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ASC, A Stream Compiller, is designed to enable rapid development of hardware accelerators while still producing results that match
hand-crafted equivalents. Stream architectures are constructed using a C++ based, object-oriented approach. A single ASC
description can target FPGAs and also other accelerator platforms, such as GPUs and Sony Playstation 2 vector units. Maxeler
technologies is currently using ASC to development a range of FFT accelerators for high performance computing.
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