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ABSTRACT

Since a hardware accelerator for 3D graphics processing GPU(Graphics Processing Unit)’s performance has
been improving constantly. This is the efficient way was introduced for complex graphics application, but it
is rarely used to utilize 100% resources on GPU. GP-GPU(general-purpose GPU), including operations on the
GPU and supporting common operations can be handled by the processor, is noted by depending on the
distribution of resources that can be effectively controlled.

In this paper, the simulator was implemented that supports virtual environment of GP-GPU and available
for program design and debugging. Through this, the co-design development environment support
simultaneous design fast and reliable verification that are available to build the interface of three-dimensional
graphics display.
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Step 1
Create
header Compiling the
Design
""""" '--{ Dpiheader.h |-----
Step 2
Function
Module C compiler
compile (windows)
<vlib>.dll
Virtual librar:
Step 3 e .
i sim -sv_lil
Simulate e

% 2. DPI flow diagram
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HW
CLR[3638] :TID[2] - Stre

: nCE(DxFFFB), INDEX(10), BASE(0x00000000}, SIZE(S), STEP (1)
Reg[10] <= Mem[0x700000] : (OXBE6666, OXBECCCC, Dx3B999A, OX3F6666)

CLK[3640] : TID(2] -
CLR[3641] :TID(2] -

B
s
s Reg[11] <= Mem[0x700010] : (0x3FODOD, 0x3FO000, OXO, OXO)
CLR[3642] :TID(2] - S
s
s
s

Reg[12] 0x700020] : (0x3E6666, OXBECCCC, Dx3B999A, Ox3F6666)
Reg[13] <= Mem[0x700030] : (OxBFODOD, 0x3FO000, OXO, OXD)

Reg[14] <= Mem[0x700040] : (OxBE6666, Ox3ECCCC, Dx3B999A, 0x3FO00D)
oad : nCE(OXFFFB), INDEX(10), BASE(0x00700050), SIZE(S), STEP (1)

CLR[3643] :TID[2] -
CLR[3644] :TID[2] -
CLR[3645] :TID[2] -
CLR[3646] :TID[2] - read
NEXT_PC[4] *** : / Thread (END)
Read GPRS[PA1A] : index[0], X(0x70000:0.0000f), Y(5), Z(0), U(0)
Read GPRS[PH1B) : index[4], X(0), Y(0), Z(0), U(D)
Branch[END] : PC_NEXT[0]

Reports

CLR[3653] :TID(2] -
CLR[3658] :TID(2] -
CLR[3659] :TID(2] -
CLR[3660] :TID(2] -

Thread #0 GPRs

GPRs[0] : [0x70000:0.0000£] [S] [0] [O]
GPRS[10] : [ :-0.7000£] [ :-0.5000£] [0x3B:
GPRs[11] : [0x3FO0D0:1.0000f] [0x3F0000:1.0000f] [0] [0]
GPRs[12] : [ 7000£] [ £-0.9000f] [0x3B!

:0.1000] [OX3F6666:1.4000£]
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