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ÅAn illustration of some techniques used in real 

games

ïMaking use of the PSP® and PS3Ê Hardware

ïHow to combine the Cell Broadband EngineÊ 

with RSXÊ

ïTips

Case Studies
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ÅPSP® is fixed pipeline

ïNo shaders, but nice transform

ÅPS3Ê is full shader pipeline

ïMore H/W exposure than PC part

Architecture
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PS3TM System
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ÅBoth PSPÈ and PS3Ê have low level libraries

ï Libgcm on PS3Ê

ï Geman on PSP®

Å These allow very high performance for games

Å Higher level libraries built on top of these

Graphics libraries
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Graphics on PSP®
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32/16 bit rendering
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ÅMigration from a PS3Ê title

ÅPlatform specific game engine, 30Hz

ÅRender Target are oversized  to 512x304 32-bit

ï Soften jaggies

Motorstorm® : Artic Edge


