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HemMHoro ncrtopmu

» C camoro nosisrieHnsa GPU y
pa3paboTUMKOB rnosiBMNach naes
nepeknagbiBaTb YacTb pacyeToB ¢ CPU Ha
GPU, HO apXuUTeKTypa He No3Bosiania 310
nenatb. [Moutn. PazpaboTynkam
yaaBasioCcb BbIKPYTUTLCS U 3aCTaBUTb GPU
BbIMOSTHATb HY>KHbI€ UHCTPYKLIUN, HO
3a4acCTyo 3TO TOro HE CTOMUIIO.
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Kparkoe BBEAEHNUE B TEXHOJIOTHIO

* Texnonoruss CUDA — 3T0 nmporpaMMHO-aIimaparHas
BBIUMCIIUTENIbHAS apXxuTekTypa Nvidia, o0cCHOBaHHas
Ha paclIMpeHuH si3bika CH, KoTopas JaéT
BO3MOKHOCTh OpraHM3alliu JI0CTyIa K HAa0opy
MHCTPYKLMH IrpapuueCKOro yCKOPUTEIS U
YIIPABJICHUS €r0 MaMsAThIO IIPU OpraHu3aIuu
napaaieIbHbIX BBIYUCICHHUM.
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OCHOBHbIE BO3MOXXHOCTU
TeXHONOrnm

YHUpnunpoBaHHOE NporpamMMHo-annapaTHoe
pelleHne ang napannenbHbIX Bbl4UCNIEHUN HA
Bugeo4vnnax Nvidia;

CTaHOapTHbIN A3bIK NporpammMmupoBanmns Cu;

CTtaHoapTHble BUONMMOTEKN YNCNIEHHOIO aHanmaa
FFT (ObICTpOE npeobpasoBaHne dypbe) 1 BLAS
(NMHenHas anrebpa);

OnTUMN3NPOBaHHbIN 0OMEH AaHHbIMW MeXxay CPU
n GPU;

B3anmopgencTteue ¢ rpadounyecknmm APl OpenGL 1
DirectX;

Bo3MOXXHOCTEL pa3paboTkm Ha HU3KOM YPOBHE.
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OcHoBHBIE CPePbI NPUMEHEHNSA

* CuMynsUs IMOBEACHUS PA3IUYHBIX TEII
* O0OpaboTka rpaduku

* Pacuer reomerpun

* Beruucnenue pa3jmuHbIX X3IIEeH

* KoMIIbrOTEPHOE 3pEHUE

* MCKyCCTBEHHBIN UHTEIIIEKT
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TexHn4deckasa peanunsauyms

Jlns Be13oBa (pyHKIMM Ha ctopoHe GPU HyXHO:
1. BrelaeanTh maMsTh 0] apTYMEHTHI
CkonupoBaTh JaHHBIE ¢ X0cTa B 0710k namstu GPU.

3. IlpousBectu BbI30B (PyHKIUM (OyAET paCCMOTPEHO
nanee)

4. (OcCBOOOIUTH HAMSATH ITOCJIE BBINOJIHEHUSA
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PaboTa ¢ namMmaTblio

PaboTa ¢ mamMsThi0 OpraHu30BaHa P IMOMOIIU

(PYHKIIHM

— cudaMalloc — BeIenneHuEe OJI0Ka aMSITH

— cudaMalloc3D — BeigeneHMe OJI0Ka O
TpexmepHbii MmaccuB (width*height*depth)

— cudaMalloc3DArray — ananoruuno cudaMalloc3D,
HO JIJISI MAaCCHBa TaKUX OOBEKTOB

— cudaMallocArray — Beli€I€HHE MacCHBa OJIOKOB

— cudaMallocPitch — BeIIEIEHNE TAMSTH 10
MAaCCUBBI*

— cudaFree — ocBOOOIUTH OJIOK ITAMSATH
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UyTb nogpobHee npo
cudaMallocPitch

« [1aHHasa PyHKUUA He TONbKO BblaenseT
namMsaTb No4 OaHHble, HO U rapaHTUpyeT
COXpaHeHue creayrLero CoOoTHoLWeHU4A

T * pElement = (Tx)((charx)BaseAddress + Row * pitch) + Column;
* YTO B nTOre no3sondeT HamM CNOKOUHO
OPUEHTNPOBATbLCA B NaMATN, 3HAA

O6a3oBbIN agpec, CTPOKY U 3HaYeHUe pitch
(koTopoe nony4aem nocre cudaMallocPitch)
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icnonHeHne MHCTPYKLMU

— Br13oB pynknuu, Ha ctopone GPU uaetr HeMHOTO
HEOOBIYHO

someF unction <<< blocks, threadsPerBlocks >>> (args);

Tax xe GhyHKIHS JOKHA HIMETh MOAU(HUKATOP
__global
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I I1r0ChI TEXHOJIOTUH

* beICTpBIC BBIUHUCIICHUSA
e Xopollas apXUTEKTypa JJII MHOTOIIOTOYHOCTH

* YI1OOHBIM HHCTPYMEHTAPHUN U OTCYTCTBHUE
JUIITHUX TEJIOABHMKECHUN IIPU IEpeaaye
MHCTPYKIIMH (32 HCKIIIOYCHUEM YyTKa
CTpaHHOIO BbI3oBa  global  ¢dynkumii)

* YnoOHas paboTa ¢ NaMsIThIO
* [Tonaep>kKa OCHOBHBIX ILIaT(OPM
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MUHYCBI TEXHOJIOTUH

* [Iepemaua nanueix ot CPU k GPU gocrarouno
noporas onepanus. THOrma 3To 3aCTaBiseT
[IepeaaBarh JIMIIHUE JaHHBIC.

* [Iponpuerapnas apxurexkrypa CUDA.

* Ycrapesuias nogaep:kka Visual Studio 2012,
HO KOMY ATO HY>KHO, KOIJIa €CTh OH
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CI/IMyJ'IFI LA MOBEPXHOCTU BOAbI
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Cnacnbo 3a BHMMaHue
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