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Out-of-order control logic 

Fancy branch predictor 

Memory pre-fetcher 

Data cache 

(A big one) 
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Idea #1:  

Remove components that 

help a single instruction 

stream run fast  
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Decode 
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ALU 5 ALU 6 ALU 7 ALU 8 

Ctx Ctx Ctx Ctx 

Ctx Ctx Ctx Ctx 

Shared Ctx Data  
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ALU 1 ALU 2 . . .  ALU 8 . . .  

Time 

(clocks) 

2 ...  1 ... 8 

if (x > 0) { 

} else { 

} 

<unconditional 

shader code> 

<resume unconditional 

shader code> 

y = pow(x, exp); 

y *= Ks; 

refl = y + Ka;   

x = 0;  

refl = Ka;   

T T T F F F F F 
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