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-~ | NVIDIA Says It Would Make a Chip with Unified Pipes "When it Makes
Sense”

Category: Video
by Anton Shilov
[07/11/2005 | 11:07 PM ]

NVIDIA Corp.’s chief architect David Kirk said in an interview that the company would make a
graphics processor with unified pixel and vertex processing engines — an approach backed by
Microsoft Corp. and ATI Technologies, but denounced by NVIDIA earlier — in future. The
executive said that from manufacturing standpoint such a chip would be easier to make, but
harder to design.

“We will do a unified architecture in hardware when it makes sense. When it's possible to make
the hardware work faster unified, then of course we will. It will be easier to build in the future,
but for the meantime, there's plenty of mileage left in this architecture,” David Kirk said in an
interview with Bit-tech.net web-site.

Late last year ATI and NVIDIA revealed their standpoints on the so-called unified shader
processing engines within a graphics chip. ATI said that such an approach was very efficient and
would allow to dynamically allocate resources of a chip. The company has developed a graphics
processor for Microsoft’s Xbox 360 console, which actually has unified shader processors. NVIDIA
late last year said that unified shader processor was not really efficient for both vertex and pixel
processing compared to specifically optimized pipes.

Microsoft pushes unified shader language for pixel and vertex shaders in its next-generation
Xbox 360 game console ad well as graphics API of Windows Longhorn — Windows Graphics
Foundation 2.0. As a result of that graphics hardware designers should deliver their chips with
unified shader engines at some point in future in order to more efficiently support the new APIL.
But at this point NVIDIA thinks the approach is not something required tremendously in short-
term future, which may be a feasible, as Longhorn is not expected to be launched earlier than in
mid-2006.

“It's far harder to design a unified processor - it has to do, by design, twice as much. Another
word for ‘unified” is ‘shared’, and another word for ‘shared’ is ‘competing’. It's a challenge to
create a chip that does load balancing and performance prediction. It's extremely important,
especially in a console architecture, for the performance to be predicable. With all that
balancing, it's difficult to make the performance predictable,” Mr. Kirk said.
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