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( Implementation of a ‘Rasterization based on Vector Algorithm’ suited
for a Multi—thread Shader architecture )
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Abstract
A Multi-Core/Multi-Thread architecture is adopted for the Shader processor to enhance the processing performance.m
The Shader processor is designed to utilize its processing core [P for multiple purposes, such as Vertex—-Shading,
Rasterization, Pixel-Shading, etc? In this paper, we propose a ‘Rasterization based on Vector Algorithm' that makes
parallel pixels processing possible with Multi-Core and Multi-Thread architecture on the Shader Core. The proposed
algorithm takes only 2% operation counts of th Scan-Line Algorithm and processes pixels independently
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