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Abstract Contrary to CPU, GPU capability continues to increase and reaches unexpected performances for
image processing tasks. Indeed, GPU is mainly designed for computer graphics applications and can deal with
2D texture or 3D operations very efficiently. These abilities are well suited to speed up real-time image
processing and computer vision applications. Contrary to the first generations of shaders, the latest shaders
languages become more and more easy to use. However, some basic knowledge about shaders is required for an
efficient use of the GPU. This paper presents an overview of how to use shaders for image processing and
computer vision. The first part details the computer graphics rendering pipeline and shaders generalities. This
part also overview the existing shader languages and especially details GLSL. These explanations include
shaders programming but also the shader loading and compilation. This part aims to underline that shaders
require a specific program design. Then, this paper presents some practical applications related to image
processing and computer vision. These sections especially deal with colour manipulation, geometric applications
but also with virtual reality and general purpose GPU methods. Finally, this document provides a part on how to
start with shaders, including technical and theoretical recommendations.



1. IXT®IT

A a—FDOBLWYDLE G TT T 7 4 v 7 — RIERMEICR SRR HD. CPU (TR T
GPU(Graphic Process Unit)lZ4FE % 58N 1 &2 H > TE TV D, BROFERE LT, Z<0FH LT 7Y 7
— g VTEEE A EIF A7 GPU 2 HWTIEITT D Z &z T\ 5.

AFRICIEE H LT GPU %45 D)y, FRIEBLILLE 2 Ea—X BV g U TRE GPU 29 O
EVWIORIWZEZ D HZHBE TS, Shader 72 7T L2 > T GPUILEICY TILZ A LS AT A
HAIZZRY, LIXUIE, 77U 75— a VORBEEEN END Z LB ROICHD. A Ea—2 7T
7 4 v 7 A(COG)DHEMITEGALHERLa L B a—Z BV a VOFIEICEUL TV AEARH DL E VI EHE
FKEEZDHE, BRSO Ea—F BV a U OMIEHE D GPU ICHBRZRF> L) 2 &b E7-AR
R ETHD., arCa—EY AT AOEINEDTDDOERYNOT Fa—F X3 XCoO7 ) r—v
2% CPU 7°5 GPU ~BATT 52 L THD. LLARRE, THIZWVOTHAREE W IR TIZAR W
728, CPU THEITTH LV H GPU THEAT LI FRERICEETHoT-E LTHEL ZETHEHZ2WY. b
) —=ODT T —FIIT TV r—a O GPU ~NBITT 52 ThD. Thdz, arta
—HX DY Y —=AIEHEN, N7 =< A EMET D, AT, &YW o0 arEa—4
TTT 490 AR T TA L DIERMFHARI L, “Shader” & (X724 5. KIZ Shader 711 7
Z L C Shader % E O X ZHIAT 50T, £ LT, H&%IZ GPU THIRMICEITTE LWL DO
B L a2 — 2 Y g VOIS ERENT .

2. AV¥a—FTTT 4 v AOERE

GPU X CG 77V r—va rDizdIZixit SNb720, (ZLHIC CGIZOWTHEZHA L, Eifg
ML U Ea—XEVa  TEDO LI IERAT D 0BT 5.

21. TIGT749IRAT T

CG DERHEMIIT —% > @ RTE, o, . )EOER, T2R0bEBGICHIRT S22 ThHD.
MO, AR TOEY TV IT A TREZLNTEDL, W ODDOMBAT v T TR I T,
E FOBEE 7 B L OaNRESND. ZNLO=ZARyFLEB EOY 7 BAMOAT v 1T
VHEV TN TTA LS TRESIND. ZIVHDONRA 7T A4 VR IE CPU _EXo—fi%IZ GPU &
MEAEN TWAEHADO T et v H@D V774 v I 7 08I V—2)eff>/ T 7 v 71— K ETIT
DD .GPUREHOFELR " >D L & U > 7 AP11E OpenGL (Khronos Group)[1] & Direct3D (Microsoft)[2]
Thd. ZIhHDAPL DA T T4 HFERCTHDH(K 1 2 ).

2000 FEETLZ Y I T T A4 L ORBUTEFEIET D Z LN TE RN o7, LA L, Shader
DEAIZLY GPU DWW OO EDONEBETT 0 7T hTEHZ ENRAREE o772, Tz,
GLSL[3](OpenGL)X> HLSL[4](Direct3D)D K 9 2R ED S A MM L, IEL W N T A SOYLiRERED A
VA R=LENTWERD, AR ERLT7 77 A N EOBEEAHERTHIENTED. L DHE:
TEDOBEZRTZDIT, Vertex 70T T ARLT T 7 A b 70l T MNIBERENEZEEFETEIND. £ L
T, Ihoo7arZ I NIarvf), VoI 3INTI7 749777 ) r—vay ETERITENS.
2314 7T A4 ETOZNG 2 D0 Shader 7 B ADNLEZ /R LTV, 2007 4121% Geometry
Shader & FEIEA % LWVFEEED Shader 23R SN72[5]. D HWNIT Y 27 4« 7T 2 #8Ex2 B
ERTDHZIETHY, 7VIT 4707 BT IUMETREETS. 25D 3 D0 Shader 7’12 77 A
DOFEILLL T OHI TR
2.1.1. Vertex 7’1 /5 A,

BONCEY BF D70 7T AAREZR AT » % Vertex 7 11 77 A(F 7213 Vertex Shaden)lZ K - THEAT
SNHEABRETH S, 207 v T AT2—FEIANINEZTIIT 4 TICREDSDLENEEID
MTHZENTED. K374 =Ry FE#i<HZRT. K 3@ TIElFEoRETRT. —F4, K
3(b) Tl Vertex 7121 7' L& FWT, 3 A3y FOTELDONE & OEFDIESHED 3 RITMEIZL -
TESHETL U Z Y T LR ERT.



2.1.2. Geometry Shader

Geometry Shader |3fHT DV 77 4 v 7 H— R TORFATE S GPUDRESITHDH. Z07a /7 A
1K 4 THEK £ 912, WL O DOTE RIS LIERSCIBIN, HIRZITo DIl Sh 5.

213. 7537 A s T A

B%EOT 7T LA AT v NI 7 T 7 A v a T A(E 721X Pixel Shader) Th b, 7T 7 A
VR TRTTMITARZTA P g v TREBICEARN Y FRE T BB SN RIS ET S
Vertex Shader DN.ED L HIZT T T AL FOKEIC L > Ta—P I3 EDSLETNE T T 7 A MY
TR INCEY Y THZENTEL. X 5@ITEFDONA T, THIWTET 4 —Ry hThHD. X 50D)
X777 A v Ta s 5RO CRIUMKRE 77 7 A hOT7 L—A"y 77 TO 2 RILMEIZ X
STTZITTAVMNEAFOOEEZTCL AN T LEMETHD. FEITREZ L, EEToT 4
—Ry FETEERIE T L—2 Ny 7 7 iD= T 4 =Ry FOE T OO EE RIF I RN
EThHD.

2.2, Bt

CGIZRET 2 HAETIXI GPU L FEIZ =AY FOERE 2RTOT 7 AF X IZEAL TRV LS. =f8

VERTEX DATA
VERTEX VERTEX
PROCESSING SHADER
GEOMETRY
ASSEMBLY
CLIPPING AND

VIEWPORT
TRANSFORMATION

RASTERIZATION
FRAGMENT FRAGMENT
PROCESSING SHADER
DEPTH TEST
FRAMEBUFFER

1 Rendering pipeline 2 Rendering pipeline with
shader programs

VERTEX DATA

VERTEX
PROCESSING

GEOMETRY
ASSEMBLY

CLIPPING AND
VIEWPORT
TRANSFORMATION

RASTERIZATION

FRAGMENT
PROCESSING

DEPTH TEST

FRAMEBUFFER

(a) Normal rendering (b) Example of vertex manipulation
(colour and position)

3 Vertex 712 275 LD
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(a)Normal rendering (b) Duplication of the incoming primitives

4 Geometry Shader D)

(a) Normal rendering (b) Example of fragment manipulation
M5 777 A R NTaTT LD

v FOERIT P34 TS ERMTEITEINDS. @FE PR EZHAVIarEa—Xeyar 7707
=2 alFIIDEIBRT—FT 7/ F X ERIHAHT L ENTED. 2 RoeT 7 AF v #ElL GPU
TITH EIEWITEN L, HBLEL T 1 7 F ATk L TRy e m 2Rt 2 LN TE 5.

HIE COBH L7277 A4 WL OO RT A ZREELTET D, TNHO/RT AZTH LT,
CGltarvbta—4vvaroflmizERT2Z LI THDL. a0 Ea—F Y arTEIN AT
DA BE TG OFMGIE DN E SN DA CG Tl —H(E 2 —AR— MARETSD. CG TIEA AT
BEATH CHE SN A REDESER#HE-OL v XS, a v Pa—X eV VTl WEST A
HATHINE S L 7 v L O EZ TR T 5. £ LT, CG TIEH A 713y — v OFEREZER TET )V
E o — 175 AW CEE SNz ben. EF 02 —1T8lda s Ba—X By g o ClasaNg
NIAZTHD. EIEI AL CG IZBWTHND. ¥— ClERlls &, TR N E /e e
72T U A E O TR ZELE L TSR b0, arta—F ey U TIIFEET Y
ROTERMES LIV,

ZLT, WSO»DFY 7 4 71T 1IRIER 2T, 3IRILDT 7 AF ¥ #HNTEKIND. T
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DT I AF ¥ IT 7 AF Y ATHTERSIND T 7 AF v EEEZ AW CREICy 7 &5, 2
DITHNE GPU 2V a v Ba—X eV a 07 7Y r—3 a3 » CIHEFICHELD. FEE LIZWAIT D
NOEDT I AF X IAT—HBETHDHD, BELEROESTHLLINWEWNWS ZETHL., LTI
SDOTIAFXIIN I T v TT—TNDEICT 7 AF Y UHNOHBTHEHATE 5.

23. 777497 H—FR

Shader 1 556, 777 4 v 7 H— RI&ROEERN— RV =7 Th VY, FITHEILZONE TR
F5. FERE, BAeb 77 49— R3ERLZ Tty E2MGTE0, VT T7 v H—RIZ
Ko THRIHTEDHEIIMN R 5.

Shader ZFIHTDIZITFED 7T 7 4 v 7 — R 7< &t ATI Radeon 9XXX F7-1F NVIDIA
GeForce S) LRI TED|REIDO RTANBUETHDL. DT T 7 4 v 7 —REHNLDODZETIE
WICREW., 777 4 w7 71— KA OpenGL @ API Z i3 2% Shader & HHMEEZFF O E 5 ML T
DOPEESREZ ML L TV A Z i uiE L.

* GL_ARB fragment program
* GL_ARB vertex_program
+ GL_ARB shading_language 100

CPU & B L C, GPU O v v Hids v F A7 (FE T XM B ED T2 DIZ3%F ST 5 08,
SABELIETHZENTED. I6IL, 777 47— RIFEEOWIHL I NI A T T A 2
LR S 4L, Shader 7’11 7T MIFEICWHNMETE 5 X OIS TWb. LrL, M 7T 4
VOBEERLT LI T T 4 v 7 — ROMREE BEIRIC A ESE S DI Tikewn. ety o
BT ENENORIBEE L RET HTZOIFEFICERE TH L. 20D, BWIIT7 427 —F
IR T T4 0ETa v FOREROLENRLI . BUED T T 7 4 v 7 I — RORHEOH 2 F 1
W7

BT, 7774 v 7 h— ROWRELEH LS50, FILWEEO T —%7 7 F vy BB I TN D
FHUL2OFITENLULED T T T 4 v 7 = FE 1 OO PCIZEY T, ZOMOT —%7 7 F v
IXNVIDIA ® 7 5 7 (v 7 B1— KTSLI &3, ATI O F 5 7 4 v 7 J1— R TiZ Crossfire & FEIEAL
5. 12507774y 7 —RZ2o07 0ty RBHb56008) J—2A3nTW5DH. LiL, HREIX
FIEARMENTHD.

ZEOMDT T T 47— ROEERFELE LTE CPURAM L2757 v 71— RORTT —#
RV T272OIEHT 2 BUS 86 5. ST DO RV BUS 3 PCI Express Td»%. PCI Express
TIEAA ARV ET T T 4w I hH—REOAERYMOEERT —HERIE(T 7 AF ¥ DX DR eFF
" LTCWA. FEEE, PCIExpress BUS Ot hy RAX—T g UidigRit O~ —3HR— K EIZA VA b= X
nNTEY, XTxr—<wrZANRMMELTWS,

ZOTFT—HEEEIX GPU 707 I BT H BT L TR RITIUR R b WEER N THD.
FEE, AL ARIMNET T T 4T = R~DT 7 AF ¥ OEREITT — Z ALBE ORI e~ T il
IR WRFE 2 BT,

2.4. Language

TITT7 4T H—ROEbOTar I I I3 EOSHEELHEH LadniE e sy, £ 2 23k
GPU S50 ZFMRIBIC AT, 2D DOFEIHMERIHPREBETHY, V797 4w 74T T4
& GPU mfE K%LT%?@ﬂﬁ%ﬁhTwéu%@@®§%iﬁﬂi%f%@77Uﬁ~79V@
EDEIH GPU ~BATSNAMMC L > TR TE 5. 2O OSFEICIXEEICHBAIEC T B a—
Z2ETar7T ) r—a smaED AP WL O ET .

2.4.1. Medium level

GPU 77/ I Vv CTHRONER SN0 T2 7V SETH LN, TG TZ I —%i 2
LT otz Z0%, WS OO FFE(GLSL, HLSL, Cg /e O)BH/R GPU 71/ 7 I 7D
RSN, ZHBOFEOa—T 4 7 OEE C SREIZTV.



OpenGL @ Shader 7EX° GLSL[3]i% 2003 =2V UV —A &7z, ZOHMIEZ B AT T v 74— A
I RV LD R SEERIMET 52 & Th o 7. HLSL(High Level Shading languag)[4]i%
Microsoft & NVIDIA IZ X > TBR INTEY, Microsoft NV AR— bk LEgiT b7, 77V r— g
VBHRIZIETIC NGB D, £ LT, Cg(C for graphics language)[7]i% NVIDIA & Microsoft (Z & > THA
H I 720 HLSL IZFEFIHALL L T\ b, HLSL & O FEAfHiER & LT Cg 1% OpenGL, Direct3D @
WHOT 7V r—var THATELZZENDD. ZNOLTRTCOSFEIFEFICRITHLN, L
U T oML ETHD. GPU TR TE D8EN LV -2 S BT »72 & LT,
INHDRFOZFHEZENT2D13HE L < 720,

2.4.2. High level

B LWEMER S84 85T 5 O REE 2554613 CUDA (C style) [8]%° Sh (C++ style) [9]1 253 %

LENTED. ZNOLOEFHBIEERSEET— N =7 O E2 2 —FIZR#KL T\ 2.

# 1 the properties of graphic cards

Manufacturer Name Year Vertex Fragment Transistors GPU Vertex Pixel
pipelines  pipelines (millions) frequency shader shader
version version
ATI Radeon Nov. 2007 320 320 666 775 4.0 4.0
HD3870
ATI Radeon May 2007 320 320 720 740 4.0 4.0
HD2900 XT
ATI Radeon Jan. 2006 8 48 380 625 3.0 3.0
X1900 XT
ATI Radeon Jun. 2004 6 16 160 500 3.0 3.0
X800 XT
Nvidia Geforce Feb. 2008 64 64 505 1625 4.1 4.1
9600 GT
Nvidia Geforce Nov. 2006 128 128 681 1350 4.0 4.0
8800 GTX
Nvidia Geforce Mar. 2006 8 24 278 650 3.0 3.0
7900 GTX

7< 2 GPU language history

1985 | TMS34010 is the first programmable graphics processor (T1)
1988 | RenderMan
1992 | OpenGL 1.0

2000 | NV _register combiners extension

2001 | GLSL

2002 | HLSL, Cg, ARB_vertex_program and ARB_fragment program extensions
2004 | OpenGL 2.0

2006 | unified shaders architecture

2008 | OpenGL 3.0?




2.4.3. Dedicated languages

BRI, BB o Ea—2 eV a I L CTHERT 22 ENENRLIE, GPU 77 r—v
2 & IR D K D7 OpenVIDIA[10]Z AT Z &8 T&E 5. OpenCV ZfHEH LTS —H(iX
OpenCV[11] & A#tE % FF> GPUCP[12]1% D & KW, Z @ APl 2T 5I12hT=»> T, AN
OpenCV 707 7 LAEELTHZ LIXEFEALERW. CPUCVIZY 77 4 v 7 H—RTCXDHH AT %&
HEIRT 2.
INOORFOFERFES AP I OEBULIESLCa L Va— X Y a o7 7 ) r—ra U2
+THDR, THRESHEITENNRFELENT 20 EOMELRIRT 52 L xdRkaNnD.

3. GLSL

AR OLIBEDE 7> Tlk GLSL Z W=7 7'V r—v a v ofilzrd. ZOE5EF Cg = HSLS &
[f CHEERIZ S W TS 72, GLSL OFNIfEHHEICAE#R TCE 5. GLSL IHH#Ei-ETHY, v AT
Z v b AR— 257 Windows, Linux, MacOS X, irix) THDH7ZOEIR L. &5, 2D APLITA—
fyy%xf%b

. B

GLSL 1ZZ 1 A & O#IHI % Ff> Shader S7EToH Y, TAM Shader °7 7 27 A | Shader ZFtik ¥ 5 D
WHWHNE., TRODORFNN—2a NI A DT T T 490 T 7 r— g oMl Eans
M L7723 —RT, GLEW 7477 VIZX o THRENDBEEL Y 4 v RU~R—T v NMEHT 2
gls(Linux)<° wgl(Windows) 7 A 77 U OFFE DB & FHEIC T 5.

ZOMNL LTz Shader 0 VT ADERRFNIZ Z 74 v 7T TV r—varam\Bars AT 52
& 72< Shader Da— REEHFT L LN TE 5.

3.2. Language description

GLSL (IffiE CEBIA TH D72, C & CHOREAHE AT 5. LNOFE TIL GLSL Sib &1 5.
FEMIZRTEEIL3 1 SO Z L.

32.1. T—#3

GLSL TlE AN 7 —IZB L C, 5578/ NI O float(32bit), 7751 E 4K int, 77— L% bool 4% 9 .
WL ONDEHKIT C AZANVOIEETHETE 57, BFIE LTHS 2 LN TE S, GLSL TiEARA
AT DIR .

L hA DY Rv, 1T, sampler(T 7 AT )3 D . N7 RVIFEEVNER O A B E R, 2
Rot(vec2), 3 kJt(vec3), E7oIE 4 RIT(vecd) P AIRETH SH. E~DT 7 & AXFHIMNZAE 5 eIV b A
VT IRAEMS C AXANDIFETIITTE S, 4 SDOPBTRNWT 7 821327 MUZHIAT
5.

X,Y,2,W : P3ITHT 5 mD 3 IRIThiE
rgb,a: 4/)*(7!:0)73 7 —_7 fL
s,t,p,q: T 7 AT v JEAE

ITHIDEN A v H A T H RN OBEZ 2 ETe. 2105 OFFFIEIE F1741T 2x2(mat2), 3x3(mat3),
4x4(matd) T2 T X772 5720, OpenGL T? X 912 Z ®1741i% Column-major order TH 5.

12 sampler @ B /L b A 1% 1 IkJt(samplerlD), 2 ¥KJt(sampler2D), 3 ¥Kjt(sampler3D)& 7257 7
AF ¥ HLibT D, TIAF Y ~OT 7 BAIT 7 AF v BETITH. 2 kT 7 AF vioxt LT
sampler2D 7 7 AF ¥ L L35 texture2D BAEAEFEH L2 T 620, 2L T, 2 R b
JVPERRIE 0.0 205 1O ICIERME SN2 b D & T 5. RO EITTHFED 7 BIEDERFOE 7 £ AED
DR L=t d.

3.2.2. Bk Ev bAoA B

BB AER T 72Dl —PFIIRT A X DX A 7L qualifier ZEFHL2TER 5220, 20
qualifier (X”in”IXREHNICEZ 2 B —F 20K S 220, Pout”|Z/ X7 A X & a ' — L TR S5, "inout”
M A CTh D, BEILCAZANDEEERTZ & TES.
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GLSL IX GPU IZxf L TR ENT-EL A VB DT v LT 5, Rt S - Bo di2i
=B %(sin, cos, asin, acos, tan, atan, ---), #{iBI%(1ength, distance, dot, cross, nomalize, :**),
X 51T, (pow, exp, log, sqrt, abs, floor, ceil, mod, min, max, clamp, ))& 5.

4. Shader Program

DI DER Sy TR 72 % Shader 7' 11 7T AOKEE RN T 5.
4.1. Vertex shader
4.1.1. Example

LLF OflX Shaer 03, 77 40 hD5SDEOLSMNITE LR Vertex 71277 ATRL T
5.
void main (void)

{

gl Position = ftranform() ;

//_ this command is equivalent to the following line

// gl_Position = gl modelViewProjectionMatrix * gl Vertex;

}
default program

ROBENIIRANTE ROt A LT DRI K> TEFE L%, HADMEZL x, yIZIEXK/ A X&H

B2 WA

WCERE LTz, ZOTERITREIINC S — 0 DEEEZE-IN G T A T OJEEZERICER SN D.

void main (void)
{
gl_FrontColor = vecd4(gl_Vertex.x/2+0.2,
gl Vertex.y/2+0.2, =

gl Vertex.z/2+0.2, )\)
1.0);

gl Vertex = vec4 (gl_Vertex.xy+0.5* (1.0+sin(gl_Vertex.z*3)),
gl _Vertex.z,
1.0);

gl Position = gl modelViewProjectionMatrix * gl Vertex;

}

example program

4.1.2. Attribute, uniform and varying

Vertex 71 77 MWK DD RT A B BN 5 Z ERARETH LS. 3FIHD /T A F (attribute,
uniform, varying) {Z DWW CinBHT 5.

attribute /X7 A ZFERLERO LI RER LD TH L. ZhBIEIAAS T TV r—va v
(OpenGL 7'10 "7 K THIHME S 41, Vertex 7’17 T AMIEHND.

uniform B b A A T 7V r—2a UCERINDD, 1 DOEENFE CET, T TOHERITH
MAT&5., ZEBRESCT 7 AF v EDO AT —2TH L.

varying OfEIL Vertex 7R 7T LG T7 Z 7 A N 7ua 77 MIBFETE DL X ITHEF SN TV D,
Tz, varying I% Vertex 7’17 7 ATEZRIN, TOMEIEDO 7T 7 A MbfiflcEs L9
ICT AN TOEFATHIICERTE S, IO OEKITE, (E, F5, SARTARFHRTS L.



4.2. Geometry shader
Geometry Shaer O E£7¢ HAEIT80, HH, ANWESN=MA Ny FOM, AREDT IV IT 4+ 7 DIHE
ROEHTHD. Lieh-> T, Geometry Shader [TEGILEL L 2 B a—X BV g ZFBE 6 <
LTELT, KfaTithbrv. £72, Geometry Shader |3#H# D NVIDIA OV F 7 ¢ v 7 13— K
(NVIDIA GeForce 8 family) D74 CHIH FRETH 5.
4.3. Fragment shader
4.3.1. Example
LUF OB Shader 2 L DT 7 4V bDSDLENETDHT7 T 7 AL T T AOFl R,
void main (void)
{
gl_FragColor = gl _Color;
}

default program

ROBNTT T T AL NOEIZT T 7 AL Ny 7 7 TEHUEENTANEIC L > TEREL TN 5.
void main (void)
{
gl_FragColor
= vecd (gl_Color.xyz + gl _FragCoord.xyz * 0.005, 1.0);

example program

4.3.2. Attribute, uniform and varying

T A N7l T NIBWTYE Vertex 077 A0 X512, 3 FEHD/ T A X (attribute,
uniform, varying) # ¥ 7AR— kLT 5.

attribute /X7 A X 3L depth DLW T T T AL FTEDETHSD. T 5 DOfHEIL Vertex 712 7
FATHHHEEN, 777 A N Ta s T AIELRS.

uniform DEIZA A 7B 7T ATERSN, LT, £, 1 DOEENTRTCOT T T AL R T
HEHIND. ZOMEEBBEEST 7 AF ¥, SEART—ZThH IV

varying flild Vertex 7 0 77 A6 7 7 7 A b0 7T MTBET o ICiRE S Fhvd x,
varying I Vertex 70 7 7 ATCTERIN, HITKTES THINIIERETE, £7 77 A MCTHEHALEH
M3 2. Zhooffide, (iE, Fehs, EARERAT—FTH L.
4.3.3. FrameBufferObject & Multiple Render Target

OpenGL O L > U > FAERITH LVMEEEZ N X D 72012 2 DORITSESIRIENBR ST, &)
DOEDTT L=y 77 TLUZ Y 7T ROVICT 7 AF ¥y ETy—v DL Z) o7 ad
% Z L #FFAT % FrameBufferObject (FBO) CTH 5. Z DL Shader #fli> T2 712U X A
MINFNRATaE AL TSI UXLITMEDND. NAOFRRITT 7 ATF v ITEM I,
WDRZD Shader (2355 2 EMTEDL. FVTAT 4 A b—3 3 »OMIEIT FBO 3@ & FI o il
B THo. FBOIAZAZ )= Lo Z ) 72 Hnbinng.

2 %& H O$L5EIE Multiple Render Target MRT) ToH D, 22— NN DDy 7 7 72137 7 AF ¥
(FBO % f# 9)IZ Shader CRIL B 7 B/ Z2HHT D Z L &2FFalT5.

4.4. Creating a shader
Vertex 7’0 7 7 L ET T 7 A NIl T hEEIT2DIT—HOAT v 7% GLSL = — K67k
V7Y a— RIZEBLZ2TIER LR, ZOAF—AFCRCH+REDa— -2 77 r—



varEERT D EZICHWAABEIZELI L TWAD. HAIZ OpenGL @ glCreateShaderObjectARB

BE%c L glShaderSourceARB %% % flv»C Y — A 22— R % Shader object & FFIEI 2 HEE KT 5.

#IZ glCompileShaderARB BI¥k T i iA iz Y — A2 a— R&EEBIZ 22734 L+ 5. Shader D

XA VIR L7254, Shader object fE#H = 7122 2 /3 A MIZEET BE@ANH 1 & 5. Shader

EYEDIREDAT v 7 TiEar M vE& /-2 — K& BT Shader EMEINDMDOAT V=7 MY

Y73 AH. RS DT glAttachObjectARB Bi 2t & glLinkProgramARB B %t T & % .

glUseProgramObjectARB Bt 5 L > & U o 7 ALBRIZffi o4 5 D% Shader object T 5.
B glGetUniformLocationARB Bi# %l L TV % uniform OfE% E# L, glUniform1iARB

BT ZOEEICHRET HZ LR TH L. ZDOZEHIE Shader 7’1 77T L & Z ORIEC TR AR

THUENRDD.

GLhandleARB vertexShader;

GLhandleARB fragmentShader;

GLhandleARB programShader;

vertexShader = glCreateShaderObjectARB (GL_VERTEX SHADER ARB) ;

GLcharARB *1 Source = loadShaderFile(“plop.vert");

const GLcharARB **1 SourcePtr = const cast<const GLcharARB**>(&l_ Source) ;
glShaderSourceARB (vertexShader, 1, 1_SourcePtr, 0);

delete [] 1_Source;

glCompileShaderARB (vertexShader) ;

fragmentShader = glCreateShaderObjectARB (GL_FRAGMENT SHADER ARB) ;

1l Source = loadShaderFile (“plop.frag");

const GLcharARB **1 SourcePtr2 = const_cast<const GLcharARB**> (&l Source) ;
glShaderSourceARB (fragmentShader, 1, 1 SourcePtr2, 0);

delete [] 1_Source;

glCompileShaderARB (fragmentShader) ;

programShader = glCreateProgramObjectARB() ;
glAttachObjectARB (programShader, vertexShader);
glAttachObjectARB (programShader, fragmentShader) ;
glLinkProgramARB (programShader) ;

glUseProgramObjectARB (programShader) ;
GLint loc = glGetUniformLocationARB (programShader, "imageWidth") ;

int inputImageWith = 800;
glUniformliARB (loc, inputImageWidth) ;

openGL.cpp

4.5. Debugging
Shader &7 /N 7425 Z LIFRHE TIX72\0). OpenGL APLIIASoNNy 7 7 DIRREEF = v 7 $ 5
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— )L EREHE L TV R, Shader WIELWNE I NEF = v 7 T HME—OFIEZI LV XU o 7 BEORE
REGRILTHZ L THS.

L, Fav 758 RBHICLT, BELY T30 F Ny HNY U —2& N, GLSL i Tx
BH X722 ODOFT Ny Hid glslDevil [13,14] & gDEBugger [15]CTH 5. ZHHDT Ny Hida—H A ¥
Tz —ARENRT L, HRRS T T AL NOREER L, $EROA XTI T 4 T AL & TR
T5. FHEE5DF 3y 4t Windows & Linux E TR TE 5.

5. Display an image

A Gt L7 L 212, GPUIXRFED X A2 % CPU L D FITT 2 L) ICEFF SN TWa., &5
\CEDH AT ZAH TS HZ LN TED. CGT ) r—y a VdHBAESa  Ea—2 Vg
VDRAATIHEP L TS DL H DT, Shader ZFIHT A2 TCINLDOT T r—va DA
B RT v FI2b 2R 5.

LML, GPU ZFIAICIE, A4 AFY NS GPUIZ, £ GPU MND A A 2 AF VIZT —H (HEitR)
EERETHEWVIR MRy 7 BIFEETD. &5, GPU DRI FIcT7 V2 XA8% GPU DT —
XTI FXICHILDICHEASEDL Z ERAMEIT/RD. R LIS < OB AL TlX GPU
P ZLIIT IV —2a b DAY= KT v AZORNDE. ZOXHRTF ) r— g vt
2, GPU & H\W = HE{EOERIZONT O % /R~
FEARMNZ RO EIXE G Z W THUATEQ SO=ARINCT 7 AT ¥ 2562 Thd. ZOHD
BT D EIIEZ NS O, BHEML L O, EWHRHEELLORH 5. RANIHEE S 7
7 DB E Z BB IEE(E 2 — R — M EIZRE LR TIER 520, Thnd, EFEEERIR LT
X B0, BEBEITER SN2, BN AT ORTITERT DEGOGE L —HSE2T
X BN K6 DEICHATDORNIZH DAV V—rH A AORFIZERICH <. & L, Shader
ERER L7206, T AF Y EEERELRTNEZR G20, L, Shader 25726, 757
AN T AMIBWTEEEZRETS.

Vertex 70 77 ATIHIZEAETDHZ ENR. FIUITESDOMEIZ L > THIHHEL S5 varying &
$pos ZEFRT DT HD. varying BEITZNODONEZH > TNWDHTZDOTXTDOT T 7 A N
¥ 2.

varying vec2 pos; // pixel position for the fragment

void main(void)

{

// 2D position to be interpolated for the fragment program
pos = vec2(gl_Vertex. xy);

// normal transformation

gl _Position = ftranform() ;

TITA N T T T RISVEL LD, 7T A L NIl T AMIFEREND T 7 AT v (Eig)
RKRKEZDL I VL DD T a— L uniform BENEEND. ZNHDORESIIE Y BLOME
B D BRI WRRFIETIIAKRETH S, 77200, AERIET THITHD. L LRRDL,
TRCOFITHEHTEE T a—F% L5,

Shader TEHBEIND EF X F R varying BT Z D & EHEMETY hX—En 5.

AA 77T NTIE, &N varying BEEHWTBIED T T T A NDOT 7 AF v gL T 7 A
F v LN BT R IER 520 ERA DFETIEIT 7 AF Yy ORESHFESTWND). T 7 AF ¥R
GL_LINEAR &7 g v THIHb ENT-HA, B 7 BLo@IZEMOr 7 BaAn bkt 5.
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(a) Orthogonal projection (b) Final image
X 6

T 7 AF ¥ N GL_NEAREST A7 a o CHIHHL SN ma, BERENZE72rnbbo b bty
TR NOENESNS. REICZIOBIZTTS T AL MIBLNA.

uniform sampler2D image; // input image

uniform int imageWidth; // input image width

uniform int imageHeight; // input image height

varying vec2 pos; // pixel position of the fragment

void main(void)

{

// find the texture coordinate corresponding to this fragment
vec2 texCoord = vec2(pos. x/imageWidth, pos.y/imageHeight);

// get the corresponding color
vecd color = texture2D(image, texCoord);

// final color
gl_FragColor = color;

}

6. Colour operation

N7 —RBEITEDOE 7 bl EARNREBRETHIINBE I NS0, Kb GPU 2 M7
LHEGEET 7Y r— a2 A .
6.1. Basic colour operations

R 2 2 7\ XA DT 7 — 25 L0 bt T T — 22/ THEIT LI DA 25603 % 5. GPU
EUTOBITRIBIND L HICH T —EMEERIELT 0D 5.

colour space conversion (ex: RGB to YUV)

uniform sampler2D image; // input image

uniform int imageWidth; // input image width

uniform int imageHeight; // input image height

varying vec2 pos; // pixel position of the fragment

void main(void)

{

-12-



colour space conversion (ex: RGB to YUV)

// find the texture coordinate corresponding to this fragment
vec2 texCoord = vec2(pos. x/imageWidth, pos.y/imageHeight) ;

// get the corresponding color
vec4d color = texture2D(image, texCoord);

// colour conversion

color.r = 0.257*inputColor.r + 0.504*inputColor. g + 0.098*inputColor.b + 16.0/255.0;
color. g = —0. 148%inputColor.r — 0. 291*inputColor. g + 0. 439*inputColor.b + 128. 0/255.0;
color.b = 0.439%inputColor.r — 0.368*inputColor.g — 0.071*inputColor.b + 128.0/255.0;

// final color
gl_FragColor = color;

}
oL U CIZBIMEFED L 5 T XA X BNt A LERD 5.

Threshold

uniform sampler2D image; // input image

uniform int imageWidth; // input image width

uniform int imageHeight; // input image height

varying vec2 pos; // pixel position of the fragment
uniform float threshold; // threshold value

void main (void)

{

// find the texture coordinate corresponding to this fragment
vec2 texCoord = vec2(pos. x/imageWidth, pos.y/imageHeight) ;

// get the corresponding color
vecd color = texture2D(image, texCoord);

// apply threshold
color = step(threshold, color);

// final color
gl_FragColor = color;

ZOEINEZNB LI, TOX D RBERE L A VI L > TITOND. FRkICL T, 797
A b Shader 1T T A ML X, FHIFFOMOIEREOT S r— a2 EZHTLNT
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5. I EOREARFEMOERIZBIZZHROZ &.

6.2. Lookup tables

NPT T T =T LB EE Y — L Th D, £, 22— TN DDV I T v T T
— TN EEFRTH. UTOHITIEET ¥ FZNIC 1 DTIDEREL TS, 2Oy I T v F—7
VL7 Z 7 A b Shader 12 1 IRGTEDT 7 AF v & L TCHRESND.

look up table

uniform sampler2D image; // input image

uniform int imageWidth; // input image width

uniform int imageHeight; // input image height

varying vec2 pos; // pixel position of the fragment
uniform samplerlD lutR; // lookup table for red component
uniform samplerlD lutG; // lookup table for green component
uniform samplerlD lutB; // lookup table for blue component

void main(void)

{

// find the texture coordinate corresponding to this fragment
vec2 texCoord = vec2(pos. x/imageWidth, pos.y/imageHeight) ;

// get the corresponding color
vec4d color = texture2D(image, texCoord);

// apply look up tables

color.r = texturelD (lutR, color.r).r;
color. g = texturelD (1utG, color. g). g;
texturelD (1utB, color.b). b;

color.b

// final color

gl_FragColor = color;

}

ZIT, I T T T =TI N EBEATNDT 7 AF ¥ 1L GL_NEAREST 4 7' = » Tk & /e
TR SN2 LICEET S, 2, VoI T o7 T—TNA~T I8 ATEHEHETS 2 >OfE»
Y B 7 X o

6.3. Convolution

GPU T Convolution #{EXFIHAEETH 5. WH|T 7 o —F 2TV OOk a5 Z L BN TE
2. TRz, EERNT 7o —FTE 2 OORAT v IR ETSH. AT v 1 TIET 7 AF Y i
ETOH LT T T AL FOMEZRDTSH. AT v 72 TIE, THEY T LD ZFHrA L,
Convolution 7 — VAT 5.

Convolution

uniform sampler2D inputImage; // input image

uniform int imageWidth; // input video width

uniform int imageHeight; // input video height

varying vec2 pos; // pixel position of the fragment

void main (void)

{

// find the texture coordinates corresponding to this fragment

_14_



Convolution

vec2 textureCoord = vec2(pos. x/float (imageWidth), pos.y/float (imageHeight)):;

// find the corresponding color on the input texture
vec3d color = vec3(0.0);

// note : matrices are column major

float gaussian[25] = {0. 00366300, 0.01465201, 0.02564102, 0.01465201, 0.00366300,
0. 01465201, 0.05860805, 0.09523809, 0.05860805, 0.01465201,
0. 02564102, 0.09523809, 0.15018315, 0.09523809, 0.02564102,
0. 01465201, 0.05860805, 0.09523809, 0.05860805, 0.01465201,
0. 00366300, 0.01465201, 0.02564102, 0.01465201, 0.00366300} ;

// constants to speed up the application

float widthStep 1. 0/float (imageWidth-1) ;

float heightStep = 1. 0/float (imageHeight-1) ;

float pixelPosWidth (pos. x-2. 0) /float (imageWidth) ;
float pixelPosHeight = (pos.y—2.0)/float (imageHeight) ;

for (int i=0; i<5; i++)
for (int j=0; j<5; j++)
{
// find the neighbourhood pixel color
vec2 textureCoord = vec2(pixelPosWidth + float(i)*widthStep,
pixelPosHeight + float (j)*heightStep) ;
vec3 colorTmp = texture2D (inputlmage, textureCoord). rgb;

// apply the kernel
color += colorTmp*gaussian[i*5+j];

// set the final color of the fragment
gl_FragColor = vec4(color, 1.0);

}

EEROBI DT DITEIITNAT T —FILT7 T A v a ST AT Convolution B — /LN EEEE
TTHHIRTFETHD. BRZOD—FMIAAL T TV r—a b bEFRTE, uniform
D float flAE LTI T 7 A v al I Mk bns.

64. ATATUTANE
AT AT 7 4EDE L EMERER Y GPU THITTEDH. 777 A b Shader (3% 7, 7
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Z 7k MEBEOBEE D T T — Z Gtk A TRSNZ kT 2. 8 U7 7' —F (3 Convolution JLHE T
ToTWA., FLT, ZOEIMI/—FEND. MSEIREHINTWAED, Y—FT 427 T7)La
URXLFIANTNY = PR EORS THER D TH L.

b —

— :
s»-'-”l

6.5. Blending

WG AHEICBNT, T LT o v ZBEEIIREIC y<ﬁbﬂfﬁét@ %< DN A VBN
T 5. 08, Ehy, F, 707, B35, #HTER EORRORERNRT VT 0 v BT L
ﬁ®%EMéhtEWB4V%ﬁT£ LETED. LOREERIFIERNT LT 4 7 BIBUEEHEIC
XTED., 2—PFIERTIUL, WS ONOEEIZ L > TEEOEBN 7 LY RTE5 X912 5.
6.6. EET VLW
7 — U T EHFFT)IE GPU ECTEITTHZEMNTE DL, ZOHEITE L. @2 ffikiiix
CUDA[8]%fEH Z 724 5. CUDA [T FFT & i FFT OFEELZILEL TV 5.
6.7. BARNTF A very difficult!
KRB FSLERDORF N e A N7 T A ThD. BREOMAOE A N7 T AFHEO X 5 ICIEF I B <l
fe L7-fETZ L LTH GPU TR T 2 OIFIEFICEE L V. ERIIE X N7 T AR TIEIXTor s
T E 1 EBRAALTEINZZE DENRRAE LT REZHM LTI R bR, 7537 A 0 N a s
LD TIE, B/ b 20077 7 Ay Me—EOBINZ(T2bbRERICEZ BV EIO)EZIATLZ LT
RARETHDH. LImn-> T, ZiuE Shader TWAMLT 5 Z LR TE V. ZOMEEMRIT L~ /LTF
PRAFAASI[ITEET D, L, TROZIATTHDOITH L.

7. Geometric operation

EEMEDETIE Shader 7R 7 T AZBLTCEDLIICE T BEAVDEEEET 20 &R Lz, AET
FBAEDONLE D GRONEIZ Y 7 B EO LS IZENT i1 5.
7.1. Zoom

A= M LB E 7T 7 4 v 71— RTEITTHDIEF IR TH 5. EERICZh 6 DL
I% Shader 7'vt 7' 7 A& BIHEIZAE 5 2 & 72 < 4T TE, Shader - TH EITAE LRV, GPU 2
Rt I et nifwio&77)&—yay®£ﬁﬁféﬁfé’kfké.f—A@ﬁEfu
ToFA VT ADEZFIEL VD Vo Z I HL T HN— N =7 TEITEND.
7.2. Homography

Homograph i?i i WAEHLY GPU N2 Ba—HEVa IR LTTEAZEORWITHS.
Homograph X522 WHLTX, 7 77/{ VI H—RIN— R =T TT o FA )T AEELT .
GPU T Homograph HIATTHIZDIT 2 DORBRDLFENRSHD. —2I1% uniform O float BLHIIZ
Homography Z AL CTTXTHO T T 7 A MIZEDLFHE. 9 1 21%, 3x3 @ Homography 1741 % Fll
MTED7T 7 AF Y HALOD dxd DT 7 AF ATHNHEMNT D2 HIETH D, ZONBEOMH, 3 11752
17, H1FIE5E 2 FIDNESZ > AT LJEIED BHNED T2 OITHER T 2 NER B D50 s Livgn. LUF
OHNRT L DT, ZOF 2 OIREETIL uniform @ float BLAIZITHNC LT B MEIL /2.
Homography

uniform sampler2D inputImage; // input image
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Homography

uniform int imageWidth; // input video width
uniform int imageHeight;// input video height
varying vec4d pos; // pixel position of the fragment (homogenous coordinates)

void main ()
{
// apply the homography
vec4d pos2 = gl_TextureMatrix[0]*pos;
pos2 /= pos2.z; // homogenous coordinates

// find the texture coordinates corresponding to this fragment
vec2 textureCoord = vec2(float (pos2. x) /float (imageWidth),
float (pos2. y) /float (imageHeight)) ;

// find the corresponding color on the input texture
gl_FragColor = texture2D (inputImage, textureCoord) ;

Homography DFFHE % LAAWFIEIIR G CRWUARIZT 7 AF v 52#i< 2 & ThdH. EEE, o
WATEIL 2 SO ZMIIHEISNE. LER-T, ZOHE, BHEHRZES, 458 TH< 3 HAOMMN%Z
ANWTT 7 AF v &<

7.3. Projected texture

3RIEHHBEIIa L Ca— X P a OB TCRIMNEDT 7Y r—aThd. 3RILT—HITiE
W, SARICL s TERINE 3 WonBRICE B IS, — N7 e —F TIXINb6 D =AICT
JAF X B BE LTI, ZOMBBIRESNEZT 7 AF v~y B 72+ % GPUIC L - T
WZFEITTED., BATOWBT 7 AF ¥ BTN TS X, B ATOREITINTIET DT
I AF wATHNCGRAAEN R TR B, 2 LT, 3AFERHNTWALRE, UTO7Z 7 A S
07T AN MERT R 5.

Projected texture

uniform sampler2D inputImage; // input image
varying vec4 pos; // pixel position of the fragment

void main(void)
{
// set the final color of the fragment
gl_FragColor = texture2DProj(inputImage, gl_TextureMatrix[0]*pos) ;

}
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Projected texture

ZOFEE, W ODPDT I AFYEASAAL LU RLTO6SETHMR LT LT o v JEBEES Z &
TERIUKGTHT VAT Y~y BT OWNEENIEDL Z ENEHHTHD.

8. Computer vision tools

ARETIII L Ea—FEYa rDOEDICIVEEDY =V EFNTS.

8.1. LUAEMIE

VO ABMEIT 2 Ea—X eV a VOLBEIZB W TYLERIE TH 5. Z OREXEeIcIEsIEd
HIEMTESL7H, GPU TUHEETE 5. £72, GPU (FRWT o F=A U 7 v VKA R T 5.
Z—PIIRPNCOT T A F ZFHFE L, TN % uniform B E L CT T 7 AL N Tl T h~EDH Y
End D, LLTFOFIE OpenCV DRT AR EFEH LTI OT AT 4 A h—var2R0BRLETH
5.

Radial distortion correction

uniform sampler2D inputlmage; // input image

uniform int imageWidth; // input video width

uniform int imageHeight; // input video height

uniform float k[2]; // radial distorsion parameters (openCV style)
uniform float cl2]; // radial distorsion center (openCV style)
varying vec2 pos; // pixel position of the fragment

void main(void)
{
// find the texture coordinates corresponding to this fragment
vec2 textureCoord = vec2(pos. x/float (imageWidth), pos.y/float(imageHeight));

// correct radial distorsion (openCV style)
float du = pos.x — C[1];

float dv = pos.y — C[0];
float r2 = du¥du + dv*dv;
float u2 = pos.x + dux(x2%(k[0] + r2%k[1]));
float v2 = pos.y + dvx(r2%(k[0] + r2xk[1]));

textureCoord. x = u2 / imageWidth;
1.0- (v2 / imageHeight);

textureCoord. y

// find the corresponding color on the input texture
gl_FragColor = texture2D (inputImage, textureCoord) ;
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Radial distortion correction

|

2213 THHALEZ L —2 Ry 7747V =7 MFBO)Zli~» TATZ ALY V) — 0 TR 5 & X (&
IZNLD.

82. HRESLET AR

WRADOTNIY XA NIEREBGR L 52 DN EBOIERERIT LT 0 v T E AT Z
ENTED., ZHITEARN Y RES 707 T A3 65 TRUEFEEZHWVTEITTE S, L Bk
FEDT-DOIZSE R0 2SO Z L.

TWA X NET VT 4 TR AEE LTS, BYA X T OBE, BME#IT723ET
FLR L CTh D & HICFEITT i Hi7/e Homography Th 5. Zhpx, B> TWAHEEREITT LT 4
V7 EABITEG E DT T TEOMEIZ X 5 TRT U AEIS T IE R B2,

83. MNvxv s

FEAED T v T RERITHEEDONRT 3 —~< AA EDZHIZ GPU ZF)HT 52 N TE 5.
BN v ¥ & AREEZR Convolution ECF DM Y — /L2 HAWCTEITEND. b, WS
MR R D2 FEEHVC R T v 7 &N 5.

[21]TiX GPU LT SIFT/KLT OFEMAERRE L TWD. 7T 1 B 7 a—EE GPU 12 L » TaL
HEIXNADIZHE L TV,

HEETARITIGPUICLED NI v X U VTOREITRFEAY N T X TIERNT T 74 v 7 — Kb A
AVAEVIZELNDZETHD. RERGE, BMLTET7 7T AL NDRIAZDNT vFx 71
WEEZENEEND., ZOT 7 AF ¥ OFERIFFZERIZ CPUIZ L o THEREZHH L2 T o
AR

84. EFFR—ALUVFY T LRITE<Y S

EFAR—ZAL U F Y TDOFEITFH LV 2—R A b by — L DOEBEER L LS 55, BE
TFOHFEDIZE A ETIEEEIN 0, VTN ZAL LV AV TIZETHIENRTEXRYD. ZOM/Mo
FEZIVTNAEA DZH LNV 2a—%ERT DI B TEHN, AiBEEBANELRSE. 26D
FIEIIAT7 T4 EMEND. Z LT, AU TAVFETHERTTHLY T A AIH LN E 2 —
NERTES., ZOHEDOEMIVTAZALL R Y U ATET DDA GPU Z2fis T 5.
b e FETIBELL, 3 REET A EEAKRT HDICAT V=7 Fov vy NE#HT5
Visual Hull D FETH 5. £ < OFREBEF22]CRib &b, MO THETIX[23]D L H I RZ2 T 5
Z LN TE S Plane-sweep 7 7 2 —F ZHNTWAH(K 7). ZDOFEIE GPU 2 KEWRIZEEHT 5. 45
INBDOETAR—ADL U Z Y T FEIZY TIVEA LORITE~ v TEEMIT D52 N TE L (X
8).

9. Virtual Reality
N=F VI T VT 4 DY =T CGC DETALENATINODET ADOWGNMERD ST 7 4 7
TV = a v BEbS. RLEERLOIBELL, AT VAEBOHELS . U, UTO
a— RCMEHRENS L9 ICShader 71 /T MET LU T 4 v B A W CLRGEGR/ D T i)
DFFFEICHAVWSND.
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uniform sampler2D imagel; // input imagel

uniform sampler2D image2; // input image2

uniform int imageWidth; // input image width

uniform int imageHeight; // input image height

varying vec2 pos; // pixel position of the fragment

void main(void)
{

// find the texture coordinates corresponding to this fragment
vec2 textureCoord = vec2(pos. x/float (imageWidth), pos.y/float(imageHeight));

// get the 2 color to blend
vecd colorl = texture2D (inputImagel, textureCoord) ;
vecd color2 = texture2D (inputImage2, textureCoord) ;

// set the final color of the fragment
gl_FragColor = vec4(colorl.r, color2.g, color2.b, 1.0);

}

HEIZAT LAT A AT LA R ED L0 RT S 2D 7012 GPU [T 2 B O FHE IS v
bND. FHUIATRTEHIICL A U T DAL= RT v FICHWLND 2 HTXS. ZOFiE
138 Shader Z# VT 1 DO/XA TN DD AT LAHEGZHI< Z &N TX (KM 9). 2RI
Ea—|ZB T 5EAMEL LA TCEZHL2ATHS.

BB, ABNEARAT LA R V= AUZ Y TAEA DL B ) U 7T A0l ar B a—F Tl

X 7
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X 8

X9

0T BEND I AT ORITHIRA 5. BE DS OB AT % PCICORVESRE, EFFOA R —
ABFMLTLE S, ORI TREND LD ICAND X T O &#E LIZERIC L > TeF 4
R=Z2D VY TR EEZHWD Z & THRT 5 (X 10).

10. General Purpose GPU (GPGPU)

BB CIIEGABL L 2 B a—Z D a DD WL D00 GPU 77V r— a OREEZ R L
2. ZZTIZGPU ZFIHT 5 Z &N TE HMOFEIZHOWTEIRT 5.

FEES, GPU [XEBICERDORNWT 7Y r—a v OEOICHAT A ENTE S, & 20, [26]
TREBREND L HIZ GPU 1 TT —F RXR—A VAT AIFHTE S, 27 TrEND L DT GPU (F7—
HAR—=2ZBTDHT—Z DY — NIRRT 5.

GPU IBENT IV AF v L LTERIND LI R=a2—F LRy NT—=ZIZH L TCHFIHTE 5.
WL OO FEITIX28] TITHOIL TN 5.

GPU L COWRBIEIIFEET L B —MAL b T\ 5D, RFIC, AT I = L—1 3 U[29]X0f
ZERANBONCFIH STV 5.
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X 10

Z LT, GPU /M2 i1 74110, LU 20fif[31], =Dt rsEE 321D X 5 2821972 H I F
HTx%.

11. How to start
11.1. A Ap—JVv

HAEOFHE2BBITBD FTHDH. &2 Shader A TEBIELWIT T 7 4 v 71— R&EF->T
WOPHER L 2T TR0, £L T, FIANSTF =y 7 LRTAEERLRN. ZHEFETHHE
HTHD.

B LWHE &2 5 OB & 3T 72 < 220541 CUDA X2 GPUCV, OpenVidia #ff 5 Z &3 T&
. INHDY— I RNENTT T v a v OFATHEEE P Z N TE S, GLSL &ff
572 Shader Zi L THALWEAIZLL TO URL OV > va—ReXdora— RT5Z LR TED.

http!//[www-igm.univ-mlv.fr/~vnozick

OV a—R WA LTI TR INDHELE —FH LTS, Zh b a— ik Windows,
Linux @Fﬁﬁf“ﬁ%ﬁ"é_ki))f:éé.

11.2. Shader design

H%>C Shader 2 -7-7 7V r— a U 2RELEWGES, 77 AF ¥ OERIBIZEFFNND Z &
EOINZED TENR2TER SR, ZCE - TCT 7TV r—ra v ORFEEETDHZLITRD0
L, ExE, TV = a v SAOHEBIZONWTRR DU EZ T 555, 73T
OEGIZR CABR AT 5 121%, RO T ot R & kT 50 0 IZT X TOREEZ —DOWBIZIT D M
L.

S 52 GPU X RHMEI S|~ > > 72 DT, AIRER DIXH72T=D 7 T Y X LTSI LB & Ak % FF
DEINTT D HEEZRDTRITIT R B0,

FEARM) 72 IR IREEDN DIRO D Z EN I WTEA Y. D EATEEI D, vV TFRREFEITLTH
HZEMTED, IVTNT 4 A= a VIIEOBETHIN, FVTNAT A A=Y aiir L
— ANy T ATVl NEFEIRPONRATEESN, BRIXTZAFXIREFEEIND. KOS
T, ZOT AT EZHRT-0T ) r—a U TRBINDZ ENTES.

12. ¥&9

ARTIE, GPU ZHW=CG DL H Y > T34 7 A& Shader IOV T, Shader DA IAIL &
UL T HE L ED TR L. £/, Bl o Ba—F BV g VT H N D
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