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ABSTRACT

When the graphics accelerator for high-quality multimedia content design, hardware verification
environment, easy and accurate performance evaluation in an embedded device is required. To work around
this is not verified through the simulation waveform analysis to determine the actual calculated graphic
images has designed a software rasterizer. Rasterizer is designed for Windows-based environment using the
C language implementation of rasterization has a function at each step. Vertex data is entered and the results
were verified.
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