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BatchedGEMM

• Fixed size

• Variable stride via pointer-to-pointer
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BatchedGEMM Benchmark
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NVIDIA Benchmarks
• Except actually…
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Strided BatchedGEMM
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Tensor Contractions
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Tensor Contractions

7



Other Batched
Fixed, usually pointer-to-pointer, batched primitives:

cublasGemmStridedBatchedEx         (Mixed precision) 
cublasGemmBatchedEx                (Mixed precision) 
cublasDgetrfBatched 
cublasDgetriBatched 
cublasDgetrfBatched 
cublasDgetrsBatched 

cusolverDnDpotrsBatched 
cusolverDnDpotrfBatched 
cusolverDnDgesvdjBatched 
cusolverDnDsyevjBatched 
cusolverSpDcsrqrsvBatched 

cusparseDgtsv2StridedBatch 
cusparseDgtsvInterleavedBatch 
cusparseDgpsv2StridedBatch 
cusparseDgpsvInterleavedBatch
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Summary

• NVIDIA supporting Batched BLAS/LAPACK
• All fixed batch, rather than variable batch.

• Mostly pointer-to-pointer input.

• Some strided batch input. 
• GEMM, GTSV, GPSV

• Emerging interleaved batch support. 
• GTSV, GPSV
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