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15T ERA: FIXED FUNCTION

Prior to 2002
/Graphics specific hardware

/No general purpose
compute capability

Example: ATI Rage
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A DOT PRODUCT AND A SCALAR HANDLES IT ALL!
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Geometry transformation is
based on dot products as
part of matrix multiply

32b SPFP Multiply-
accumulate basic hardware

Lighting requires various
scalar and dot products

8b-12b limited precision
required, including
transcendental functions
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2\P ERA: SIMPLE SHADER

2002 - 2006

/Graphics focused
/Floating point processing
ALimited shaders

Example:
ATl Radeon& 9700 Pro
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FIRST GENERATION SHADERS

128-bit Vector ALU l
32-bit Scalar ALU
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