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Table 1: PlayStation 3 bill of material analysis
Est, Cost Est. Cost
Playstation 3 Components atlaunch  after 3 years
CPU IBM Cell Processor
sustainability 1 PP Core 13 2GH:
1 VMK veclon und per cone §230 560
S12KB L2 cache
TxSPEs [@3.2GHz
GPU NVIDIA RSX @550MHz
FuB HD {up to 1080p) xZ channels st =
Optical Madia Blu-ray §350 $100
Mamaory Z5EME XDR Main RAM
256MB GODR3 VRAM af 700 MHz w0 =
HOD Detnchable 2 5" HDD WA, NA
UusBe & parts (front x4, rear x7) &5 53
Ethernet Gigabit Ethemel =
Vo input, 2 outpul
WiFi B02.11 big 55 53
Blustooth Bluetooth 2.0 £5 55
Other componenis Analog IC
1 ASICs 480 $B5
1D campaneats
TOTAL £800 320
(economy of scale) Sowce: Verrll Lynch
(experience curve)
PS3 CPU
® PLAYSTATION 3
1 800 400 (0
8) 2 2006 07 17 ,p-180
9 2006 3-- SCE ,CNET Japan 2006/02/21
http://japan.cnet.com/news/tech/story/0,2000056025,20096901,00.htm
(10) Boyes,Emma 2008; PS3 - , CNET Japan,

2008/01/17 , http://japan.cnet.com/news/bi z/story/0,2000056020,20364988,00.htm
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Copyright (c) 2006 Hiroshige Goto All rights reserved.
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