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So this is (likely) the correct code:

void SpanFiller::Render(int val, int len)
{
	if(val == 0) {
		t += len;
		s += len;
		return;
	}
	if(alpha != 256)
		val = alpha * val >> 8;
	if(val == 256 && ss->opaque) {
		const RGBA *e = s + len;
		const RGBA *s0 = s;
		while(s < e && s->a == 0)
			s++;
		t += s - s0;
		s0 = s;
		while(s < e && s->a != 255)
			s++;
		AlphaBlend(t, s0, val, s - s0);
		t += s - s0;
		s0 = s;
		while(s < e && s->a == 255)
			s++;
		memcpy32(t, s0, s - s0);
		t += s - s0;
		s0 = s;
		while(s < e && s->a)
			s++;
		AlphaBlend(t, s0, val, s - s0);
	}
	else
		AlphaBlend(t, s, val, len);
	t += len;
	s += len;
}

Unfortunately it is then slower than new SSE2 AlphaBlend path, so...

Mirek
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