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void __global__ void

saxpy_serial(int n, float a,

{

}

saxpy_serial(n, 2.0, X, y);

saxpy_parallel(int n, float a, float *x, float *y)
float *x, float *y)
int i = blockldx.x*blockDim.x +
threadldx.x;
if (i < n) y[i] = a*x[i] + y[il;
}

for (inti=0;i<n;++i)
ylil = a*x[i] + y[il;

int nblocks = (n + 255) / 256;

saxpy_parallel<<<nblocks, 256>>>(n, 2.0, X, y);
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