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Abstract

The conventional 3D graphic accelerator is mainly focused on high performance in the application
area of computer graphic and 3D video game, How ever the existing 3D architecture is not suitable
for portable devices because of its huge power. So, we analyze the embedded 3D graphics
renderer,

After the analyzing, to reduce the power, triangle set-up stage and edge walking stage are
executed sequentially while scan-line processing stage and span processing stage which control
performance of 3D graphic accelerator are executed parallel.
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