
 GPU (Main die + eDRAM die)
GPU Main Die

  GPU Core (500MHz)

 Shader Pipes (total 48 ALUs, 24576 vector registers)

 Xbox360(Xenon) GPU (一部推定)
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Hardware Tessellator
N patch, Triangle patch,
Rectangle patch
1 Tessellated Vertex/cycle

Hardware multitheading
31 vertex threads
63 pixel threads

64 vertices/thread
64 pixels/thread

8 color & Z output/cycle
16 Z output/cycle
MSAA filtering

1 Float4/cycle &
1 Float1/cycle

16 Texture Sampler

Shader memory export

8 GPU context switch


