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Fig. 1. Memory Hierarchy of GPU
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Table 1, System Configuration

Parameter Value
Number of SM 16
Warp Size 32

Data L1 Cache

Data L2 Cache

Texture Cache

Clock (Core,
InterConnection, DRAM)

32set, 128bytes, 4way
64set, 128bytes, 8way
4set, 128bytes, 24way

700MHz, 700MHz, 924MHz

lll. Experiment Results Analysis
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Fig. 2. Performance Comparison
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Fig. 3. Cache Hit Rate for L2 Cache

IV, Conclusions
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