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- BIOS : Award Medallion BIOS v6.0

: Windows XP Professional

- CPU : Intel(R) Pentium(R) 4 CPU 1.80GHz
- w=e : 1024MB RAM
- Page File : 404MB used, 2061MB available

- DirectX Version : DirectX 9.0 (4.09.0000.0900)
- OpenGL Version : OpenGL 1.3

- 3D 2#¥ 7}= : RADEON 9700/9500 SERIES
- AzAA
- Chip type : Radeon 9700AGP (ND)

- DAC type : Internal DAC(400MHz)

- Hde w=2a 1230 MB

- HAE A= : 1024 x 768 (32 bit) (85Hz)

- 2Ug A ZuUE Max Res: 1600,1200

- ¥t 2 714 ModeMPEG2_D ModeMPEGZ_C
- 3D ¥ A2

© ATI Technologies Inc.

NitroFamily Game Engine
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