. The Tag is 
output to the main System processor (or the one which 
controls reading the geometry database) via the Feed 
backData 33020 bus. 

Step 3: The main system processor (or the one which 
controls reading the geometry database) adds 40030 the 
Tag to the Visible Objects List. 

Step 4: In this highest priority Tag MCCAM Word 41000, 
the signal Clrflg 24046, is set to true, thereby clearing 
the Hit Flag in the Hit Flag Register 23020 in this one 
word 41000. 

Step 5: The Tag being read is on the BusTag 41010 data 
bus, where it is input to the Tag-field 39010 of every 
Tag MCCAM Word 41000 for comparison. If, in any 
Tag MCCAM Word 41000, this comparison discovers 
the Tag on the BusTag 41010 data bus is equal to the 
Tag stored in the Tag-field 39010, the signal Taghit 
41020 is asserted, which clears 40040 the Hit Flag in 
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Such words. Clearing 40040 the Hit Flag in words 
41000 where an identical Tag is stored eliminates 
duplicate Tags from being read. 

Step 6: If, after matching Tags cause their Hit Flags to be 
cleared, a lower priority Tag MCCAM Word 41000 has 
its FlgValue 24044 equal to true, then the Priority 
Resolver and Encoder Section 23040 in this lower 
priority Tag MCCAM Word 41000 asserts the signal, 
MoreHitsLeft 24048, which indicates further reads are 
necessary to obtain additional Tags. 

Step 7: If 40050 MoreHits.Left 24048 is true, than addi 
tional Tags are read by looping back to Step 2. 

FIG. 42 shows a method flow diagram for rendering a 
sequence of scenes. Here 42000, a loop 42002 is performed 
until all the Scenes in the Sequence are done. Before a new 
Scene is generated, there may be Some information which 
indicates the Scene is radically different from the previous 
one. This is the case 42004 for the very first scene (which 
requires the generation 42006 of an entirely new scene), and 
is also the case 42008 when the viewing point radically 
changes or when an object changes enough to create a 
Substantially different Scene. 

If the Scene has a significant chance of having high 
temporal correlation with the previous Scene, then: 1) the 
Visible Object List is created 40000; 2) the Frame Buffer 
1012 and Z-buffer (any type of Z-buffer) are initialized 
42010; 3) objects are rendered 42013 (done by a pixel 
drawing pipeline method 4000, 8000, 20000, 29000, or 
32000 with the addition of Tags) by reading 42012 from the 
Visible Object List until the list is emptied 42014; and 4) 
objects are obtained 42018 from the geometry database and 
rendered 42013 (done by a pixel drawing pipeline method 
4000, 8000, 20000, 29000, or 32000 with the addition of 
Tags), if 42020 not already rendered, until 42022 none are 
left. 

If the Scene does not have a significant chance of having 
high temporal correlation with the previous Scene, the Vis 
ible Object List is not created processing proceeds as: 1)the 
Frame Buffer 1012 and Z-buffer are initialized 42016; and 2) 
objects are obtained 42018 from the geometry database and 
rendered 42103 (done by a pixel drawing pipeline method 
4000, 8000, 20000, 29000, or 32000 with the addition of 
Tags) until 42022 none are left. 
An alternate method of generating a new Visible Object 

List starts with the previous Visible Object List. An item 
from the previous Visible Object List is used as a search key 
for all the Tag-fields 39010. If a match is found, this time is 
added to the new Visible Object List, and all Tag-fields 
39010 matching this item have their bit in the Hit Flag 
Register 23020 turned off. This continues until all the items 
in the previous Visible Object List have been processed. 
Then, if any bits in the Hit Flag Register 23020 are still on, 
the above method for reading and eliminating redundancies 
is used to add more items to the new Visible Object List. The 
advantage to this Strategy is it preserves the order of items 
in the previous Visible Object List, which is important if it 
is costly to sort the Visible Object List so as to make the 
traversal of the geometry database efficient. 
The above discussion assumes Tags are used in conjunc 

tion with an MCCAM Z-buffer 11000, 23000, or 39000. 
However, Tags can be used without an MCCAM Z-buffer 
11000, 23000, or 39000 using the methods of FIG. 40 and 
FIG. 42. Tags would be stored in a conventional CAM which 
tests for bit-for-bit equivalency. At a minimum, such a CAM 
needs one word per pixel, where each word has: 1) a 
Tag-field 39010 for storing the Tag; 2) a Hit Flag Register 
23020 for marking which Tags have not been read; and 3) a 
mechanism for determining if a stored Tag is valid or not. 
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In addition to helping with hidden Surface removal, Tags 
can also be used to postpone computationally expensive 
lighting calculations until after all hidden Surface removal is 
done. Once the entire geometry database has been traversed, 
and each pixel has a Tag which identifies the piece of 
geometry responsible for the pixel’s final color, the lighting 
calculations can be done. 

For a Sequence of Scenes with high temporal correlation, 
Tags will accurately predict which geometry should be 
rendered first. Subsequent geometry will be mostly occulted, 
and therefore, will be filtered out before pixels need to be 
generated. AS depth complexity of Scenes increase, the total 
number of pixels needed to be generated will not increase 
dramatically. In fact, ideally, the amount of pixel generation 
is proportional to the number of pixels in the frame buffer 
and independent of the depth complexity of the Scene or size 
of the geometry database. While this ideal situation may not 
actually be reached, the invention disclosed here is a dra 
matic improvement over prior art rendering Systems. In prior 
art rendering Systems, the amount of pixel generation is 
proportional to the depth complexity of the Scene and Size of 
the geometry database. Hence, prior art rendering Systems 
require Substantially more computation per Scene than the 
System presented here. 
Organizing Pixels into Cells, or Blocks of Cells 
As described previously herein, one or more MCCAM 

Z-buffers 11000, 23000, or 39000 within a rendering system 
Store either the exact or approximate Z-value for every pixel 
in the display screen 100. For rendering systems with 
millions of pixels, this requires millions of MCCAM Words 
12000, 13000, 18000, 24000, or 41000, which maybe very 
expensive. As an alternative, an additional approximation 
can be made: to have a many-to-one mapping from pixels to 
MCCAM Words 12000, 13000, 18000, 24000, or 41000. 
When this type of approximation is introduced, the group of 
pixels which correspond to a single MCCAM Word 12000, 
13000, 18000, 24000, or 41000 is called a Cell, and the 
approximate Z-value stored in the MCCAM Word 12000, 
13000, 18000, 24000, or 41000 is called a Cell Z-value. 

FIG. 43 shows an example display screen 100 which has 
been split into 40 Blocks, where each Block is further 
divided into 10 Cells, each Cell composed of 24 pixels. For 
this example, the introduction of the Cell-based approxima 
tion results in reducing the number of MCCAM Words 
12000, 13000, 18000, 24000, or 41000 from 9600 to 400, 
thereby Saving a factor of 24. 

Raster Cells are Cells which have pixels within only one 
raster line. FIG. 44 shows an example display screen 100 
which has been split into 50 Blocks, where each Block is 
further divided into 16 Raster Cells, each Raster Cell com 
posed of 12 pixels. In FIG. 44, one Raster Cell is pointed out 
44002. Raster Cells have the advantage of being aligned 
with raster-based operations such as Raster Writes and Span 
Interpolation 1008. 

FIG. 45 shows one Interleaved Block of Raster Cells, 
where the example display screen 100 has been split into 16 
Interleaved Blocks, where each Interleaved Block is further 
divided into 50 Raster Cells, each Raster Cell composed of 
12 pixels. In FIG. 45, one Raster Cell is pointed out 45002. 

Using Cells reduces the number of required MCCAM 
Words 12000, 13000, 18000, 24000, or 41000, but requires 
one Cell Z-value to represent the Z-coordinates of all the 
pixels within the same Cell. Hence, an approximation is 
required. The approximation must be conservative, which 
means the Cell Z-value must be not less than the largest true 
Z-coordinate of any of the pixels within the corresponding 
Cell. In Pixel Drawing Subsystems 14002, 33002, 34002, or 
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38002 appropriate for use with Cells, the Cell Z-values are 
stored into the MCCAM Z-buffer 11000, 23000, or 39000, 
and the exact Z-coordinates for every pixel are Stored in the 
conventional Z-buffer 2008. 
When a piece of geometry is undergoing an Occulting 

Test 9000, 22000, 27000, or 30000, Cell coordinates are 
used for X-values and y-values, rather than pixel Screen 
coordinates. In this “Cell domain”, all the Occulting Tests 
9000, 22000, 27000, or 30000 function correctly, as if the 
display screen 1000 has pixels the size of Cells. 
When the piece of geometry fails the Occulting Test 9000, 

22000, 27000, or 30000 (and therefore cannot be discarded), 
values in the conventional Z-buffer 2008 are updated, and 
new Cell Z-values are generated for Cells which were 
affected. New Cell Z-values must take into consideration the 
old value in the conventional Z-buffer 2008 because the 
largest Z-value within the Cell may come from either the 
new piece of geometry or previously rasterized geometry. 
When the Span FIFO 33003 is included, spans are written 

into the MCCAM Z-buffer 11000, 23000, or 39000 in Cell 
coordinates, while spans are written into the Span FIFO 
33003 in pixel (or screen) coordinates. This is necessary 
because the exact pixel location of the end points of a Span 
are lost when Cell coordinates are used. 

In general, the use of Cells requires a decimation of the 
two-dimensional display screen 100 data. That is, Cells 
introduce an undersampling (a coarser Sampling) of the 
two-dimensional display screen 100 data. For Z-values, this 
means a conservative error must be introduced into the data 
stored in the MCCAM Z-buffer 11000, 23000, or 39000. 
Using Tags and Cells 
When Cells are used, only one MCCAM Word 12000, 

13000, 18000, 24000, or 41000 is used per Cell. If Tags are 
stored within Tag MCCAM Words 41000, then only one Tag 
can be used to represent all the pixels in the Cell. Since 
pixels within the same Cell could have been from different 
pieces of geometry (each with its own Tag), Some Tag 
information could be lost. This is not a big problem since the 
vast majority of pieces of geometry generate pixels in 
multiple Cells, thus providing many opportunities for their 
Tags to keep from being lost. 
As a Cell Z-value is written into an MCCAM Word 12000, 

13000, 18000, 24000, or 41000, a decision must be made on 
which Tag to write. Many Such decision mechanisms are 
possible: 1) choose the same pixel location within every Cell 
and use that pixel’s Tag as the Cell's Tag; 2) choose a 
pseudorandom pixel location within each Cell, this pattern 
may repeat by Block, as seen in FIG. 46; 3) keep a Tag for 
every pixel in conventional RAM (addressed along with the 
conventional Z-buffer 2008), and when a Cell Z-value is 
written, randomly choose one Tag from the Tags for all the 
pixels within the Cell; 4) keep a Tag for every pixel in 
conventional RAM, and when a Z-value is written, keep the 
Tag which is attached to the most (or, alternatively, the least) 
pixels within the Cell; and 5) keep a Tag for every pixel in 
conventional RAM, and when a Cell Z-value is written, 
randomly choose one Tag from all the Tags pixels within the 
Cell, where the probability is inversely proportional to the 
number of times the Tag appears in the Cell. 

Rather than storing Tags in the MCCAM Z-buffer 11000, 
23000, or 39000 Tags could be stored in a separate CAM 
written in parallel with the conventional Z-buffer 2008. This 
means there could be one Tag per pixel even though Cells 
are used. 
The Preferred Embodiment 
Many choices for the method and apparatus have been 

described in this document. While it is not possible to 
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describe the best choices for all Systems, the preferred 
embodiment described in this section is selected to be 
reasonably compatible with portions of existing high per 
formance State-of-the-art real time rendering Systems. 
Most rendering Systems take polygons as their primary 

input. This makes the Vertex Bounding Box Occulting Test 
22000 Superior to the Bounding Box Occulting Test 9000. 
The VBBOT 22000 is preferably also because individual 
bounding boxes need not be independently generated for 
every polygon; they are automatically generated within the 
Vertex MCCAM Z-buffer 23000. 
The Raster Write Span Occulting Test 3000 is included in 

the preferred embodiment because it includes parallel hard 
ware for writing a Z-value into multiple MCCAM Words 
12000, 13000, 18000, 24000 or 41000. Thus, the RWSOT 
30000 requires an X-field 11004 which allows multiple 
MCCAM Words 12000, 13000, 18000, 24000, or 41000 to 
be written simultaneously. Because both the VBBOT 22000 
and the RWSOT 30000 are included in the preferred 
embodiment, the Dual Occulting Pipeline 31000 and the 
Dual Occulting Text Pixel Drawing Pipeline method 32000 
are included in the preferred embodiment. 

Blocks are included in the preferred embodiment because 
they provide a divide-and-conquer approach to the problem 
by Splitting it up. Interleaved Blocks are best because they 
provide a mechanism for computation associated with a 
piece of geometry to be evenly spread over Block Span 
FIFO Pixel Drawing Subsystems 38002. 

Reading Hits are not included in the preferred embodi 
ment because they (in general) reduce the throughput of the 
MCCAM Z-buffer 11000, 23000, or 39000 by using a 
Significant fraction of the total clock cycles. If any type of 
Hit reading is done, the best type would be Raster Hit 
reading because it can be done in parallel with Occulting 
Tests 9000, 22000, 27000, or 30000. However, this is only 
valuable if, on the average, a very significant fraction of 
spans within polygons which fail the VBBOT 22000 are 
occulted. If no Hit reading is done, then Hit Flag Registers 
23020 are not needed (unless Tags are stored in the 
MCCAM Z-buffer 11000, 23000, or 39000). 
The Span FIFO 33003 is included in the preferred 

embodiment because it helps balance the Span interpolation 
1008 load over the time it takes to render a scene. Depending 
on complexity and cost, multiple Span Interpolation Proces 
sors 33006 would probably be included. Since Blocks are 
included in the preferred embodiment, the Block Span FIFO 
Pixel Drawing Subsystem 38002 is the preferred pixel 
drawing Subsystem. 

Cells are not included in the preferred embodiment 
because they require data to be read from a conventional 
Z-buffer 2008 in order to generate an approximation the Cell 
Z-value. However, if Cells are used, then Raster Cells would 
be the best choice. Because all the pixels in a Cell must be 
processed as a unit, a block-transfer memory System would 
perform best. The block-transfer memory would be read to 
obtain all the information concerning a Cell (i.e., colors, 
Z-values, Tags, etc.), the information would be updated, and 
then written back to the block-transfer memory. Such block 
transfer memory is commercially available through Rambus 
Inc., located in Mountain View, Calif. 

Tags alter the way the hierarchical data Structure is 
traversed, So Tags do not easily fit into existing rendering 
Systems. Hence, when the method and apparatus of this 
document are incorporated into an existing rendering 
System, the preferred embodiment does not include the use 
of Tags, and therefore uses the Vertex MCCAM Z-buffer 
23000. However, for new rendering systems, Tags (and 
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therefore the Tag MCCAM Z-buffer 39000) are included in 
the preferred embodiment because they increase perfor 
mance by reducing the number of polygons which need to be 
rasterized. 

In Summary, the preferred embodiment consists of: 1) the 
Dual Occulting Test 3D Graphics Pipeline 31000, as shown 
in FIG. 31; 2) a multiplicity of Block Span HFO Pixel 
Drawing Subsystems 38002, as shown in FIG. 38, each 
probably including multiple Span FIFOs 33003 and Span 
Interpolate Processors 33006 (as shown in FIG. 34); 3) 
Interleaved Blocks, as shown in FIG. 36; 4) the DOT Pixel 
Drawing Pipeline method 32000, as shown in FIG. 32, 
including the VBBOT 22000 and RWSOT3000, as shown 
in FIG. 22 and FIG. 30; 5) the Vertex MCCAM Z-buffer 
23000, as shown in FIG. 22, except with the deletion of the 
Hit Flag Registers 23020 and the Priority Resolver and 
Encoder 23040; and 6) the Vertex MCCAM Word 18000, as 
shown in FIG. 18. 

If Tags are included, then items 5 and 6 in the preceding 
paragraph are replaced by the following: 5) the Tag 
MCCAM Z-buffer 39000, as shown in FIG. 39, except only 
one of the Hit Flag Registers 23020 is needed (used for 
reading non-redundant Tags); and 6) the Tag MCCAM Word 
41000, as shown in FIG. 41, except only one bit is needed 
within the Hit Flag Register Bits 24010. Also, the inclusion 
of Tags implies use of the method of FIG.22 for rendering 
a Sequence of Scenes. 

Another good choice for an embodiment would be to 
eliminate any approximations for the values Stored in the 
MCCAM Z-buffer 11000, 23000, or 39000. This eliminates 
the conventional Z-buffer 2008, which is included in the 
above described preferred embodiment. Such a rendering 
system could include either or both the VBBOT 22000 and 
SOT 27000. However, it could not include Raster Write 
operations because this introduces approximations in 
Z-values. This means individual Z-values must be written 
into the MCCAM Z-buffer 11000, 23000, or 39000, thus 
reducing rendering throughput. Such an implementation 
would include: 1) the Dual Occulting Test 3D Graphics 
Pipeline 31000, as shown in FIG. 31; 2) a multiplicity of 
Block Pixel Drawing Subsystem 37002, as shown in FIG. 
37, each probably including multiple Rasterize Processors 
6010; 3) Interleaved Blocks, shown in FIG. 36; 4) the Dot 
Pixel Drawing Pipeline method 32000, as shown in FIG.32, 
including the VBBOT 22000 and replacing the RWSOT 
3000 with the SOT 27000; 5) the Vertex MCCAM Z-buffer 
23000, as shown in FIG. 22; and 6) the Vertex MCCAM 
Word 18000, as shown in FIG. 18. 
Hardware Implementation 
The MCCAM Z-buffer 11000, 23000, or 39000 is very 

well Suited to implementation in Very Large Scale Integra 
tion (VLSI) circuits, with CMOS being the current best 
choice. For layout of a VLSI circuit, the transistor circuits 
within MCCAM Words 12000, 13000, 18000, 24000, or 
41000 must physically tile together to form a compact, 
regular pattern; much like that of typical RAM VLSI cir 
cuits. The memory circuits presented here make use of prior 
art Support circuits Such as differential Sense amps and Six 
transistor static RAM Circuits. 
The Duluk Patent includes the Duluk Patent MCCAM Bit 

Circuit 47000 (FIG. 4 in the Duluk Patent), reproduced here 
as FIG. 47. The Duluk Patent MCCAM Bit Circuit 47000 
includes a typical Six Transistor RAM Subcircuit 47020, 
which stores one bit of information. The signal, CamWord 
47010, selects one word of memory for writing or reading, 
and data is input or output on the differential signals ZBitH 
47002 and ZBitL 47004. The signal, PrechargelL 47006, 
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precharges the domino logic chain which performs the 
magnitude comparison. The dominologic chain propagates 
within each word from bit circuit 47000 to bit circuit 47000 
via the EnableIn 47014 and EnableOut 47016 signals, suc 
cessively enabling bit positions until a bit circuit 47000 with 
an asserted NotEqual 47016 is encountered. The signal, 
QueryTrue 47012, is precharged high, and is pulled down if 
the word fails the query operation. The Signal Compari 
SonCp 47008, is driven high or low as a function of the input 
bit value and type of query operation, as described in the 
Duluk Patent. 
The Duluk Patent MCCAM Bit Circuit 47000 could 

possibly be utilized in the Basic MCCAM Word 12000, but 
probably would not be appropriate in any MCCAM Word 
13000, 18000, 24000, or 41000 which performs a Raster 
Write operation. This is because asserting a large number of 
Cam Word 47010 signals would result in a very slow (or 
possibly nonfunctional) write operation. The Duluk Patent 
MCCAM Bit Circuit 47000 can perform many different 
query operations, but only "less-than' is needed in the 
MCCAM Z-buffer 11000, 23000, or 39000. Thus, some 
Simplification can be utilized here. 

FIG. 48 shows the MCCAM Bit Circuit A 48000, which 
can perform Raster Write operations, but cannot perform a 
read operation. Thus, this circuit 48000 is appropriate for the 
Vertex MCCAM Word 18000. It can also be used in the Tag 
MCCAM Word 41000 if the Hit Flag Register Bits 24010 
and Priority Resolver and Encoder Section 24012 are not 
included for Selecting Hits for reading. In order to accom 
plish a write operation to multiple words, this circuit 48000 
uses an Eight Transistor Storage Subcircuit 48002. When 
WordWrEn 12004 is asserted, one of the two storage nodes 
48004, 48006 is pulled down, and the other is pulled up. This 
requires the pullup in both inverters 48008, 48010 to be 
weaker than the Series pulldown transistors. 
MCCAM Bit Circuit A 48000 includes a Compare Enable 

Subcircuit 48020 which does not require a precharge signal, 
thereby reducing the circuit 48000 size. The circuit 48000 
also includes a Three Transistor Query Resolution Subcir 
cuit 48030 which pulls down the signal, ZstdgtIncL 48032, 
if Enable.In 47014 is asserted, the bit circuit 48000 is storing 
a “one', and the incoming bit for comparison is a “Zero”. 

FIG. 49 shows MCCAM Bit Circuit B 49000, which, like 
MCCAM Bit Circuit A 48000, can perform Raster Write 
operations, but cannot perform a read operation. This bit 
circuit 49000 performs the same operations as MCCAM Bit 
Circuit A 48000, but has fewer transistors. One transistor is 
eliminated by using the Seven Transistor Storage Subcircuit 
49000, but this may actually result in a larger bit circuit due 
to the addition of diffusion contacts and/or wiring. Another 
transistor is eliminated by using the Two Transistor Query 
Resolution Subcircuit 49030, but this change maybe unde 
sirable due to substantially more loading on the ZBitL 47004 
Signal. To illustrate an alternative to the Compare Enable 
Subcircuit 48020, this bit circuit 49000 includes the Pre 
charged Compare Enable Subcircuit 49000, which was also 
used in the Duluk Patent MCCAM Bit Circuit 47000. 

FIG. 49 shows MCCAM Bit Circuit C 49000, which can 
perform both Raster Write operations and read operations. 
This is done by the addition of two pass transistors 49002, 
49004 which are enabled by Read Field 24050. 

FIG. 51 shows the Infinity Flag Bit Circuit 51000, which 
stores the Infinity Flag 11010. The value InfinityFlg. 12018 
stored in the Infinity Flag Storage Subcircuit 51010 is set to 
“one” when SetInfinity 12040 is asserted, and cleared to 
“Zero' when WordWrEn 12044 is asserted. 

FIG. 52 shows a Z-field 11008 and associated Infinity 
Flag Bit Circuit 51000. Input data is placed on BusZ, 18010, 
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48 
and if a comparison operation is to take place, the Signal, 
EnzCmp 52010, is asserted after PrechargeL 47006 is 
pulsed low (thereby precharging ZstGtIncLA8032). The 
Infinity Flag Bit Circuit 51000 is designed to be placed in the 
dominologic chain before the most significant bit of Storage 
of the Z-field 11008, as shown in FIG. 52. This position 
prevents enabling of the entire Z-field 11008 comparison 
when InfinityFlg. 12018 is asserted. The assertion of Infini 
ty Flg. 12018 also causes ZStdGtIncL 48032 to be 
discharged, indicating the Stored Z-value is greater than the 
incoming value on BusZ, 18010 provides data to (which 
must be true if the stored value is infinity). Since BusZ. 
10810 provides data to all Z-fields 11008, appropriate bus 
driver circuitry is needed. 

AZ-field 11008 can be used to store and compare negative 
numbers provided the sign bit is inverted (1=positive and 
0=negative), thereby making the representation of positive 
numbers greater than the representation of negative num 
bers. The Z-field 11008 can also store and compare floating 
point numbers, as long as the exponent bits are in a more 
Significant location than the mantissa bits. This is the case 
for IEEE Standard floating point representation. 

Since the values in all the X-fields 11004 and Y-fields 
11006 are fixed during normal operational mode, modifiable 
bit storage is generally not needed. Hence, two types of bit 
circuits are needed: one for comparing to a “stored' value of 
“one'; and one for comparing to a “stored” value of “Zero”. 
Two circuits 53000 for each are shown in FIG. 53. FIG. 53A 
is a gate-level circuit for XYBitCircuit 153002, which stores 
a logical “one” for comparison purposes. FIG. 53B is a 
gate-level circuit for XYBitCircuit.053004, which stores a 
logical “Zero' for comparison purposes. FIG. 53C is a 
CMOS transistor circuit for XYBitCircuit 153002, which 
stores a logical “one” for comparison purposes. FIG. 53D is 
a CMOS transistor circuit for XYBitCircuit.053004, which 
Stores a logical “Zero' for comparison purposes. These bit 
circuits 53002, 53004 are then cascaded together in various 
combinations So as to have one (x-value, y-value) pair for 
every pixel (or Cell, if used). The signals, XYEnableIn 
53020, XYEnableOut 53022, and XYStdGtIncL 53024, are 
identical in operation to the signals Enable.In 47032, Enable 
Out 47032, and ZStdGtlIncL 48032. The signals, XYBitH 
53012 and XYBitL53014, are the different data input lines. 

In contrast, the Duluk Patent provides writing of all fields 
within a word. This introduces a problem in assigning 
particular pixel locations to Specific words. If Writable 
X-fields 11004 and Y-fields 11006 are included, there must 
also be a mechanism for disabling the overwriting of the 
X-fields 11004 and Y-fields 11006, as they remain fixed 
during normal MCCAM Z-buffer 11000, 23000, or 39000 
operations. 
As an example, FIG. 54 shows a circuit 54000 for a six-bit 

X-field 11004 (or a Y-field 11006) which stores and com 
pares to the value “101110”, which is binary for 46. Here, 
four XYBitCircuit 153002 bit circuits and two XYBitCircuit 
053004 bit circuits are combined to make one particular 
X-field 11004. 

Since MCCAM Words 12000, 13000, 18000, 24000, or 
41000 within the same VLSI circuit are physically located 
adjacent to one another in row-by-row order, additional 
circuit economics can be achieved. MCCAM Words 12000, 
13000, 18000, 24000, or 41000 which represent pixels (or 
Cells) with the same y-value are adjacent, and can therefore 
share the same Y-field 11006. Hence, the total number of 
Y-fields 11006 is equal to the number of row of pixels (or 
Cells). Similarly, the portion of Comparison Register Bits 
representing Storing y-value comparisons can be shared. 
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Another economy can be achieved by realizing X-fields 
11004 with the identical leading bits can share the circuits 
for these leading bits. Since this can be done for every bit 
position, a tree Structure can be used to perform the same 
function as a set of independent X-fields 11004. FIG.55 is 
Such a tree structure circuit 55000 for a set of sixteen 
X-fields 11004, which correspond to sixteen MCCAM 
Words 12000, 13000, 18000, 24000, or 41000. 

FIG. 56 shows a prior art CAM Bit Circuit 56000, which 
can perform a bit-for-bit equality comparison, but not arith 
metic magnitude comparisons. Since magnitude compari 
sons are not performed on Tags, this bit circuit 56000 can 
store one Tag bit, but only if Raster Write operations are not 
allowed. A Tag bit is input or output on the differential bit 
lines, TagEith 56002 and TagBitL 56004. Comparisons are 
done by first precharging All BitsEqual 56010 to a high state, 
Driving Tag BitH 56002 and TagEitL 56004 with the input 
data value, and then enabling the bit-for-bit comparison by 
asserting TagCmpEn 56020. 

FIG. 57 shows the Tag Bit Circuit 57000, which can 
perform both Raster Write operations and read operations. 
Read operations are possible by the addition of two pass 
transistor 49002, 49004 which are enabled by Read Field 
24050. Thus, the circuit 57000 performs read and write 
operations the same way MCCAM Bit Circuit C49000 does. 

FIG. 58 shows a Tag Invalid Big Circuit 58000, which is 
used within a Tag-field to indicate it is not storing a valid 
Tag. The value, Tagnvalid 58006 is stored in the Tag Invalid 
Flag Storage Subcircuit 58002, and is set by SetInfinity 
12040 and cleared when the Tag MCCAM Word 41000 is 
written done by asserting WordWrEn 12044. 

FIG. 59 shows a Tag-field 39010 composed of a Tag 
Invalid Bit Circuit 58000 and a multiplicity of the Tag B it 
Circuit 57000. When a Tag value is input for comparison on 
BusTag 41010, and some bit positions within the Tag value 
must not affect the comparison results (i.e., they are 
masked), then both TagbitH 56002 and TagBitL 56004 are 
driven low for those bit positions. 

Tag-fields 39010 can be included in a separate VLSI 
circuit from the Z-fields 11008, but this would require 
duplication of circuitry, including the X-fields 11004 and 
Y-fields 11006. 

Description of the Method Psuedocode Appendices 
Appendix 1: Prior ArtBuffer 

This is pseudocode for the prior art Z-buffer method, 
slightly modified from that found in the Foley Reference. 
Appendix 2: Global const, type, and Var definitions 

This pseudocode defines constants, data types, and global 
variables which are used in Subsequent method pseudocode. 
Appendix 3: BoundingBoxZBuffer 
Method pseudocode "BoundingBoxZBuffer” compares 

the closest point (that is, minimum Z-value) of a graphics 
primitive to all MCCAM Z-buffer 11000, 23000, or 39000 
values within the projected bounding box of the graphics 
primitive by using the BBOT9000. This comparison iden 
tifies graphics primitives which pass the BBOT9000 and are 
thus occulted by previously rendered graphics primitives. 
Graphics primitives which fail the BBOT 9000 are raster 
ized pixel-by-pixel utilizing each pixel’s Z-value to deter 
mine if its color value should overwrite the previous color 
value. 
Appendix 4: BoundingBoxZBufferInfinity 
Method pseudocode "Bounding BoxZBufferInfinity” adds 

an Infinity Flag 11010 to each pixel, which designates the 
Z-value of the pixel to be infinetly distant from the viewing 
point. All Infinity Flags 11010 are set to true before the scene 
is rendered. This initializes the Z-buffer without writing the 
maximum Z-value to every pixel’s Z-value. 
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Appendix 5: Bounding BoxZBufferRasterWrite 

In method pseudocode "Bounding Box ZBuffer 
RasterWrite', the Raste Write operation is used to store 
approximate Z-values into the MCCAM Z-buffer 11000, 
23000, or 39000. The span interpolation 1008, A5034 step 
uses a conventional Z-buffer 2008 to store exact Z-values. 

Appendix 6: RenderSceneRecursive 
Method pseudocode “RenderSceneRecursive” renders a 

Scene of hierarchically organized, where the depth of Sub 
objects can be arbitrarily deep because of the recursive 
nature of the method pseudocode RenderObjectRecursive 
A6011. The Bounding Box Occulting Test is performed by 
method pseudocode "Bounding BoxZBufferTest” one entire 
objects and Subobjects in addition to graphics primitives. 
Appendix 7: Bounding BoxZBufferVertex 
Method pseudocode "Bounding BoxZBufferVertex' oper 

ates on polygon meshes. For each pixel in the display Screen 
100, the method generates and temporarily stores Compari 
Son Results 18008 for each vertex. If the most recent vertex 
completes a polygon, then, for each pixel, the temporarily 
stored Comparison Results 18008 are used by the VBBOT 
22000 to determine if the bounding box of the polygon 
complete by the most recent vertex is occulted. If the 
bounding box is not occulted, approximate Z-values are 
written into the MCCAM Z-buffer 11000, 23000, or 39000 
using Raster Write operations. The polygon is then rendered 
pixel-by-pixel utilizing each pixel’s exact Z-value to deter 
mine if its color value should overwrite for the previous 
color value. 

Appendix 8: Bounding BoxZBufferVertexPixelHits 
Method pseudocode "Bounding BoxZBufferVertexPix 

elHits' uses the VBBOT 22000 to operate on polygon 
meshes and uses Hit Hags to mark pixels which might not 
be occulted. Hit Flags are then used to find these candidate 
pixels, which are then rendered by utilizing each pixel’s 
Z-value to determine if its color value should overwrite the 
previous color value. 
Appendix 9: Bounding BoxZBufferVertexSegmentHits 
Method pseudocode "Bounding BoxZBufferVertexSeg 

mentHits" uses the VBBOT 22000 to operate on polygon 
meshes and find Segment Hits. The method marks the Start 
Pixel Hit and End Pixel of each Segment Hit along each 
raster line where a polygon may not be occulted Pixels 
within each Segment Hit are rendered pixel-by-pixel utiliz 
ing each pixel’s Z-value to determine if its color value 
should overwrite the previous color value. 
Appendix 10: Bounding BoxZBufferVertexRasterHits 
Method pseudocode “Bounding Box ZBuffer Ver 

texRasterHits” uses the VBBOT 22000 to operate on poly 
gon meshes and find Raster Hits. The method marks y 
coordinate along each raster where a polygon may not be 
occulted. Approximate Z-values are written into the 
MCCAM Z-buffer 11000, 23000, or 39000 using Raster 
Write operations. Raster Hits are then rendered pixel-by 
pixel utilizing each pixel’s exact Z-value to determine if its 
color value should overwrite the previous color value. 
Appendix 11: BoundingBoxZWith DualC)ccultingTest 
Method pseudocode "Bounding BoxZWith DualC)ccul 

tingTest” operates on polygon meshes using the VBBOT 
22000 to determine if each polygon is occulted. If a polygon 
fails the VBBOT 22000, each span within the polygon is 
processed using the Raster Write Span Occulting Test 
30000. Spans which fail the RWSOT 30000 have their 
Z-values in the Z-buffer 11000, 23000, or 39000 using Raster 
Write updated by a Raster Write operation. 
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Appendix 12: Bounding Bo XZWith Dual Occul 
tingTest AndSpanfifo 
Method pseudocode "Bounding BoxZWith DualOccul 

tingTest AndSpanifo' processes polygon meshes and spans 
in the same manner as the method in Appendix 11 except 
with the addition of the Span FIFO 33003. The Span FIFO 
33003 allows the VBBOT 22000 and RWSOT 30000 to be 
located in a separate process from span interpolation 9000, 
A12050. This means the “while Statements A12006 and 
A12021 are both continuously looping at the same time. In 
fact, these to loops and A12006 and A12021 maybe working 
an different objects in the Scene. 
Appendix 13: Bounding Bo XZWith Dual Occul 
tingTest And BlockSpanifo 
Method pseudocode "Bounding BoxZWith DualOccul 

tingTest And BlockSpanifo” processes polygon meshes and 
spans in the same manner as the method in Appendix 12 
except the display screen 100 is divided into Blocks. 
Appendix 14: BlockVertexComparisons 
Method pseudocode “BlockVertexComparisons' gener 

ates comparison Results 18008 for a display screen 100 that 
is divided into Blocks. 
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Appendix 15: RenderSequence WithTags 
Method pseudocode “RenderSequenceWithTags' renders 

a Sequence of Scenes, each Scene with multiple hierarchical 
objects. AS objects are rendered, each object's Tag, or 
identification number, is stored in each pixel it effects. When 
Subsequent Scenes are to be rendered, if there is enough 
temporal coherency, the Tags of visible objects are read into 
a Visible Object List. The objects in this list are rendered 
first, resulting in a partially rendered Scene where most of 
the visible Surfaces have been rendered, and most of the 
yet-to-be-rendered objects are occulted. Before these yet 
to-be-rendered objects are rendered, they are Subjected to the 
VBBOT 22000 and RWSOT3000, thereby eliminating most 
from the rest of the rendering work for these objects. 
Appendix 16: Bounding Box ZBufferWith Dual Oc 
cultingTestTags 
Method pseudocode "BoundingBoxZBufferWith DualOc 

cultingTestTags” uses the VBBOT 22000, RWSOT 30000, 
and Span FIFO 33003 as they are used in Appendix 11, 
except with the addition of Tags. As a polygon is rasterized, 
the polygon's Tag (or object's Tag) is stored in the MCCAM 
Z-buffer 11000, 23000, or 39000 where it is used to take 
advantage of temporal coherence in a Sequence of Scenes. 

APPENDIX 1. 

Prior Art 

procedure Prior ArtZBuffer (); prior art 
Var X, y, pZ : integer, 
begin 
FrameBufferInit (): {A1015} 
ZBufferInit (): {A1022} 
for each polygon do 
for each pixel in polygon's projection with coordinates (x,y) do 
begin 
pz := polygon's Z-value at pixel coords (x,y); 
if pz <= ReadZ (x, y) then {A1029} 

begin New point is not farther 
WritePixelBuffers (geometry; x, y, pz); A1043} 

end 
end 

end; 
procedure Frame BufferInit (); 
Var X, y : integer; 
begin 
for y := 0 to YMAX do 
for x := 0 to XMAX do 
WritePixel (x, y, BACKGROUND VALUE): {A1037} 

end; 
procedure ZBufferInit (); 
Var X, y : integer; 
begin 
for y := 0 to YMAX do 
for x := 0 to XMAX do 

WriteZ (x, y, ZMAX): {A1033} 
end; 
function ReadZ (x, y, pz: integer) : integer; 
begin 
ReadZ:= ZBufferxy: 

end; 
procedure WriteZ (x, y: integer); 
begin 
ZBufferxy:= pz. 

end; 
procedure WritePixel (x, y: integer: color: PixelColor:); 
begin 
FrameBufferxyred := color|red: 
FrameBufferxyblue := color blue; 
FrameBufferxygreen := color green: 

end; 
procedure WritePixelBuffers (geometry : geotype; x, y, pz : integer); 
begin 
WriteZ (x, y, pz); {A1033} 
WritePixel (x, y, geometry’s color at pixel coords (x, y)); {A1037 

end; 
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APPENDIX 2 

const 

RMAX = maximum index of vertices needed for rendering current or future polygons; 
XMAX = max x index of pixels in either the display screen or block, or cells in a block; 
YMAX = max y index of pixels in either the display screen or block, or cells in a block; 
XPDXELMAX = maximum x index of pixels within a cell; 
YPDXELMAX = maximum y index of pixels within a cell; 
XCELLMAX = maximum x index of cells within a block; 
YCELLMAX = maximum y index of cells within a block; 
XBLKMAX = maximum x index of blocks within the display screen; 
YBLKMAX = maximum y index of blocks within the display screen; 
XCELLSIZE = XMAX + 1 ; pixels per cell in the x dimension} 
YCELLSIZE = YMAX + 1 ; pixels per cell in the y dimension} 
XBLKSIZE = XMAX + 1 ; pixels per block in the x dimension, assuming cells are not used 
YBLKSIZE = YMAX + 1 ; pixels per block in the y dimension, assuming cells are not used 
XBLKCELLSIZE = XCELLMAX + 1 ; cells per block in the x dimension 
YBLKCELLSIZE = YCELLMAX + 1 ; cells per block in the y dimension} 
XBLKPIXELSIZE = XBLKCELLSIZE * XCELLSIZE : {x dimension pixels per block, assuming cells 
YBLKPIXELSIZE = YBLKCELLSIZE * YCELLSIZE : {y dimension pixels per block, assuming cells 
XMAXTOTAL = total pixels in display screen; total in the X dimension, regardless of organization} 
YMAXTOTAL = total pixels in display screen; total in the y dimension, regardless of organization} 

type 
StartEndType = (START, END); 
CoordinateType = (xcoord, yeoord, Zcoord); 
ObjectType = pointer to scene, object, or subobject; 
CompareType = (LX, Gx, Ly, Gy, LZ); 
Vertex Array = array CordinateType of integer; 
FrameBufferArray = array StartEnd Type-O.XMAXTOTAL}{0.YMAXTOTAL} of boolean: 
ZBufferArray = array O.XMAXIO.YMAX of integer; 
Comparison RegisterArray = array O.RMAXI CompareType 0.XMAXIO.YMAX of boolean; 
FlagArray = array O.XMAXIO.YMAX of boolean; 
SegmentHitArray = array StartEndType 0.XMAXIO.YMAX of boolean; 
RasterHitArray = array O.YMAX of boolean; 
BlockZBufferArray = array O.XBLKMAXIO.YBLKMAXIO.XMAXIO.YMAX of integer: 
BlockComparison RegisterArray = 

array O.XBLKMAXIO.YBLKMAXIO.RMAXICompareType IO.XMAXIO.YMAX of integer: 
BlockFlagArray = array O.XBLKMAXIO.YBLKMAXIO.XMAXIO.YMAX of boolean: 
BlockSegmentHitArray = 

array StartEndType IO.XBLKMAXIO.YBLKMAXIO.XMAXIO.YMAX of boolean: 
wa 

ZBuffer: ZBufferArray: 
Mccam'ZBuffer: ZBufferArray; 
R : Comparison RegisterArray; 
Mccam'ZInfinity : FlagArray; 
Pixel Hit: FlagArray; 
SegmentHit: SegmentHitArray; 
RasterHit: RasterHitArray; 
Block Mccam'ZBuffer: BlockZBufferArray; 
BlockR: BlockComparison RegisterArray; 
Block Mccam'ZInfinity : BlockFlagArray; 

APPENDIX 3 

procedure BoundingBoxZBuffer (); 
var x, y, pz, Xmin, Xmax, ymin, ymax, Zmin, Zmax : integer, occulted ; boolean; 
begin 
FrameBufferInit (): {A1015} 
for each piece of geometry do 

begin 
Make BoundingBox (geometry, xmin, Xmax, ymin, ymax, Zmin, Zmax); {A3011} 
occulted := BoundingBoxOccultingTest (xmin, Xmax, ymin, ymax, Zmin); 9000, A3020 
if occulted = false then RasterizeGeometry (geometry); A3032 

end 
end; 
procedure MakeBoundingBox (geometry : geotype; var Xmin, Xmax, ymin, ymax, Zmin, Zmax : integer); 
begin 
Xmin := MinCf (x coords of the geometry's vertices, extents, or bounds); 
Xmax := MaxOf (x coords of the geometry's vertices, extents, or bounds); 
ymin := MinCf (y coords of the geometry's vertices, extents, or bounds); 
ymax := MaxOf (y coords of the geometry's vertices, extents, or bounds); 
Zmin := MinOf (Z coords of the geometry's vertices, extents, or bounds); 
Zmax := MaxOf (Z coords of the geometry's vertices, extents, or bounds); 

end; 
function BoundingBoxOccultingTest (xmin, Xmax, ymin, ymax, Zmin : integer) : boolean; 9000 
var x, y : integer:Occulted : boolean; 
begin 
occulted := true; 





US RE38,078 E 
57 58 

APPENDIX 4-continued 

A4045 Mccam'ZInfinityxy:= false; 
A4046 WritePixel (x, y, geometry’s color at pixel coords (x, y)); {A1037 
A4047 end; 

APPENDIX 5 

A5000 procedure BoundingBoxZBufferRasterWrite (); 
A5001 war Xmin, Xmax, ymin, ymax, Zmin, Zmax : integer; occulted : boolean; 
A5002 begin 
A5003 FrameBufferInit (); (A1015} 
A5004 ZBufferInit (): {A1022} 
A5005 MccamZBufferInit (): A4012} 
A5006 for each piece of geometry do 
ASOO7 begin 
ASOO8 MakeBoundingBox (geometry, Xmin, Xmax, ymin, ymax, Zmin, Zmax): {A3011} 
ASOO9 occulted := BoundingBoxOccultingTestInfinity (xmin, Xmax, ymin, ymax, Zmin); A4019 
A5010 if occulted = false then RasterizeGeometryWith RasterWrite (geometry); A5013 
A5011 end 
A5012 end; 
A5013 procedure RasterizeGeometryWith RasterWrite (geometry: geotype); 
A5014 varx, y, pz : integer; 
A5015 begin 
A5016 SetUp IncrRender (geometry); 1004 
A5017 while more spans in geometry are left do 
A5018 begin 
ASO19 GetSpanByEdgeWalk (geometry, Xstart, Xend, yspan, Zstart, Zend); {1006} 
ASO2O spanzmax := MaxOf (Z coords of the geometry’s vertices, extents, or bound within the span); 
A5021 RasterWriteMccam'Z (xstart, xend, yspan, spanzmax); A5025 
ASO22 | Spaninterpolate (geometry, Xstart, Xend, yspan, Zstart, Zend); {1008, A5034} 
ASO23 end 
A5024 end; 
A5025 procedure RasterWriteMccam'Z (xstart, Xend, yspan, spanzmax : integer); 
A5026 varx, y, pz : integer; 
A5027 begin 
A5028 for x := xstart to Xend do 
ASO29 begin 
ASO3O pz := ReadMccam'Z (x, yspan); A3044 
A5031 if spanzmax <pz of Mccam'ZInfinity xy then WriteMccam'Z (x, yspan, spanzmax); A3048 
ASO32 end 
A5033 end; 
A5034 procedure SpanInterpolate (geometry : geotype; xstart, Xend, yspan, Zstart, Zend : integer); 1008} 
A5035 varx, y, pz : integer; 
A5036 begin 
A5037 for x := xstart to send do 
A5038 begin 
ASO39 pz := geometry's Z-value at pixel coords (x, yspan); 
A5040 if pz <= ReadZ (x, y) or Mccam'ZInfinityxy then 
A5041 WritePixelBuffers (geometry, x, y, pz); 
A5042 end 
A5043 end; 

APPENDIX 6 

A6000 procedure RenderScene (scene : ObjectType); 15000 with recursion added 
A6001 war object : ObjectType; 
A6002 begin 
A6003 FrameBufferInit (); (A1015} 
A6004 Mccam'ZBufferInit (); A4012 
A6005 while there are more objects to render do 
A6006 begin 
A6007 GetTranslatedObject (scene, object); get an object within scene: 
A6008 RenderObjectRecursive (object); A6011. 
A6009 end 
A6010 end; 
A6011 procedure RenderObjectRecursive (object : ObjectType); 
A6012 war 
A6O13 occulted : boolean; 
A6O14 subobject : ObjectType; 
A6015 vrtx0, virtx1 : VertexType; 
A6016 begin 
A6017 MakeBoundingBoxVertices (object, virtx0, virtx1): {A6035} 
A6O18 if bounding box has any portion within the viewvolume then 
A6019 begin 
A6O20 VertexComparisons (0, virtx0xcoord, virtxOycoord, virtxOzcoord); A6044 



A6021 
A6O22 
A6O23 
A6024 
A6025 
A6O26 
A6027 
A6O28 
A6O29 
A6O3O 
A6031 
A6032 
A6033 
A6034 
A6035 
A6036 
A6037 
A6038 
A6039 
A6040 
A6041 
A6042 
A6O43 
A6044 
A6045 
A6O46 
A6047 
A6048 
A6049 
A6050 
A6051 
A6052 
A6053 
A6054 
A6055 
A6056 

A7OOO 
A7OO1 
A70O2 
A7003 
A7004 
A7005 
A7OO6 
A7007 
A7008 
A7009 
A7010 
A7011 
A7012 
A7013 
A7014 
A7015 
A7O16 
A7017 
A7018 
A7019 
A702O 
A7021 
A7022 
A7023 
A7024 
A7025 
A7026 
A7027 
A7028 
A7O29 
A7030 
A7031 
A7032 
A7033 
A7034 
A7035 
A7036 
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APPENDIX 6-continued 

VertexComparisons (1, virtx1xcoord, virtx1ycoord, virtx1zcoord); A6044 
occulted := Vertex BoundingBoxOccultingTest (); A7029 
if occulted = false then 
if this level of object contains subobjects then 
while there are more subobjects in the object do 

begin 
GetTranslatedObject (object, subobject); get subobject within object 
RenderObjectRecursive (subobject); A6011. 

end 
else do 

if this level of the object contains renderable primitives then 

end 
end; 
procedure MakeBoundingBoxVertices (object : ObjectType; var Vrtx0, virtx1 : VertexType); 
Oes 

foxcoord := MinCf (x coords of all object's vertices, extents, or bounds); 
vrtx1xcoord := MaxOf (x coords of all object's vertices, extents, or bounds); 
vrtxOycoord := MinCf (y coords of all objects vertices, extents, or bounds); 
vrtx1ycoord := MaxOf (y coords of all object's vertices, extents, or bounds); 
vrtxOzcoord := MinCf (Z coords of all object's vertices, extents, or bounds); 
vrtx1zcoord := MaxOf (Z coords of all object's vertices, extents, or bounds); 

end; 
procedure VertexComparisons (r, VX, Vy, VZ : integer); 21000 
var X, y : integer; 
begin 
for y := 0 to YMAX do 
for x := 0 to XMAX do 

begin 
| RIrGxxy:= vx > x; 
| RIrLxxy:= vx < x; 
| RIrGxxy:= vy > y; 
| RIrLxxy:= vy < y; 
| RIrLxxy:= VZ C. Read Mccam'Z (x, y) or Mccam'ZInfinityxy: {A3044 
end 

end; 

APPENDIX 7 

procedure BoundingBoxZBufferVertex (object : ObjectType); 20000 using Raster Write} 
wa 

I, X, , pz : integer, 
Occulted, backfacing : boolean; 
vertex : VertexType; 

begin 
while there are more vertices within object do 

begin 
GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
r := Comparison RegisterUsage.Decision (vertex, object); A7022 or A8022} 
VertexComparisons (r, Vx, vy, vz); A6044 
if vertex completes a polygon then 

begin 
backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTest (); {A7029 
if occulted = false then RasterizePolygonWith RasterWrite (polygon): {A7055 

end 
end 

end 
end; 
function Comparison RegisterUsage.Decision (vertex : VertexType; object : ObjectType) : boolean; 
var r : integer; 
begin 
r:= 0; 
repeat r := r + 1 until (the contents of R, not needed by this or future polygons in this mesh); 
Comparison RegisterUsage.Decision := r; 

end; 
function Vertex BoundingBoxOccultingTest () : boolean: {22000 
wa 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 

begin 
occulted := true; 
for y := 0 to YMAX do done with parallel apparatus 

60 

BoundingBoxZBufferVertex (object); A7000, or: A8000, A9000, A10000, A11000, A12000} 
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APPENDIX 7-continued 

for x := 0 to XMAX do done with parallel apparatus 
begin 
AlIXGreater := AllXLesser := All YGreater := All YLesser := true; 
AnyZLesser := false; 
for r := 0 to RMAX do done with parallel search apparatus 

if vertex r is part of the polygon then if R, is enabled by E. 
begin 
AlIXGreater := AllXGreater and RIrGxxy: 
AlIXLesser := AllXLesser and RIrLXIxy: 
All YGreater := All YGreater and RIrGy xy: 
All YLesser := All YLesser and RIrLyxy: 
AnyZLesser := AnyZLesser or RIrLZxy: 

end 
Projection Miss := AlIXGreater or AllXLesser or All YGreater or All YLesser; 
Pixel Miss := Projection Miss or not AnyZLesser; false if possiblily visible 
if not Pixel Miss then occulted := false; 

end 
end; 
procedure RastercizePolygonWith RasterWrite (polygon : geotype); 
var X, y, pz : integer, 
begin 
SetUp IncrRender (polygon): {1004 
while more spans in polygon are left do 

begin 
GetSpanByEdgeWalk (polygon, Xstart, Xend, yspan, Zstart, Zend); {1006} 
spanzmax := MaxOf (Zstart, Zend); 
RasterWriteMccam'Z (xstart, xend, yspan, spanzmax); AO525 

| SpanInterpolate (polygon, Xstart, Xend, yspan, Zstart, Zend); 1008, A5034} 
end 

end; 

APPENDIX 8 

procedure BoundingBoxZBufferVertexWithPixel Hits (object : ObjectType ); {20000 using Pixel Hits 
Wai 

r, x, y, pZ : integer; 
Projection Miss, Occulted, backfacing : boolean; 
vertex : VertexType; 

begin 
while there are more vertices within object do 

begin 
GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
r := Comparison RegisterUsage.Decision (vertex, object); A7022 or A8022} 
VertexComparisons (r, Vx, vy, vz); A6044 
if vertex completes a polygon then 

begin 
backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTestWithPixel Hits (); A8033} 
if occulted = false then RasterizePixel Hits (polygon); A8064 

end 
end 

end 
end; 
function TimeshComparison RegisterUsage.Decision (vertex : VertexType; object : ObjectType) : boolean; 
var r : integer; 
begin 
if Restart = true then 
r:= 0; 

else if ReplaceOldest = true then 
r := number of Comparison Register whose contents are the oldest; 

else if ReplaceMiddle = true then 
r := number of Comparison Register whose contents are the 2nd oldest; 

TmeshComparison RegisterUsage.Decision := r. 
end; 
function Vertex BoundingBoxOccultingTestWithPixel Hits () : boolean: 
wa 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted: boolean; 

begin 
occulted := true; 
for y := 0 to YMAX do done with parallel apparatus 
for x := 0 to XMAX do done with parallel apparatus 

begin 

62 
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APPENDIX 8-continued 

A8043 AllXGreater := AllXLesser := Ally Greater := Ally Lesser := true: 
A8044 Any ZLesser := false; 
A8045 for r := 0 to RMAX do done with parallel search apparatus 
A8046 if vertex r is part of the polygon then if R, is enabled by E. 
A8047 begin 
A8048 AlIXGreater := AllXGreater and RIrGxxy: 
A8049 AlIXLesser := AllXLesser and RIrLxxy: 
A8OSO All YGreater := All YGreater and RIrGyxy: 
A8051 All YLesser := All YLesser and RIrLyxy: 
A8052 AnyZLesser := AnyZLesser or RIrLZxy: 
A8053 end 
A8054 Projection Miss := AllXGreater or AllXLesser or All YGreater or All YLesser; 
A8055 Pixel Miss := Projection Miss or not AnyZLesser; false if possiblily visible 
A8056 if not Pixel Miss then 
A8057 begin 
A8058 occulted := false; 
A8059 Pixel Hitxy := true; 
A806O end 
A8061 end 
A8062 VertexBoundingBoxOccultingTestHits := occulted; 
A8063 end; 
A8064 procedure RasterizePixelHits (geometry : goetype); 
A8065 varx, y, pz : integer; 
A8066 begin 
A8067 while ReadPixel Hit (x, y) do A8075} 
A8068 if the pixel at (x, y) is within the geometry's projection then 
A8069 begin 
A807O pz := geometry's Z-value at pixel coords (x, y); 
A8071 if p: <= ReadMccam'Z (x, y) or Mccam'ZInfinityxy then {A3044 
A8072 WriteMccam PixelBuffers (geometry, x, y, pz); A4042 
A8073 CC 

A8074 end; 
A8075 function ReadPixel Hit varx, y : integer) : boolean; 
A8076 begin 
A8077 y := -1; 
A8078 repeat 
A8079 || y := y + 1: 
A808O x := -1; 
A8081 repeat x := x + 1 until X = XMAX or Pixel Hitxy: 
A8082 until y = YMAX or Pixel Hitxy: 
A8083 if Pixel Hitxy do 
A8084 begin 
A8085 Pixel Hitxy:= false; 
A8086 | ReadPixel Hit := true; 
A8087 CC 

A8088 else 
A8089 ReadPixel Hit := false; 
A8090 end; 
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APPENDIX 9 

A9000 procedure BoundingBoxZBufferVertexSegmentHits (object : ObjectType); 20000 using Segment Hits 
A9001 war 
A9002 r, x, y, pZ : integer; 
A9003 Projection Miss, Occulted, backfacing : boolean; 
A9004 vertex : VertexType; 
A9005 begin 
A9006 while there are more vertices within object do 
A9007 begin 
A9008 GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
A9009 r := Comparison RegisterUsage.Decision (vertex, object); A7022 or A8022} 
A9010 VertexComparisons (r, Vx, vy, vz); A6044 
A9011 if vertex completes a polygon then 
A9012 begin 
A9013 backfacing := DoBackfaceCullingTest (vertices in present polygon); 
A9014 if not backfacing then 
A9015 begin 
A9016 occulted := VertexBoundingBoxOccultingTestWith.SegmentHits (); {A9022} 
A9017 if occulted = false then RasterizeSegmentHits (polygon); A9062 
A9018 end 
A9019 end 
A902O end 
A9021 end; 
A9022 function Vertex BoundingBoxOccultingTestWith SegmentHits () : boolean; 
A9023 war 
A9024 r, x, y : integer, 
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APPENDIX 9-continued 

A9025 Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
A9026 Occulted, pzhitprev, pzhit: boolean; 
A9027 begin 
A9028 occulted := true; 
A9029 for y := 0 to YMAX do done with parallel apparatus 
A903O begin 
A9031 pzhitprev := false; 
A9032 for x := 0 to XMAX do done with parallel apparatus 
A9033 begin 
A9034 AllXGreater := AllXLesser := Ally Greater := Ally Lesser := true: 
A9035 Any ZLesser := false; 
A9036 for r := 0 to RMAX do done with parallel search apparatus 
A9037 if vertex r is part of the polygon then if R is enabled by E.} 
A9038 begin 
A9039 AllXGreater := AllxGreater and RIrGxxy: 
A9040 AllXLesser := AllXLesser and RIrLxxy: 
A9041 All YGreater := All YGreater and RIrGyxy: 
A9042 All YLesser := All YLesser and RIrLyxy: 
A9043 AnyZLesser := AnyZLesser or RIrLZxy: 
A9044 end 
A9045 Projection Miss := AllXGreater or AllXLesser or All YGreater or All YLesser; 
A9046 Pixel Miss := Projection Miss or not AnyZLesser; false if possiblily visible 
A9047 if not Pixel Miss then 
A9048 begin 
A9049 occulted := false; 

A9051 end 
A9052 else 
A9053 pzhit := false: 
A9054 if pzhit and not pzhitprev then if 1st pixel in segment 
A9055 SegmentHit STARTIxy:= true; 
A9056 if not pzhit and pzhitprev then if prefvious is last pixel in segment 
A9057 SegmentHitENDIX - 1y := true; 
A9058 pzhitprev := pzhit; 
A9059 end 
A906O end 
A9061 end; 
A9062 procedure RasterizeSegmentHits (geometry : geotype); 
A9063 varx, y, pz, Xstart, Xend : integer; 
A9064 begin 
A9065 while ReadSegmentHit (xstart, xend, y) do A9074 
A9066 for X := xstart to Xend do 
A9067 if the pixel at (x, y) is within the geometry's projection then 
A9068 begin 
A9069 pz := geometry's Z-value as pixel coords (x, y); 
A907O if pz <= Read Mccam'Z, (x, y) or Mccam'ZInfinityxy then {A3044 
A9071 WriteMccamPixelBuffers (geometry, x, y, pz); A4042 
A9072 end 
A9073 end; 
A9074 function ReadSegmentHit (varxstart, xend, y : integer) : boolean; 
A9075 begin 

A907 7 repeat 

A9079 Xstart := -1; 
A908O repeat xstart := xstart + 1 until xstart = XMAX or SegmentHit STARTIxstarty; 
A9081 until y = YMAX or SegmentHit STARTIxstarty: 
A9082 if SegmentHit STARTIxstartly do 
A9083 begin 
A9084 SegmentHit STARTIxstartly := false; 
A9085 Xend := xstart - 1; 
A9086 repeat xend := xend + 1 until SegmentHItENDIxendy; 
A9087 SegmentHitENDIxendy := false; 
A9088 ReadSegmentHit := true; 
A9089 end 
A9090 else 
A9091 ReadSegmentHit := false; 
A9092 end; 

APPENDIX 10 

A10000 procedure BoundingBoxZBufferVertex RasterHits (object : ObjectType); 
A10001 {20000 using Raster Hits and Rater Wire 
A1OOO2 war 
A1OOO3 r, x, y, pZ : integer; 
A1OOO)4 Projection Miss, Occulted, backfacing : boolean; 
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APPENDIX 10-continued 

OOO5 vertex : VertexType; 
O006 begin 
O007 while there are more vertices within object do 
OOO8 begin 
OOO9 GetTranslatedVertex (object, vertex, Vx, vy, VZ): 
OO1O r := Comparison RegisterUsage.Decision (vertex, object): {A7022 or A8022} 
OO11 VertexComparisons (r, Vx, vy, vz); A6044 
OO12 if vertex completes a polygon then 
OO13 
OO14 
OO15 
OO16 

begin 

OO17 

backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTestWith RasterHits (); {A10023 

end 
e 

OO18 if occulted = false then RasterizeRasterHitsWith RasterWrite (polygon); {A10058 
OO19 
OO2O ind 
OO21 end 
O022 end; 
0023 function Vertex BoundingBoxOccultingTestWith RasterHits () : boolean: 
OO24 war 
OO25 r, x, y : integer, 
OO26 Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
0027 occulted, pzhitprev, pzhit: boolean: 
0028 begin 
0029 occulted := true: 
0030 for y := 0 to YMAX do done with parallel apparatus 
OO31 begin 
OO32 for x := 0 to XMAX do done with parallel apparatus 
OO33 begin 
OO34 AllXGreater := AllXLesser := Ally Greater := Ally Lesser := true: 
OO35 Any ZLesser := false; 
OO36 for r := 0 to RMAX du done with parallel search apparatus 
OO37 if vertex r is part of the polygon then if R is enabled by E.} 
OO38 begin 
OO39 AllXGreater := AllxGreater and RIrGxxy: 
OO40 AllXLesser := AllXLesser and RIrLxxy: 
OO41 All YGreater := All YGreater and RIrGyxy: 
OO42 All YLesser := All YLesser and RIrLyIXIy: 
OO43 AnyZLesser := AnyZlesser or RIrLZxIY: 
OO44 end 
OO45 Projection Miss := AllXGreater or AllXLesser or All YGreater or All YLesser; 
OO46 Pixel Miss := Projection Miss or not AnyZLesser; false if possiblily visible 
OO47 if not Pixel Miss then 
OO48 begin 
OO49 occulted := false; 
O050 RasterHity := true; 
OO51 end 
O052 else 
OO53 RasterHity:= false; 
OO54 end 
OO55 end; 
0056 VertexBoundingBoxOccultingTestRasterHits := occulted; 
O057 end; 
0058 procedure RasterizeRasterHitsWith RasterWrite (polygon : geotype); 
0059 varxstart, Xend, yspan, spanzmax, Zstart, Zend : integer; 
0060 begin 
0061 while ReadRasterHit (y) do {A10069 
OO62 begin 
OO63 MakeSpanAtYValue (yspan, xstart, xend, Zstart, Zend); 1006 
OO64 spanzmax := MaxOf (xstart, Zend); 
OO65 RasterWriteMccam'Z (xstart, xend, yspan, spanzmax); A5025 
OO66 | Spaninterpolate (polygon, Xstart, Xend, yspan, Zstart, Zend); 1008, A5034} 
OO67 end 
OO68 end; 
O069 function Read RasterHit (var y : integer) : boolean; 
0070 begin 

0072 repeat 

0074 until y = YMAX or RasterHity: 
0075 if RasterHity do 
OO76 begin 
OO77 RasterHity:= false; 
OO78 Read RasterHit := true; 
OO79 end 
O080 else 
O081 ReadRasterHit := false; 
O082 end; 
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procedure BoundingBoxZBufferWith DualOccultingTest (object : ObjectType): 32000 
wa 

r, VX, Vy, VZ : integer; 
Projection Miss, Occulted, backfacing : boolean; 
vertex : VertexType; 

begin 
while there are more vertices within object do 

begin 
GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
r := Comparison RegisterUsage.Decision (vertex, object); A7022 or A8022} 
VertexComparisons (r, Vx, vy, vz); A6044 
if vertex completes a polygon then 

begin 
backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTest (); {A7029 
if occulted = false then RasterizePolygonWithSpanOccultingTest (polygon); A11022} 

end 
end 

end 
end; 
procedure RasterizePolygonWithSpanOccultingTest (polygon : geotype); 29000 
var X, y, pz : integer, 
begin 
SetUp IncrRender (geometry); 1004 
while more spans in geometry are left do 

begin 
GetSpanByEdgeWalk (geometry, Xstart, Xend, yspan, Zstart, Zend); {1006} 
spanzmin := Minof (Zstart, Zend); 
|VertexComparisons (4, Xstart, yspan, spanzmin); A6044} 
|VertexComparisons (5, Xend, yspan, spanzmin); A6044} 
occulted := SpanOccultingTest (); A11041 
if occulted = false then 

begin 
spanzmax := MaxOf (Zstart, Zend); 
RasterWriteMccam'Z (xstart, xend, yspan, spanzmax); A5025 
SpanInterpolate (geometry, Xstart, Xend, yspan, Zstart, Zend): {1008, A5034} 

end 
end 

end; 
function SpanOccultingTest () : boolean; 27000 
wa 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 

begin 
occulted := true; 
for y := 0 to YMAX do done with parallel apparatus 
for x := 0 to XMAX do done with parallel apparatus 

begin 
AllXGreater := AllXLesser := Ally Greater := Ally Lesser := true: 
Any ZLesser := false; 
for r := 0 to RMAX do done with parallel search apparatus 

if vertex r is part of the span then if R, is enabled by E. 
begin 
AlIXGreater := AllXGreater and RIrGxxy: 
AlIXLesser := AllXLesser and RIrLxxy: 
All YGreater := All YGreater and RIrGyxy: 
All YLesser := All YLesser and RIrLyxy: 
AnyZLesser := AnyZLesser or RIrLZxy: 

end 
Projection Miss := AllXGreater or AllXLesser or All YGreater or All YLesser; 
Pixel Miss := Projection Miss or not AnyZLesser; {(false if possiblily visible 
if not Pixel Miss then occulted := false; 

end 
SpanOccultingTest := occulted; 

end; 

APPENDIX 12 

procedure BoundingBoxBufferWith DualOccultingTestAndSpanFifo (object : ObjectType); 
{32000 with Span FIFO 33003} 

wa 

r, VX, Vy, VZ : integer; 
Projection Miss, Occulted, backfacing : boolean; 
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APPENDIX 12-continued 

vertex : VertexType; 

end; 

end; 

wa 

begin 
while there are more vertices within object do occurs in parallel with while at A12022} 

begin 
GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
r:= Comparison RegisterUsage.Decision (vertex, object); {A7022 or A8022} 
VertexComparisons (r, vx, vy, vz); A6044} 
if vertex completes a polygon then 

begin 
backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTest (); {A7029 
if occulted = false then ProcessSpansAndWriteToSpanFifo (polygon); {A12024 

end 
end 

end 
while Span FIFO is not empty do ProcessSpan (); {A12043, occurs in parallel with while at A12007 

procedure ProcessSpansAndWriteToSpanFifo (polygon: geotype); 
var X, y, pz : integer, 
begin 
SetUp IncrRender (polygon); 1004 
while more spans in polygon are left do 

begin 
GetSpanByEdgeWalk (polygon, Xstart, Xend, yspan, Zstart, Zend); {1006} 
spanzmin := Minof (Zstart, Zend); 
|VertexComparisons (4, Xstart, yspan, spanzmin); A6044} 
|VertexComparisons (5, Xend, yspan, spanzmin); A6044} 
occulted := SpanOcculting Test ( ); A11041 
if occulted = false then 

begin 
spanzmax := MaxOf (Zstart, Zend); 
RasterWriteMccam'Z (xstart, xend, yspan, spanzmax); A5025 
WriteSpaninfoIntoSpanFIfo (polygon, Xstart, Xend, yspan, Zstart, Zend); 

end 
end 

procedure ProcessSpan (); 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 
polygon : geotype; 

begin 
Rea 
Spa 

end; 

dSpaninfoFrom SpanFifo (polygon, Xstart, Xend, yspan, Zstart, Zend); 
nInterpolate (polygon, Xstart, Xend, yspan, Zstart, Zend); 1008, A5034} 

APPENDIX 13 

procedure BoundingBoxZBufferWith DualOccultingTestAnd BlockSpanFifo (object : ObjectType); 

wa 
{32000 with Blocks and Span FIFOs 33003} 

r, VX, Vy, VZ : integer; 
Projection Miss, Occulted, backfacing : boolean; 
vertex : VertexType; 

whi 
begin 

e there are more vertices within object do (done in parallel with while at A13028) 
begin 
Get(Translated Vertex (object, vertex, Vx, vy, VZ): 
for by:= 0 to YBLKMAX do (done with parallel apparatus) 

for bx := 0 to XBLKMAX do (done with parallel apparatus) 
begin 

r := Comparison RegisterUsage.Decision (vertex, object): {A7022 or A8022} 
ConvertToCoordWithin Block (bx, by, Vx, vy, wbx, wby); {A13036 
BlockVertexComparisons (bx, by, r, wbx, wby, VZ); {A14000 
if vertex completes a polygon then 

begin 
backfacing := DoBackfaceCullingTest (vertices in present polygon); 
if not backfacing then 

begin 
occulted := VertexBoundingBoxOccultingTestBlock (bx, by); {A13041 
if occulted = false then 

Process SpansAndWriteToBlockSpanFifo (bx, by, polygon); {A13068 
end 
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APPENDIX 13-continued 

end 
end 

end 
while any Span FIFO is not empty do done in parallel with while at A13007 

begin 
GetTranslatedVertex (object, vertex, Vx, vy, VZ); 
for by := 0 to YBLKMAX do (done with parallel apparatus) 
for bx := 0 to XBLKMAX do (done with parallel apparatus) 
while Span FIFO in block (bx, by) is not empty do ProcessBlockSpan (bx, by): {A13087 

end 
end; 
procedure ConvertToCoordWithin Block (bx, by, Vx, vy : integer; var wbx, wby : Integer); 
begin 
vbx := vx - XBLKSIZE * IntegerPartOf (vX.XBLKSIZE); 
vby := vy - YBLKSIZE * IntegerPartOf (vy.YBLKSIZE); 

end; 
function Vertex BoundingBoxOccultingTestBlock (bx, by : integer) : boolean; 
wa 

r, X, y: integer; 
Projection Miss, Pixel Miss, AIIXGreater, AIIXlesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 

begin 
occulted := true; 
for y := 0 to YMAX do pixel index within block (bx, by), done with parallel apparatus 
for x := 0 to XMAX do pixel index waithin block (bx, by), done with parallel apparatus 

begin 
AlIXGreater := AllXLesser := All YGreater := All YLesser := true; 
AnyZLesser := false; 
for r := 0 to RMAX do done with parallel apparatus 
if vertex v is part of the spatial primitive then 

begin 
AlIXGreater := AllXGreater and BlockRIrGxbxbyxy: 
AlIXLesser := AllXLesser and BlockRIrLXIbxbyxy: 
All YGreater := All YGreater and BLockRIrGybxbyxy: 
All YLesser := All YLesser and BlockRIrLybxbyxy: 
AnyZlesser := AnyZLesser or BlockRIrLXIbxby xy: 

end 
Projection Miss := AllxGreater or AlixLesser or All YGreaterro All YLesser; 
Pixel Miss := Projection Miss or not AnyZLesser; 
if not Pixel Miss then occulted := false; 

end 
VertexBoundingBoxOccultingTestBlock := occulted; 

end; 
procedure ProcessSpansAndWriteToBlockSpanFifo (bX, by : integer; polygon : geotype); 
var X, y, p: integer; 
begin 
SetUp IncrRenderInBlock (bx, by, polygon); 1004 as if entire display screen is just one block 
while more spans in geometry are left do 

begin 
GetSpanByEdgeWalkIn Block (by, by, polygon, bxstart, bxend, byspan, bzstart, bzend); 1006 
spanzmin := MinCF (bzstart, bzend); 
BlockVertexComparisons (bx, by, 4, bxstart, byspan, bspanzmin); {A14000 
BlockVertexComparisons (bx, by, 5, bxend, byspan, bspanzmin); {A14000 
occulted := SpanOccultingTestBlock (bx, by); {A13097 
if occulted = false then 

begin 
spanbzmax := MaxOf (bzstart, bzend); 
RasterWriteMccam'ZBlock (bx, by, bxstart, bxend, byspan, bspanzmax); {A13124 
WriteSpanInfoIntoBlockSpanFifo (bx, by), polygon, bxstart, bend, byspan, bzstart, bzend); 

end 
end 

end; 
procedure ProcessBlockSpan (by, by : integer); 
wa 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 
polygon : geotype; 

begin 
| ReadSpanInfoFrom BlockSpanFifo (bX, by, polygon, bXstart, bXend, byspan, bzstart, bZend); 
| SpaninterpolateBlock (bX, by, polygon, bXstart, bXend, byspan, bzstart, bZend); {1008, A13134} 
end; 
function SpanOccultingTestBlock (bx, by) : boolean; 
wa 

r, x, y : integer, 
Projection Miss, Pixel Miss, AIIXGreater, AIIXLesser, All YGreater, All YLesser, AnyZLesser : boolean; 
occulted : boolean; 

begin 
occulted := true; 
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