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Coming upé

ÅHardware intro

ðFrighteningly brief

ðFor more details please refer to the paper
òLarrabee: A Many-Core x86 Architecture for Visual Computingó

ÅImplementation of the existing pipeline

ðWhy software rendering works

ÅGoing beyond the pipeline

ðIt can do anything, but what sort of anything?
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HARDWARE INTRODUCTION

A whirlwind -fasté
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Hardware intro

ÅWhat a C coder needs to know

ðNo time for a full architecture discussion

ðDoesnõt go into details that can be hidden by a  

compiler ðscheduling, instruction set, etc

ÅArchitecture is very compiler -friendly

ðVery few special -cases

ðCompiler and instruction set designed concurrently

ÅOften by the same people

ðGood intrinsic support

ðC->assembly conversion is straightforwards

ðSo no need to actually write assembly ðyay!
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