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Abstract

This thesis is intended to design multi thread mobile GPGPU optimized in mobile environment, and to verify an
effective thread management method of the multi thread mobile processor. In thread management, there is no
management hardware and implement with software instructions. For the verification of the multi thread
management method, Lane detection algorithm was implemented to compare nVidia’s CUDA Architecture and the
designed GPGPU in terms of thread management efficiency. The number of thread is normalized to 48 threads.
An implemented Land Detection Algorithm is composed of Gaussian filter algorithm and Sobel Edge Detection
algorithm. As a result, the designed GPGPU’s thread efficiency is up to 2 times higher than CUDA's thread
efficiency.
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