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Abstract

This paper introduced a geometry processor for PC 3D Graphics. 3D graphics operation consists of two
part§1Geometry and Rendering. The Geometry part executes pipelined instructions that transformOmodify[]
and move the positions and shapes of 3D objects. The rendering part colors 2D projections of these 3D
objects.

Pinolite is an optimized processor for performing the geometry operation. It can process up to 500 k
gouraud polygons/s and 750 k flat polygons/s at 100 MHz operationCJwhich equals the peak performance
of the top-line arcade game machines. In certain parts of the 3D WinBench 98 test[JPinolite demonstrated
a more than 80% performance advantage over the Intel Pentium MMX (200 MHz).

This article describes the architecture of Pinolite(] the instruction set used for high-speed geometry
operations[] and specific bus interface implementations for the PC platform.
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