ABSTRACT Systens and nethods are provided for controlling texture sanpling
in connection wth conputer graphics in a conputer system |In various
enbodi ments, inproved nechanisns for controlling texture sanpling are
provi ded that enable 3-D accel erator hgégﬁgéggto greatly increase the |evel
of realismin rendering, including inp chanisns for (1) notion
blur; (2) generating anisotropic surface reflections (3) generating
surface self shadowi ng (4) ray-cast volunetric sanpling (4) self shadowed
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suppl enmenting A existing texture sanpling techniques, paraneters for texture
sanpl i ng may ‘Wiéh eEppYieEgrapEednGy ComRIt e isEdem Hngiarieuggnbodigsnts, improved

mechanisms for controlling texture sampling are provided that enable 3-D accelerator
S hardware to greatly increase the level of realism in rendering, including improved
mechanisms for (1) motion blur; (2) generating anisotropic surface reflections (3)
generating surface self-shadowing (4) ray-cast volumetric sampling (4) self-shadowed
volumetric rendering and (5) self-shadowed volumetric ray-casting. In supplementing
existing texture sampling techniques, parameters for texture sampling may be replaced

10  and/or modified.
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