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Abstract
The GPU driver design are studied. Considering the large amount of driver development, a design method of
high-performance GPU simulator driver based on Mesa open source driver framework is proposed. Under the devel-
opment framework of Mesa open source driver, a complete set of GPU simulator driver is realized. This design can
be adapted to a variety of application programming interfaces ( APIs) , such as OpenGL. Based on the open source
framework , the development difficulty is greatly reduced. In order to adapt to the programmability of the high-per-
formance GPU simulator, the GPU compiler design is also integrated in the driver design, and the programming lan-
guage, such as GLSL, can be changed into the assembly code of the shader in the GPU, which is calculated by the
shader. According to the simulator driver design, a set of interface design of high-performance GPU simulator is
proposed, which provides a set of readable drive interface for each module of the simulator and guides the structural
design of the simulator.
Key words: open source driver, application programming interfaces ( AP1) , driver design, GPU simulator,

simulator interface
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