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* [Mpobaembl NPON3BOAUTE/IBHOCTU Bbi3blBaEMbIE
06 beKTHO-OPUEHTMPOBAHHbIM AN3ANHOM

* [Mouemy Intel® SDLT?
e KomnoHeHThb! Intel® SDLT

e Kak ncnonb3sosatb Intel® SDLT B Bawem
npunoxxeHnn? — Demo

* Q&A



[Tpob6neMbl NPOnN3BOANTENBHOCTU Bbl3BaHHbIE
NCMOJ/Ib30BaHNEM OOBbEKTHO-OPUEHTUPOBAHHOIO

aM3anHa
e Ka)kabin peanbHbi 06BbEKT NpeacTasnsetr cobomn
onpeaesieHHbIN Nosib30oBaTeNeM TUM AAHHbIX NOA0OHbIX
CTPYKTYPE UK Knaccy.

struct YourStruct { float x; floaty; float z; };

* Konnekuua Takmx o6beKToB byaeT BbIrAAeTb KaK MaccuB
CTPYKTYP. A[i+0]  A[i+1]

* Hanpumep BO3MOKHble BapUaHTbI: .

* Heap array: :
P Y YourStruct * input = new YourStruct[count];

YourStruct * result = new YourStruct[count];

. :
Stack array: YourStruct input[count];

YourStruct result[count];

e std::vector typedef std::vector<YourStruct> Container;
Container input(count);
Container result(count);



Yto He Tak ¢ AOS?.... SIMD

SIMD no3sonAeT NpPpMMeHATb OA4HY U Ty-XKe
MHCTPYKLUMIO K HECKO/IbKMM 3/1€MEHTAM AAHHbIX
TaK *Ke 3G PEeKTUBHO KaK OA4HY MHCTPYKLMIO, HO
ANA 3TOro AaHHble A0MKHbI ObITb YNAaKOBaHbI B
BEKTOpPHbIE PEerncTpbl.

vector _register 1

vector_register 2

SIMD +=
K cokaneHuto B cnyvyae Mcnonb3oBaHuUA operation
HenocneaoBaTe/IbHO XPaHALLMXCA AAaHHbIX OHU vr1[0]+=vr2[0]
KOMUPYIOTCA B BEKTOPHbIE Perucrpbl vrl[1]+=vr2[1]
NO3NEMEHTHO. ITO TpebyeT NCNoNb30BaHUA vrl[2]+=vr2[2]
HeckonbKux load/shuffle/insert nnu gather. vrl[3]+=vr2[3]

B pe3ynbraTe BeKTOpM3aumnAa CTaHOBUTCA
He3pPEKTUBHOM, a MOCKO/IbKY B HEKOTOPbIX vector_register 1
C/ly4asnx Npu BbINOJIHEHUN BEKTOPHbIX
MHCTPYKLUMA HacTOTa MOXKET BbITb NOHUMKEHA, TO
TaKan BEKTOpM3aLmMa MOXKET NPUBECTU U K

YXYALEHWNIO NPOU3BOAUTENBHOCTMU. A[i+0]  A[i+1] A[i+2]  A[i+3]

o 1 2 3 Vector register 1



SIMD s¢pdpeKTHUBHaA Npu nocneaoBaTe/IbHOM
0OCTyne K AaHHbIM

* Ecnun pacnosioxeHue B NaMsATU HECKONIbKUX 3/IEMEHTOB
NLAHHbIX HENPEPbLIBHO U BbIPOBHEHO MO NaMATH B
COOTBETCTBUU C A/IMHON BEKTOPHOTO perncrpa

* MoxeT ncnonb3osaTbca oAHa load/store MHCTPYKUMA Ans nepemelleHus
AbIHHbIX U3 NAMATU B PErmcTp U HaobopoT

® Muorune BEKTOPHbIE Onepaununm Mmoryt UMeTb TaKyro NaMATb B Ka4ecCTBe
onepaHaa.
* [oaxoaAawmm obpa3om BbipaBHEHHAA B MaMATU CTPYKTYpa
maccuoB (SOA) obecneumsaeT SIMD coBmecTumyto moaesnb

AO0CTYyMNa K NaMATH.
SOA in Memory Layout

AEH] X[ Ai+7] X+
A YEH] YL YisZ]  Y[#3]

Z[i+Hi} Z]+1] £[+3] i3]
AN,

o 1 2 a Vvector_register_1




[Tpobnembl ¢ peannsaymen SOA

* TpebyeT nonb3oBaTensa AMbo oTKa3aTbCA OT
0O BEKTHO-OPUEHTUPOBAHHOTO AN3aNHA OOBEKTOB
nnMbo 3aBOANTb BPEMEHHbIE CTPYKTYPbI A1
BblYUCNEHUMN.

* TpebyeT uasmeHeHmna C++ airOPUTMOB.

* AABHO ynpaBaATb annokauunen/ocsoboxaeHmnem SOA
MaCCMBOB U UX BbIPaBHUBAHNEM B MAMATMW.



Yto Takoe Intel® SDLT?

e 370 C++11 6mbnunoTeKa wabnoHoB obecneymnBatowan peaanlaynto
KOHUEeNUMnM KOHTEMHEePOB, METOA0B AOCTYNa, CMELLLEHNN U
NHAEKCOB, NpM3BaHHas abcTparMpoBaTb Pa3IMYHbIE ACMEKTbI
CO34aHMNA BbIMUCNUTENbHbIX NPOrpamm 3pPeKTUBHO
ncnonbsytowmx SIMD napannennsm AaHHbIX.

*  SIMD umnknbl ucnonb3yeT aKceccopbl C UHAEKCOM MaccuBa ANnA
YTEHUA N 3aNUCKU OO BEKTOB B KOHTEMHEPDI.

e CMmeLlleHMNAa MoryT bbITb BCTPOEHbI B aKceccopax UM NPUMEHATLCA K
VUHIEKCY nepegaBaeMoMy ONMepaTopy akceccopa MHAEKCY MaccmBa.

* [1OCKONbKY 3TN NOHATUA abcTparnpoBaHbl, MHOTOYUC/IEHHbIE
KOHKpPETHble BEPCUM MOTYT CYLLLECTBOBATb U MOTYT
MHKaNcynMpoBaTb Hanbosiee N3BECTHbIE METObl, YTO NO3BONAET

n36erKaTb TUMNYHbIX OWMOOK Npun co3gaHum apPeKkTUBHOro Koaa
SIMD



[Touyemy Intel® SDLT?

e SDLT obecneumnBaeT cpeacTBO A8 COXPAHEHMUA
nHtepdenca AOS (M 06 bEKTHO-OPNEHTUPOBAHHOTO
IN3aMHa) Ana pa3paboTynKkoB, HO BbIKNAAbIBAET AaHHbIE

B CTPYKTYpe dopmaTta Array (SoA), KoTopbi aABaseTca
bonee SIMD apyrKecTBeHHbIM.

 SDLT npepoctasnaet 1D KOHTEMHEPbDI, KOTOPbIE
obecneymBatoT TaKoN-Ke nHTepdenc Kak std::vector
NO3BONAA NErKO peLllaTb BOMNPOCblI MHTErpauum u
B3aMMOOEenNCTBUA.

* push_back, resize, erase, insert, size, capacity, swap, etc
* iterator support: begin(), end(), cbegin(), cend(), rbegin(), rend(), etc.

* PabotatoT xopowo co Bcemu STL anroputmamum

* for_each, find, search, fill, copy, swap, copy_backward, sort, stable_sort, etc



" SDLT KOHTEUHEpPDI

* Y10 6bIN10 6bI E€CAIU Std::vector mor 6bl XpaHUTb AaHHble Kak SOA, HO B TO-}Ke Bpems
obecneumnBasn Ans paspaboTYMKY NPUBLIYHLIN 0O BEKTHO-OPUEHTUPOBAHHbIN AMU3aNH
ANS ero NPUNOXKeHUA?

* 3JTO n ABnAeTcA rnaBHOW uenbto SDLT KoHTeHepOoB.

e SDLT KOoHTeMHepbl NO3BONAIOT XPAaHUTb AaHHbIE B NAMATU B BUAE:
e AOS (Array of Structures)

BMeCTO
e SOA (Structure of Arrays)

A[i+0] Ali+1]  Afi+2] A\

X[i+0] X[i+1] X[i+2] X[...]

A Vi Y[i+1] Y[i+2] Y[...]

Z[i+0] Z[i+1] Z[i+2] Z...



10
SDLT 1D container

typedef sdlt::soald container<YourStruct> Container;
Container inputContainer(count);
Container resultContainer(count);



SDLT MpuMuTtmesbl

Kaknm obpasom npeaoctaBuUTb KOHTEMHEPY MHOPMALMIO O BaLUUX CTPYKTYpax?

3710 obecneumnBaetcs ¢ nomouubto SDLT _PRIMITIVE helper macro kotopbiit
MPUHMMAET CTPYKTYPHbIMA TUMN C NOCAeAYOLWMM CMTUCKOM BCEX €ro None.

struct Point3s
{
float x;
float y;
float z;

)i

struct AABB

{
Point3s toplLeft;
Point3s bottomRight;

%

SDLT_PRIMITIVE(Point3s, x, y, )
SDLT_PRIMITIVE(AABB, topLeft, bottomRight)



SDLT TpeboBaHua gna
NPUMUTUBOB

dnemMmeHTbl PUKCUPOBAHHOIO pa3smepa bes
aNNoKauunm

Bce yneHbl AaHHbIX A0NXKHbl ObITb BCTPOEHHbIE NN
NOMXHbI ObITb APYTMMUN AaHHBIMU
yA0BNETBOPAOLWMMMN 3TUM TpebOoBaHUAM.

He gonycKatoTcs CCbl/IOYHbIe TUMbl AaHHbIX
He ponyckatotca unions, bit fields, bool types

ANemeHTbl AaHHbIX A0MXKHbI UMETb NyO6/IMYHbIN TUN
AN BblITb 3a4€eKNapUPOBaHbI KakK
SDLT PRIMITIVE_FRIEND.



SDLT Accessor

Accessor ucnonbsyetca Ana AocTyna TpaHCPOPMMUPOBaAHHbIX
NAaHHbIX XPaHALLMXCA B KOHTENHEpe.

* Wcnonb3ymte C++11 Kntoyesoe c10Bo “auto” 4tobbl
NO3BO/INTb KOMMUAATOPY ONPEeAEeNnnTb TUMN AaHHbIX.

Container::const_accessor<> input = inputContainer.const_access();
Container::accessor<> result = resultContainer.access();

auto input = inputContainer.const_access();
auto result = outputContainer.access();

void setAllValuesTo(
Container::accessor iValues,
const YourStruct &iDefautValue)

for(int i=0; i < iValues.get_size di(); ++i)

{
}

iValues[i] = iDefaultValue;



SDLT unHTepdenc gna gocrtyna K
NONIAM CTPYKTYpPbI (41eHaM Knacca)

* NHTepdenc npeaocrtaBasaeT MeToa UCMoJ1b3YHoLLNM
MMEHA Y1eHOB KNacca ANA A0CTYNA K HUM

for(int i=0; i < count; ++i) {
const Point3ds point = points[i];
const Point3ds boundary = bounds[i];
if( point.y > boundary.y) {
bounds[i].y() = point.y;
}
}



[IpnMep

#include <stdio.h>
#define N 1024
typedef struct RGBs {
floatr; floatg; floatb;
} RGBTy;
void main() {
RGBTy a[N];
#pragma omp simd
for (int k = 0; k<N; ++k) {
a[k].r = k*1.5; // non-unit stride access
a[k].g = k*2.5; // non-unit stride access
a[k].b = k*3.5; // non-unit stride access
}
std::cout << "k =" << 10 << ", a[k].r =" << a[10].r <<

" a[k].b =" << a[10].b << std::endl;

", a[k].g =" << a[10].g <<



[IpnMep

#include <stdio.h>
#include <sdlt/sdit.h>
#define N 1024
typedef struct RGBs{ floatr; floatg; floatb;}RGBTy;
SDLT_PRIMITIVE(RGBTYy, r, g, b)
void main() {
sdlt::soald_container<RGBTy> aContainer(N);
auto a = aContainer.access();
#pragma omp simd
for (int k = 0; k<N; k++) {
a[k].r() = k*1.5;
a[k].g() = k*2.5;
a[k].b() = k*3.5;
}
std::cout << "k =" << 10 << ", a[k].r =" << a[10].r() << ", a[k].g =" << a[10].g() <<
", a[k].b =" << a[10].b() << std::endl;



Additional Resources

* Introducing the Intel® SIMD Data Layout Template
(Intel® SDLT) to boost efficiency in your vectorized
C++ code

* Introduction to the Intel® SDLT
 Averaging Filter with Intel® SDLT

 Boosting the performance of Cartesian to Spherical
co-ordinates conversion using Intel(R) SDLT



https://software.intel.com/sites/default/files/managed/65/20/v3-theparalleluniverse-issue-24.pdf
https://software.intel.com/en-us/node/600110
https://software.intel.com/en-us/code-samples/intel-c-compiler/application-domains/finance/averaging-filter-sdlt
https://software.intel.com/en-us/articles/boosting-the-performance-of-cartesian-to-spherical-co-ordinates-conversion-using-intelr
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