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Abstract : Previous techniques for healing data race in concurrent program are developed for use
in CPU programs. However, the central of parallel processing technology is now changing from
CPU to GPU. That means data race healing technology for GPU program is needed. This paper
presents the technique which can be used for developing data race healing for GPU program.
And that makes it overcome existing technique’s healing in unit of thread.
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Fig. 1. Data Race Detection in Unit of Warp

1. warpthel Xtz d g BHX| 718

GPU Zzasle] ~e=s5g NZ b 3%
ol A2y Ya 2ds idE ol g8t H
2 S AR ole g 548 o] g3l &

AN R

A
oA AbaH 74 71WE warp o] el =50l
AIse T ARy T4 ges 99 HEE
Fate] Rt 4959 wARS FId A8F
IS gA g
2. F4& 7lek elEe|d = T

warp ©9 2AIEFH o 2t EA Ag=o] A
AzYurs 24T 5 glrh olgst BAEES Hdsr)
Ash Alkshs IEEW 24 7IHE warp £71& &
ste] AZA el AR E Fa wholl HTEhs 2d=
S AAAZE elelgh A2 4E5E AT d9el
warp’} HIEHA @ A jlol XFhelo] AnAjte
S BX7l wEdeE 2ot AAR 2R

LA E T4 gholl H2E Aol A ek

V. &%

0

AL A=A3E A= 4 GPU Z2 19
o AME 7S &3k, A=A A7 2
= Y 24 o5, o g4 &
A ARE 1T AFEE GPU Z213e 1287
o] warp®t 40967 g HTE 2E=E ASSE
I, A¥ He Intel i7-3770K CPU, Nvidia
GeForce GTX 650, 8GB RAM #7304 8]t}

54.9%, 94.8% FAEAch TS QR F
warp 9] 2d= QJIEEHS 2FT 4 o,

False Positive7} 2314 2¥3kth.

144 49 23
Table 1. Overall Results
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