High Performance CPU/GPU Multiresolution Poisson Solver
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The multipole method distinguishes direct particle-particle

and long-range particle-multipole interactions. The compute- CPU vs CPU/GPU

intensive direct interactions are offloaded to the GPU. ) | ,
Data transfer to and from the GPU is mostly hidden by the

computation on the CPU. Compared to a CPU-only evaluation

Fach destination brick is processed by one SM unit, so that
each CUDA thread computes the interactions for one
destination point. Simultaneously the multicore CPU
evaluates the particle-multipole interactions. With this

using AVX/SSE intrinsics, a speedup factor of 10 is achieved.
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non-overlapping blocks with a constant number of grid oo | ~o\0\0
points, existing at different levels of resolution. We :
subdivide the grid blocks into smaller destination bricks. o
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