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We have developed a new LSI architecture for a new consumer game console. In order to create realistic three-dimensional
computer graphic (3DCG) images in real time, massive floating-point computer power is required. We developed a new very long
instruction word (VLIW) architecture oriented to 3DCG operations, including 4 x 4 matrix operations, a high-speed floating-point
accumulator, and a floating-point divider. Supercomputer-class performance of 5.5 GFLOPS (giga floating point operations per

second) is obtained.
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