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Abstract

The research project will investigate
advance architecture and module design for
3-D graphics with low cost, high
performance, and high system integration
ability. The project of the second year is
based on the research results of the first year
to develop advanced 3-D agorithms. The
3-D graphics hardware is then designed
according to these agorithms and verified
with system-level simulation for multimedia
and SoC integration. There are four research
topics. The first topic is advanced algorithm
and architecture design of shading sub-
module to solve computational bottleneck.
The second topic is the basic operation unit
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design. The third topic is on-line polygon
refining for 3-D model smoothing. The
fourth topic is edgepreserving texture
filtering to improve texturing quality.
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