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1 texture @ full speed
4-tap filter @ full speed
16:1 Aniso w/ Trilinear
(128-tap)

FP32
Shader
Unit 2

FP32
Shader
Unit 1

Shader Unit 1
4way SIMD MADD
Dual/co-issue
Texture Address calculation
+Free FP16 normalize
+Mini-ALU(Special-Function)

Pixel Shader ALU

Shader Model 3.0
SIMD
Multi-thread
27Flops
 8MAD/16Flops(SIMD)
 4Flops(Mini-ALU)
 7Flops(FP16 normalize)

Shader Unit 2
4way SIMD MADD
Dual/co-issue
+Mini-ALU(Special-Function)


