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History, future and practice of GPU
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Abstract: With the powerful computing power of GPUs, supercomputers are widely used in data processing, physical simulation,

weather prediction, modern pharmaceuticals, gene sequencing, advanced manufacturing, artificial intelligence, and cryptographic

analysis. In the 2020 outbreak of new coronapneumonia, supercomputers have provided tremendous help for medical and health re-

searchers, and won valuable time for the fight against epidemics. Based on the practical application of GPU in the new coronapneu-

monia outbreak, this paper reviews the main development course of GPU since its birth for more than 40 years, analyzes its develop-

ment trend, puts forward some possible development direction in the future, expounds the characteristics and status of Chinese GPU

development based on the practice of my team, lists several of key technologies, and puts forward a prospect for the future develop-

ment of Chinese GPU.
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