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No workload

1 3DMark SLING SHOT EXTREME
2 3DMark SLING SHOT

3 3DMark ICE STORM EXTREME
4 3DMark ICE STORM

5 3DMark API OVERHEAD

6 Madagascar 3D Benchmark

7 Benchmark 3D Kassja graphics
8 Renderscript Benchmark

9 NenaMark?2

10 V1 - GPU Benchmark Pro

11 Seascape Benchmark

12 Basemark GPU

13 3D Benchmark Android Gamers
14 Relative Benchmark

15 L-bench
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