


BarcelonaSan Jose CA

Shenzhen

Seoul📍

📍

📍📍

Munich📍



无所畏惧 용감한 机智 똑똑한
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• rs2: base address
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•

• C = A x B + C
• A matrix in v8-v9
• B matrix in v0-v7
• C matrix in v16-v31
• Element width from vtype



# C tile pre-loaded into v16-v31

loop: vsetvli  zero, t4, e16, m2, ta, ma

vlrs16   v8, (a0), t1

addi a0, a0, 32

vsetvli  zero, t5, e16, m8, ta, ma

vlrs16   v0, (a1), t2

add      a1, a1, t3

vfmxmacc v16, v8, v0

bltu     a1, t6, loop

# Store C tile (v16-v31) back to memory
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Each Tensor Core:

• Supports INT8, 

INT16, FP16, BF16

• Contains 32 INT8 

MAC units 

• Mixed precision

• Accumulations at 32 

bits (FP32/INT32) to 

avoid precision loss
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