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ABSTRACT

Matrix multiplication is widely used in scientific and engineering field. Locality can improve the execution
performance of matrix multiplication. A method for accelerating matrix multiplication is presented. This
method uses both CPU and GPU computing power in PC. The presented method improved execution time
about %15~30% than the method which uses only GPU.
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L1 : for i=1 to n do
L3 ¢ for k=1 to n do
L2 : for j=1 to n do

Cli.j1=Cli.j1+Ali,k]1*B[k.j];
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