IRV770 Overview (—EBHETE)

ISC based Micro-Coded engi

Setup|Engine

pR—

Scan Converter /

Rasterizer

Z [ea1yosesalH

l

Geometry
Assembler

12134 Xapu| XaLaA

l

|

Interpolators

Pixel

lGeometry

lVertices

Pixel Shader

Command Queue

Geometry Shader
Command Queue

Vertex Shader
Command Queue

Ultra-Threaded Dispatch Processor

l

! | |

ph—

l

l |

e
S

ayoeD UOoNINISU|
ayoeD JUrISU0D

Global Data
Share
(read&write)

Vertex Cache |¢mm

SIMD Cores ezon)
e En e B B B E T [Data Share L1 Texture
e E— E— —— —— —— —— ——— Cache  [tmm==
TR R AT e Ty ey iy g e {ZL O
TR R AT e Ty ey iy g e
e e e e En T BT - [patashare
TR T T Ty e 1Ty e 1oy e 1ie
e M e 9 LITC |
TR T T Ty e 1Ty e 1oy e 1ie 3] O
o =S
—T T O
TR R TR TR e TTTE e T TIEy i TIEER i TITEY [DataShare kS 9
— = LITC fe—m &
TR R T R T R T e Ty e 1Ty 1 2 Q
(w) =
TR R TR TR e TTTE e T TIEy i TIEER i TITEY [DataShare ?
TR R AT e Ty ey iy g e
eI e e e En i B - [patashare
—— —— — — LITC |
TR R AT e Ty ey iy g e
NPT Er e E o B BT Y [oatashare
TR T T Ty e 1Ty e 1oy e 1ie
i End fond e oo Evon v Eini - [pata share
TR T T Ty e 1Ty e 1oy e 1ie
e e En O ENT 11T [Data share]  [RSSEEEN
TR R T R T R T e Ty e 1Ty 1 —
| \\
> Shader Export

——|—

P,

—

— — — —

QQ Render ! & R ! a5 &R Render ! & &) !
353 Back--End S X S o X SR Back--End T X Q@ 8 X
DO oc DO oc DO oc DO o=
= S @ — S® = S® = S
=0 =0 =0 =0

3 3 = 3 3

Color Cache = Color Cache = Color Cache = Color Cache =

|

Command Processor.I ,
ogrammab
l Tessellator

Vertex Assembler

anH

Memory Controller

1

l

Memory Controller

Memory Controller

Memory Controller

DRAM Controller

DRAM Controller

l

l

l

l

1

l

32fbitI

32—bitI

DRAM Controller

DRAM Controller

DRAM Controller

DRAM Controller

DRAM Controller | DRAM Controller

32—bitI

GDDR5

GDDR5

32—bitI

|

GDDR5

GDDR5

32—bitI

GDDR5

32—bitI

32—bitI\

GDDR5

32—bitI

GDDR5

256-bit DDR2/GDDRS5 Interface

GDDR5

|

19|jonuo) Aejdsi

19|jonuo) Aejdsi

(1ap029aQ 08PIA [esIaAIun)

dAn

ZUa9) ssaadx3 104

11o0dspIs
X94145S0.4D

|

SIMD Core (=Processor Cluster)

ead&Write Scratch-Pad Memory
for deta share between SIMD Cores
Ultra-Threaded _ B UE Visible from Program
Dispatch Processor Read&Write Scratch-Pad Memory — gor \/ertex/Texture
for deta share in SIMD Core Fetch&Filter 16KB
hread Se uence Visible from Program
(Dual) Global Data
Share
(read&write)
S I M ) CO re gU; — ) Vertex Cache
[ mF myF myF mF mF myF mF 1 LolchDBata E; ] (read only)
Share Memory ®
| ar ar ae ar ar ae ar | (read&write) 'c%
~ —f L1 Texture
= — Cache
I BAE EFE EE BE EBE EE EE s —a i e
SIMD core)

5-way Superscaler Shader Processor

(=VLIW Processor)
Instance per cycle

5-way Superscaler Shader Processor (=VLIW Processor)

VLIW Instruction

T

32-bit FMAD
Integer
ranscendent
Instructions
IN, COS, LO
EXP etc
FP- Inte er
conversmn

Branch
EXxecution
Unit

General Purpose Registers (GPR)

5-way Superscaler Shader\P(ocessor

[~

64-bit FP Operation

by using

4 32-bit FMAD Processors

1 FMAD/Cycl

e Throughput

Texture Units

(Vertex/Texture Fetch&Filter)

Copyright (c) 2008 Hiroshige Goto All rights reserved.

Unfiltered

Vertex Fetch Addresses
—

Vertex Fetches

Filtered

4 Texture Address
Processors

—
4 FP32 Texture 16 FP32 Texture Texture
Filter Units Samplers Decompressor




