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olygon CompIeX|ty
Sce 200,000+ poelygons at 60Hz
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olygon CompIeX|ty
SUPEN; Blending and! Texture Engine

Mﬁ!@aass Rendering for Complex Shaders
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rlicjr olyon Eemplexity.
N ISUpertEasiEBlending and! Texture Engine

Prog@\mqble Transform and Lighting

T’ Terdigher Order Surfaces, Procedural
Modelsi - not just triangles
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Wigh 2plygen Cemplexity
N ISUpertEasiEBlending and Texture Engine

Prog@\mqble Iransform and Lighting

Simulation”and Animation co-processor
Processing for Physics, I.K. etc.
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CNIdiRPel o Cemplexity.

N ISUpertEasiEBlending and Texture Engine

Pregieifiniable Tiransform and Lighting
Simulation and Animation co-processor

Rich I/Ordigital connectivity

USB, 1.Link, network connectivity for the
home network and advanced controllers
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900 Mrlz Sinulator)”
123 Bt Cogrocessor

126/ bit éystem bus

99 |2 10 Chizinrie)l
HAMBUS DIVIA
DAV Conliroller

Transiorer)
¢ Ligritri

MPEG-2
Dacocle

Coorocessor

CD/DVD
USB
I.Link

48 Channel Sound Chip
HDD/Ethernet Expansion

Memory Card Interface
Game Controllers

10 Procassor
(2 M5 RAM)
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NPINVA1I920x1080160HZz Progressive
nerevejution of consumer TV

12he pixels of NTSC!

Morepixels per second than cinema
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AV 1920x1080 Proegressive Output

N TAdVancEaiReEndering Schemes
P@mn]able Real-time per Pixel Shading

Lightingibeyond phong ; radiosity and ray
tracing
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m DT 19204060 Pregressive Output
ICEURRENAEring Schemes

Aut@@hous @Eharacters

“Artificialifintelligence”
BehaviorallModeling
Cognitive Modeling
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N BINVATO20x4080 Priogressive Output
N TACVaREEERRENAEring Schemes
AUERHBIMGLS, Characters

PhysicalfSimulation
Rigid Bedy: Dynamics - stable and real-time
Soft bodies, cloth, hair, fluids and gases
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| 'r DI\ 120x‘1080 Progressive Output
N TACVaREEERRENAEring Schemes

AUERHBIMGLS, Characters
PhysicalfSimulation

New! User Interface Paradigms
Camera input, image and voice recognition
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Trelcidnle of Objec!

iSiusing Camera Input

o ATmereNattral interface than the joypad

Enhenees Reality

Real~time; Interactive CG and Live Video

Compeosition

Video Tlape; Demonstration
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