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8 ~: double logarithmic depth tree method + cascading

6 4~ : balanced binary tree method + cascading
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10 %4 : n processors)(Ig n) time (Euler-tour technique)
construct an Euler-tour: 2
assign weights: 2
prefix computation: 2>
find the depth of each nodex2
find the height of tree: 2
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balanced binary tree method

pointer jumping (doubling)

divide and conquer

partition

pipelining

double logarithmic depth tree method
accelerate cascading

symmetry breaking

Brent's Theorem

10. Euler tour technique
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11. tree contraction (partial evaluation)

12. sampling

13. multi-level / multi-stage

14. overlapping with computation and broadcasting (abapé)
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prune & search, selection
dynamic programming
array, tree, mesh, cube, odd-even merger, bitoeigensorter, Hypercube, perfect shuffle
broadcasting

rake

- CW % i< complexity
k-way search

comparison matrix
semigroup

n*%way divide and conquer



