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IDX/Clip/Setup

Raster/Early Z
(8 pixels/clock)

Vec4 MAD
FP32 Vec4 MAD Vec4 MAD

16KB L2 Texture Cache
4 Color Pixels/Clock

Memory Interface

x32 DRAM I/F x32 DRAM I/F
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VLIW Inst.
(Very Long Instruction Word)

Register
(24/Pixel)

Vertex Buffer Object Cache
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