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D float/double &Y

=111}

jll[

o R¥EBROE Y PEATRI LD KR
TEBERRURGICES

—ARE9% CPU/GPU BB TOMG
o double I float £NZBLLDE Y hEE

CC++ OE  WUSH B & £ OHIE V. EVMBEZ D KAITE 3
float PR /P2 7H COBBETLS HEMEL, HEELOR
doble  fRNE/Fres 161 B < RRL. HETS BNEET.

float x = 1.0f; // FP32
double y = 1.0; // FP64
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BEZ T3 . EWMEZXRTE3EBHLNS

1 DORICKE S8

X 1 OxRDE R0]5]

FP64  1.0000000000000002 2732

FP32  1.0000001192092896 2723

FP16  1.0009765625 g—1C
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%o vk~ T8 I8 B KRELBEH

FP64 (IEEE 754) 64 1 11 52  FFRMEEOERE. 16 #]

FP32 (IEEE 754) 32 1 8 23 H7HT

TF32 32 Rz 1 8 10 FP32 $5#EB. FP16 {REER

BF16 16 1 8 7 FP32 1888, REERIZE W

FP16 (IEEE 754) 16 1 5 10 {REERIE BF16 & D RULAYEEEIAEELY
FP8 E4M3 (OCP) 8 1 4 3 #HELDBEZFD

FP8 E5M2 (OCP) 8 1 5 2 fBELDEEZFD

FE0: IEBER x bit. REER ybit DT +—<w % ExMy ¥R,

[ L 16 bit % 8 bit TH FP16 ¥ BF16. E5M2 ¥ E4M3 TIIFENREL B, BEEHHIZITTEL. A
TEDOKRETETHRE TEREEN,

HE8 - BE: [EEE 754; NVIDIA Hopper Architecture In-Depth
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Block-scaled floating-point 3

EHD FP8 Javy
2 it
i E:FS $5 scale 1& flgpg
{S | E4 | MSHS | E4 | MSHS | E4 | MSHS | E4 | M3 FP8 (OCP) E4M3/E5M2 5L 1
[Ehepal et kva MXFP8 E4M3/E5M2 E8MO / block 32
MXFP8 E4M3 / block
NVFP4 E2MA1 FP32 / tensor 16

170v7: FP8x32

]
27— nigg)

BEROE Y MDD BRWZETH, RIBEZ
NVFP4 Tld. &5IZ—D® FP32 scale 2185k
7Oy I THET 3,

J0vY 0: E2M1x 16

ooy -

70wy 1: E2M1x 16

70w N:E2M1x 16

HE T —IUIC & > THERERER D OIBERIEREZ
KRTEZ—AH. ALTOYTICKE T DOBiHK
ICRBZMELHBERBELIC L,

HEa - BE: OCP Microscaling Formats (MX) Specification v1.0; NVIDIA Blackwell Architecture Technical Brief
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100 A

10x

o —fRIC. FTERE CHEREIZ
-e— FP4 (Tensor) KL—R#A7

FP8 (Tensor) e ) PN
FP16 (Tensor) ‘ ig;;ﬂ%a;;étﬁfz‘@h’(%@(}ﬁb‘

o HAZRZEICEBREEED
MHrep'm L. WISTAHEHD
BZTWVW3

o FP8 |& H100 tH{¥. FpP4 (&

// FP64 (Scalar/Tensor) Blackwell tHETH 71— E9t4

V100

~ , : GPU
A100 H100 B200

Hi 88 - B2 NVIDIA V100/A100/H100/Blackwell GPU architecture materials; NVIDIA Tensor Cores page. Zit{DHFTAI% dense
peak (sparsity % L) % V100 FP64 Lt THRR
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MREDH 5 GPU EROFAE - 70T 5 X V7 FEADHER

B2 T CUDA h—RIILZEIHE. BICEBEERZES IR RN +DICEDS
BVEREMED BB, £ BROFETEREEERZEZ 5D 2D

—~ FP16 K&

* FP16 &S half

 Scalar JBE O EMEZ +91E3IC
I%. half2 ZF\L\/z SIMD BEH %
=z

const float fO = 1.f, f1 = 4.6f, f2 = 4.8f;

const half2 v2
const half2 s2

__float22half2_rn(f0, f1);
__float2half2_rn(£f2);

const half2 r2 = __fmul2(s2, v2); // SIMD (f16x2)

— XREVTIERADHEL

« GPU Tld. 128 bit DY, LW Dh
DTF—REFEHTAEIGRAES
THIOLFELW

o EREZTHZHMAT BRI, 128 bit
DIBREDTIEADTESZ LS. 7
OJSLOEZBRZZToIESH

BWIlehHhs
~ HW=RIJILATD Tensor ATDFIA —
&Iz
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Tensor 77 & I&

oo Boi Boz Bos

4 Al ), -
D X J J : Bio Bii Bz By
—
—

Bo By By By,

Big By By, By,

HMMA FP16 or FP32 FP16 FP16 FP16 or FP32
IMMA  INT32 INT8 or UINT8 INT8 or UINT8 INT32

BERETYENIEERIR

ATITHIDMEREE

REDIFE AL D NVIDIA GPU TH BRI
FEBEZETODITINBEOFEENS. Volta tHRTHIH TIEE
* A100 15 1% FP64 @ Tensor 17 H

Tensor A7 BEIF/N T B1TIRZFHE T B EK. KIBTHRISEOITIRICOEL T
Tensor A7 ICANT 3
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Tensor 77 & I&

wrzinTaz

wrazinTaz

wTszinTsz

WwTazinTaz

WrazinTaz

T3z T3z

ST st

InTa2 a2

wrazinTaz

T3z Tz

wr3zinTaz

IWTzinTsz

wrazinT3z

IwTszinTsz

W w

U instruction Cache.

L0 Instriction Cache
Warp Scheduler (32 thread/cik)
Dispatch Unit (32 thread/cik)

Register File (16,384 x 32-bit)

PR s
Foafps2 oo
PP s
Fpa2 Fraz
TENSOR CORE
Fp32 Fpa2
Fpa2 Fpaz
FP32 FP32
FP32 FP32

Gk

L0 insiruction Cache
Warp Scheduler (32 thread/cik)
Dispatch Urit (32 thread/clk)

Register File (16,384 x 32-bit)

[ e
[ e
Faafes e
Faafes e
TENSOR CORE
Fp32 P32
Fp32 P32
Fpa2 ez
Fpaa ez

WL

sz sz

sz sz

a2 wraz

sz sz

a2 wraz

T3z iNTaz

sz NTsz

L0 instriction Cache.

sz sz

w3z sz

T3z NTaz

sz sz

sz sz

sz T

L0 Instriction Cache.
Warp Scheduler (32 thread/cik)
Dispatch Unit (32 thread/cik)

Register File (16,384 x 32:bit)

PR o
FRadfps2  Feoe
Fea2 ez
Fra2 ez
TENSOR CORE
FP32 P2
FP32 P32
FP32 P32
FRfR  ree

& st st st st st SFU

Warp Scheduler (32 thread/cik]
Dispateh Unit (32 thread/clk)

Register File (16,384 x 32-bit)

PR res
FPs2 P32
P32 FP32
FPa P2z
TENSOR CORE
FP32 P32
FP32 P32
FPs2 P32

FP32 P32

192KB L1 Data Cache / Shared Memory

Tex.

Tex

« N—RT 7L TlE SMRIC FP32 BEEERA
CrebHliEE
o #BHD thread KA L T Tensor A7 TOEHE%E
E17
o BAIF 1 warp
- Hopper LA Tl 4 warp tHFHHR—~

« thread: GPU T < S/\DALIBEAL
» warp: 32 Bl thread % & & & 7=RITHAL
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CUDA J7IERAESE. Tensor J 7 THFEMICHE L

CUDA 17: thread CtICBHE

thread  FP32 j&%¥28 (CUDA 17)

{ 0 ]ﬁi aobo + co }
{ 1 ]ﬁi aiby +c1 }
[ 2 ]ﬁ; azbs + c2 }

ANS5—« RT BILEEZ ZRICEIT
PRI, REFHE. TRICDHES
BRCCOUBEPRIRANAHENER

Tensor A7 %#ES5H—RILTH. PRL X

HBENBENTZT%E Tensor A7 AEE B,

Tensor 7: warp TiTFIFEM

1 warp = 32 threads
EEEGE-)
V%38 L T35

Tensor 7 &
D=AB+C

BEERIRD/NER D = AB + C #ET
SHOBNE—D DS TUIE

FHEOHIEIZERE D CUDA SR TITS5, THf&ICEL
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Tensor A7 %= ES Il

Tensor A7MNED LTSV EES H—2JLAT Tensor 7 APl £IE3

f5ll: cuBLAS. cuDNN. cuTENSOR WMMA (Warp Matrix Multiply and
=3 Accumulate) API
BROHEN S TS UDIRET S Y1 ZEE D/ B1T5RN =

HEICEE T2 THNIE. HiER Tensor A7 TIT5 785D C++ API
B EAHDREHDFIBATEE )

J

Tensor A7 = BMITTER T BICIE. EOHAETHRMILRYINBERERZTDARER
THBOENETL 2HRENDH S
AXZH): RT MILORABHITHNBEDRHFRBIHEES TIEH BTN E. Tensor A7 % B
W TATERHRLIFBRS R

24 / 55 NVIDIA.



cuBLAS H»*'5 Tensor A7 % 1fES

- N\
HRETIR AT FP16 Tensor A7 ZAWSIEE
cublasSgemm(handle, CUBLAS_OP_N, CUBLAS_OP_N, cublasGemmEx (handle, CUBLAS_OP_N, CUBLAS_OP_N,
m, n, k, m, n, k,
&alpha, &alpha,
A, 1lda, A, CUDA_R_32F, 1lda,
B, 1db, B, CUDA_R_32F, 1db,
&beta, &beta,
C, 1ldc); C, CUDA_R_32F, 1ldc,
CUBLAS_COMPUTE_32F_FAST_16F,
CUBLAS_GEMM_DEFAULT) ;

Tensor A7 ZFIEY 3 C & CEHREEMBIIEMWINS D RETASTI%E FPie AE#
RO EREIFSHILTS
CUBLAS_COMPUTE_32F _FAST_16F ZZ&E ¢ 5 _ & T. AHEZYIDE X AI8E

F 913 cuBLAS ORI - 5|1B A ZE X, BE0D FP32 1B & RI1THR - BRZ L& T %,

25 / 55 NVIDIA.



A—FI)LAHS Tensor A7 Z=DOHS: WMMA API

WMMA (Warp Matrix Multiply and Accumulate) APIZ W3 Z & TH—RILBEEAH
5 Tensor 17 TOFEZEITHRE

WMMA APl THE T E 31751
f5: A-B+ C, where

1. fragment Z#MZz AR * A,B: 16 x 16 FP16 1751
2. load_matrix_sync C{IHZFHmMAL e C: 16 x 16 FP32 175!

3. mma_sync TD=Ax B+C Z58&

4. store_matrix_sync CHlaRZEZIRY fragment & (3

1 warp = 32 threads T1T5 % HFAFF
B0, 1thread HF D175 70O
7

HE8 - B NVIDIA CUDA C++ Programming Guide, Warp Matrix Functions
26 /55 <AnviDia I



WMMA AP| /N> 7L

#include <cuda_fp16.h>
#include <mma.h>
using namespace nvcuda;

__global__ void wmma_16x16(const half *A, const half *B,
wmma: :fragment<wmma::matrix_a, 16, 16, 16, half, wmma::
wmma: : fragment<wmma: :matrix_b, 16, 16, 16, half, wmma::
wmma: : fragment<wmma::accumulator, 16, 16, 16, float> c_

// THCHEBR%0
wmma: :fill_fragment(c_frag, 0.0f);

// 175, BDFAIAH
wmma: : load_matrix_sync(a_frag, A, 16);
wmma: :load_matrix_sync(b_frag, B, 16);

// 1THIFER C = A*B+C

wmma: :mma_sync (c_frag, a_frag, b_frag, c_frag);

/] FERDESHL

float *C) {
row_major> a_frag;
col_major> b_frag;
frag;

wmma: :store_matrix_sync(C, c_frag, 16, wmma::mem_row_major);
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REFICESEY MZERS T EXEVFERAEVEEEZROE S

BRI 2 BERERATRET S

FP32 — FP16

HET RS IBEEATRT 35ED \ XEY: FP16 (REEFR) \+_

H>3

HESEEASCEXTICHE BBEDS !

v ‘ Fid it LEFIC FP16 — FP32 ‘ R

BLEETEDZL DEREZHAAD D

RIITHESNBA=D B S,

ﬁﬁ%ﬁ@i@<fﬁ~?—ﬁ%¢é<?é] \pvza-ﬁ%%wmw(ﬁ%%ﬁﬁ——
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BAZE487T: Custom 8-bit floating point value format for reducing
shared memory bank conflict in approximate nearest neighbor search

256 EROBRRE 32 NV ICRE
Eﬁﬁm; 1B 82 /\>7 x 4byte = 128 byte

BEEZH%FES Z £ T Shared mem-
ory @ bank conflict DEI# %= &5 L. 5
BYEEETHET %, FEFKIF 8 bit. 5 FP32 e
BIEEIL FP32 OEEHEE

\
[ ]
BEICabht I 8-bit XX FP16 i
HESME. TSIEAEE ALAY I AOEREEERS T
=n= e FP8 | | 256 byte
ESM3 & E4M4 % 3%:Et Y

FP32 £ DEHUI D DS THEE X
¥ (recall) I3 3%& 5 5D FP32+FP16
NVIDIA cuVsS T;ZEE'ﬁiEP J:D_%_L\Z}l/—j“/ l\%ﬁ%lan%o

H# - 5% Ootomo and Naruse, Custom 8-bit floating point value format for reducing shared memory bank conflict in approximate
nearest neighbor search, 2023, arXiv:2301.06672 30/55 NVIDIA.


https://arxiv.org/abs/2301.06672
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RENICFHEREZNET 50

HiER 3z = 10 BRIIDERIER 20 = 3.3

1. RALTIhZRARS
320 =3x33=9.9

g, BIAD 10 &0 0.1
INE L

ro =10—9.9=0.1
D 0.1 &=,

2. HIEEME - DHE
% 2BV L. A8 3z 1E 32
2 2. E0% 0.1 FICiE.

3z =10
z= %0 ~ 0.033
i gV > A

BREEEE 2 17

TREMERE 4 17

3. EHLTHS—EEHL®
3

T =xo+ 2z = 3.333

3z1 = 9.999
L WEREIL

ry =10 —9.999 = 0.001

EFTNhELE B,

32 / 55 NVIDIA.



REXRISHEZEDIEL THOBEZRD S

| EBEETHELR . 2R3 SELUR « A Az = b & ENIIFETL
] TVWEBWHAZERT DHFRE r

[ BRETEE—b— Az 258 BVHEIMERETETS
! EXOHERISEHEETTS

[ ﬁ%#5ﬁ§52%$m5 } HEN+HHNS BB ETRET
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FRZTHBAN: Harnessing GPU Tensor Cores for Fast FP16 Arithmetic to
Speed up Mixed-Precision lterative Refinement Solvers

FIZE: FP64 7213 TR S1ER % A2 < LB
Hhhs

EREICT 385 StEEOAT L LU 91 EFEE CRES%tE
CHHIERTE T

[ FPieTW SR |
{ )
BREICHATES: BEOHBLBOER | FPes THEERMER |
{ )

!

FP16 Tensor A7 ZEVAN S, RIEMICIE '
FP64 Y EIREEDEEXBIET FP64 THE% E#

Hi# - 5% Haidar et al., Harnessing GPU Tensor Cores for Fast FP16 Arithmetic to Speed up Mixed-Precision lterative Refinement
Solvers, SC18, 2018, DOI

34 / 55 NVIDIA.


https://doi.org/10.1109/SC.2018.00050

cuSOLVER TEEGHE D RENRIIFIAREE

cusolveanIRSXgesv() ‘;gﬂf@]@ cusolverDnIRSParams_t params;

Ar=1b %?&1@*%@3’55@& cusolverDnIRSInfos_t infos;

cusolverDnIRSParamsCreate (&params) ;

Ajj . H:II jj 7—__ A @*ﬁrg 7& ;ETE? 3 cusolverDnIRSInfosCreate(&infos);

IRE. o VA BIRERE (=1 cusolverDnIRSParamsSetSolverPrecisions(
Ij;'l HBE+§—C Bws ﬁﬂi*ﬁ,; b $EE E params, CUSOLVER_R_64F, CUSOLVER_R_TF32);

5 cusolverDnIRSParamsSetRefinementSolver (
N = arams, CUSOLVER_IRS_REFINE_GMRES);
EEE TR LAWZEIE. BfEE P
E‘I‘%’\Eﬁ 5 cusolverDnIRSXgesv_bufferSize(handle, params, n, nrhs, &lwork);

cudaMalloc(&work, lwork) ;

cusolverDnIRSXgesv(handle, params, infos,
n, nrhs, dA, lda, dB, 1ldb, dX, 1ldx,
work, lwork, dinfo);

Hi8#4 - 5% NVIDIA cuSOLVER documentation: IRS solver, cusolverDnIRSXgesv ()

35 / 55 NVIDIA.



Contents

FHNERERXOERCNL VR
BFEE - BEBEEER
EfRERRZESHIIC

GPU & Tensor 377

BN T—X=HIR L L TOERBE
HRZEEN: RIEICK 2 EERE
HRZERaN: T9EBEIIalL—>3 Y
HRZEEN: RITRDREMFEEEIR
%> CL3E&E

FH



TIEBEETIIalL—>aYy

[ Tensor A7 IC KL B2 BERETIEZEHOFAL T. SREOITIROERZRMI 3 ]

— BERTATT
1.

2.

3.

ATDOERETIE W DO DEREE
THINCHE

EFBEITHREI L DFEE Tensor A7 TEt
"B, HRIISHBEETES
TRBOHBRERZTRE

FiE&

1. TF32x3, BF16x9 & ¥’ M FP32 1T
JBELIal—>3Y>

2. Ozaki scheme

3. Ozaki scheme Il

Ozaki scheme & Ozaki scheme || @
E_%EHLJ\ CDBDEBEEDERTR
Do
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FRZTHB: Recovering single precision accuracy from Tensor Cores

while surpassing the FP32 theoretical peak performance
- [ FP32 AN T D F £ FP16/TF32 AZ# T 3 LiFHRN Kb N S
 BRTPATT: kbnl-EREHS5—20D FP16/TF32 THRIFL. SHBEEREZMWET S
- FP32 DFEEER > £ . FP32 OEFIEREU O E MR IER
~ EHEEEH
1.234 x 5.678 Z 2 HIBE AN DEERERNZHE > T 4 IBETHE

1.234 x 5.678 = (1.2 4+ 3.4 x 1072) x (5.6 + 7.8 x 1072)
= (1.2 x5.6) 4+ (1.2 X 7.8 4+ 3.4 x 5.6) x 1072 + (3.4 x 7.8) x 10™*

Correction term
=6.72+28.4 x 1072 +26.52 x 10~*
—_————
can be negligible

~ 7.007

Hi#4 - 5% Ootomo and Yokota, Recovering single precision accuracy from Tensor Cores while surpassing the FP32 theoretical peak
38 /55 <Anvibia
performance, 2022, arXiv:2203.03341


https://arxiv.org/abs/2203.03341

SGEMM emulation on Tensor Cores (Cgps> < Afpas - Brpao)

VFP32

L] l mantissa (23 bit) |

L J L J

>

VFP16 Yf AVFP16%

| ] [ tooit | [ [ [ dtobit |

VEP32 R VEP16 + AVEpis
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SGEMM emulation on Tensor Cores (Cgps> < Afpas - Brpao)

VFP32

‘ | | mantissa (23 bit)

. J L

>

VEP16 Yf AVFP16%

AFP32

Arpis gAAFPIG&

Brp3,

Brpis JABFPIG&

L] [ qoit | [ [ T tooit

VEP32 R VEP16 + AVrpi6
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SGEMM emulation on Tensor Cores (Cgps> < Afpas - Brpao)

AFP32 BFP32
VEP32
[ ] | mantissa (23 bit) |
vFPl 6 J AVFP] 6 & Afpis JAAFPIG& Brpis JABFPW&
[ ] [ 1ot | [ [ [ tobit |
VEP32 X VEP16 + AVEpie
Scheme
Tensor
Crp32 *Arpis « Bppig Core
+AArp16*Brp16TAFpic s ABEpig
with avoidance of RZ inside Tensor Cores 0]:p32 ]

SGEMM emulation CFP32
39 /55 <nvibia I



FP16 - TF32 » BF16 TIXRE L EEHD /N T > AHNES

A BEARNBIED A L S2E
FP16x3 THPCHERDZ FP16 TE &REH. REZEDOEHEHITERN
=]
TF32x3 EWD CWERD % TF32 THHE  FP32 L IFr AYELEEZIDIKRZ D
BF16x9 FP32 Z 3 DT DICHIF. 98 ANTHORBBERLICERIFTTE 3.
DOEZFHE CuBLAS THIAH
cuBLAS TiHl$ cuBLAS T BF16x9 {5
CUDA 12.9 LD xIt GPU Tl&. FP32 emu- cublasGemnEx (handle, CUBLAS_OP_N, CUBLAS_OP_N,
lation mode Z8E 9 % & BF16x9 A= FIH m, n, k,
TF %, EHO SGEMM YL & 5> BFIET waphe,
st 3, B, CUDA_R_32F, 1db,
&beta,

C, CUDA_R_32F, 1ldc,
CUBLAS_COMPUTE_32F_EMULATED_16BFX9,
CUBLAS_GEMM_DEFAULT) ;

H B8 - BE: Ootomo and Yokota, 2022; NVIDIA cuBLAS documentation, Floating Point Emulation 40/55 nVIDIA.



BRZE487T: DGEMM on Integer Matrix Multiplication Unit

CCTIREZARITZBNT 3. Ozaki scheme & Ozaki scheme Il DE¥lIZ. — DBDOREIBHED
EETERS,

o ABATHID FP64 ZEE/NRICEH L. 8

bit B#UICHE|T S J'e_n§qr Qc_)rgs_ A
o DEIET NI Int8 1THD1THFEZ Int8 D AD . g0

Tensor A7 Cst®92% T ___ __ . . ooe
o WHFEZ Int32 TERLAEDLE. RR&RIC (0

FP64 AR Y el L0

D Q%
.ﬁ .DD D@@%
.DD []

°C
Hi#4 - B Ootomo, Ozaki and Yokota, DGEMM on integer matrix multiplication unit, 2024, DOI
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https://doi.org/10.1177/10943420241239588

ENCBLERVDD?

B200 GPU £ T. TOP500 IcCEEWSNZ5tE HPL #3217
RETIROHBEMEDS > F T

™ Native FP64 ™ Emulation (S=7)

TFLOPS GFLOPS/Watt

HEMEET 28 BAMET 1.7 18 42/55 nvoa



cuBLAS T Ozaki scheme #{E>

— BIMTIEETS \

cublasGemmEx (handle, CUBLAS_OP_N, CUBLAS_OP_N,
m, n, k,
&alpha,
A, CUDA_R_64F, lda,
B, CUDA_R_64F, 1ldb,
&beta,
C, CUDA_R_64F, ldc,
CUBLAS_COMPUTE_64F _EMULATED_FIXEDPOINT,
CUBLAS_GEMM_DEFAULT) ;

WISERSEE: CUDA 13.0 Update 2 MU BE DXt GPU

—

BAZHTRETS
export CUBLAS_EMULATE_DOUBLE_PRECISION=1

7T cuBLAS DfSREEITIIREMNIFIINT
WAE. C/C++ KIS 5 THRIARIRE
import cupy as cp

4096
cp.arange(n*n, dtype=cp.float64).reshape(n,n)
cp.eye(n, dtype=cp.float64)

n
a
b

¢ = cp.dot(a, b)

J

R# a2 X> b: https://docs.nvidia.com/cuda/cublas/
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https://docs.nvidia.com/cuda/cublas/
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RITR DIFEEIR

Bi5E - BEEBENRIGHERECHEREDO ML — AT, RITRICK LRICFHERE
EZz#ERTBILIETES?

s ADCE > TREBKREIREDS

| 1L AhfEoEEERNB - GPU HRICE > THEVERHZD 3
! - BN 5—DICBEE T RITEHISEV
[ 2. EBSHERE P EIE R | 7z

o BER X F(L fallback 175

fallback: EfE CRIENEZT ES5R L
ZICERENRIRZER,
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S4B Quantum Circuit Simulation by SGEMM Emulation on
Tensor Cores and Automatic Precision Selection

B BFERS SaL—>avTEROT | BT7E }
SRR R L 7o L) ;

BT F7: SGEMM emulation 1= & T EEEI R
Tensor A7 T8 Y3 v

THC I EOEEEREN, FP16x3 Eald | £HMD GEMM
TF32x3 Z&’AR v

(FP16x3 / TF32x3 %5%IR L 4T |

Hig#8 - BE: Ootomo et al., Quantum Circuit Simulation by SGEMM Emulation on Tensor Cores and Automatic Precision Selection,

2023, arXiv:2303.08989
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https://arxiv.org/abs/2303.08989

TR DEOEEDIEIFNIE FP16x3. [LIFNUE TF32x3 ZE R

FP16x3 STBE A, Ft 3BOBEIHKL (ANTIOBEROBEEHNS |
TF32x3 |& FP32 (I3 W = 5D L 0
THIORME - BAMEN 5. EOLEAD ZAEN

z

FP16 DOFBEICUNE 21T5UTIE FPi6x3. INF — .
57 UVTETld TF32x3 Z{FS BEL7AJSLTH, THCCICELIEE
BERLAIES,
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BEFERICIIEBEANRN DI ZERTIUNEICKR S

DBEVHEETATEDEEEANRS

KEICESEREERRERR BigTHEWE
HERRNEREHB-ITHERTS I-—HRIBERREEZIRE
KEEBITHRVEBREEREARTY 175U R EER
BAKEEZERL. BRTE3L51C93 KBS ISEETHAR
GPU D ZEHL->THERS

A—HPDNIRTOEZFERTEILBLTH, R2LHEETERERESRZIATET 5 e hEE
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ERANGERESRICIE. IELE « & T - LR TINUEICLED

[ ELug ] [ =micEw | [ mEcExz |

[ wRomm | (zm-#rodxt| [ ggEReEHE

B ERERIIEmD—D, BRORICT —XERITIOIFHEREL LTRATIUELD
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EEENELS TH, FLEPBHABRICK o TERRILDFRINE <
ZANES

EDEEDRAE. BEHR, X7—-) 2T

HERAIH S FP32 Ll
EROERY. SBEECOBEHEICHER

HHDB ~ B IREE—
NS BT X E U EEOFHETIS, B (AT R ()
Tensor A7 OB VEEMREZEHMLICKC WV

H—RILEETIER L, MIBLEDRE L gy 3B E

T—aBREEZAB
Ttotal = Tprepare P Tcompute
ol Tcheck at Tretry

[ﬂﬁ?&3QGME—7ﬁ%TME<\%Eﬁ%??%i?@ﬁﬁ(MmMsme% ]
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EXBE L GPU BBEDOREZ 7. HAEOBELEZSH S

GPU & i, EERBEUEFR L Tensor O

7 THEMED BWTSIMOR FPIUT—2a Y L REORRSE
B, accumulation OFEE. 27— 1>y 77 BBLHERISE

FEDBHEHICICELD

o SAT5Y: R h—RILEER
FILRMETH. BELHERPITIONIHIS

GPU lck 5 CED3 2178 GPU DH#aE% FESR
SA4TZUH GPUICIGLTEBTLWLWELD
HDOEERNBZEHLEELL
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KAWLy T CRBRBEICH LT, BREOFEVAZER

REREEZTIFS BBETREETS PVELBEEZEETS
XEY < BEFERILRYD BEDBEMLRYY BEDENLRYYD
fd%|% FP16. BF16. FP8 FTIEEDOHEIMEREE REXE THEZFHIE
T ETHRE E‘fﬁ’@%b"&ﬁg B#/5n3 EHOEAEERCSEE
EHE LD RE IS SENEZZS HEAETSaL—h
BIZHTES cuBLAS * WMMA AP| T £ 914 CUBLAS %
RErF—ABBEEFHS Tensor A7 =FFA cuSOLVER T3¢
5
REEICEK S TIBRIIEDS
AN
[ BE—RBIIETHRIZDTIIEL< ., BEBELLARLEDEZZBNS  HELADSITS ]
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BREAEIF. RELRy IZAN BRELAKEZEEL AN

58AT S

BN

1. RMILRY I %=
ﬂm%i%&wa —EHh 5T B % FEER

2. RELIKEE }>3Rf %aﬁko%g;#%tLEQW@

*#%ﬁtéawnm FF@%&%EE?

BRICOVLWTHERI AL HEEICOWTHERR I A L
SEEOREFREOE H—FIL Tl < NIBL KD BFRHE
HE - REE - INREE T - 25— > - ERERDORME
B, NaN. inf falloack L 7=[E1%k & B5E

[ﬁ#&ﬁﬁ%ﬁ CBBIELC %E&#F%ﬁ%@ﬁB\%E@Z:Eﬁ&ﬂt#ﬁ%%taéo]
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