Clock rate

From Nesdev wiki

The clock rate of various components in the NES differs between consoles in the USA and Europe due to the different television standards used (NTSC M vs.
PAL B). The color encoding method used by the NES (see NTSC video) requires that the master clock frequency be six times that of the color subcarrier, but this
frequency is about 24% higher on PAL than on NTSC. In addition, PAL has more scanlines per field and fewer fields per second than NTSC. Furthermore, the
PAL CPU's master clock could have been divided by 15 to preserve the ratio between CPU and PPU speeds, but Nintendo chose to keep the Johnson counter
structure, which always has an even period, and divide by 16 instead.

So the main differences between the NTSC and PAL PPUs are depicted in the following table:
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Some frequencies in the above table are rounded.

The 2C03, 2C04, and 2C05 PPUs were all found in Nintendo's Vs. System and PlayChoice-10 (a.k.a. PC10 or PC-10) arcade systems. Famicom Titler, Famicom
TVs, and RGB-modded NES consoles would use either the 2C03 or a 2C05 with glue logic to unswap $2000 and $2001. (Later RGB mods used a 2C02 in
output mode and faked out all palette logic.)

The color emphasis bits on the PAL NES have their red and green bits in PPUMASK swapped

The authentic NES sold in Brazil is an NTSC NES with an adapter board to turn the NTSC video into PAL-M video, a variant of PAL using NTSC frequencies
but PAL's color modulation.

Dendy is a clone of the Famicom distributed by Steepler and sold in Russia. The chipset in Dendy and several other PAL famiclones (6527P+6538) is designed
for compatibility with Famicom games, including games with CPU cycle counting mappers (e.g. VRC4) and games that use a cycle-timed NMI handler (e.g.
Balloon Fight). This explains the faster CPU divider and longer post-render period vs. the authentic PAL NES.

To compensate for these differences, you can detect the TV system at power-on.
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