odje -l &

53515 sLaULS o8 g 9

i3S oSS ol NS gylop digé b ol (e ISKiw J=

s Alie LSSl Glgie

Solving aliasing from shading with selective shader supersampling
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6. Conclusion

Aliasing from shading is a subject that is mostly ignored by
current techniques for antialiasing. The most prevalent solution
regarding this topic often is to adapt shading or the model itself.
While this is possible in certain applications, it is not feasible for
others. This is especially true for the highly detailed car models we
work with.

In this work, we have presented three novel methods for
performing antialiasing of bead chains. It became obvious that
the artifacts occur due to small triangle size and high per-vertex
normal variation resulting in small specular highlights. Taking
these insights, we presented three algorithms that are capable of
resolving the problem while performing better than SSAA and for
certain configurations even close to MSAA. At the same time all
implementations offer the flexibility to be adjusted on the fly to
meet runtime limits while preserving optimal image quality.
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