


PSX Hardware Performance.





As a part of the TDD for WC5 PSX, i would like to provide performance (timing) information of the PSX hardware. I would like to express this in 'operations' per 'timeunit'.





Ideally, 'timeunit' should be 1 frame, i.e. 1/60 of a second NTSC or 1/50 of a second PAL.





As for an 'operation', i would like these to range from, e.g.:





 - a given number of pixels,


 - a given number of lines,


 - a given number of flat-shaded polygons,


 - a given number of gouraud-shaded polygons,


 - a given number of texture-mapped polygons,





and combinations of the above, e.g.:





 - a given number of pixels + a given number of lines,


 - a given number of pixels + a given number of texture-mapped polygons.





I would also like to demonstrate the time taken in the vertical b
