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Description

Field of the Invention

[0001] The present invention relates generally to compressing and decompressing three-dimensional graphics data,
and more particularly to compressing and decompressing three-dimensional geometry data corresponding to regularly
tiled surface portions of graphical objects.

Description of the Related Art

[0002] Three-dimensional (3-D) computer graphics systems employing large geometric models find wide use in ap-
plications such as computer-aided design (CAD), virtual reality environments, training and simulation programs, games,
and location-based entertainment. Such systems typically include a 3-D graphics accelerator, a specialized rendering
subsystem which is designed to off-load graphics processing functions from the host processor, thereby improving
system performance. In a system with a 3-D graphics accelerator, an application program executing on the host proc-
essor generates three-dimensional geometry data including information corresponding to points on the surface of a
three-dimensional graphical object. These points are usable as vertices of polygons which, when connected, may be
rendered to form a representation of the graphical object. The application program causes the host processor to transfer
this 3-D geometry data to the graphics accelerator, along with corresponding control and connectivity information. The
graphics accelerator receives this stream of compressed 3-D geometry data, and renders the encoded polygons on
an attached display device.
[0003] The process of connecting three-dimensional vertices to form a representation of a graphical object is referred
to as "tiling". Figures 1A and 1B each illustrate graphical objects which have been tiled into component polygons. As
shown, Figure 1A depicts a 3-D lion 60, while Figure 1B depicts a 3-D giraffe 70. It is noted that lion 60 is primarily
tiled into triangles, while giraffe 70 is tiled using quadrilaterals. Tiling may be performed using a variety of different
polygons.
[0004] This transmission of graphics primitives and commands from the host processor to the graphics accelerator
over the system bus is one of the major bottlenecks in computer graphics. This bottleneck is becoming more problematic
as users of graphics applications programs require an ever-increasing amount of complexity (and hence, size) in the
geometric models used to produce visualization effects. The result is that slow memory subsystems or slow bus sub-
systems may not be able to adequately supply geometry data to the relatively fast real-time rendering hardware, thereby
compromising system performance. The size requirements for a large set of geometric data may also cause memory
constraints.
[0005] For example, rendering a large geometric data set with one million triangles at 30Hz requires a system bus
throughput of approximately 720MB/sec (at a ratio of 24 bytes/triangle). While such high bus bandwidths may be
attainable for high-end systems, low-end to mid-range systems typically have bandwidths on the order of 250-320MB/
sec. The performance of lower cost systems is thus effected by the throughput of the system bus as geometry process-
ing requirements increase.
[0006] Techniques such as polygon simplification and visibility culling have been used to manage such large sets of
geometry data. Polygon simplification allows an object to be viewed at different levels of detail, in relation to the viewing
distance from the object. Visibility culling involves stripping away invisible portions of an object from the drawing loop.
These techniques, however, are not efficient when most of a given object is visible and high resolution is desired. In
such cases, the full amount of geometry data must be transferred from the host processor to the rendering hardware
on the graphics accelerator.
[0007] Document D1 (see references cited in the detailed description of the embodiments), however, discloses meth-
ods and systems for compression and decompression of 3-D geometry data. If the compression is performed as a pre-
process, the geometry data may be stored in main memory of the computer system in compressed format. Upon
rendering, geometry data is transferred directly to graphics hardware in this compressed format. Decompression may
be performed off-line in software or real-time in hardware or software.
[0008] Compression performed according to the manner described in the cited Applicant's patent application may
result in a 6x to 10x reduction in size of the geometry data. The bus bandwidth required to transfer this data is therefore
reduced as well. High-performance graphics thus becomes much more attainable for lower-cost graphics platforms.
[0009] Deering teaches in "Geometry Compression", ACM Computer Graphics Proceedings, Annual Conference
Series, SIGGRAPH 1995, pp. 13-19 how to compress an arbitrary mesh by representing geometry first as a generalized
triangle mesh, i.e. a data structure that allows each instance of a vertex in a linear stream to specify an average of two
triangle, followed by variable length compression.
[0010] However, Applicant's previously disclosed compression techniques are generalized to support compression
of 3-D geometry data for surface portions which are tiled in an irregular fashion. Although this patent application dis-
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closes efficient compression techniques and devices, no provisions are made for taking advantage of greater com-
pression efficiency possible for surfaces where polygons are connected in a regular manner. That is, while the com-
pression techniques previously disclosed may be applied to regularly tiled surface portions, the compression efficiency
achieved is not optimal.
[0011] Consider the 3-D lion 60 depicted in Figure 1A. The surface of the lion 60 (comprising triangles and rectangles)
is tiled such that little regularity exists between neighboring primitives. Accordingly, the compression techniques dis-
closed in document D1 achieve a suitable or near-optimal level of compression for triangle strips arranged in an irregular
fashion.
[0012] Consider the 3-D giraffe 70 of Figure 1B, however. While portions such as the head of giraffe 70 are irregularly
tiled (and thus suited to the previously disclosed compression techniques), the neck and parts of the body of the giraffe
70 are tiled in a fairly regular fashion. For such regularly tiled surface portions, there is a need for techniques and
devices which take advantage of the regular arrangement of surface polygons to achieve greater compression effi-
ciency. Such compression techniques and devices should preferably be compatible or usable with existing compres-
sion/decompression techniques.

Summary of the Invention

[0013] The invention is defined in the accompanying independent and dependent claims.
[0014] The present invention comprises a system and method for compressing 3-D geometry data corresponding to
a regularly tiled surface portion of a three-dimensional object. In one embodiment, the method comprises receiving
3-D geometry data which includes vertex parameter values corresponding to vertices within the regularly tiled surface
portion. These vertex parameter values may include position, color (including specular color), normals, bump and
displacement mapping basis vectors, quad split information, and texture mapping coordinates. The method next in-
cludes representing the surface portion in a compressed format referred to as a "vertex raster".
[0015] Representing a surface portion as a vertex raster first includes encoding an extent value for the surface portion
which defines an arrangement of the vertices to be compressed. The extent value may specify the number of vertices
along with the dimensions of a regular grid of vertices within the surface portion. Furthermore, the extent value may
specify connectivity information for the vertices. In one embodiment, neighboring vertices may be connected to form
quadrilaterals (which are further split into triangles for compression purposes). In yet another embodiment, neighboring
vertices may be connected to form other polygons (hexagons, for example). Generally speaking, the extent value is
selected to best fit the connectivity of the vertices being compressed. In a preferred embodiment, the extent value
specifies that the regularly tiled surface portions includes vertices arranged in a square grid that is one of a plurality
of predefined sizes.
[0016] The compression method next comprises encoding vertex parameter values corresponding to vertices within
the regularly tiled surface portion. Vertex parameter values may be encoded globally, locally, or using a combination
of global and local values. Global specification of a vertex parameter includes setting an initial value for the parameter
along with an indication of how the parameter changes value across the surface portion. In one embodiment, this
indication of change is specified by setting one or more delta values. In another embodiment, a function may be specified
which is usable to compute the vertex parameter value at each vertex within the surface portion.
[0017] Vertex parameter values may also be encoded locally, on a per-vertex basis. In one embodiment, control bits
are set which indicate what type of vertex parameters are to be encoded in the per-vertex data stream. This allows the
per-vertex data stream to be encoded without the need for stop bits which specify the end of the stream. Locally
specified values may be encoded by a variety of techniques, including absolute values, delta-encoded values, and
delta-delta encoded values.
[0018] Global and local specification of parameter values may also be combined advantageously. A vertex raster
representing one surface portion, for example, may use global specification of position and local specification of color
values. Furthermore, global and local specification may also be used for the same parameter. For example, a locally
specified z-displacement value may be used in combination with a globally specified position value to perform dis-
placement texturing (which is used to simulate wrinkles or bumps on the surface of a graphical object).
[0019] In an embodiment in which the extent value is one of a number of predetermined sizes, these predetermined
sizes may not be large enough to represent a given surface portion. In such cases, a step command may be utilized
to re-use the global parameters of one vertex raster with newly specified per-vertex data. In one embodiment, a step
command includes a value which indicates the direction of the new surface portion relative to the previously specified
surface portion. Use of the step command may increase compression efficiency since global data does not need to be
re-specified.
[0020] In one embodiment, the extent value of a surface portion specifies that neighboring vertices are arranged in
a regular grid. These neighboring vertices are usable to form a plurality of quadrilaterals, which each may be further
divided into a pair of triangles for rendering. For a given quadrilateral, there are two possible ways to perform this
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division. If no connectivity is specified for a quadrilateral within a surface portion, a default tessellation is performed in
one embodiment. In an alternate embodiment, tessellation may be performed on a quad-by-quad basis through the
use of an explicit split bit, which indicates the manner in which a particular quadrilateral is to be divided. Performing
tessellation on a per-quadrilateral basis may lead to reduced visual artifacts and "jagginess" in rendered images.
[0021] Another common artifact in 3-D images occurs when a surface portion represented in a given resolution is
adjacent to a surface portion represented in a lower resolution. This results in a visually unappealing and unrealistic
image. To diminish this effect, a surface portion represented as a vertex raster may include one or more edges repre-
sented in half-resolution mode. In this mode, the one or more edges provide an area of intermediate resolution between
the two surface portions. This provides a smoother flow in the resultant image.
[0022] The present invention also comprises a system and method for decompressing compressed 3-D geometry
which represents regularly tiled surface portions. In one embodiment, the decompression method first includes receiv-
ing the 3-D geometry data which includes an extent value and encoded vertex parameter values. The method next
includes receiving initial values for globally specified vertex parameters, followed by receiving one or more correspond-
ing delta values. These delta values indicate how the vertex parameters change value across the surface portion being
represented. In one embodiment, these one or more delta values are applied according to a vertex traversal order
specified by the extent value.
[0023] Next, the method includes receiving a stream of per-vertex (local) data, which includes one or more vertex
parameter values for each vertex. These values may be encoded as absolute values, delta-encoded values, or delta-
delta encoded values. The method includes accessing the vertex parameter values for a current vertex (which typically
begins with a predetermined initial vertex). The method then includes generating final parameter values for the current
vertex using globally specified values, locally specified values, or both.
[0024] During decompression, vertex parameter values for selected vertices are stored into a mesh buffer for use in
forming subsequent primitives. The selected vertices are typically determined according to the decoded extent value.
In a surface portion which includes a regular grid of vertices, for example, all vertices on the bottom row of the grid are
initially stored into the mesh buffer without forming any drawing primitives in one embodiment. These stored values
are then accessed during traversal of the next row of vertices in order to form a plurality of geometric primitives.
[0025] After generating final vertex parameter values for the current vertex, a determination is made as to whether
one or primitives are to be assembled using the current vertex. If no explicit connectivity information is supplied, drawing
primitives are generated according to a predetermined default connectivity. If connectivity is explicitly defined in the
compressed data, however, primitives are generated accordingly. In one embodiment, this connectivity information
includes quad split bits which indicate a tessellation direction for a quadrilateral region formed by neighboring vertices
within the represented surface portion. One or more primitives may be formed from a given current vertex value.
[0026] The method continues with selecting a next vertex to be the new current vertex. This includes accessing the
vertex parameter values for the new current vertex from the per-vertex data stream. The method then continues as
described above until the last vertex (typically predetermined by the vertex traversal order) is reached.
[0027] The present invention thus provides efficient systems and methods for compression and decompression of
3-D geometry data corresponding to regularly tiled surface portions.

Brief Description of the Drawings

[0028] Exemplary embodiments of the invention are described hereinafter, by way of example only, with reference
to the accompanying drawings, in which:

Figure 1A illustrates a tessellated 3-D object with an irregularly tiled surface;
Figure 1B illustrates a tessellated 3-D object with regularly tiled surface portions;
Figure 2 illustrates a computer system which includes geometry compression capabilities according to the present
invention;
Figure 3 is a simplified block diagram of the computer system of Figure 2;
Figure 4 illustrates a client-server network which transfers compressed geometry data according to the present
invention;
Figure 5 depicts a method for compressing geometry data according to a preferred embodiment of the present
invention;
Figure 6 illustrates a surface portion including a 5x5 grid of vertices which may be represented as a vertex raster
according to the present invention;
Figure 7 depicts the format of a command to set the size of a surface portion according to a preferred embodiment
of the present invention;
Figure 8 depicts the format of a command to initialize parameters to be interpolated across the surface portion
according to a preferred embodiment of the present invention;
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Figure 9 illustrates a traversal order of the vertices of a surface portion according to a preferred embodiment of
the present invention;
Figures 10A-B depict the format of commands to vary parameters to be interpolated across the surface portion
according to a preferred embodiment of the present invention;
Figures 11A-C illustrate surface portions with various delta U and delta V position values;
Figures 12A-C depict the format of commands which specify streams of per-vertex data according to a preferred
embodiment of the present invention;
Figures 13A-B depict the format of command which set mode bits used in geometry compression and decompres-
sion according to a preferred embodiment of the present invention;
Figure 14 depicts the format of a step vertex raster command according to a preferred embodiment of the present
invention;
Figure 15 illustrates a regularly tiled surface portion which may be compressed using the step vertex raster com-
mand according to a preferred embodiment of the present invention;
Figure 16 depicts a method for compressing geometry data using the step vertex raster command according to a
preferred embodiment of the present invention;
Figure 17A depicts aliasing effects caused by splitting surface portion quadrilaterals in only one direction.
Figure 17B depicts reduced aliasing effects exhibited by a preferred embodiment of the present invention which
allows designation of split direction on a per-quadrilateral basis.
Figure 18 illustrates a surface portion tessellated with quad split bits according to a preferred embodiment of the
present invention;
Figure 19 depicts the format of a set edge half resolution command according to a preferred embodiment of the
invention;
Figures 20A-D depict surface portions with each of the half-rez edge bits set according to a preferred embodiment
of the present invention;
Figure 21 depicts a surface portion that utilizes half-rez mode according to a preferred embodiment of the present
invention in order to reduce aliasing effects for a given object;
Figure 22 depicts a block diagram of a graphics sub-system according to one embodiment of the present invention;
Figure 23 illustrates a generalized flowchart for performing decompression of regularly tiled surface portions ac-
cording to one embodiment of the present invention;
Figure 24 illustrates a flowchart for performing decompression of regularly tiled surface portions which include
quad split bits; and
Figure 25 illustrates a flowchart for performing decompression of regularly tiled surface portions which include a
bottom edge represented in a half-resolution mode.

Detailed Description of the Embodiments

References

[0029] US-Patent documents US-A-5 793 371 and US-A-5 842 004 claiming priority of U.S. application Ser. No.
08/511,294 (US19950511294), filed August 4, 1995, entitled "Method and Apparatus for Geometric Compression of
Three-Dimensional Graphics Data", and assigned to the assignee of this application, are hereby collectively cited as
document D1.
[0030] US-Patent document US-A-6 028 607 entitled "Method of Producing a Sequence of Triangles From a Vertex
Raster With and Without Half Resolution Edges While Decompressing a Compressed Geometry Stream", filed January
15, 1998 by Jeffrey M. Chan, is hereby cited as document D2.

Figure 2 - Computer System

[0031] Referring now to Figure 2, a computer system 80 is depicted which includes three-dimensional geometry
compression and/or decompression capabilities according to one embodiment of the present invention. As shown, the
computer system 80 comprises a system unit 82 and a video monitor or display device 84 coupled to the system unit
82. Various input devices may be connected to the computer system, including a keyboard 86 and/or a mouse 88, or
other input.
[0032] Application software may be executed by the computer system 80 which generates three-dimensional geom-
etry data describing graphical objects to be rendered on display device 84. As will be described further below, computer
system 80 is configured to compress the three-dimensional geometry data. The compressed 3-D geometry data may
then be stored in the memory of computer 80. The compressed 3-D geometry data stored in the memory may then be
later transferred over a network or transferred to a 3-D graphics accelerator within computer system 80 for decom-
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pression and rendering. Alternatively, the compressed 3-D geometry data is used to create a medium, such as a
CD-ROM, which may be used for applications such as games. The compression advantageously results in decreased
transmission time of the compressed geometry data over a network or to a graphics accelerator, as well as reduced
memory requirements for storing the compressed geometry.
[0033] When the computer system 80 is configured for geometry decompression, the computer 80 receives com-
pressed 3-D geometry data. This data may be received from a network, the host CPU of computer 80, or from a memory
medium (such as a CD-ROM) coupled to the computer system.

Figure 3- Computer System Block Diagram

[0034] Referring now to Figure 3, a simplified block diagram illustrating the computer system 80 of Figure 2 is shown.
Elements of the computer system 80 which are not necessary for an understanding of the present invention are not
shown for convenience. As shown, the computer system 80 includes a central processing unit (CPU) 102 coupled to
a high speed bus or system bus 104. A system memory 106 is also preferably coupled to the high speed bus 104.
[0035] The host processor 102 may be any of various types of computer processors, multi-processors and CPUs.
The system memory 106 may be any of various types of memory subsystems, including random access memories
and mass storage devices. The system bus or host bus 104 may be any of various types of communication or host
computer buses for communication between host processors, CPUs, and memory subsystems, as well as specialized
subsystems.
[0036] A 3-D graphics accelerator 112 according to the present invention is coupled to the high speed memory bus
104. The 3-D graphics accelerator 112 may be coupled to the bus 104 by, for example, a cross bar switch or other bus
connectivity logic. It is assumed that various other peripheral devices, or other buses, may be connected to the high
speed memory bus 104, as is well known in the art. Further, the graphics accelerator 112 may be coupled through one
or more other buses to bus 104.
[0037] The host processor 102 may transfer information to and from the graphics accelerator 112 according to a
programmed input/output (I/O) protocol over the host bus 104. In one embodiment, the graphics accelerator 112 ac-
cesses the memory subsystem 106 according to a direct memory access (DMA) protocol, or through intelligent bus
mastering.
[0038] In one embodiment, three-dimensional geometry data is generated by a graphics application program exe-
cuting on computer system 80. The resulting 3-D geometry data is compressed prior to or subsequent to storage in
system memory 106. The geometry data may be compressed by host CPU 102 executing a software compression
program from system memory 106, or transferred to a specialized hardware unit within system unit 82 for compression.
If the computer system 80 is also being used to render the 3-D geometry data, the compressed data is transferred
from system memory 106 to graphics accelerator 112 over system bus 104. Graphics accelerator 112 decompresses
the transferred compressed geometry data, rendering the resulting primitives accordingly on display device 84. The
compressed 3-D geometry data may also be transferred over a network for subsequent decompression (as discussed
with reference to Figure 4), or stored to a removable medium such as a CD-ROM. It is noted that 3-D graphics accel-
erator 112 may not be necessary if computer system 80 is used strictly for compression purposes. This may be the
case if computer system 80 is used to store the compressed data to a memory medium or transfer the data over a
network.
[0039] As described below, the compression system and method described herein is preferably directed toward
compression of surface portions of three-dimensional objects which are regularly tiled. As also described below, the
decompression system and method described below operate to decompressed compressed 3-D geometry data which
has been compressed to take advantage of regular tiling of primitives included in the geometry data. In one embodiment,
the compression system and method selectively performs different types or levels of compression on surface portions
of 3-D geometry data, depending on whether the portion being compressed is regularly or irregularly tiled. Correspond-
ingly, the decompression system and method selectively may perform different types of decompression depending on
the particular surface portion being decompressed.

Figure 4-Computer Network

[0040] Referring now to Figure 4, a computer network 120 is shown comprising at least one server computer 122
and one or more client computers 126. (In the embodiment shown in Fig. 4, client computers 126A-B are depicted).
Server 122 and client(s) 126 may be joined through a variety of connections 124, such as a local-area network (LAN),
a wide-area network (WAN), or an Internet connection. In one embodiment, server 122 stores pre-compressed 3-D
geometry data in accordance with the present invention. Clients 126A-B may connect to server 122 to download the
compressed geometry. One or more of clients 126 receive the compressed 3-D geometry data and then decompress
the compressed geometry data for rendering. Alternately, one or more of clients 126 may generate 3-D geometry data,
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perform compression, and transfer the compressed geometry to server 122 for storage. In still another embodiment,
the compressed 3-D geometry data may be transferred between client computers 126.

Figures 5-13 - Geometry Compression of a Regularly Tiled Surface Portion

[0041] Figure 5 illustrates a compression method 200 for data defining a regularly tiled surface portion of a three-
dimensional object. As shown, method 200 first includes step 210, in which the three-dimensional geometry data is
tiled. In one embodiment, the geometry data may be represented as a generalized triangle strip. In another embodiment,
the geometry data may be represented in generalized triangle mesh format. As described in document D1, a generalized
triangle mesh format encodes position and connectivity of the geometry data, and utilizes space efficiently by allowing
vertex information to be reused. One algorithm that may be utilized to generate a generalized triangle mesh represen-
tation is described in "Optimized Geometry Compression for Real-time Rendering" by Michael Chow in the proceedings
of IEEE Visualization 97.
[0042] In step 220, a regularly tiled surface portion is selected to be represented in compressed format. This com-
pressed format is referred to herein as a "vertex raster". Generally speaking, a vertex raster includes an associated
extent and sufficient information to determine one or more vertex parameter values within the specified extent. As will
be described below, the extent portion of the vertex raster may specify one of a plurality of predefined sizes or may
specify an arbitrary size and shape of the surface portion and the vertices included therein. Figure 6 depicts a regularly
tiled surface portion 300 which is to be represented as a vertex raster. Although a vertex raster may be of any given
extent, the extent of the vertex raster shown in Figure 6 is a 5x5 square grid of vertices.
[0043] In step 230, the extent of the vertex raster is specified in the encoded data stream. In a preferred embodiment,
the extent value of a vertex raster is encoded as a 2-bit value which is indicative of a square grid which is one of three
defined sizes: 5x5 (25 vertices), 9x9 (81 vertices), or 17x17 (289 vertices). It is noted that various other predefined
sizes may be used instead of, or in addition to, the predefined sizes recited above. For example, a regularly tiled surface
portion may be represented as a 3x5 vertex raster in one embodiment.
[0044] In one embodiment, specifying an extent for a vertex raster also implicitly defines connectivity information for
vertices within the regularly tiled surface portion represented by the vertex raster. Consider surface portion 300 in
Figure 6. In one embodiment, an extent value for surface portion 300 specifies that the vertices are to be connected
into squares (or, more generally, quadrilaterals or "quads"). Each quad is typically split (or "tessellated") into a pair of
triangles which are then encoded in a compressed geometry data stream. It is noted that a given quad may be tessel-
lated in one of two directions: from the lower left comer to the upper right corner or from the upper left comer to the
lower right comer. In one embodiment, if no explicit tessellation information is specified on a quad-by-quad basis, all
quads are assumed to be split in a default direction (such as the default direction shown for all quads in Figure 6). As
will be described below, explicit connectivity information may also be supplied within a vertex raster.
[0045] Furthermore, the vertices of a surface portion do not necessarily have to be grouped as quadrilaterals in order
to be represented as a vertex raster. For example, consider a surface portion which is tiled in a hexagonal manner. A
vertex raster may be defined for such a surface portion which specifies vertices which are to be assembled into hex-
agons rather than quads or triangles. Also, a vertex raster may also be defined for an irregularly tiled surface portion
which is irregular in a predictable fashion.
[0046] In one embodiment, it is noted that adjacent surface portions of a graphical object may each be represented
as a vertex raster. In such an embodiment, each surface portion may share vertices along the common edge(s). Ac-
cordingly, the vertices in the vertex rasters representing the adjacent surface portions may also each include information
on the common vertices.
[0047] As will be described below, the extent of the vertex raster is used during decompression to determine param-
eter values for each of the vertices within the surface portion represented by the vertex raster. The format of the
"SetVertexRasterSize" command in a preferred embodiment of the present invention is shown in Figure 7. Two bits
are used in the command to specify one of the three predefined raster sizes. In an alternate embodiment, the vertex
raster may be of an arbitrary size. This arbitrary size may be given explicitly, or may be encoded in the per-vertex data
stream as "stop codes" which indicate the end of a row or data or of the entire raster.
[0048] In addition to specifying an extent of a surface portion, a vertex raster also includes sufficient information to
decompress vertex parameter values of vertices within the surface portion represented by the vertex raster. As will be
described below, the vertex parameter values of the regularly tiled surface portion may be specified per-vertex (explic-
itly), by interpolation values, or using a combination thereof. In one embodiment, the vertex parameter values specified
within a vertex raster include (i) position values, (ii) color values, (iii) normal values, (iv) texture map coordinates, (v)
bump/displacement mapping values, and (vi) surface material properties.
[0049] In one embodiment, initial values of selected parameters may be specified within a vertex raster along with
an indication of how these values change across the vertex raster. For example, consider a surface portion of a graphical
object in which positional coordinates vary in a regular fashion. For such a surface portion, initial position values may
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be specified which correspond to a predetermined vertex within the surface portion. Then, positional delta values may
be specified which indicate how position values change from vertex-to-vertex within the surface portion represented
by the vertex raster. Interpolation may also be performed upon other vertex parameter values, such as those listed
above. Values encoded in this manner are also referred to as being globally specified values.
[0050] Vertex parameter values may also be specified explicitly, on a per-vertex basis. In one such embodiment, a
vertex raster may include an extent, an encoding specifying what parameters are included in the vertex raster, followed
by a stream of per-vertex data. The size of this vertex data is determinable from the extent of the surface portion and
the size of the data specified for each vertex. While this technique may not achieve the compression possible using
the interpolation values described above, compression still results from not having to explicitly encode connectivity
information for the regularly tiled surface portion. Values encoded in this manner are also referred to as being locally
specified values.
[0051] These two techniques (interpolation and per-vertex data) may also be combined within a single vertex raster.
That is, certain vertex parameter values may be specified by interpolation, while others may be specified on a per-
vertex basis. For example, a vertex raster representing a given surface portion of a graphical object may include position
values which are specified by interpolation and color values which are specified on a per-vertex basis. In yet another
embodiment, a given vertex parameter value may be computed using global and local values. One example of this
technique is the use of locally specified z-displacement values to perturb globally specified normal values.
[0052] In the flowchart of method 200 shown in Figure 5, both techniques for specifying vertex data are utilized.
Interpolated values are encoded in steps 240-250, while per-vertex data is encoded in step 260. These steps are
described in further detail below.
[0053] In step 240, initial values of selected parameters are specified for vertices in the surface portion represented
by the vertex raster. These selected parameters correspond to an initial vertex, which is typically in a predefined location
within the surface portion. The values of the remaining vertices are interpolated across the raster during the decom-
pression process based on the initial values set in step 240. Since these parameters are interpolated for each vertex
in the surface portion, these parameters do not have to be specified on a per-vertex basis in the compressed data
stream, thereby saving memory and bus bandwidth. The initial parameter values are specified, in one embodiment,
using a "SetVertexRasterStart" command in a preferred embodiment of the invention. One possible format for this
command is shown in Figure 8.
[0054] As shown in Figure 8, the "SetVertexRasterStart" command specifies one of five vector registers (i=0 to 4).
Each of these vector registers includes a different interpolatable parameter. The assignment of these vector registers
in a preferred embodiment is shown below in Table 1.

Vector register 0 (VR0) includes initial position data, and is configured in a preferred embodiment to store 16-bit fixed
point values for x, y, and z coordinates. VR1 is configured to store 4 16-bit color values in a preferred embodiment:
red, blue, green, and alpha. The alpha value is optional depending on the state of a mode bit discussed below. VR2
stores the x-y-z components of a global normal value, while VR3-4 store basis vectors used to assist in bump and
displacement mapping. In a different embodiment, the vector registers may be configured differently. For example, a
different number or a different size per register may be used. Similarly, other attributes relating to the vertices may be
stored in the vector registers in place of or in addition to the parameters shown above. In one embodiment, a vertex
raster representation may include zero to five SetVertexRasterStart commands, one for each vector register. In this
embodiment, if no vector registers are specified, vertex parameter values are specified on a per-vertex basis.
[0055] In step 250, delta values are set for the parameters selected in step 240, indicating how these parameters
vary across the surface portion represented by the vertex raster. In a preferred embodiment, these delta values may
be specified in both the U and V directions (not to be confused with the names sometimes used for texture mapping

Table 1

Vector
Register

Parameter

0 Position

1 Global Color

2 Global Normal

3 Bump/Displacement
Mapping Basis Vector 0

4 Bump/Displacement
Mapping Basis Vector 1
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coordinates). The U and V directions are shown for one embodiment of a regularly tiled surface portion in Figure 9.
Figure 9 also depicts the vertices within surface portion 300 labeled according to the order in which the vertices are
processed during decompression (and hence the order in which interpolation is performed). Similarly, the order shown
in Figure 9 also refers to the order in which per-vertex data is stored within the vertex raster representation of surface
portion 300. As shown in Figure 9, the U direction, in one embodiment, refers to the direction between vertices on a
particular row. Conversely, the V direction, in one embodiment, refers to the direction between successive rows.
[0056] Referring now to Figures 10A and 10B, the formats for commands which, in one embodiment, set the delta
values for the parameters selected in step 240 are shown. Figure 10A depicts the format of the "SetVertexRasterStep-
DU" command, while the "SetVertexRasterStepDV" command format is depicted in Figure 10B. The Vertex Raster
Delta-U vector registers are configured to store three (four, in the case of VRDU1) fixed point values which indicate
the change between each vertex in the raster in the U direction for a particular quantity. For example, the x-y-z values
in VRDU0 indicate the position difference (∆x, ∆y, and ∆z) between any two adjacent vertices in Figure 9 within the
same row. The Vertex Raster Delta-V registers are configured similarly (VRDV0 values specify the position difference
between any two adjacent vertices in Figure 9 within the same column). In one embodiment, these delta registers allow
position, global color, global normal, and bump/displacement vectors to be specified once (by the "SetVertexRaster-
Start" command), with the remaining values for the vertices of the raster interpolated during decompression, thereby
reducing the size of the encoded data stream. The values specified by the "SetVertexRasterStep" commands are
effectively the derivative of the value represented by VRi (i=0-4) with respect to the U or V planar coordinate.
[0057] Note that all of the vector registers are optional with respect to the vertex raster; that is, none, some, or all of
them may be set. Even with no values interpolated in the vertex raster, the connectivity information is still inherent in
the vertex raster representation. This eliminates the need for mesh buffer push and reference bits which are used
explicitly in generalized triangle mesh format. The use of the vector registers VR0-4 is advantageous where applicable,
however, since greater compression ratios may be achieved.
[0058] Although the vertices of surface portion 300 are arranged in a square grid, the formats of the vertex raster
step commands described above allow specification of surface portions that have vertices arranged in alternate fash-
ions. This is facilitated by having separate step commands for the U and V direction, which both allow changes in each
of the x, y, and z coordinates. By appropriate encodings of the SetVertexRasterStepDU and SetVertexRasterStepDV
commands, surface portions such as 400, 410, and 420, depicted in Figures 11A-C, may be compressed according to
the present invention. Surface portion 400 includes vertices organized as a rectangular grid, while surface portions
410 and 420 are organized as rhombuses (with no right angles) and parallelograms (with unequal adjacent sides and
unequal interior angles), respectively.
[0059] In step 260, optional per-vertex is specified for vertices in the surface portion represented by the vertex raster.
In one embodiment, this information is specified using one of the commands shown in Figures 12A-C. Figure 12A
depicts the format of an "ExecuteVertexRaster" command according to one embodiment of the invention. This com-
mand is followed by a stream of per-vertex data. In one embodiment, the format of the per-vertex data is pre-specified
using an additional command described below. In this manner, the end of the stream of per-vertex data may be deter-
mined by multiplying the number of vertices by the data size for a given vertex. This allows another geometry command
to immediately follow the per-vertex data without necessitating stop bits for the execute command. There area also
other techniques which obviate the need for stop bits in the per-vertex data stream. One such technique that uses
header-body pairs is described in greater detail below. Because the per-vertex data follows in-line with the command,
no other opcodes are needed until all data points corresponding to each of the vertices in the raster have been read.
In a preferred embodiment, the execute command includes per-vertex data for 25, 81, or 289 vertices.
[0060] Alternately, the vertex raster data may be specified starting at a memory address by the "ExecuteVertexRas-
terIndirect" command shown in Figure 12B. This allows the same per-vertex data to be used for different rasters while
changing the interpolation parameters as described above. Compression efficiency is advantageously increased by
use of this command.
[0061] The "ExecuteVertexRaster32Indirect" command shown in Figure 12C is used for vertex rasters with a special
memory format: 32-bit rgba pixels. The vertex raster data starts at the address specified, but after 5, 9, or 17 pixels
(depending on the size value), the raster data continues at address+stride, where stride is the width of the raster in
bytes. Both the address and stride are 32-bit word-aligned in a preferred embodiment of the invention.
[0062] As described above, various vertex parameter values may be specified on a per-vertex basis. In a preferred
embodiment, the per-vertex attributes which are specified as part of a given vertex raster is determined by the state
of mode bits set by the most recent "SetState" and "SetState2" commands. The format of these commands in one
embodiment is shown in Figures 13A and 13B. A description of the operand fields of the SetState command is given
in Table 2.
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The "dde" bit enables delta-delta encoding and is discussed further below. The "bnv" and "bcv" bits, when set, specify
that normals and colors, respectively, are part of the per-vertex data which follows the "ExecuteVertexRaster" com-
mand. If the "cap" bit is set, the per-vertex color values include an alpha value in addition to rgb components. Finally,
if the "qsp" bit is set, a tessellation bit is specified for each quadrilateral in the vertex raster. These separate tessellation
bits are used for anti-aliasing purposes and are discussed further below.
[0063] A description of bit fields in the SetState2 command is given in Table 3 below.

[0064] The SetState2 command is an extension of the mode bits set by the SetState command described above.
The "scp" bit indicates that specular color values are present in the per-vertex information. This specular color values
is interpreted as a texture map coordinate if the "tex" bit is set. Likewise, the local color value (controlled by the "bcv"
bit) is interpreted as a coordinate from an alternate texture map if the "tx2" bit is set.
[0065] The "psrc" bits determine how the vertex positions are computed between successive vertices in the surface
portion being represented as a vertex raster. If psrc=00, the xyz positions are explicitly specified for each vertex in the
surface portion (even if VR0 has been initialized). Although this does not take full advantage of the vertex raster sym-
metry, the connectivity information is still implicitly defined by the raster. Hence, there is no need for the explicit mesh
buffer pushes and references that are used in a generalized triangle mesh with no vertex raster command.
[0066] If psrc=01, the initial value for the xyz position data is interpolated across the vertices of the vertex raster
according to the predefined U and V delta values. Referring again to Figure 9, the initial position values (as specified
by the SetVertexRasterStart command) are applied to vertex 0. The delta U value is then applied to vertex 0 to obtain
the position data for vertex 1. The same procedure is followed for vertices 2, 3, and 4. To determine the position of
vertex 5, the delta V value is applied to vertex 0. The delta U is then applied to vertex 5 to calculate vertex 6 (and
subsequently, vertices 7, 8, and 9). In this mode, greater compression efficiency may be achieved relative to psrc
setting '00', in which position data is explicitly specified for every vertex.
[0067] When psrc=10, xyz positions are interpolated from VR0 as described above. Additionally, z displacement

Table 2

Bit Field Description

dde Delta-delta encoding enabled for some vertices of vertex raster

bnv bundle normals with per-vertex data

bcv bundle colors with per-vertex data

cap color values include alpha component

qsp quad split tessellation bits included with per-vertex data

Table 3

Bit
Field

Description

scp Specular color present in per-vertex data

tex Interpret specular color as texture map coordinate

tx2 Interpret specular color as second texture map coordinate

psrc Position source:
00-xyz positions in per-vertex data; VR0 not used
01-xyz positions not in per-vertex data; VR0 used
10-xyz positions not in per-vertex data; VR0 used;
z-displacement in per-vertex data
11-reserved

vr1 Enable output of VR1 values

vr2 Enable output of VR2 values

vr3 Enable output of VR3 values

vr4 Enable output of VR4 values
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values are present in the per-vertex data. The z displacement values are used to perform displacement texturing, in
which the surface is offset by a small amount in order to simulate a wrinkle or a bump. In many cases, this is more
effective than bump mapping (in which the surface normal is perturbed), particularly near the silhouette of a shaded
object. The psrc=11 encoding is not currently used in a preferred embodiment of the invention.
[0068] Bit fields vr1, vr2, vr3, and vr4 in the SetState2 command are used by the decompression unit to determine
if the various vector register quantities are enabled for a particular raster. If a bit is not sent for a particular quantity,
the decompression unit does not forward on a value for that quantity (e.g., a local normal) to a subsequent stage of
the rendering hardware. In one embodiment, the vr state bits correspond to those attributes which are initialized by
the SetVertexRasterStart command.
[0069] In alternate embodiments, additional state bits are employed which specify additional data to be included in
the per-vertex data of the raster. It is further noted that the per-vertex data of the raster may be encoded in a variety
of manners, including the compression techniques disclosed in the cited US patent 5, 793, 371 for positions, colors,
and normals.

Figures 14-16 - StepVertexRaster Command

[0070] As described above, for a preferred embodiment of the present invention, vertex rasters may be defined to
represent regularly tiled surface portions having vertices arranged in square grids that are one of three predetermined
sizes: 5x5, 9x9, and 17x17. The grids are limited to these sizes in a preferred embodiment in order to simplify the
decompression hardware. As a result, however, an entire regularly tiled surface portion may not be able to be repre-
sented by a single vertex raster structure in some instances. In these cases compression efficiency would be compro-
mised if all the vertex raster data had to be re-specified.
[0071] In order to circumvent this limitation while still maintaining a manageable vertex raster size, a "StepVer-
texRaster" command may be used. The format for this command according to one embodiment of the present invention
is shown in Figure 14. The stepVertexRaster command takes a single argument, "dir". This three bit field encodes one
of three possible directions in which to move the current vertex raster. The encoding of the dir field in a preferred
embodiment is shown in Table 4 below:

It is noted that in an alternate embodiment, the encoding of the dir field may be expanded to represent additional
directions to move the current raster (e.g., -V; -U, +V; etc.).
[0072] An example of a use for the StepVertexRaster command is illustrated in Figure 15. Figure 15 depicts a 9x5
regularly tiled surface portion 500 of a three-dimensional object. In a preferred embodiment as described above, this
size surface portion is not able to be represented as a single vertex raster. In one embodiment, surface portion 500
may be divided into two 5x5 surface portions 510A-B and efficiently compressed using a combination of the method
described with reference to Figure 5 and the StepVertexRaster command of Figure 14. A method 600 for compressing
surface portion 500 is shown in Figure 16.
[0073] As shown, method 600 proceeds according to method 200 described above. Surface portion 500 is tiled and
selected to be encoded a vertex raster in steps 210 and 220. In step 230, the extent of the first vertex raster (510A) is
set as a 5x5 square grid. Next, initial values are set up in the VR registers for the vertex 0 of raster 510A in step 240.
In step 250, delta U and delta V values are stored specifying how the parameters initialized in step 240 vary across
the raster. In step 260, an execute vertex raster command is issued, followed by optional per-vertex data for the raster.
[0074] After vertex raster 510A is specified by steps 210-260, a StepVertexRaster command is issued in step 270.
In the example shown in Figure 15, vertex raster 510B is the next to be encoded. With respect to vertex raster 510A,
raster 510B is located in the +U direction. The StepVertexRaster command in step 270 therefore includes a dir bit field
value of '000' in a preferred embodiment.
[0075] In one embodiment, execution of the StepVertexRaster command causes the values of the active vector
registers to be interpolated in the direction specified by the 'dir' value. In the example above, the delta U values are
multiplied by 4 and added to the initial active VR values to obtain the initial values for raster 510B. No change is
calculated in the V direction. Furthermore, the stepVertexRaster command causes the per-vertex data specified by the

Table 4

Bit
Field

Direction

000 +U

001 +U, +V

010 +V
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previous vertex raster command to be re-executed with respect to the new values in the VR registers.
[0076] As shown in Figure 16, step 270 may be repeatedly executed. Upon execution of each step command, new
values are calculated for the VR registers. These new values are then used as a basis for interpolation across vertices
of the newly-specified surface portion. Upon issuance of yet another step command, the most recently calculated VR
register starting values are used as a basis for calculating new VR register starting values.
[0077] Because interpolation values do not have to be redundantly specified for raster 510B, the compression effi-
ciency is advantageously increased for surface portion 500. In a different embodiment, the command(s) to step the
vertex raster may be supplied by additional data in the per-vertex information or as additional operands to the execute
raster command. The specification of a step function for vertex rasters effectively allows compression of the compressed
geometry data, advantageously reducing the amount of data encoding.

Figures 17-18 - Quad Split Tessellation

[0078] In the surface portions depicted above, the quadrilaterals formed by the intersection of row and column lines
are shown as all being tessellated in the same (default) direction. Regardless of which direction is chosen as a default,
undesirable visual artifacts may result. Consider the representation of the letter "C" 650 shown in Figure 17A. For letter
650, each quad in the surface portion is tessellated in the same direction (upper left to lower right corner). This results
in portions of letter 650 having jagged edges.
[0079] In contrast, the representation of the letter "C" 660 is formed using selective splitting of quadrilaterals. That
is, each quadrilateral in the surface portion of Figure 17B is split in a manner most befitting the object being drawn.
Accordingly, letter 660 has a reduced degree of "jagginess" with respect to letter 650.
[0080] Objects may thus exhibit serrated edges if the split direction does not match the strongest color change within
a given quadrilateral. Quad tessellation direction may be specified using values in the encoded data stream, or, alter-
natively, through the use of a quad split difference function calculated dynamically during decompression. The use of
either method advantageously results in fewer artifacts in the final rendered image.
[0081] The qsp field of the SetState command is set in order to enable explicit specification of quad tessellation in
the vertex raster. That is, when the qsp field is set, the per-vertex data stream following the ExecuteVertexRaster
command includes a bit value for each quadrilateral, indicating the split direction. An example of tessellation performed
on a per-quadrilateral basis is shown in Figure 18.
[0082] Referring now to Figure 18, surface portion 700 includes a 5x5 grid of vertices divided into 16 quadrilaterals.
Each of the quadrilaterals is labeled by its corresponding split bit. Quadrilaterals labeled with a '0' (the default direction)
are split from the lower left comer to the upper right, while quadrilaterals labeled with a '1' are split from the upper left
to lower right comers.
[0083] In a preferred embodiment, when the qsp bit is not set by the SetState command, a difference function may
be used to automatically determine the quad split direction during rendering. In one embodiment, this difference function
is given by the following equation:

This equation may be applied to opposing vertices within a given quadrilateral in order to determine which pair has the
"strongest" color change. Using this technique requires no additional data to be transferred during encoding since the
split bit is calculated as a function of the color values (which are sent anyway). Compression efficiency is advanta-
geously increased. It is noted, however, that while this technique is appropriate for color determination, it may be
incorrect for lighting computations. That is, the split direction may produce a "smoother" color flow, but may produce
a less realistic lighting effect. For this reason, in an alternate embodiment, the correct split direction may be determined
after lighting.
[0084] As an example of the use of the difference function, consider a 5x5 mesh with vertices 0 to 24. A particular
quadrilateral is denoted by vertex n, where n is the upper right vertex in the quadrilateral (hence n may take the values
6-9, 11-14, 16-19, and 21-24). The difference equation may thus be applied to pairs (n-6, n) and (n-5, n-1). If the (n-
5, n-1) pair has the greater difference function, the quadrilateral is split in the default tessellation direction (lower left
vertex to upper right). Alternatively, the quadrilateral is split from the upper left to lower right vertex if the (n-6, n) pair
has the greater difference function. It is noted that the above equation is an approximation of red-green-blue to black
and white color space conversion.
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[0085] It is noted that in a different embodiment, an alternative difference function may be used. Similarly, encodings
of split direction may also differ in other embodiments. It is further noted that the automatic split determination may be
enabled/disabled through the use of a mode bit in one embodiment.

Figures 19-21 - Half-resolution mode

[0086] One common artifact in 3-D graphics is when an object in the background of a scene (represented in low
resolution) moves to the foreground of a scene (into high resolution). Typically this transition from low to high resolution
occurs as a heavyweight switch, resulting in an unappealing (and unrealistic) visual effect. One solution to this problem
is to represent the edge (or edges) of a surface portion of an object in an intermediate resolution during the transition
from low to high resolution. This representation is referred to as "half-resolution", or "half-rez", mode. The use of this
mode is described below as it relates to vertex rasters, although half-rez mode is also applicable to generalized triangle
mesh formats.
[0087] Referring now to Figure 19, the format of the "SetEdgeHalfRez" command is shown. As depicted, the com-
mand includes four one-bit operands (el, et, er, and eb), which may be used to independently set half-rez mode for
each of the four sides of the current vertex raster. (Note that when half-rez mode is used without vertex raster mode,
only the top and bottom bits are applicable in one embodiment).
[0088] Figures 20A-D illustrate surface portions with each of the four bits turned on. For example, surface portion
800A shown in Figure 20A has the "el" (left edge) bit turned on. Surface portions 800B-D shown in Figures 20B-D have
the "er", "et", "eb" bits set respectively. Note that any combination of the four bits may be set (that is, a surface portion
may have more than one edge represented in half-rez mode).
[0089] The use of half-rez mode allows more realistic visual effects. As an object moves from low-resolution to high-
resolution (or vice-versa), surface portions may be intermediately represented as half-resolution. In this manner, a
"patch" may adapt its tessellation to what is required in the area.
[0090] An example of half-rez mode is given by surface portion 810 in Figure 21. As shown, surface portion 810
includes sub-portions 810A-D. Sub-portion 810A, being closest to the viewer, is represented as a 9x9 square grid of
vertices, while sub-portions 810B-D (which are farther away) are represented as 5x5 arrays of vertices. In order to
lessen the abruptness of the resolution change between surface sub-portions 810, two edges of sub-portion 810A are
represented in half-rez mode.

Figure 22-Decompression Hardware

[0091] A block diagram of one embodiment of graphics accelerator 112 depicted in Figure 3 is shown with reference
to Figure 22. As shown, graphics accelerator 112 receives a compressed geometry stream 904. Stream 904 may be
conveyed from main memory via a system bus, or from a separate computer system via a network. Compressed
geometry stream 904 may include 3-D geometry data compressed using a variety of different techniques, such as
those disclosed herein and in US patent 5, 793, 371. Compressed geometry stream 904 may also include uncom-
pressed 3-D geometry data. Both the compressed and uncompressed geometry data describes vertices (and associ-
ated attributes) which are usable for assembling into drawing primitives (typically triangles) which may then be rendered
by a graphics pipeline. Stream 904 also typically includes control information for the corresponding data.
[0092] The data in geometry stream 904 is conveyed to a geometry decompression unit (GDU) 910. In one embod-
iment, GDU 910 receives stream 904, compresses any compressed geometry data, and assembles a plurality of draw-
ing primitives using connectivity information specified in stream 904. As will described below, GDU 910 includes a
mesh buffer 912, which is usable for decompression of geometry data represented in vertex raster or generalized
triangle mesh format. The primitives assembled by GDU 910 are then conveyed to one or more front-end processing
units 920. Although two units (920A-B) are shown in Fig. 22 for simplicity, graphics accelerator 112 may include other
configurations in alternative embodiments.
[0093] In one embodiment, mesh buffer 912 includes a fixed number of storage locations usable for storing parameter
values associated with one or more vertices. In this manner, vertices (and corresponding parameters values) which
are used in forming multiple primitives may be pushed into mesh buffer 912 upon first use. When later needed, these
values may be accessed from mesh buffer 912 which avoids the need to re-specify these vertices in compressed
stream 904. In one embodiment, mesh buffer 912 is organized as a stack, and is accessed by providing an offset into
the stack.
[0094] Generally speaking, front-end processing units 920 are responsible for transforming vertices from a model
space coordinate system (typically defined by the graphics program which generated the geometry data) to a coordinate
system specified by the display device. This series of steps, commonly referred to as the front-end of the graphics
pipeline, includes such operations as modeling transformation, perspective division, clipping, trivial rejection of primi-
tives, and screen space transformation. The drawing primitives generated by processing units 920 are represented in
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a coordinate system (screen or device space) which may easily be drawn by rasterization unit 930.
[0095] In one embodiment, rasterization unit 930 receives drawing primitives represented in device space coordi-
nates. Rasterization unit 930 then renders these primitives on display device 84 using processes such as edge inter-
polation, span interpolation, and texture mapping. Unit 930 may optionally include a z-buffer unit for performing hidden
surface removal.
[0096] In an alternate embodiment of graphics accelerator 112, GDU 910 performs decompression of stream 904,
but does not assemble the vertices into triangle primitives. Instead, the vertices are tagged and conveyed to front-end
processing units 920. Similar to the embodiment described above, units 920A-B perform transformation operations on
the received vertices, outputting vertices represented in device coordinate space. Concurrently, GDU 910 sends con-
nectivity information to rasterization unit 930, referencing the tagged vertices being processed by units 920. In this
embodiment, rasterization unit 930 assembles the received vertices into primitives for rendering on display device 84.

Figures 23-25 -Decompression Flowcharts

[0097] A generalized flowchart depicting a decompression method 930 according to one embodiment of the present
invention is shown with reference to Figure 23. As shown, method 930 first includes a step 932, in which an extent of
the surface portion being represented is set within a decompression unit, such as GDU 910 shown in Figure 22. In one
embodiment, the extent of a surface portion may be encoded using a format such as the "SetVertexRasterSize" com-
mand described above with reference to Figure 7. Other encodings for the extent value may be utilized as well in other
embodiments.
[0098] The extent value indicates to the decompression hardware the arrangement of vertices within the surface
portion. This allows the decompression hardware to properly connect a stream of vertex data into the correct drawing
primitives. In different embodiments, the extent value may indicate the shape of a surface portion, the number of vertices
within the surface portion, or both. The extent value may also be a value which indicates that the vertices of the surface
portion being represented are arranged according to one of a predefined number of arrangements recognized by GDU
910. As described above, the "SetVertexRasterSize" command specifies that the surface portion includes either 25,
81, or 289 vertices arranged in a regular grid with an equal number of rows and columns. In a different embodiment,
this command may specify that the grid is organized in an alternate fashion.
[0099] Method 930 next includes steps 934 and 936, in which global parameter values and corresponding delta
values are initialized. In one embodiment, step 934 includes decoding the "SetVertexRasterStart" command described
above with reference to Figure 8. Execution of this command, in one embodiment, sets initial values in vector registers
0-4. Each of the 5 vector registers is predefined to represent a specific vertex parameter. In alternate embodiments,
other vertex parameters may be added as well. These initial values of the vertex parameters typically correspond to
values of the vertex parameters at the first vertex traversed within the surface portion (see Figure 9).
[0100] In one embodiment, step 936 includes decoding the "SetVertexRasterStep" commands described above with
reference to Figures 10A-B. Execution of this command, in one embodiment, sets delta values for the predetermined
vertex parameters corresponding to the registers. It is noted that even though a register is reserved for a particular
vertex parameter (e.g., color), for a given surface portion, that vertex parameter may not necessarily be specified in a
given geometry stream.
[0101] As described above, there are two "step" commands specified in one embodiment of the present invention.
One step command sets delta values for components of a specified vertex parameter along a first direction (such as
the direction taken when traversing vertices along a given row of the surface portion). A second step command sets
delta values similarly along a second direction (such as between columns) within the surface portion.
[0102] As described above, specifying vertex parameter values in the manner described above (steps 934 and 936)
is referred to as global parameter specification. This is in contrast to the per-vertex (or local) specification of vertex
parameter values also employed according to one embodiment of the present invention. Global parameter specification
may be performed differently in other embodiments. For example, changes in a vertex parameter may be specified
through initial values and one or more equations which define the parameter relative to its position within the vertex
traversal order. Other techniques are also possible. It is further noted that it is possible to represent a surface portion
as a vertex raster without encoding any globally specified parameters. Compression is still achieved since the connec-
tivity (and, hence, the mesh buffer push bits) are specified implicitly by the extent value.
[0103] Method 930 next includes step 938, in which GDU 910 (or other decompression unit) begins accessing the
stream of per-vertex data which includes local values for the vertex parameters. As described above, in one embodi-
ment, specification of an extent value implies a predefined vertex traversal order. Furthermore, in one embodiment, it
is known before receiving the per-vertex data, what parameters are specified for each vertex. (In one embodiment,
this information is determined by control commands such as those described with references to Figures 13A-B). With
the number of vertices known, as well as the number of parameters per vertex, the stream of per-vertex data may be
accurately processed.
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[0104] Consider a given surface portion with two parameters (color and normals) specified locally. If it is known that
only two parameters are specified for each vertex, GDU 910 can correctly determine that after accessing two values
at the beginning of the stream of per-vertex data, subsequent parameter values are associated with the next vertex in
the vertex traversal order. In such a manner, GDU 910 is able to access local parameter values for the first (or next)
vertex specified by the current vertex raster representation.
[0105] The stream of per-vertex data may be encoded using a variety of different techniques. In one embodiment,
each of the parameters in the per-vertex stream is of a predetermined length, facilitating the retrieval of data. In a
preferred embodiment, the per-vertex stream is encoded using the header-body technique described in US patent 3,
753, 371. Generally speaking, the per-vertex data includes fixed-length header portions which are usable to determine
a length of a corresponding variable-length body portions. Each header-body pair includes a data portion that includes
one or more local data values. The data portion may be included wholly in the fixed-length header (indicating a zero-
length body portion), wholly within the body portion, or in both the header and body. To implement a high-speed de-
compression unit, header and body pairs may be separated in the data stream by header and body pairs of other
instructions.
[0106] For example, consider the following sequence of header-body pairs: H1, B0, H2, B1, H3, B2, etc. This indicates
that header-body pair H1-B1 are separated within the per-vertex stream by the body portion of the previous pair (B0)
and the header portion of the next pair (H2). This allows GDU 910 sufficient time to determine the length of the corre-
sponding body portion. In one embodiment, the body length is determined by presenting the fixed-length header portion
to a decompression table. (In one embodiment, there is a separate decompression table for each type of parameter).
In response, the decompression table returns one or more decompression parameters corresponding to the current
header-body pair being processed. These decompression parameters may include, but are not limited to, the amount
of the data portion present in the header portion, the length of the body portion, whether the values in the data portion
are absolute or relative, and a normalization coefficient for the values in the data portion.
[0107] As described above, various decompression parameters are specified, in one embodiment, for each header-
body pair (which includes a vertex parameter value for the current vertex being processed). In step 940, these decom-
pression parameters and the globally specified values are utilized to generate a final vertex parameter value. In one
embodiment, a final vertex parameter value may be generated a) solely from globally specified values, b) solely from
the per-vertex stream, or c) using a combination of the globally specified values and the per-vertex data.
[0108] For case a), a final vertex parameter value is generated by applying the delta values to the current working
value (which is either the initial value or the value for the previous vertex). For case b), the final parameter value is
generated according to the manner in which the value is encoded. If the value is absolutely specified, the normalization
coefficient (if any) is applied to the value in the data portion in order to generate the final value. If the per-vertex value
is delta-encoded, the normalized data value is added to the value of the parameter at the previous vertex.
[0109] Compression according to the present invention also allows delta-delta encoding of values in one embodi-
ment. This is useful if a certain vertex parameter changes in a slightly irregular fashion. (In many instances, the delta-
delta value for a particular vertex may be zero, effectively indicating the last delta is to be applied again to generate
the final parameter value for the particular vertex). In one embodiment, the use of delta-delta encoding is enabled
through a control instruction such as the "SetState" command described above with reference to Figure 13A. In this
embodiment, setting of the dde bit alters the interpretation of the absolute/relative bit within the decompression table,
causing an absolute setting within a decompression table to indicate relative (delta) encoding, with relative encoding
now specifying delta-delta encoding. Because delta-delta values may in some instances be smaller than delta values,
compression efficiency is enhanced through the use of this technique. Thus, to generate a final vertex parameter for
case c), the parameter value for the previous vertex, the previous delta, and the delta-delta value for the current vertex
are all added.
[0110] With the final parameter values generated for a particular vertex in step 940, a determination is made whether
to perform a mesh buffer push in step 942. This determination is made using the previously specified extent value as
well as the current vertex position. For example, in one embodiment, it is predetermined that the entire first row of
vertices are all pushed into the mesh buffer for later use. This push operation is performed in step 944. In one embod-
iment, the vertex and all associated parameters are all pushed into the mesh buffer.
[0111] In step 946, a determination is made whether or not a primitive is to be assembled. For example, in one
embodiment, no primitives are assembled until vertices on the second row are accessed. For the vertices on the first
row, then, step 950 is performed subsequent to step 946. If the determination is made that a primitive is to be assembled,
method 930 next proceeds with step 948.
[0112] In step 948, connectivity information is analyzed in order to determine which vertices are to be used (in addition
to the current vertex) in order to assemble the drawing primitive. In one embodiment, connectivity information includes
that implicitly defined by the extent value as well as quad split information. It is noted that after processing a given
vertex, a plurality of primitives may be formed. Accordingly, after execution of step 948, method 930 returns to the
determination step of 946.
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[0113] Once all primitives have been assembled for the current vertex, a determination is made in step 950 whether
the current vertex is the last vertex (as specified by the previously specified vertex traversal order) within the surface
portion. If the current vertex is not the last vertex, the next vertex is processed in step 938 and execution of method
930 continues. If the current vertex is the last vertex, however, method 930 concludes with step 952.
[0114] If a step vertex raster command is executed subsequent to completion of method 930, the next surface portion
may be processed by using the values of the global parameters from the last vertex of the previous raster representation
and proceeding to step 938 of method 930. The next stream of per-vertex data may then be processed as described
above.
[0115] Method 930 described above gives a general overview of one embodiment of the decompression process.
Method 960, shown in Figure 24, provides a more detailed implementation which handles both implicit and explicit
connectivity information. Method 960 is first described with reference to surface portion 300 depicted in Figure 6, in
which the quadrilaterals formed by neighboring vertices are all split in the same (default) direction. For purposes of the
following examples, the vertex traversal order is assumed to be that shown in Figure 9 (beginning from the lower left
corner). Accordingly, the vertex numbers utilized in the following examples may be understood from Figure 9. For
instance, vertex 2 is the middle vertex on the bottom row in each of the examples given below. It is noted that many
other vertex traversal orders are also possible. It is further noted that any of the procedures for generation of final
parameter values may be employed within method 960.
[0116] Figure 23 describes the notion of forming a primitive. With reference to Figure 24, a primitive is considered
to be formed when all of its vertices are "drawn" (passed to units 920 for processing). In one embodiment, replacement
codes such as those used in generalized triangle strip format dictate how drawn vertices are combined to form triangle
primitives.
[0117] Proceeding from initial state 962, method 960 proceeds to step 964, in which a vertex and its associated
parameters are accessed from compressed geometry stream 904 by GDU 910. For the first row of vertices in surface
portion 300 (vertices 0-4), all vertex parameter values are pushed into mesh buffer 912 in step 966. These vertices
are not drawn, however, indicating that no primitives are formed. A determination is made in step 968 as to whether
the current vertex is the last vertex of the first row. If the current vertex is not the last vertex of the first row, method
960 returns to step 964 and processes the next vertex.
[0118] If the current vertex is at the end of the first row, however, the first vertex of the current row (vertex 0 in Figure
9) is accessed from mesh buffer 912 and drawn in step 970. The attributes of this vertex are next loaded into GDU
910 registers in step 972. These loaded values are used, if needed, to calculate parameters values of the first vertex
of the next row (vertex 5), which are accessed in step 974. The parameters of vertex 5 are also pushed into mesh
buffer 912 and then drawn in step 974.
[0119] In step 976, a determination is made as to whether a quad split bit is set for the current quadrilateral within
compressed geometry stream. In one embodiment, a deasserted quad split bit indicates that a quadrilateral should be
tessellated in the default direction (upper right comer to lower left). If this bit is set, however, the quad is split from the
upper left comer to lower right. If a quad split bit is not specified, the quad is tessellated in a predetermined default
direction in one embodiment.
[0120] In one embodiment of a vertex raster representation of surface portion 300, no quad split bits are set. Ac-
cordingly, method 960 proceeds to step 978, in which parameters of the next vertex of the current row (vertex 6) are
accessed. These parameters are pushed into mesh buffer 912 and the vertex is drawn in step 980. A first triangle
primitive within surface portion 300 is now formed, with vertices 0, 5, and 6 all being drawn. The next triangle primitive
is formed in step 982, in which the next vertex of the previous row (vertex 1) is drawn. This steps effectively forms the
primitive defined by vertices 5, 6, and 1.
[0121] In step 990, the current vertex is tested to determine if it is the last vertex in the current row. If the vertex is
not the last in the current row, method 960 returns to step 976 to check the next quad split bit. Method 960 continues
as described above, forming the remaining triangle primitives between the bottom two rows of vertices. When the last
vertex in the second row is detected in step 990, a further check is made in step 992 to determine if the current vertex
is the last in the surface portion. Since this is not the case in this example, method 960 proceeds with step 970, in
which the first vertex of the current row (vertex 5) is accessed from mesh buffer 912 and drawn (again). Then vertex
10 of the third row is drawn in step 974. The quad split bit for this vertex is checked in step 976, and formation of triangle
primitives continues as described above. Method 960 eventually exits at step 994 when vertex 24 is detected in step
992.
[0122] Next, method 960 is described using surface portion 700 as input. Method 960 begins as described above,
accessing vertex parameter values for vertices 0-4 and pushing these values into mesh buffer 912 in steps 964-966.
When vertex 4 is detected in step 968, vertex 0 is retrieved from mesh buffer 912 in step 970. Then the attributes of
vertex 5 are accessed from stream 904 and drawn in step 976. So far, the steps for surface portion 700 correspond to
those taken for surface portion 300, with vertices 0 and 5 both being drawn.
[0123] Since the quad split bit for the first quadrilateral in surface portion 700 is split, however, method 960 next
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proceeds to step 984, in which the next vertex of the previous row (vertex 1) is accessed from mesh buffer 912 and
drawn. This forms a triangle defined by vertices 0, 5, and 1. In steps 986 and 988, a second triangle is formed from
vertices 5, 1, and 6. Method 960 then returns to step 976, where the next quad split bit is checked. Based on the result
of this determination, two more triangles are formed and the method returns to step 976. When all triangles are formed
for the current row, method 960 returns to step 970. Decompression of the remainder of surface portion 700 proceeds
as described above.
[0124] Figure 25 depicts a method for decompressing a surface portion in which a bottom edge is designated as
being half-rez (as described above with reference to Figure 19). One example of such a surface portion is portion 800D
in Figure 20D. As depicted in Figure 20D, some vertices on a half-rez edge are not utilized in forming any of the triangle
primitives within surface portion 800D. Method 1000 shown in Figure 25 accounts for this fact.
[0125] From initial state 1002, method 1000 proceeds to step 1004, in which the first vertex (vertex 0) is accessed
from stream 904. Vertex 0 and its attributes are pushed into mesh buffer 912 in step 1006. Vertex 1 and associated
parameters are accessed in step 1008. Because vertex 1 is not utilized for triangle formation, however, the attributes
accessed in step 1008 are not used. In spite of the fact that these attributes are not used, a dummy mesh buffer push
is performed in step 1010. This is done so that subsequent rows may access mesh buffer 912 in the same fashion
whether or not the bottom edge is represented in half-rez mode or not.
[0126] In steps 1012-1014, vertex 2 and its attributes are retrieved from stream 904 and pushed into mesh buffer
912. Since vertex 2 is not the last vertex in the row, method 1000 returns to step 1008. This results in vertex 3 being
allocated a dummy position in mesh buffer 912, and vertex 4 having its attributes pushed into an "actual" position within
mesh buffer 912.
[0127] At this point, vertices 0-4 are pushed into mesh buffer 912 with either placeholder or actual entries. Method
1000 next proceeds to steps 1018-1020, in which vertex 0 is accessed from mesh buffer 912 and drawn. In step 1022,
vertex 5 is accessed from stream 904, drawn, and pushed into mesh buffer 912. Next, vertex 6 is accessed, drawn,
and pushed in step 1024. This completes formation of the triangle primitive defined by vertices, 0, 5, and 6.
[0128] Method 1000 continues with step 1026, in which the next vertex from the previous row whose attributes have
not been dropped is drawn. This corresponds to vertex 2, since vertex 1 is not used in triangle formation This step also
completes formation of the triangle defined by vertices 0, 2, and 6. (These vertices are used instead of three most
recently drawn vertices since half-rez edges correspond to "star" triangle strips. These formations are drawn in gen-
eralized triangle strip format using the "replace middlest" vertex command). Next, in step 1028, the next vertex from
the current row, vertex 7, is accessed, pushed, and drawn, forming a primitive from vertices 6, 2, and 7.
[0129] In step 1030, a determination is made that the end of the row has not been reached. Thus, method 1000
continues with step 1024. Steps 1024-1028 repeat, forming three primitives using vertex groups (2, 7, 8), (2, 8, ,4) and
(8, 4, 9), respectively.
[0130] With the first row of primitives drawn, method 1000 continues processing by executing steps 970-994 of
method 960 until the last vertex of surface portion 800D is reached.
[0131] Method 1000 is usable to perform decompression on a regularly tiled surface portion in which the bottom
edge is represented in half resolution. Decompression of surface portions in which other edges are represented in half-
rez is performed similarly. For more information, refer to related document D2 entitled "Method of Producing a Sequence
of Triangles From a Vertex Raster With and Without Half Resolution Edges While Decompressing a Compressed
Geometry Stream", filed January 15, 1998 by Jeffrey M. Chan. It is noted that in alternate embodiments, quad split
bits and half-rez edges may be processed differently.
[0132] Although the system and method of the present invention have been described in connection with the de-
scribed embodiments, it is not intended to be limited to the specific form set forth herein, but on the contrary, it is
intended to cover such alternatives, modifications, and equivalents, as can be reasonably included within the scope
of the invention defined in the appended claims.

Claims

1. A method (200) for compressing 3-D geometry data which represents a regularly tiled first surface portion of a 3-D
graphical object, said method comprising:

receiving (220) said 3-D geometry data, wherein said 3-D geometry data includes vertex parameter values
corresponding to vertices within said first surface portion;
encoding (230) an extent value which defines an arrangement of said vertices within said first surface portion;
encoding (240-260) vertex parameter values corresponding to said vertices within said first surface portion;
wherein said encoded extent value and said encoded vertex parameter values are a compressed Vertex raster
representation of said 3-D geometry data constructed by exploiting the regular tiling of said first surface portion.
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2. The method of claim 1, wherein said vertex parameter values of said vertices within said first surface portion are
selected from the group consisting of: (i) position values, (ii) color values, (iii) normal values, (iv) texture map
coordinates, (v) bump mapping vectors, (vi) displacement mapping vectors, (vii) surface material properties.

3. The method of claim 1, wherein said extent value specifies a predefined arrangement of vertices within said first
surface portion.

4. The method of claim 1, wherein said encoding vertex parameter values includes setting an initial value for a first
vertex parameter, wherein said initial value corresponds to a first vertex of said vertices within said first surface
portion.

5. The method of claim 4, wherein said encoding vertex parameter values further includes specifying one or more
delta values for said first vertex parameter.

6. The method of claim 5, wherein said initial value and one or more delta values are usable to generate final values
of said first vertex parameter for each of said vertices within said first surface portion.

7. The method of claim 5, wherein said extent value specifies a vertex traversal order of said vertices within said first
surface portion, and wherein said vertex traversal order specifies that said first vertex is traversed first.

8. The method of claim 7, wherein said one or more delta values are usable to generate values of said first vertex
parameter value for remaining ones of said vertices within said first surface portion which are traversed subsequent
to said first vertex according to said vertex traversal order.

9. The method of claim 5, wherein said first vertex parameter value is selected from the group consisting of: (i) position
value, (ii) color value, (iii) normal value, (iv) surface material property, (v) bump mapping vector, and (vi) displace-
ment mapping vector.

10. The method of claim 1, wherein said encoding vertex parameter values includes specifying a stream of per-vertex
data, wherein said stream of per-vertex data includes values of one or more vertex parameters for each of said
vertices within said first surface portion.

11. The method of claim 10, wherein said one or more vertex parameters specified in said stream of per-vertex data
include vertex parameter values selected from the group consisting of: (i) position values, (ii) color values, (iii)
normal values, (iv) z-displacement values, (v) texture map coordinates, and (vi) quad split information.

12. The method of claim 10, wherein said stream of per-vertex data includes a first vertex parameter value which is
absolutely specified.

13. The method of claim 10, wherein said stream of per-vertex data includes a first vertex parameter value which is
delta-encoded relative to a previously specified vertex parameter value.

14. The method of claim 10, wherein said stream of per-vertex data includes a first vertex parameter value which is
delta-delta-encoded relative to a second vertex parameter value specified prior to said first vertex parameter value,
and wherein said second vertex parameter value is delta-encoded relative to a third vertex parameter value spec-
ified prior to said second vertex parameter value.

15. The method of claim 1, wherein said encoding vertex parameter values includes specifying parameter values that
are to be interpolated over said first surface portion and specifying parameter values that are to be specified on a
per-vertex basis.

16. The method of claim 1, wherein said vertices within said first surface portion include a first vertex, and wherein
said 3-D geometry data includes a value of a first vertex parameter for said first vertex and a value of a second
vertex parameter for said first vertex.

17. The method of claim 16, wherein said value of said first vertex parameter for said first vertex is encoded using an
initial parameter value and one or more delta values, and wherein said value of said second vertex parameter for
said first vertex is encoded explicitly.
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18. The method of claim 17, wherein said vertices within said first surface portion include a first vertex, and wherein
said 3-D geometry data includes a value of a first vertex parameter for said first vertex.

19. The method of claim 18, wherein said encoded vertex parameter values include an initial value for said first vertex
parameter, one or more delta values for said first vertex parameter, and a local value for said first vertex parameter
at said first vertex, and wherein said initial value for said first vertex parameter, said one or more delta values for
said first vertex parameter, and said local value for said first vertex parameter at said first vertex are usable to
generate said value of said first vertex parameter for said first vertex.

20. The method of claim 1, wherein neighboring vertices within said first surface portion are organized into a plurality
of quadrilateral primitives.

21. The method of claim 20, wherein said encoding vertex parameter values includes specifying a tessellation direction
for each of said plurality of quadrilateral primitives.

22. The method of claim 1, further comprising specifying that one or more edges of said first surface portion be rendered
at a lower resolution than an interior of said first surface portion.

23. A computer system (102, 104, 106, 112) for compressing 3-D geometry data which represents a regularly tiled
first surface portion of a 3-D graphical object, comprising:

a host CPU (102),
a memory (106) for storing said 3-D geometry data, wherein said 3-D geometry data includes vertex parameter
values corresponding to vertices within said first surface portion, wherein said memory further includes pro-
gram instructions comprising :

program means for encoding an extent value for said first surface portion which specifies an arrangement
of said vertices within said first surface portion;
program means for encoding vertex parameter values corresponding to said vertices within said first sur-
face portion;

wherein said host CPU is operable to execute said program instructions in order to form a compressed Vertex
raster representation of said first surface portion constructed by exploiting the regular tiling of said first surface
portion.

24. The computer system of claim 23, wherein said vertex parameter values corresponding to said vertices within said
first surface portion are selected from the group consisting of: (i) position values, (ii) color values, (iii) normal values,
(iv) texture map coordinates, (v) bump mapping vectors, (vi) displacement mapping vectors, (vii) surface material
properties.

25. The computer system of claim 23, wherein said encoded vertex parameter values include globally specified values
for selected vertex parameters.

26. The computer system of claim 25, wherein said encoded vertex parameter values include one or more delta values
for said selected vertex parameters, wherein said one or more delta values specify how said globally specified
values change across said first surface portion.

27. The computer system of claim 26, wherein said encoded vertex parameter values include local values for said
selected vertex parameters, wherein said local values are usable to combine with values generated from said
globally specified values and said one or more delta values in order to generate final values for said selected vertex
parameters.

28. The computer system of claim 23, wherein said encoded vertex parameter values include local values for selected
vertex parameters, wherein said local values are specified on a per-vertex basis for said vertices within said first
surface portion.

29. The computer system of claim 28, wherein said local values includes vertex parameter values encoded using one
or more techniques selected from the group consisting of: (i) absolute encoding, (ii) delta-encoding, and (iii) delta-
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delta encoding.

30. A method for decompressing compressed 3-D geometry data, wherein said compressed 3-D geometry data rep-
resents a regularly tiled first surface portion encoded as a vertex raster constructed by exploiting the regular tiling
of said first surface portion of a 3-D graphical object, said method comprising:

receiving (930) said compressed 3-D geometry data, wherein said 3-D geometry data includes vertex param-
eter values corresponding to vertices within said first surface portion, wherein said compressed 3-D geometry
data includes an extent value which specifies an arrangement of said vertices within said first surface portion,
and wherein said compressed 3-D geometry data further includes encoded vertex parameter values corre-
sponding to said vertices within said first surface portion;
decoding (932) said extent value to determine said arrangement of said vertices within said first surface portion;
decoding said encoded vertex parameter values corresponding to said vertices within said first surface portion;
generating a plurality of geometric primitives from said encoded vertex parameter values according to said
arrangement of said vertices within said first surface portion.

31. The method of claim 30, wherein said encoded vertex parameters are selected from the group consisting of: (i)
position values, (ii) color values, (iii) normal values, (iv) texture map coordinates, (v) bump mapping vectors, (vi)
displacement mapping vectors, (vii) surface material properties.

32. The method of claim 30, wherein said vertices within said first surface portion are organized in a regular grid, and
wherein said extent value specifies dimensions of said regular grid.

33. The method of claim 30, wherein said extent value specifies a manner in which neighboring vertices within said
first surface portion are to be connected to form said plurality of geometric primitives.

34. The method of claim 30, wherein said decoding said encoded vertex parameter values includes decoding an initial
value for a first vertex parameter.

35. The method of claim 34, wherein said decoding said encoded vertex parameter values further includes decoding
one or more delta values for said first vertex parameter.

36. The method of claim 35, wherein said initial value for said first vertex parameter and said one or more delta values
for said first vertex parameter are usable to generate final values of said first vertex parameter for said vertices
within said first surface portion.

37. The method of claim 36, wherein said final values of said first vertex parameter for said vertices within said first
surface portion are generated according to a predetermined vertex traversal order specified by said extent value.

38. The method of claim 30, wherein said decoding said encoded vertex parameter values includes decoding a stream
of per-vertex data, wherein said stream of per-vertex data includes one or more encoded vertex parameter values
for each of said vertices within said first surface portion.

39. The method of claim 38 wherein said encoded vertex parameter values in said per-vertex data stream are selected
from the group consisting of: (i) position, (ii) color, (iii) normals, (iv) texture map coordinates, (v) z-displacements,
and (vi) surface material properties.

40. The method of claim 38, wherein said one or more encoded vertex parameter values for each of said vertices
within said first surface portion are represented in a format selected from the group consisting of: (i) absolute value,
(ii) delta-encoded value, (iii) delta-delta encoded value.

41. The method of claim 30, wherein said decoding said encoded vertex parameter values includes storing parameter
values corresponding to selected ones of said vertices within said first surface portion into a mesh buffer for sub-
sequent use.

42. The method of claim 41, wherein said selected ones of said vertices within said first surface portion are selected
according to said extent value.
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43. The method of claim 41, wherein said generating said plurality of geometric primitives includes referencing pa-
rameters values previously stored in said mesh buffer.

44. The method of claim 30, wherein said decoding said encoded vertex parameter values includes decoding explicit
connectivity information, wherein said explicit connectivity information is usable to determine how each of a plurality
of surface sub-portions within said first surface portion are divided into drawing primitives, wherein each of said
plurality of surface sub-portions corresponds to an area between neighboring vertices within said first surface
portion.

45. The method of claim 30, further comprising decoding a reduced resolution mode indication that specifies one or
more edges of said first surface portion are to be represented in a lower resolution than an interior of said first
surface portion.

46. The method of claim 30, further comprising decoding an indication which specifies that a portion of said compressed
3-D geometry data corresponding to said first surface portion is to be re-used in decoding 3-D geometry data
corresponding to a second surface portion of said 3-D graphical object.

47. A graphics sub-system (112) for decompressing compressed 3-D geometry data, wherein said compressed 3-D
geometry data represents a regularly tiled first surface portion encoded as a vertex raster constructed by exploiting
the regular tiling of said first surface portion of a 3-D graphical object, said graphics sub-system comprising:

a decompression unit (910) coupled to receive compressed 3-D geometry data, wherein said 3-D geometry
data includes vertex parameter values corresponding to vertices within said first surface portion, wherein said
compressed 3-D geometry data includes an extent value which specifies an arrangement of said vertices
within said first surface portion, and wherein said compressed 3-D geometry data further includes encoded
vertex parameter values corresponding to said vertices within said first surface portion;
wherein said decompression unit is configured to decode said extent value in order to determine said arrange-
ment of said vertices within said first surface portion, and wherein said decompression unit is further configured
to decode said encoded vertex parameter values corresponding to said vertices within said first surface portion,
thereby producing decoded vertex parameter values;

and wherein said decompression unit is still further configured to generate a plurality of geometric primitives
from said decoded vertex parameter values according to said arrangement of said vertices within said first surface
portion specified by said extent value.

48. The graphics sub-system of claim 47, wherein said encoded vertex parameters are selected from the group con-
sisting of: (i) position values, (ii) color values, (iii) normal values, (iv) texture map coordinates, (v) bump mapping
vectors, (vi) displacement mapping vectors, (vii) surface material properties.

49. The graphics sub-system of claim 47, wherein said decompression unit includes a mesh buffer for storing vertex
parameter values, wherein said decompression unit is configured to store selected decoded parameter values in
said mesh buffer for subsequent use.

50. The graphics sub-system of claim 49, wherein said decompression unit is configured to re-use parameter values
stored in said mesh buffer in order to form selected ones of said plurality of geometric primitives.

51. The graphics sub-system of claim 47, wherein said decompression unit is configured to decode an initial value for
a first vertex parameter, wherein said initial value corresponds to a value of said first vertex parameter at an initial
vertex of a vertex traversal order specified by said extent value.

52. The graphics sub-system of claim 51, wherein said decompression unit is configured to decode an indication of
how said first vertex parameter changes value across said first surface portion according to said vertex traversal
order.

53. The graphics sub-system of claim 52, wherein said decompression unit is configured to generate values of said
first vertex parameter for said vertices within said first surface portion by utilizing said initial value of said first vertex
parameter and said indication of how said first vertex parameter changes value across said first surface portion.
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54. The graphics sub-system of claim 47, wherein said decompression unit is configured to decode a stream of per-
vertex data which includes one or more vertex parameter values for each of said vertices within said first surface
portion.

55. The graphics sub-system of claim 54, wherein said one or more vertex parameter values within said stream of
per-vertex data are encoded in a format selected from the group consisting of: (i) absolute encoding, (ii) delta
encoding, and (iii) delta-delta encoding.

56. The graphics subsystem of claim 47, wherein said decompression unit is configured to decode connectivity infor-
mation included in said compressed 3-D geometry data, wherein said decompression unit is configured to form
said plurality of geometric primitives according to said connectivity information.

57. The graphics sub-system of claim 56, wherein said connectivity information includes a plurality of quad split bits.

58. The graphics sub-system of claim 47, wherein said decompression unit is configured to decode a reduced reso-
lution mode indication that specifies one or more edges of said first surface portion are to be represented in a
lower resolution than an interior of said first surface portion.

59. The graphics sub-system of claim 47, wherein said decompression unit is configured to decode an indication which
specifies that a portion of said compressed 3-D geometry data corresponding to said first surface portion is to be
re-used in decoding 3-D geometry data corresponding to a second surface portion of said 3-D graphical object.

Patentansprüche

1. Verfahren (200) für die Komprimierung von 3D-Geometriedaten, die einen regulär gekachelten (tiled) ersten Ober-
flächenabschnitt eines graphischen 3D-Objektes repräsentieren, wobei das Verfahren aufweist:

Empfangen (320) der 3D-Geometriedaten, wobei die 3D-Geometriedaten Vertex-Parameterwerte beinhalten,
die zu Vertices bzw. Eckpunkten innerhalb des ersten Oberflächenabschnittes korrespondieren,
Codieren (230) eines Umfangs- bzw. Ausdehnungswertes, der eine Anordnung der Vertices innerhalb des
ersten Oberflächenabschnittes definiert,
Codieren (240-260) der Vertex-Parameterwerte, die den Vertices innerhalb des ersten Oberflächenabschnittes
entsprechen,

wobei der codierte Ausdehnungswert und die codierten Vertex-Parameterwerte eine komprimierte Vertex-
Rasterdarstellung der 3D-Geometriedaten sind, die durch Ausnutzen der regelmäßigen Kachelung des ersten
Oberflächenabschnitts konstruiert wurden.

2. Verfahren nach Anspruch 1, wobei die Vertex-Parameterwerte der Vertices innerhalb des ersten Oberflächenab-
schnittes aus der Gruppe ausgewählt werden, die besteht aus: (i) Positionswerten, (ii) Farbwerten, (iii) Normalen-
werten, (iv) Texturabbildungskoordinaten, (v) Bump- bzw. Vorsprungsabbildungsvektoren, (vi) Verschiebungs-
bzw. Verrückungsabbildungsvektoren, (vii) Oberflächenmaterialeigenschaften.

3. Verfahren nach Anspruch 1, wobei der Ausdehnungswert eine vordefinierte Anordnung von Vertices innerhalb des
ersten Oberflächenabschnittes spezifiziert.

4. Verfahren nach Anspruch 1, wobei das Codieren der Vertex-Parameterwerte das Einstellen eines ursprünglichen
Wertes für einen ersten Vertex-Parameter beinhaltet, wobei der ursprüngliche Wert einem ersten Vertex der Ver-
tices innerhalb des ersten Oberflächenabschnittes entspricht.

5. Verfahren nach Anspruch 4, wobei das Codieren der Vertex-Parameterwerte weiterhin das Spezifizieren von einem
oder mehreren Delta-Werten für den ersten Vertex-Parameter beinhaltet.

6. Verfahren nach Anspruch 5, wobei der Ursprungswert und ein oder mehrere Delta-Werte verwendbar sind, um
finale Werte des ersten Vertex-Parameters für jedes der Vertices innerhalb des ersten Oberflächenabschnittes zu
erzeugen.
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7. Verfahren nach Anspruch 5, wobei der Ausdehnungswert eine Vertex-Traversierungsordnung bzw. Vertex-Durch-
laufordnung der Vertices innerhalb des ersten Oberflächenabschnittes spezifiziert und wobei die Vertex-Traver-
sierungsordnung spezifiziert, daß der erste Vertex als erstes durchlaufen wird.

8. Verfahren nach Anspruch 7, wobei ein oder mehrere Delta-Werte verwendbar sind, um Werte des ersten Vertex-
Parameterwertes für die verbleibenden Vertices innerhalb des ersten Oberflächenabschnittes, die gemäß der Ver-
tex-Traversierungsordnung auf den ersten Vertex folgend durchlaufen werden, zu erzeugen.

9. Verfahren nach Anspruch 5, wobei der erste Vertex-Parameterwert aus der Gruppe ausgewählt wird, die besteht
aus: (i) Positionswert, (ii) Farbwert, (iii) Normalenwert, (iv) Oberflächenmaterialeigenschaft, (v) Bump- bzw. Vor-
sprungsabbildungsvektor und (vi) Verschiebungsabbildungsvektor.

10. Verfahren nach Anspruch 1, wobei das Codieren der Vertex-Parameterwerte das Spezifizieren eines Stromes von
pro-Vertex-Daten beinhaltet, wobei der Strom der pro-Vertex-Daten Werte von einem oder mehreren Vertex-Pa-
rameter für jeden der Vertices innerhalb des ersten Oberflächenabschnittes beinhaltet.

11. Verfahren nach Anspruch 10, wobei der eine oder die mehreren Vertex-Parameter, die in dem Strom der pro-
Vertex-Daten spezifiziert sind, Vertex-Parameterwerte beinhalten, die ausgewählt werden aus der Gruppe, die
besteht aus: (i) Positionswerten, (ii) Farbwerten, (iii) Normalenwerten, (iv) Z-Verschiebungswerten, (v) Texturab-
bildungskoordinaten und (vi) Viereckaufteilungs- bzw. Quad-Split-Information.

12. Verfahren nach Anspruch 10, wobei der Strom von pro-Vertex-Daten einen ersten Vertex-Parameterwert beinhal-
tet, der absolut spezifiziert ist.

13. Verfahren nach Anspruch 10, wobei der Strom von pro-Vertex-Daten einen ersten Vertex-Parameterwert enthält,
der relativ zu einem vorher spezifizierten Vertex-Parameterwert delta-codiert ist.

14. Verfahren nach Anspruch 10, wobei der Strom von pro-Vertex-Daten einen ersten Vertex-Parameterwert beinhal-
tet, der relativ zu einem zweiten Vertex-Parameterwert delta-delta-codiert ist, der vor dem ersten Vertex-Parame-
terwert spezifiziert wurde, und wobei der zweite Vertex-Parameterwert relativ zu einem dritten Vertex-Parameter-
wert delta-codiert ist, der vor dem zweiten Vertex-Parameterwert spezifiziert wurde.

15. Verfahren nach Anspruch 1, wobei das Codieren der Vertex-Parameterwerte das Spezifizieren von Parameter-
werten beinhaltet, die entlang des ersten Oberflächenabschnittes zu interpolieren sind, und das Spezifizieren von
Parameterwerten beinhaltet, die auf einer pro-Vertex-Basis spezifiziert werden sollen.

16. Verfahren nach Anspruch 1, wobei die Vertices innerhalb des ersten Oberflächenabschnittes ein erstes Vertex
beinhalten und wobei die 3D-Geometriedaten einen Wert eines ersten Vertex-Parameters für den ersten Vertex
und einen Wert eines zweiten Vertex-Parameters für das erste Vertex beinhalten.

17. Verfahren nach Anspruch 16, wobei der Wert des ersten Vertex-Parameters für den ersten Vertex codiert wird
unter Verwendung eines ursprünglichen Parameterwertes und eines oder mehrerer Delta-Werte und wobei der
Wert des zweiten Vertex-Parameters für den ersten Vertex explizit codiert wird.

18. Verfahren nach Anspruch 17, wobei die Vertices innerhalb des ersten Oberflächenabschnittes einen ersten Vertex
beinhalten und wobei die 3D-Geometriedaten einen Wert eines ersten Vertex-Parameters für den ersten Vertex
beinhalten.

19. Verfahren nach Anspruch 18, wobei die codierten Vertex-Parameterwerte einen ursprünglichen Wert für einen
ersten Vertex-Parameter, einen oder mehrere Delta-Werte für den ersten Vertex-Parameter und einen lokalen
Wert für den ersten Vertex-Parameter an dem ersten Vertex beinhalten, und wobei der ursprüngliche Wert für den
ersten Vertex-Parameter, die ein oder mehreren Delta-Werte für den ersten Vertex-Parameter und der lokale Wert
für den ersten Vertex-Parameter bei dem ersten Vertex verwendbar sind, um den Wert des ersten Vertex-Para-
meters für den ersten Vertex zu erzeugen.

20. Verfahren nach Anspruch 1, wobei benachbarte Vertices innerhalb des ersten Oberflächenabschnittes in eine
Mehrzahl von viereckigen Grundelementen gegliedert sind.
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21. Verfahren nach Anspruch 20, wobei das Codieren der Vertex-Parameterwerte das Spezifizieren einer Tessellie-
rungsrichtung bzw. Aufteilungsrichtung für jedes der Mehrzahl von viereckigen Grundelementen beinhaltet.

22. Verfahren nach Anspruch 1, das weiterhin aufweist das Spezifizieren, daß eine oder mehrere Kanten des ersten
Oberflächenabschnittes mit einer niedrigeren Auflösung als das Innere des ersten Oberflächenabschnittes darge-
stellt werden.

23. Computersystem (102, 104, 106, 112) für das Komprimieren von 3D-Geometriedaten, die einen regelmäßig ge-
kachelten ersten Oberflächenabschnitt eines 3D-Grafikobjekts repräsentieren, das aufweist:

eine Host-CPU (102),
einen Speicher (106) für das Ablegen der 3D-Geometriedaten, wobei die 3D-Geometriedaten Vertex-Para-
meterwerte beinhalten, die Vertices innerhalb des ersten Oberflächenabschnittes entsprechen, wobei der
Speicher weiterhin Programmbefehle beinhaltet, die aufweisen:
eine Programmiereinrichtung für das Codieren eines Ausdehnungswertes für den ersten Oberflächenab-
schnitt, der eine Anordnung der Vertices innerhalb des ersten Oberflächenabschnittes spezifiziert,
eine Programmeinrichtung für das Codieren der Vertex-Parameterwerte, die den Vertices innerhalb des ersten
Oberflächenabschnittes entsprechen,

wobei die Host-CPU derart betreibbar ist, daß sie die Programmbefehle ausführt, um eine komprimierte
Vertex-Rasterdarstellung des ersten Oberflächenabschnittes zu bilden, die durch Ausnutzen der regelmäßigen
Kachelung des ersten Oberflächenabschnittes konstruiert wird.

24. Computersystem nach Anspruch 23, wobei die Vertex-Parameterwerte, die zu den Vertices innerhalb des ersten
Oberflächenabschnittes korrespondieren, ausgewählt werden aus der Gruppe, die besteht aus: (i) Positionswer-
ten, (ii) Farbwerten, (iii) Normalenwerten, (iv) Texturabbildungskoordinaten, (v) Bump- bzw. Hervorhebungsabbil-
dungsvektoren, (vi) Verschiebungsabbildungsvektoren, (vii) Oberflächenmaterialeigenschaften.

25. Computersystem nach Anspruch 23, wobei die codierten Vertex-Parameterwerte global spezifizierte Werte für
ausgewählte Vertex-Parameter beinhalten.

26. Computersystem nach Anspruch 25, wobei die codierten Vertex-Parameterwerte ein oder mehrere Delta-Werte
für die ausgewählten Vertex-Parameter beinhalten, wobei der eine oder die mehreren Delta-Werte spezifizieren,
wie sich die global spezifizierten Werte über den ersten Oberflächenabschnitt ändern.

27. Computersystem nach Anspruch 26, wobei die codierten Vertex-Parameterwerte lokale Werte für die ausgewähl-
ten Vertex-Parameter beinhalten, wobei die lokalen Werte verwendbar sind, um mit Werten, die von den global
spezifizierten Werten und dem einen oder den mehreren Delta-Werten erzeugt werden, kombiniert zu werden, um
finale Werte für die ausgewählten Vertex-Parameter zu erzeugen.

28. Computersystem nach Anspruch 23, wobei die codierten Vertex-Parameterwerte lokale Werte für ausgewählte
Vertex-Parameter beinhalten, wobei die lokalen Werte auf einer pro-Vertex-Basis für die Vertices innerhalb des
ersten Oberflächenabschnittes spezifiziert werden.

29. Computersystem nach Anspruch 28, wobei die lokalen Werte Vertex-Parameterwerte enthalten, die codiert sind
unter Verwendung einer oder mehreren Techniken, die aus der Gruppe ausgewählt wurden, die besteht aus: (i)
absolute Codierung, (ii) Delta-Codierung und (iii) Delta-Delta-Codierung.

30. Verfahren für die Dekomprimierung von komprimierten 3D-Geometriedaten, wobei die komprimierten 3D-Geome-
triedaten einen regelmäßig gekachelten ersten Oberflächenabschnitt eines 3D-Grafikobjektes repräsentieren, der
als ein Vertex-Raster codiert ist, das durch Ausnutzen der regelmäßigen Kachelung des ersten Oberflächenab-
schnittes konstruiert wurde, wobei das Verfahren aufweist:

Empfangen (930) der komprimierten 3D-Geometriedaten, wobei die 3D-Geometriedaten Vertex-Parameter-
werte beinhalten, die den Vertices innerhalb des ersten Oberflächenabschnittes entsprechen, wobei die kom-
primierten 3D-Geometriedaten einen Ausdehnungswert beinhalten, der eine Anordnung der Vertices innerhalb
des ersten Oberflächenabschnittes spezifiziert, und wobei die komprimierten 3D-Geometriedaten weiterhin
codierte Vertex-Parameterwerte beinhalten, die zu den Vertices innerhalb des ersten Oberflächenabschnittes
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korrespondieren,
Decodieren (932) des Ausdehnungswertes, um die Anordnung der Vertices innerhalb des ersten Oberflächen-
abschnittes zu bestimmen,
Decodieren der codierten Vertex-Parameterwerte, die den Vertices innerhalb des ersten Oberflächenabschnit-
tes entsprechen,
Erzeugen einer Mehrzahl von geometrischen Grundelementen aus den codierten Vertex-Parameterwerten
entsprechend der Anordnung der Vertices innerhalb des ersten Oberflächenabschnittes.

31. Verfahren nach Anspruch 30, wobei die codierten Vertex-Parameter aus der Gruppe ausgewählt werden, die be-
steht aus: (i) Positionswerten, (ii) Farbwerten, (iii) Normalenwerten, (iv) Texturabbildungskoordinaten, (v) Bump-
bzw. Vorsprungsabbildungsvektoren, (vi) Verrückungs- bzw. Verschiebungsabbildungsvektoren, (vii) Oberflächen-
materialeigenschaften.

32. Verfahren Anspruch 30, wobei die Vertices innerhalb des ersten Oberflächenabschnittes in einem regelmäßigen
Gitter organisiert sind und wobei der Ausdehnungswert die Dimensionen des regulären Gitters spezifiziert.

33. Verfahren nach Anspruch 30, wobei der Ausdehnungswert eine Art und Weise spezifiziert, in der benachbarte
Vertices innerhalb des ersten Oberflächenabschnittes zu verbinden sind, um die Mehrzahl von geometrischen
Grundelementen zu bilden.

34. Verfahren nach Anspruch 30, wobei das Decodieren der codierten Vertex-Parameterwerte das Decodieren eines
ursprünglichen Wertes für einen ersten Vertex-Parameter beinhaltet.

35. Verfahren nach Anspruch 34, wobei das Decodieren der codierten Vertex-Parameterwerte weiterhin das Deco-
dieren von einem oder mehreren Delta-Werten für den ersten Vertex-Parameter beinhaltet.

36. Verfahren nach Anspruch 35, wobei der ursprüngliche Wert für den ersten Vertex-Parameter und der eine oder
die mehreren Delta-Werte für den ersten Vertex-Parameter verwendbar sind, um finale Werte des ersten Vertex-
Parameters für die Vertices innerhalb des ersten Oberflächenabschnittes zu erzeugen.

37. Verfahren nach Anspruch 36, wobei die finalen Werte des ersten Vertex-Parameters für die Vertices innerhalb des
ersten Oberflächenabschnittes erzeugt werden entsprechend einer vorbestimmten Vertex-Durchlaufordnung, die
von dem Ausdehnungswert spezifiziert wird.

38. Verfahren nach Anspruch 30, wobei das Decodieren der codierten Vertex-Parameterwerte das Decodieren eines
Stromes von pro-Vertex-Daten beinhaltet, wobei der Strom von pro-Vertex-Daten einen oder mehrere codierte
Vertex-Parameterwerte für jeden der Vertices innerhalb des ersten Oberflächenabschnittes beinhaltet.

39. Verfahren nach Anspruch 38, wobei die codierten Vertex-Parameterwerte in dem pro-Vertex-Datenstrom aus der
Gruppe ausgewählt werden, die besteht aus: (i) Position, (ii) Farbe, (iii) Normale, (iv) Texturabbildungskoordinaten,
(v) Z-Verschiebungen und (vi) Oberflächenmaterialeigenschaften.

40. Verfahren nach Anspruch 38, wobei der eine oder die mehreren codierten Vertex-Parameterwerte für jeden der
Vertices innerhalb des ersten Oberflächenabschnittes in einem Format dargestellt werden, das aus der Gruppe
ausgewählt wird, die besteht aus: (i) absoluter Wert, (ii) delta-codierter Wert, (iii) delta-delta-codierter Wert.

41. Verfahren nach Anspruch 30, wobei das Decodieren der codierten Vertex-Parameterwerte das Speichern von
Parameterwerten, die zu ausgewählten Vertices innerhalb des ersten Oberflächenabschnittes korrespondieren,
in einem Netzpufferspeicher für die nachfolgende Verwendung beinhaltet.

42. Verfahren nach Anspruch 41, wobei ausgewählte Vertices innerhalb des ersten Oberflächenabschnittes entspre-
chend dem Ausdehnungswert ausgewählt werden.

43. Verfahren nach Anspruch 41, wobei das Erzeugen der Mehrzahl von geometrischen Grundelementen das Bezug-
nehmen auf Parameterwerte beinhaltet, die vorher in dem Netzpufferspeicher abgelegt wurden.

44. Verfahren nach Anspruch 30, wobei das Decodieren der codierten Vertex-Parameterwerte das Decodieren von
expliziter Konnektivitätsinformation beinhaltet, wobei die explizite Konnektivitätsinformation verwendbar ist, um
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zu bestimmen, wie jeder einer Mehrzahl von Oberflächenunterabschnitten innerhalb des ersten Oberflächenab-
schnittes in Zeichnungsgrundelemente aufgeteilt wird, wobei jeder der Mehrzahl von Oberflächenunterabschnitten
zu einem Gebiet zwischen benachbarten Vertices innerhalb des ersten Oberflächenabschnittes korrespondiert.

45. Verfahren nach Anspruch 30, das weiterhin das Decodieren einer Anzeige für den Modus der reduzierten Auflösung
beinhaltet, der spezifiziert, daß eine oder mehrere Kanten des ersten Oberflächenabschnittes in einer geringeren
Auflösung als das Innere des ersten Oberflächenabschnittes dargestellt werden.

46. Verfahren nach Anspruch 30, das weiterhin das Decodieren einer Anzeige aufweist, die spezifiziert, daß ein Ab-
schnitt der komprimierten 3D-Geometriedaten, die dem ersten Oberflächenabschnitt entsprechen, bei der Deco-
dierung der 3D-Geometriedaten, die einem zweiten Oberflächenabschnitt des 3D-Grafikobjekts entsprechen, wie-
derverwendet werden soll.

47. Graphisches Untersystem (112) für die Dekomprimierung komprimierter 3D-Geometriedaten, wobei die kompri-
mierten 3D-Geometriedaten einen regelmäßig gekachelten ersten Oberflächenabschnitt, der als ein Vertex-Raster
codiert ist, das durch Ausnutzen der regelmäßigen Kachelung des ersten Oberflächenabschnittes konstruiert ist,
eines 3D-Grafikobjekts repräsentieren, wobei das graphische Untersystem aufweist:

eine Dekomprimierungseinheit (910), die derart angeschlossen ist, daß sie die komprimierten 3D-Geometri-
edaten empfängt, wobei die 3D-Geometriedaten Vertex-Parameterwerte beinhalten, die den Vertices inner-
halb des ersten Oberflächenabschnittes entsprechen, wobei die komprimierten 3D-Geometriedaten einen
Ausdehnungswert beinhalten, der eine Anordnung der Vertices innerhalb des ersten Oberflächenabschnittes
spezifiziert, und wobei die komprimierten 3D-Geometriedaten weiterhin codierte Vertex-Parameterwerte be-
inhalten, die den Vertices innerhalb des ersten Oberflächenabschnittes entsprechen,

wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie den Ausdehnungswert decodiert, um die
Anordnung der Vertices innerhalb des ersten Oberflächenabschnittes zu bestimmen, und wobei die Dekomprimie-
rungseinheit weiterhin derart konfiguriert ist, daß sie die codierten Vertex-Parameterwerte, die zu den Vertices
innerhalb des ersten Oberflächenabschnittes korrespondieren, decodiert, wodurch decodierte Vertex-Parameter-
werte erzeugt werden,

und wobei die Dekomprimierungseinheit weiterhin noch derart konfiguriert ist, daß sie eine Mehrzahl von
geometrischen Grundelementen aus den decodierten Vertex-Parameterwerten entsprechend der Anordnung der
Vertices innerhalb des ersten Oberflächenabschnittes, die durch den Ausdehnungswert spezifiziert ist, erzeugt.

48. Graphisches Untersystem nach Anspruch 47, wobei die codierten Vertex-Parameter ausgewählt werden aus der
Gruppe, die besteht aus: (i) Positionswerten, (ii) Farbwerten, (iii) Normalenwerten, (iv) Texturabbildungskoordina-
ten, (v) Bandabbildungsvektoren, (vi) Verschiebungsabbildungsvektoren, (vii) Oberflächenmaterialeigenschaften.

49. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit einen Netzpuffer für das Spei-
chern der Vertex-Parameterwerte beinhaltet, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
ausgewählte decodierte Parameterwerte in dem Netzpufferspeicher für die nachfolgende Verwendung abspei-
chert.

50. Graphisches Untersystem nach Anspruch 49, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
die Parameterwerte, die in dem Netzpufferspeicher abgelegt sind, wiederverwendet, um ausgewählte geometri-
sche Grundelemente zu bilden.

51. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
einen ursprünglichen Wert für einen ersten Vertex-Parameter decodiert, wobei der ursprüngliche Wert zu einem
Wert des ersten Vertex-Parameters bei einem ursprünglichen Vertex einer Vertex-Durchlaufordnung, die von dem
Ausdehnungswert spezifiziert ist, entspricht.

52. Graphisches Untersystem nach Anspruch 51, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
eine Anzeige dafür, wie der erste Vertex-Parameter seinen Wert über den ersten Oberflächenabschnitt entspre-
chend der Vertex-Durchlaufordnung verändert, decodiert.

53. Graphisches Untersystem nach Anspruch 52, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
Werte des ersten Vertex-Parameters für die Vertices innerhalb des ersten Oberflächenabschnittes erzeugt durch
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Verwenden des ursprünglichen Wertes des ersten Vertex-Parameters und der Anzeige, wie sich der Wert des
ersten Vertex-Parameters über den ersten Oberflächenabschnitt ändert.

54. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
einen Strom von pro-Vertex-Daten, der einen oder mehrere Vertex-Parameterwerte für jeden der Vertices innerhalb
des ersten Oberflächenabschnittes beinhaltet, decodiert.

55. Graphisches Untersystem nach Anspruch 54, wobei der eine oder die mehreren Vertex-Parameterwerte innerhalb
des Stromes von pro-Vertex-Daten in einem Format codiert werden, das aus der Gruppe ausgewählt wird, die
besteht aus: (i) absolute Codierung, (ii) Delta-Codierung und (iii) Delta-Delta-Codierung.

56. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
die Konnektivitätsinformation, die in den komprimierten 3D-Geometriedaten enthalten ist, decodiert, wobei die
Dekomprimierungseinheit derart konfiguriert ist, daß sie die Mehrzahl von geometrischen Grundelementen gemäß
der Konnektivitätsinformation bildet.

57. Graphisches Untersystem nach Anspruch 56, wobei die Konnektivitätsinformation eine Mehrzahl von Viereckauf-
teilungsbits bzw. Quad-Split-Bits beinhaltet.

58. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
eine Anzeige für den Modus der reduzierten Auflösung decodiert, die anzeigt, daß eine oder mehrere Kanten des
ersten Oberflächenabschnittes in einer geringeren Auflösung als das Innere des ersten Oberflächenabschnittes
dargestellt werden.

59. Graphisches Untersystem nach Anspruch 47, wobei die Dekomprimierungseinheit derart konfiguriert ist, daß sie
eine Anzeige, die spezifiziert, daß ein Abschnitt der komprimierten 3D-Geometriedaten, der dem ersten Oberflä-
chenabschnitt entspricht, bei der Decodierung der 3D-Geometriedaten, die einem zweiten Oberflächenabschnitt
des 3D-Grafikobjekts entspricht, wiederverwendet wird, decodiert.

Revendications

1. Procédé (200) pour compresser des données de géométrie 3D qui représentent une première partie de surface
régulièrement carrelée d'un objet graphique 3D, ledit procédé comprenant :

la réception (220) desdites données de géométrie 3D, dans lequel lesdites données de géométrie 3D com-
prennent des valeurs de paramètre de sommet correspondant à des sommets à l'intérieur de ladite première
partie de surface ;
le codage (230) d'une valeur d'étendue qui définit un agencement desdits sommets à l'intérieur de ladite
première partie de surface ;
le codage (240 - 260) de valeurs de paramètre de sommet correspondant auxdits sommets à l'intérieur de
ladite première partie de surface ;

dans lequel ladite valeur d'étendue codée et lesdites valeurs de paramètre de sommet codées sont une
représentation compressée de trame de sommets desdites données de géométrie 3D construite en exploitant le
carrelage régulier de ladite première partie de surface.

2. Procédé selon la revendication 1, dans lequel lesdites valeurs de paramètre de sommet desdits sommets à l'in-
térieur de ladite première partie de surface sont sélectionnées dans le groupe constitué de : (i) valeurs de position,
(ii) valeurs de couleur, (iii) valeurs normales, (iv) coordonnées de placage de texture, (v) vecteurs de placage de
relief, vecteurs de placage de déplacement, (vii) propriétés de matériau de surface.

3. Procédé selon la revendication 1, dans lequel ladite valeur d'étendue spécifie un agencement prédéfini de sommets
à l'intérieur de ladite première partie de surface.

4. Procédé selon la revendication 1, dans lequel ledit codage de valeurs de paramètre de sommet comprend la
définition d'une valeur initiale pour un premier paramètre de sommet, dans lequel ladite valeur initiale correspond
à un premier sommet desdits sommets à l'intérieur de ladite première partie de surface.
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5. Procédé selon la revendication 4, dans lequel ledit codage de valeurs de paramètre de sommet comprend en
outre la spécification d'une ou de plusieurs valeurs delta pour ledit premier paramètre de sommet.

6. Procédé selon la revendication 5, dans lequel ladite valeur initiale et une ou plusieurs valeurs delta sont utilisables
pour générer des valeurs finales dudit premier paramètre de sommet pour chacun desdits sommets à l'intérieur
de ladite première partie de surface.

7. Procédé selon la revendication 5, dans lequel ladite valeur d'étendue spécifie un ordre de traversée de sommets
desdits sommets à l'intérieur de ladite première partie de surface, et dans lequel ledit ordre de traversée de som-
mets spécifie que ledit premier sommet est traversé en premier.

8. Procédé selon la revendication 7, dans lequel lesdites une ou plusieurs valeurs delta sont utilisables pour générer
des valeurs de ladite première valeur de paramètre de sommet pour les sommets restants desdits sommets à
l'intérieur de ladite première partie de surface qui sont traversés après ledit premier sommet conformément audit
ordre de traversée de sommets.

9. Procédé selon la revendication 5, dans lequel ladite première valeur de paramètre de sommet est sélectionnée
dans le groupe constitué de : (i) valeur de position, (ii) valeur de couleur, (iii) valeur normale, (iv) propriété de
matériau de surface, (v) vecteur de placage de relief, et (vi) vecteur de placage de déplacement.

10. Procédé selon la revendication 1, dans lequel ledit codage de valeurs de paramètre de sommet comprend la
spécification d'un flot de données par sommet, dans lequel ledit flot de données par sommet comprend des valeurs
d'un ou de plusieurs paramètres de sommet pour chacun desdits sommets à l'intérieur de ladite première partie
de surface.

11. Procédé selon la revendication 10, dans lequel lesdits un ou plusieurs paramètres de sommet spécifiés dans ledit
flot de données par sommet comprennent des valeurs de paramètre de sommet sélectionnées dans le groupe
constitué de : (i) valeurs de position, (ii) valeurs de couleur, (iii) valeurs normales, (iv) valeurs de déplacement z,
(v) coordonnées de mappe de texture, et (vi) informations de division de quadrilatère.

12. Procédé selon la revendication 10, dans lequel ledit flot de données par sommet comprend une première valeur
de paramètre de sommet qui est spécifiée de manière absolue.

13. Procédé selon la revendication 10, dans lequel ledit flot de données par sommet comprend une première valeur
de paramètre de sommet qui est codée en delta par rapport à une valeur de paramètre de sommet spécifiée
précédemment.

14. Procédé selon la revendication 10, dans lequel ledit flot de données par sommet comprend une première valeur
de paramètre de sommet qui est codée en delta-delta par rapport à une seconde valeur de paramètre de sommet
spécifiée avant ladite première valeur de paramètre de sommet, et dans lequel ladite seconde valeur de paramètre
de sommet est codée en delta par rapport à une troisième valeur de paramètre de sommet spécifiée avant ladite
seconde valeur de paramètre de sommet.

15. Procédé selon la revendication 1, dans lequel ledit codage des valeurs de paramètre de sommet comprend la
spécification de valeurs de paramètre qui doivent être interpolées sur ladite première partie de surface et la spé-
cification de valeurs de paramètre qui doivent être spécifiées sur une base par sommet.

16. Procédé selon la revendication 1, dans lequel lesdits sommets à l'intérieur de ladite première partie de surface
comprennent un premier sommet, et dans lequel lesdites données de géométrie 3D comprennent une valeur d'un
premier paramètre de sommet pour ledit premier sommet et une valeur d'un second paramètre de sommet pour
ledit premier sommet.

17. Procédé selon la revendication 16, dans lequel ladite valeur dudit premier paramètre de sommet pour ledit premier
sommet est codée en utilisant une valeur de paramètre initiale et une ou plusieurs valeurs delta, et dans lequel
ladite valeur dudit second paramètre de sommet pour ledit premier sommet est codée de manière explicite.

18. Procédé selon la revendication 17, dans lequel lesdits sommets à l'intérieur de ladite première partie de surface
comprennent un premier sommet, et dans lequel lesdites données de géométrie 3D comprennent une valeur d'un
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premier paramètre de sommet pour ledit premier sommet.

19. Procédé selon la revendication 18, dans lequel lesdites valeurs de paramètre de sommet codées comprennent
une valeur initiale pour ledit premier paramètre de sommet, une ou plusieurs valeurs delta pour ledit premier
paramètre de sommet, et une valeur locale pour ledit premier paramètre de sommet audit premier sommet, et
dans lequel ladite valeur initiale pour ledit premier paramètre de sommet, ladite ou lesdites une ou plusieurs valeurs
delta pour ledit premier paramètre de sommet, et ladite valeur locale pour ledit premier paramètre de sommet
audit premier sommet sont utilisables pour générer ladite valeur dudit premier paramètre de sommet pour ledit
premier sommet.

20. Procédé selon la revendication 1, dans lequel des sommets voisins à l'intérieur de ladite première partie de surface
sont organisés en une pluralité de primitives quadrilatérales.

21. Procédé selon la revendication 20, dans lequel ledit codage de valeurs de paramètre de sommet comprend la
spécification d'une direction de tessellation pour chacune de ladite pluralité de primitives quadrilatérales.

22. Procédé selon la revendication 1, comprenant en outre la spécification qu'un ou plusieurs bords de ladite première
partie de surface soient rendus à une résolution inférieure à l'intérieur de ladite première partie de surface.

23. Système informatique (102, 104, 106, 112) pour compresser des données de géométrie 3D qui représentent une
première partie de surface régulièrement carrelée d'un objet graphique 3D, comprenant :

une UC hôte (102) ;
une mémoire (106) pour stocker lesdites données de géométrie 3D, où lesdites données de géométrie 3D
comprennent des valeurs de paramètre de sommet correspondant à des sommets à l'intérieur de ladite pre-
mière partie de surface, ladite mémoire comprenant en outre des instructions de programme comprenant :

un moyen de programme pour coder une valeur d'étendue pour ladite première partie de surface qui
spécifie un agencement desdits sommets à l'intérieur de ladite première partie de surface ;
un moyen de programme pour coder des valeurs de paramètre de sommet correspondant auxdits som-
mets à l'intérieur de ladite première partie de surface ;

dans lequel ladite UC hôte peut être utilisée pour exécuter lesdites instructions de programme de manière
à former une représentation de trame de sommets compressée de ladite première partie de surface construite en
exploitant le carrelage régulier de ladite première partie de surface.

24. Système informatique selon la revendication 23, dans lequel lesdites valeurs de paramètre de sommet correspon-
dant auxdits sommets à l'intérieur de ladite première partie de surface sont sélectionnées dans le groupe constitué
de : (i) valeurs de position, (ii) valeurs de couleur, (iii) valeurs normales, (iv) coordonnées de mappe de texture,
(v) vecteurs de mappage de relief, (vi) vecteurs de mappage de déplacement, (vii) propriétés de matériau de
surface.

25. Système informatique selon la revendication 23, dans lequel lesdites valeurs de paramètre de sommet codées
comprennent des valeurs spécifiées globalement pour des paramètres de sommet sélectionnés.

26. Système informatique selon la revendication 25, dans lequel lesdites valeurs de paramètre de sommet codées
comprennent une ou plusieurs valeurs delta pour lesdits paramètres de sommet sélectionnés, dans lequel lesdites
une ou plusieurs valeurs delta spécifient la manière dont lesdites valeurs spécifiées globalement changent à travers
ladite première partie de surface.

27. Système informatique selon la revendication 26, dans lequel lesdites valeurs de paramètre de sommet codées
comprennent des valeurs locales pour lesdits paramètres de sommet sélectionnés, dans lequel lesdites valeurs
locales sont utilisables pour se combiner avec des valeurs générées à partir desdites valeurs spécifiées globale-
ment et desdites une ou plusieurs valeurs delta de manière à générer des valeurs finales pour lesdits paramètres
de sommet sélectionnés.

28. Système informatique selon la revendication 23, dans lequel lesdites valeurs de paramètre de sommet codées
comprennent des valeurs locales pour des paramètres de sommet sélectionnés, dans lequel lesdites valeurs lo-
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cales sont spécifiées sur une base par sommet pour lesdits sommets à l'intérieur de ladite première partie de
surface.

29. Système informatique selon la revendication 28, dans lequel lesdites valeurs locales comprennent des valeurs de
paramètre de sommet codées en utilisant une ou plusieurs techniques sélectionnées dans le groupe constitué
de : (i) codage absolu, (ii) codage delta, et (iii) codage delta-delta.

30. Procédé pour décompresser des données de géométrie 3D compressées, dans lequel lesdites données de géo-
métrie 3D compressées représentent une première partie de surface régulièrement carrelée codée sous forme de
trame de sommets construite en exploitant le carrelage régulier de ladite première partie de surface d'un objet
graphique 3D, ledit procédé comprenant :

la réception (930) desdites données de géométrie 3D compressées, dans lequel lesdites données de géomé-
trie 3D comprennent des valeurs de paramètre de sommet correspondant à des sommets à l'intérieur de ladite
première partie de surface, dans lequel lesdites données de géométrie 3D compressées comprennent une
valeur d'étendue qui spécifie un agencement desdits sommets à l'intérieur de ladite première partie de surface,
et dans lequel lesdites données de géométrie 3D compressées comprennent en outre des valeurs de para-
mètre de sommet codées correspondant auxdits sommets à l'intérieur de ladite première partie de surface ;
le décodage (932) de ladite valeur d'étendue pour déterminer ledit agencement desdits sommets à l'intérieur
de ladite première partie de surface ;
le décodage desdites valeurs de paramètre de sommet codées correspondant auxdits sommets à l'intérieur
de ladite première partie de surface ;
la génération d'une pluralité de primitives géométriques à partir desdites valeurs de paramètre de sommet
codées conformément audit agencement desdits sommets à l'intérieur de ladite première partie de surface.

31. Procédé selon la revendication 30, dans lequel lesdits paramètres de sommet codés sont sélectionnés dans le
groupe constitué de : (i) valeurs de position, (ii) valeurs de couleur, (iii) valeurs normales, (iv) coordonnées de
mappe de texture, (v) vecteurs de mappage de relief, (vi) vecteurs de mappage de déplacement, (vii) propriétés
de matériau de surface.

32. Procédé selon la revendication 30, dans lequel lesdits sommets à l'intérieur de ladite première partie de surface
sont organisés dans une grille régulière, et dans lequel ladite valeur d'étendue spécifie des dimensions de ladite
grille régulière.

33. Procédé selon la revendication 30, dans lequel ladite valeur d'étendue spécifie une manière dont des sommets
voisins à l'intérieur de ladite première partie de surface doivent être reliés pour former ladite pluralité de primitives
géométriques.

34. Procédé selon la revendication 30, dans lequel ledit décodage desdites valeurs de paramètre de sommet codées
comprend le décodage d'une valeur initiale pour un premier paramètre de sommet.

35. Procédé selon la revendication 34, dans lequel ledit décodage desdites valeurs de paramètre de sommet codées
comprend en outre le décodage d'une ou de plusieurs valeurs delta pour ledit premier paramètre de sommet.

36. Procédé selon la revendication 35, dans lequel ladite valeur initiale pour ledit premier paramètre de sommet et
ladite ou lesdites une ou plusieurs valeurs delta pour ledit premier paramètre de sommet sont utilisables pour
générer des valeurs finales dudit premier paramètre de sommet pour lesdits sommets à l'intérieur de ladite pre-
mière partie de surface.

37. Procédé selon la revendication 36, dans lequel lesdites valeurs finales dudit premier paramètre de sommet pour
lesdits sommets à l'intérieur de ladite première partie de surface sont générées conformément à un ordre de
traversée de sommets prédéterminé spécifié par ladite valeur d'étendue.

38. Procédé selon la revendication 30, dans lequel ledit décodage desdites valeurs de paramètre de sommet codées
comprend le décodage d'un flot de données par sommet, dans lequel ledit flot de données par sommet comprend
une ou plusieurs valeurs de paramètre de sommet codées pour chacun desdits sommets à l'intérieur de ladite
première partie de surface.
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39. Procédé selon la revendication 38, dans lequel lesdites valeurs de paramètre de sommet codées dans ledit flot
de données par sommet sont sélectionnées dans le groupe constitué de : (i) position, (ii) couleur, (iii) normales,
(iv) coordonnées de mappe de texture, (v) déplacements z, et (vi) propriétés de matériau de surface.

40. Procédé selon la revendication 38, dans lequel lesdites une ou plusieurs valeurs de paramètre de sommet codées
pour chacun desdits sommets à l'intérieur de ladite première partie de surface sont représentées dans un format
sélectionné dans le groupe constitué de : (i) valeur absolue, (ii) valeur codée en delta, (iii) valeur codée en delta-
delta.

41. Procédé selon la revendication 30, dans lequel ledit décodage desdites valeurs de paramètre de sommet codées
comprend le stockage de valeurs de paramètre correspondant aux sommets sélectionnés desdits sommets à
l'intérieur de ladite première partie de surface dans une mémoire tampon maillée pour une utilisation ultérieure.

42. Procédé selon la revendication 41, dans lequel lesdits sommets sélectionnés desdits sommets à l'intérieur de
ladite première partie de surface sont sélectionnés conformément à ladite valeur d'étendue.

43. Procédé selon la revendication 41, dans lequel ladite génération de ladite pluralité de primitives géométriques
comprend le référencement des valeurs de paramètre préalablement stockées dans ladite mémoire tampon
maillée.

44. Procédé selon la revendication 30, dans lequel ledit décodage desdites valeurs de paramètre de sommet codées
comprend le décodage d'informations de connectivité explicites, dans lequel lesdites informations de connectivité
explicites sont utilisables pour déterminer la façon dont chacune d'une pluralité de sous-parties de surface à l'in-
térieur de ladite première partie de surface est divisée en primitives de dessin, dans lequel chacune de ladite
pluralité de sous-parties de surface correspond à une zone entre des sommets voisins à l'intérieur de ladite pre-
mière partie de surface.

45. Procédé selon la revendication 30, comprenant en outre le décodage d'une indication de mode de résolution
réduite qui spécifie qu'un ou plusieurs bords de ladite première partie de surface doivent être représentés dans
une résolution inférieure à l'intérieur de ladite première partie de surface.

46. Procédé selon la revendication 30, comprenant en outre le décodage d'une indication qui spécifie qu'une partie
desdites données de géométrie 3D compressées correspondant à ladite première partie de surface doit être réu-
tilisée dans le décodage des données de géométrie 3D correspondant à une seconde partie de surface dudit objet
graphique 3D.

47. Sous-système graphique (112) pour décompresser des données de géométrie 3D compressées, dans lequel les-
dites données de géométrie 3D compressées représentent une première partie de surface carrelée de manière
régulière codée sous forme de trame de sommets construite en exploitant le carrelage régulier de ladite première
partie de surface d'un objet graphique 3D, ledit sous-système graphique comprenant :

une unité de décompression (910) couplée pour recevoir des données de géométrie 3D compressées, dans
lequel lesdites données de géométrie 3D comprennent des valeurs de paramètre de sommet correspondant
à des sommets à l'intérieur de ladite première partie de surface, dans lequel lesdites données de géométrie
3D compressées comprennent une valeur d'étendue qui spécifie un agencement desdits sommets à l'intérieur
de ladite première partie de surface, et dans lequel lesdites données de géométrie 3D compressées com-
prennent en outre des valeurs de paramètre de sommet codées correspondant auxdits sommets à l'intérieur
de ladite première partie de surface ;

dans lequel ladite unité de décompression est configurée pour décoder ladite valeur d'étendue de manière
à déterminer ledit agencement desdits sommets à l'intérieur de ladite première partie de surface, et dans lequel
ladite unité de décompression est configurée en outre pour décoder lesdites valeurs de paramètre de sommet
codées correspondant auxdits sommets à l'intérieur de ladite première partie de surface, produisant ainsi des
valeurs de paramètre de sommet décodées ;

et dans lequel ladite unité de décompression est en outre encore configurée pour générer une pluralité de
primitives géométriques à partir desdites valeurs de paramètre de sommet décodées conformément audit agen-
cement desdits sommets à l'intérieur de ladite première partie de surface spécifié par ladite valeur d'étendue.
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48. Sous-système graphique selon la revendication 47, dans lequel lesdits paramètres de sommet codés sont sélec-
tionnés dans le groupe constitué de : (i) valeurs de position, (ii) valeurs de couleurs, (iii) valeurs normales, (iv)
coordonnées de mappe de texture, (v) vecteurs de mappage de relief, (vi) vecteurs de mappage de déplacement,
(vii) propriétés de matériau de surface.

49. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression comprend une
mémoire tampon maillée pour stocker des valeurs de paramètre de sommet, dans lequel ladite unité de décom-
pression est configurée pour stocker des valeurs de paramètre de sommet décodées sélectionnées dans ladite
mémoire tampon maillée pour une utilisation ultérieure.

50. Sous-système graphique selon la revendication 49, dans lequel ladite unité de décompression est configurée pour
réutiliser des valeurs de paramètre stockées dans ladite mémoire tampon maillée de manière à former les primitives
géométriques sélectionnées de ladite pluralité de primitives géométriques.

51. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression est configurée pour
décoder une valeur initiale pour un premier paramètre de sommet, dans lequel ladite valeur initiale correspond à
une valeur dudit premier paramètre de sommet à un sommet initial d'un ordre de traversée de sommets spécifié
par ladite valeur d'étendue.

52. Sous-système graphique selon la revendication 51, dans lequel ladite unité de décompression est configurée pour
décoder une indication de la façon dont ledit premier paramètre de sommet change de valeur à travers ladite
première partie de surface conformément audit ordre de traversée de sommets.

53. Sous-système graphique selon la revendication 52, dans lequel ladite unité de décompression est configurée pour
générer des valeurs dudit premier paramètre de sommet pour lesdits sommets à l'intérieur de ladite première
partie de surface en utilisant ladite valeur initiale dudit premier paramètre de sommet et ladite indication de la
façon dont ledit premier paramètre de sommet change de valeur à travers ladite première partie de surface.

54. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression est configurée pour
décoder un flot de données par sommet qui comprend une ou plusieurs valeurs de paramètre de sommet pour
chacun desdits sommets à l'intérieur de ladite première partie de surface.

55. Sous-système graphique selon la revendication 54, dans lequel ladite ou lesdites une ou plusieurs valeurs de
paramètre de sommet à l'intérieur dudit flot de données par sommet sont codées dans un format sélectionné dans
le groupe constitué de : (i) codage absolu, (ii) codage delta, et (iii) codage delta-delta.

56. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression est configurée pour
décoder des informations de connectivité incluses dans lesdites données de géométrie 3D compressées, dans
lequel ladite unité de décompression est configurée pour former ladite pluralité de primitives géométriques con-
formément auxdites informations de connectivité.

57. Sous-système graphique selon la revendication 56, dans lequel lesdites informations de connectivité comprennent
une pluralité de bits de division de quadrilatère.

58. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression est configurée pour
décoder une indication de mode de résolution réduite qui spécifie qu'un ou plusieurs bords de ladite première
partie de surface doivent être représentés dans une résolution inférieure à l'intérieur de ladite première partie de
surface.

59. Sous-système graphique selon la revendication 47, dans lequel ladite unité de décompression est configurée pour
décoder une indication qui spécifie qu'une partie desdites données de géométrie 3D compressées correspondant
à ladite première partie de surface doit être réutilisée dans le décodage des données de géométrie 3D correspon-
dant à une seconde partie de surface dudit objet graphique 3D.
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