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0 1: The machine spec.

CPU
Product Name Intel Core i7 920
Frequency [GHz] 2.66
#Cores(real, virtual) 4,8
Memory Size [GB] 3
Memory Bandwidth [GB/s] 32

GPU
Product Name nVidia Geforce GTX 480
Frequency [GHz| 1.40
#Cores 480
Memory Bandwidth [GB/s] 177.6
Memory Size [GB] 1.5
Max GFlops [GFlops] 672
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1. 0000000000000 0000DO00 32 bits
O 32 bit integer 0 0O O register D0 000 : 6 clocks

2. integer 00 00O0ODO: 2 clocks
3. integer DO 0O 16 bits OO DO : 2 clocks

4. 00000000000 OOOO0O00000O000OO0
O0000000: 2 clocks

sign bit 000000000 CO0O0OO0O 12 clocks O
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1. 000000000000 32 bits 0 32 bit integer
1. 00000: 0 clocks

2.000000000000 32bitsO0O0D0OD0 16
bits 0 32 bit integer i OO O OO : 0 clocks

3. 0000000000 16 bits O 32 bit integer i3
O0000: 0 clocks

4. 0000000000 0OD00O0OD0O0O 8bits O 32 bit
integer ¢4 OO O OO : 0 clocks

5 17 =434+4,000000000000: 1 clock

6. ¢'=+ 000 16bits00000: 2 clocks
7.1, 0 ¢ 0000: 1 clock

8. unsigned long long int ¢4, 0 i, D0 000 : 0 clocks

9.4, 000 32bits D00 DO : more than 2 clocks,

assuming 4 clocks

10. ¢4 O ¢, 0000 : more than 3 clocks, assuming 4

clocks
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O0000oDoo0o0o0oooobDOo0Og 24 clocks // YREG* is a 64-bit register.

000000000 8bits 000000000 7.5 clocks // URegx is a 32-bit register.
// %reg* is a 16-bit register.
oboob 30obouoboobouobooooboboooooboo
goooodboboboooobobuobooooo // 4 registers.
0000000 400000000000000000 // Each register has least significant 32
//  Dbits of a double precision floating
oooobooobgon //  point number.
ooooooobobooonD FDTDDOOOODOO mov.b32 JReg32A, OxGHIJ-KLMN;

mov.b32 Reg32B, 0xUVWX-YZab;

oo uo o mov.b32 YReg32C, Oxijkl-mnop;
gbooobooboobooboboooboo mov.b32 %Reg32D, Oxwxyz-Q@7=%;
// 2 registers.
3.2 000000 // Each register consists of two 16-bit
//  parts.
//

FOTD 0000000000000 0oonoooon // A 16-bit part has least significant 16

vobooooboooboooboooooooooon //  bits of most significant 32 bits of
0000 & O //  a double precision floating point

//  number.

mov.b32 %Regl6AB, OxCDEF-QRST;

515
1.0 < & < 32768.0 = 2 (1) mov.b32 %Regl6CD, Oxefgh-stuv;
goooooooobobobooooooooooooon // 1 register with four 8-bit parts.
oo // An 8-bit part has least significant 8
//  Dbits of most significant 16 bits of a
0x3££0-0000-0000-0000 0 O 0x40e0-0000-0000-0000 //  double precision floating point
// number.
O000000 200000 0x4000-0000-0000-0000 [ mov.b32 %Reg8ABCD, 0xABOP-cdqr
I:l OX40f0-OOOO-OOOO-OOOO D D D D D D 8 bltS D D D D // Unpack 2 registers With fOllI‘ 16—b1t
0x400 00000002, 0000000 8 bitsd 0x40 //  parts and store the results in 4
00000000000 00000Do0ooooooo /] registers. ,
// Data movement instruction(mov) only.
O0000000000000 5 bitsOO00O0O0O0O0O //
000000002, 0000 000000000 mov.b32 {/regl6B, Yregl6A}, %Regl6AB;
// OxQRST, OxCDEF <- OxCDEF-QRST
Oo0000o0ooooooooono 200000000 mov.b32 {Yregl6D, Yregl6C}, %Regl6CD;
O2 00 000000000O000000O0000 // Oxstuv, Oxefgh <- Oxefgh-stuv
gd0ooboooo20000000000000000
// Unpack a register with four 8-bit parts
bboooooooooooooooon 2 clocks O // and store the intermediate results in
OO0 1clockODOODOOODOODOOOE = gpe, O // 2 registers, each of which has two
0x3da3-7876-f14d-ed31 [] [ 0x3e93-7876-f14d-ed31 0 [J // ~ 8-bit parts.
6 // These 2 registers also should be
00000000 2500000 0x3e03-7876-f14d-ed31 //  unpacked later.
0 O o0x3ef3-7876-fl4d-ed3t 0 0 OODO OO OO 8 mov.b32 {%reg8CD, %reg8AB}, %Reg8ABCD;
bits O 0x3e OO0 O Oe~! O 0x423a-4bcd-78b3-d090 // Oxcdqr, OxABOP <~ OxABOP-cdqr
0 O 0x414a-4bcd-78b3-d0900 0 O O 274 0O O O // Unpack 2 registers with four 8-bit
0x41fa-4bcd-78b3-d090 0 I 0x410a-4bcd-78b3-d0900 [ //  parts and store the results in 4

. //  registers.
0 8bits 0 0x41 0000 // Since current multiprocessor does not
64bits 000000000 DOO0OOOODOOOOO // have a native instruction which

Oo000D0s6bits 00 000000OOOOOOONO 128 //  unpacks a 16-bit register to two
//  8-bit registers, such kind of

bytes DU D DDOOOOOOOOODDDDNDshared //  functionality must be implemented by
memory 00 128 bytes OO0 OO OOO00O0DODODODO 32 // ~multiple native instructionms.
bits 0000000056 x4=8-44+16-4+32-4 = // The use of add.s32, mad.lo.s32 and
//  shl.b32 was chosen to minimize
32+32-2+32-40000000000 4000000 //  extra computation time, though this
0000000000000 b00O000o00oooono //  implementation has both of two kinds
//  of functionality -- that is, two



//  kinds of functionality was combined:
// (1) unpack
//  (2) recover most significant 16 bits
// by packing 0x41 and the unpacked 8
//  bits.
mov.bl6 YregZero, 0x0000;
mov.b32 %Reg8zzAB, {reg8AB, YregZero};
// 0x0000-ABOP <- OxABOP, 0x0000
mov.b32 %Reg8zzCD, {%reg8CD, %regZero};
// 0x0000-cdgr <- Oxcdqr, 0x0000
shl.b32 /Reg8zABz, }Reg8zzAB, 8;
// 0x00AB-0P00 <- 0x0000-ABOPO
shl.b32 Reg8zCDz, %Reg8zzCD, 8;
// 0x00cd-qr00 <- 0x0000-cdqr
mov.b32 {%reg8Bz, %reg8zA}, %Reg8zABz;
// 0x0P00, 0xOO0AB <- 0x00AB-0POO
mov.b32 {%regd8Dz, %regdzC}, %Regd8zCDz;
// 0xqr00, 0x00cd <- 0x00cd-qr00
mov.b32 %Reg8zAzC, {reg8zC, Yreg8zA};
// 0x00AB-00cd <- 0x00cd, O0xOOAB
add.s32 %Reg8fAfC, Reg8zAzC, 0x4100-4100;
// 0x41AB-41cd <- 0x00AB-00cd
mov.b32 {%reg8fC, %reg8fA}, %RegB8fAfC;
// 0x41lcd, 0x41AB <- Ox41AB-41cd
mov.b32 %Reg8zzBz, {reg8Bz, ’regZero};
// 0x0000-0P00 <- 0x0P00, 0x0000
mov.b32 %Reg8zzDz, {lreg8Dz, %regZero};
// 0x0000-qr00 <- 0xqr00, 0x0000
mad.lo.s32 %Reg8fBzz, 0x0000-0100,\
%Reg8zzBz, 0x4100-0000;
// 0x410P-0000 <- 0x0000-0P00
mad.lo.s32 %Reg8fDzz, 0x0000-0100,\
%Reg8zzDz, 0x4100-0000;
// 0x41qr-0000 <- 0x0000-qr00
mov.b32 {%regTrash, %reg8fB}, %Reg8fBzz;
// 0x0000, 0x410P <- 0x410P-0000
mov.b32 {%regTrash, %reg8fD}, %Reg8fDzz;
// 0x0000, 0x4lgr <- 0x41qr-0000

// Recover most significant 32 bits.

mov.b32 %Reg8fAAA, {Vregl6A, Yreg8fA};
// 0x41AB-CDEF <- OxCDEF, 0x41AB

mov.b32 %Reg8fBBB, {/regl6B, Y%reg8fB};
// 0x410P-QRST <- OxQRST, 0x410P

mov.b32 %Reg8fCCC, {%regl6C, %reg8fC};
// Ox4lcd-efgh <- Oxefgh, Ox41lcd

mov.b32 %Reg8fDDD, {%regl6D, %reg8fD};
// Ox4lgr-stuv <- Oxstuv, Ox4lqr

// Recover full 64 bits.
mov.b64 %REGSfAAA-AAAA,
{#Reg32A, %Reg8fAAA};
// 0x41AB-CDEF-GHIJ-KLMN
//  <- OxGHIJ-KLMN, 0x41AB-CDEF
mov.b64 %REGS8fBBB-BBBB,
{%#Reg32B, %Reg8fBBB};
// 0x410P-QRST-UVWX-YZab
//  <- 0xUVWX-YZab, 0x410P-QRST
mov.b64 %REG8fCCC-CCCC,
{%#Reg32C, %Reg8fCCC};
// 0x41cd-efgh-ijkl-mnop
//  <- Oxijkl-mnop, Ox4lcd-efgh
mov.b64 %REG8fDDD-DDDD,
{%Reg32D, %Reg8fDDD};

// 0x4lqr-stuv-wxyz-Q7=x
// <= Oxwxyz-Q7=%, Ox4lgr-stuv

0oQg24t0

0x41AB-CDEF-GHIJ-KLMNU 0x410P-QRST-UVWX-YZab[l
0x41cd-efgh-ijkl-mnopl Ox41qr-stuv-wxyz-Q7=x*
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