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  Core: NV20 200MHz 256bit
Memory: 64MB DDR 460MHz 128bit  Year: 2001  Bus: AGP 4x  Pixel shaders: 4 (v1.1)  Ver
tex shaders:
1 (v1.1) 
 
DirectX:
7 
Pixel pipelines:
4
TMU per pipeline:
2
 
Transistors: 
57 million 
Made: 
150nm
 
Pixel write speed:
800 MPixel/s 
Texel write speed:
1600 MTexel/s﻿
 
Memory bandwith:
7328 MB/s﻿
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      Supported technologies:  AGP TexturingAdditive Texture BlendingAnisotropic FilteringBilinear FilteringCube MappingDXT Compressed TexturesDot3 Texture BlendingEnvironmental Bump MappingEnvironmental Bump Mapping With LuminanceFactor Alpha BlendingFull-Screen Anti-AliasingGuard Band SupportHardware Transform and LightingMipmap LOD Bias AdjustmentMultiplicative Texture BlendingPoint Primitive SupportPoint SamplingPositional LightsProjected TexturesRange FogRendering to a WindowSpecular Gouraud ShadingStencil BuffersSubpixel Accurate RasterizingSubtractive Texture BlendingTable FogTexture Alpha BlendingTexture ClampingTexture MirroringTexture WrappingTrilinear FilteringVertex Alpha BlendingVertex FogVolume TexturesW-Fog          {/webgallery}
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