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Abstract

The clock rate of microprocessors has improved with deeper pipelining in recent years. But the
deeper pipelining technique will reach it’s limit in near future. So, next generation microprocessor
must archive both high clock rate and high IPC. In this purpose, we had proposed ALU-Net
model, composed of many computation nodes and limited bypass logic to connect them, and
VLDP3 architecture to support it. In VLDP3 ISA, compiler specifys the execution node for each
instruction to run the applications on the limited bypass logic. But such code generation mechanism
had not been discussed yet. In this paper, we propose a code generation system for VLDP3 and

preliminary evaluate it. And the result shows the adequacy of our strategy.
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