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    Core: RV350 324MHz 128bit
Memory: 128MB DDR 404MHz 64bit  Year: 2003  Bus: AGP 8x Made: 130nm Transistors: 7
6 milion
Pixel pipelines: 4 TMU per pipeline: 1    Pixel shaders: 4 (v 2.0) Vertex shaders: 2 (v 2.0)
DirectX:
9
 
Memory bandwith: 
3232 MB/s
 
Pixel write speed: 
1296 MPixel/s
Texel write speed: 
1296
MTexel/s
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