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RegiEllime Media Trend

Era of Media Transformation
| +Sprite (2D)
*Polygon (3D)
\Waveform
Sample
*\ideo
*Animation Script

8bit  16Dbit  32bit & 128 bit




RegiEllime Media Trend
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| Era of Media Synthesis
*Real Time Algorithmic generation
*Dynamics

*lnverse Kinematics
Behaviors

*Skeletal Physical Modelling
Emotion

8 bit 16 bit 32 bit

128 bit




ﬁf SEMOLION Synthesis?

REdImME gEeneration of:
SENEVIE)S) character intelligence
2 alf'simulation, Dynamics

Complextreal world system simulation

Algorithmici generation of content
IMAGES, GEOMETRY, ANIMATION

Skeletal Physicall Modelling
Inverse Kinematics
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Wmance Graphics Synthesizer

- PLUS

Advanced CPU architecture with massive
Floating Point capability
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32 MB Direct Rambus
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S EMBLeN Engine

128bit CPU
3.2GB/sec. Bandwidth

6.2GFLOPS
Vector Units and FPU

IPU : MPEG-2 Decode

17.0x14.1mm
10.5 million
transistors

0.25um(gate:0.18um)
15W @1.8V

4 metal layers

540 pin PBGA




CPU
Core
(MIPS)

128bit
Main Bus

Rambus | |IPU
I/F (MPEG2)

IOP  32MB RDRAM
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Cu-0fgcays or 2 to)CPU

MICROMEM 4KB
(microcode RAM)

; VU core

Registers

FMAC x 4
FDIV x 1

VURAM 4KB .
(working RAM)




MICROMEM 16KB
(microcode RAM)

VU core

Registers

FMAC x 4
FDIV x 1

EFU

FMAC x 1
FDIV x 1

VURAM 16KB L
(working RAM)
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75 Million polygon/sec.
2.4 G Pixel/sec Fill rate

4MB eDRAM
2,560 bit bus

32 bit ARGB pixel
32 bit Z Buffer

279 mm?2
42.7 million transistors

0. 25um(0.25um/gate)
10W @1.8V

5 metal layers

384 pin BGA
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DRAWING| PRIMITIVES
PIVapRNtrHangle)
r(Strip) an)
Sprite (decal)
Line draw’ (single, poly line)
Point




7 fg FUiAction

Alphgrblending
Multi-pass texture function/filtering




ﬁ{ 65 FUREtIoN

P RIE MAPPING
‘fr~r- tlve correction

‘@u ation (Gouraud)
MIIPIVIAP.

Bi- andl Tiri-Linear sampling

Zeror penalty texture + alpha blend
Color depth 4, 8, 16, 24 and 32 bit
CLUT
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SONIAINS CURRENT PS CPU CORE
32 bit R20P0, 37 MHz

2 MBIDRA

Controlss
SPU2 Seund Processor
CD/DVD: drive
External I/O and Peripherals
DIGITAL INTERFACES




Pigitaifinterfaces
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UniversalkSerial Bus (USB)
PGAGAYd (PCMCIA)

Datal communication handled by
dedicated I/O processor
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a ADF A\Vfollee system
N plus ayReEmIc software definable voices

44.-11@& e 48KHZ (selectable)
2MBSotind RAM: (4:1 compression)
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