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Implementation of Neural Networks using GPU
Kyoung-su Oh" - Keechul Jung'

ABSTRACT

We present a new use of common graphics hardware to perform a faster artificial neural network. And we examine the use of GPU enhances
the time performance of the image processing system using neural network. In the case of parallel computation of multiple input sets, the vec—
tor-matrix products become matrix-matrix multiplications. As a result, we can fully utilize the parallelism of GPU. Sigmoid operation and bias
term addition are also implemented using pixel shader on GPU. OQur preliminary result shows a performance enhancement of about thirty times
faster using ATI RADEON 9800 XT board.

FI9E : L X2| #X|(Graphics Processing Unit : GPU), A4 (Neural Network : NN), CI& HMEE(Multi-layer Perceptron :
MLP), £XI 2&(Text Detection), ¥A&ial(Image Processing)
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