
TILED GRAPHICS ARCHITECTURE  Abstract:   A method for processing 2D
operations in a tiled graphics architecture is  disclosed. A graphics
controller processes both 3D primitives and 2D blit operations.  The 3D
primitives are sorted into bins using well-known techniques. When a 2D blit
operation is to be processed, the 2D blit operation is also sorted into
bins. The sorted  



3D primitives and sorted 2D blit operations are then delivered to blit and
rendering en- gines on a bin-by-bin basis. By sorting the 2D blit
operations into bins along with the  3D primitives, there is no need to
flush the bins (send primitives to rendering engines)  whenever a 2D blit
operation requires processing. The sorting of 2D blit operations   into
bins reduces the frequency of graphics cache misses and improves graphics
mem- ory bandwidth utilization, thereby improving overall computer system
performance.  


