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˗̌́̒̓̆̑ȡ
Å̞ ̎̑́̒̓̑̔̋̓̔̑́̕
Å̠ ̗̠̃́̌̉̉̋́̉̕
Ą̊ ̂̒̌̔̇̉̃́̎̉̆
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(C)NvidiaCorporation, CUDA Compute Unified 
DeviceArchitecture (version 3.1), 2010, p. 2

GFLOP/s ɀ̍ ̌̑̅Ȣ ̗̏̐̆̑́̉̊ 
̒ ̟̐̌́̃́̆̊̚ ̠̈́̐̓̏̊ ̃ 
̒̆̋̔̎̅̔
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˜̠̑̏̐̔̒̋̎́ ̝̒̐̏̒̏̂̎̏̒̓
ˍ̐̐́̑́̓̎̏̊ ̙̜̉̎ ̠̅̌ 
̘̖̄̑́̉̆̒̋̉̕  ̐̌́̓ ̉ 
̗̐̑̏̆̒̒̏̑̏̃ȟ ː̂Ⱦ̒



Á˞̠̆̄̏̅̎ ̎̆̋̏̑̑̆̋̓̎̏ ̜̝̎́̈̃́̓ ̜̒̏̃̑̆̍̆̎̎̆ 
̘̄̑́̉̆̒̋̉̆̕ ̜̐̌́̓ ̃̉̅̆̏̋́̑̓́̍̉ȟ ̓Ȣ̋Ȣ 
̠̂̌́̄̏̅́̑ ̃̏̈̍̏̇̎̏̒̓̉ ̠̝̉̒̐̏̌̎̓ ̃̒̆ 
̜̏̒̎̏̃̎̆ ̘̌̏̄̉̆̒̋̉̆ȟ ̘́̑̉̍̆̓̉̆̒̋̉̆̕ȟ 
̘̓̑̉̄̏̎̏̍̆̓̑̉̆̒̋̉̆ ̗̏̐̆̑́̉̉ȟ ́ ̓́̋̇̆ 
̃̏̈̍̏̇̎̏̒̓̉ ̠̐̑̏̄̑́̍̍̉̑̏̃́̎̉ ̘̈́̅́ ̎́ 
̜̖̅́̎̎ ̖̔̒̓̑̏̊̒̓̃́ȟ ̏̎̉ ̝̐̑̆̃̑́̓̉̌̉̒ ̃ 
̗̜̔̎̉̉̉̑̏̃́̎̎̆̕ ̜̘̝̜̃̉̒̌̉̓̆̌̎̆ 
̔̒̓̑̏̊̒̓̃́ ̉̌̉ '0'05 ɀGeneral-purpose
graphicsprocessingunitsɀȺ'05 ̏̂̆̄̏̚ 
̘̠̎́̈̎́̆̎̉ȻȢ
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ˏ̒̆ ̜̑̆̒̔̑̒ 
GPȔ̜̓̅́̎ ̎́ 
̜̘̝̜̃̉̒̌̉̓̆̌̎̆ 
̂̌̏̋̉

˜̗̑̉̎̉̐ȡ  SIMD ɀsingle instruction ɀmultiple data
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- NvidiaCorporation, CUDA Compute Unified DeviceArchitecture (version 3.1), 2010, p. 3


