FEEREN LB B
IPSJ SIG Technical Report

2008—0OS—108
2008,74,723

Cell H® Fine-grain Task Manager DXk

HOE g
Ak

B

WOBE
BT Bh

PlayStation 3 Ti&, I N TV 3% Linux ZHOTTY =L %Z2HT 5 Z LM TE B, GPU D
SRS TW ARV d, Frame Buffer LICHiifid 2 03353% %, Frame Buffer Loz
FEHIARETH B, AW TIE Cell 1D Task Manager % F4 L, Frame Buffer 1T 7% 3D

Graphics Renderer Z5i%3 %,

WATARU MIYAGUNIL, ! Suingt KONO, 2 AkirA KAMIZATO'
and CHIAKI SUGIYAMA 14

In PS3, the game can be developed by using installed Linux. However, because details of
GPU are unpublished, it is necessary to draw on Frame Buffer. Drawing on Frame Buffer
is very low-speed. In this research, we implement Task Manager for Cell and develop 3D

Graphics Renderer high-speed on Frame Buffer.
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