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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.
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1. IIL®HIC

AV a—FDHOWIHETT T 74 v I — NIERMBICRDEMAH S, CPU ITHRT
GPU(Graphic Process Unit)iZfF 45812 b o TETWVWD. HROFMRELT, L DHLWT IV 4
—a VIINEBEEE B 570 GPU ZRWTEITTHZ L B3I TWVA.

L E D LT GPU %45 O, FICHEBLE L 2 Ea—Z Y g » TRE GPU &5 Dn
LWIHRNWMNIE 2D L2 EME T 5. Shader 7275 AL o TCGPUIREICY P A LY AT A
BAIZZY, LIELIE, 770 75—y a COMBEEN END Z L EREIICMS. ava—275
T 4 v 7 ACEDOENIIEBGLERL I Ea—F Y s VOFREICEM LTV AESR D LN HE
EEEZDL, BBAESCaY Ea—2 YV g VOBIZEED GPU ICHKEZ S L VWS Z L b E-HR
BRIETHD., A Ca—F YA TV ADEMEDIODOEYOT T a—F i3 _TOT7FY Ir—
3% CPU 226 GPU ~BATTD I L THD. LOLAEND, ZIUIWVOTHHEEEE WV IRTIEAD
72®, CPU TEITTH LY S GPU CEITLEFNEFICEETHo- L LTHEL Z LTtk b
S—DDT T —FIXT TV r—a OG5 ET GPU~BITTHZ L ThHhD. Tz, arta
—ZDYY—RIER SN, N7+ —<RFALETS. AR TE, BV 20D I vy EPa—F
TTTA 9T ANRALTTA L DERDHBEBN L, “Shader” & 1IAIF 53 3. KIZ Shader 7122
7 LT Shader Z ED X S IFIHT H2vRT. £ LT, H&HEIC GPU THRMIZETTE 5 O0DH
BAEL L P 2— 2D VORRAEBRNTS.

2. aY¥a—FTTT7 47 ADEHE

GPU X CG TV I —a v OedIZFFHEIND ), FUBHIZ CGITHoWTHESHAL, EiE
MR Ba—FETa v TEDL I IHERT IEETS.

21. TFT49IRAT T4

CG DELREMITT — &y MG RITEM, &, . )ZAER, TAhbbEBRICERTIZETHD.

RO, ZARYTFOEIRTIITATREZLNED, W ONDOGE AT v 7 CRE SN 214,

HE EOBEE 7 BLVOBBREEND. ZRNOD=ZARYFLEB EOYIZEABORT v FidL
VEYVTRATTA VLS TREEND. THEDL T T A ABIL CPU Eo—f%IZ GPU &
ENTWBERDO T vty Y@D I 74 v 0T 08T V—F )20 S 57 ¢ v o h— K ETHT
D .GPUBRHDERZS>D V) 1 J APTiZ OpenGL (Khronos Group)[1] & Direct3D (Microsoft)[2]
ThHD. TNODAPIDNA T T4 FIZIER T TH B (X 1 BR).

2000 FETVLUEY VIR T T4 ORBUTIMMEET D Z LN TERD 7. LA L, Shader
DEAIZEY GPU OV ODDBEDMBTTIa S AhTEI LRAELE-. Thdx,
GLSL[3](OpenGL)X®> HLSL[4](Direct3D)D X 5 22 EDSEEHEHA L, FELWV KT A NOFLIEHRENR A
VAP EINTVWERD, HBRERLTITAL F LOBELZBEBTIZLNTES. Zhboik
EOBERILDIZ, Vertex 7RI T LRT T T AL " Ful I MIBBIREANEEETEIND. 2L
T, TN T I 8Iartn, VoI E&8NTT37 49777V r—var ETETERD

2T T4 ETDIND 2 DD Shader 722 ADALEZER LTV 5. 2007 £EI12i% Geometry
Shader & FEITI 58T LVWVER D Shader BN S NZ[5]. ZOEMNITY 5 4 7 IClAT 282
EETDHZLETHY, PVIT4 70T TIMBETREETS. ZhbD 320 Shader 7175 A
DFHEIXLUT Ofi TR

2.1.1. Vertex 71225 A

RINCERY EiF 57 0T AAfER AT v 71X Vertex 71 775 A(F 113 Vertex Shader)iz X - TEAT
SNHERBIETHD. 20Tl 7L T2—PIIANENET I IT 4 T ICHEDSDIENEEY
BTHILBTED. R3RT4—Ry "2#<HFZFT. X 3@TILEEORETET. —F, ©
3(b) Tl Vertex 70 7 55 FAWT, 3ANy FOHADMNELAZZOEABYD 3 RIEMBIZL -
TEIETV A Y I LR RERT.
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2.1.2. Geometry Shader

Geometry Shader (XRF DT T 7 4 v 71— FTOHZFMATE S GPU DN THD. ZDOFulJ A
1K 4 THIK X912, WL O DTERICK LERICEM, HIBREZITS 2oIERENS.

213. 797 A v TuF T A

BT s T LFRERAT v 7T 7 A 7P u 5 A(E 7212 Pixel Shader) Th B. 757 A
VTR TAREITRETA =T a  CTRENICZA Y FRE T BB SN RICRET S
Vertex Shader DALED L HIZT7 T T AL ORI L > T2 — P EDSEENET TS AL MNE
THMIZED Y CTHRZENTEL. B 5@ITBHED AL TS5 THWETF A —Ry N ThH 5. K 50b)
X777 7A a0V TRILHKRE 7T 7 AL D7 L—2 Ry 77 TH 2 REMBEIZ L
STI7ITTAVFNEFEDAEEZ TV E ) VI LIERERTHD. BETREZLIL, LEToTg
—Ry METEERIZ 7 L —2 NNy 7 7 TN T 4 — Ry hOE 7 ELORBRICEERZRITE RN
EThHB.

22. T

CG ICHT2HETIT GPUIRREILZANRY FOER L 2RTEDT 7 AF Y ITEHLTRVE S . =A%

VERTEX DATA

VERTEK DATA
VERTEX VERTEX

VERTEX Cmocsssmc) C SHADER

PROCESSING

GEQMETRY

FRAGMENT FRAGMENT
PROCESSING SHADER

1 Rendering pipeline 2 Rendering pipeline with
shader programs

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

3 Vertex 71 7' LDF|
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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
I/ SN N = B/ INL |

v FOEIL P34 RTZMHERMTETIND. BEP2EAVI IV Ea—FEYa T FU A
= a3 RT XTI/ F v EHBICHATHZENTE S, 2 RET 7 AF ¥ #{EIX GPU
TIT O LHEFIHEN L, BRAE T 1 75 Mzxt L CENREER F2 RT3 2 LR TE 3.
HIECHEALIZ RS T T TN ODDRT A FZREEZLEL TS, ZRbDT A FIZH LT,
CGLarvta—ZEVarvOBEREERTIZLIEMGETHE. avta—FETa v TRIAT
DG E CEGOMGENRE SN DM CG Tl —HF(La—F— MBRETS. CG TIEI ATt
BT CRESNIBEDESEMEZESOL LV X %S, avPa—FEYa T, NS 2
ZITHINERIERE L © 7 B L ORERER TS, £ LT, CG TRV A FIEY— v DEEZMCET L
Ea—fTHlZAVWTEREE I NRITIERLRN. EFAE 2 —fT5IZa s Ba—F Y g VTR
NRIAZTHD. EITEI AT CG ITBWTEND. —r TIREEE L W, ERHE NS bE
TV TRV THRZEB LARTHIERLRWVWA, ava—F Vs v CREETEY
ROERIEF L2,

ZLT, W22DFY I7 471 RTR2KTE, SRIEDT 7 AF ¥ 2AVWTERENS. Zh
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BDT I AFXIET I AF XTI TERIND T/ AF Y EEEZAVWTERICY Yy &5, &
DIFFNE GPU 2 AW ca s Ba—F Pl a D7 7V Fr—y a U CHEBICEYS. BEL-WAIXD
NoDTI7AFXIIN T —EHEBTHHHR, BHRLEHKOEIITHLLINWEWIZLETHSE. ZLTIH
DT IAFXEFNY I T v TT—TADEICT I AF ¥ USNDOEHTHERTE 3.

23. 797497 H—F

Shader ZfE5HE, /774 v 71— NIBRVEERLN—FU =27 THY, EITEEIZZTOMRE THR
5. EE BRI 74 v I —RRBERZTuky V2615020, F'ST74 v 71— R
Lo THIATE2ANRRS.

Shader ZFIATDICIXBIED I 77 4 v 7 I— R 7e< &b ATl Radeon 9XXX ¥ 72i% NVIDIA
GeForce 5) LFITE DRBDO RTA NBUETHS. BFDIS T 74 v 7 H— REH Wb DDEITH
WIZKEW., 7T 7 (v 7 — K2 OpenGL @ API 2 fi9 % Shader & At % o0& 5 MiZLLF
DIERMSREZ R L TV A 2~ uid L.

* GL_ARB_fragment_program
* GL_ARB_ vertex_program
* GL_ARB_shading_language 100

CPU &KL T, GPU DT B v i3 v PR (E XM BED - DICREF STV B2, 3
KMFELETDHZLNTEDS. BT, FI974 v 70— FidEEOLEFULENT= A TS5 i
LR E 4, Shader 7’1 7T AR WFIMETE 5 X H RSN TVWS. Lnl, 4 T54
VOREWERT LT T T4 v I h— FOMEZBBNICA LEESE DT TIERY. Takydo
B BIEZENETNONEEELZRET I OIBICEETHD. F0EH, BWISIFT7 49 h—F
IR T DEE Ty FOREBROUERIW. BEDS T 7 4 v 71— ROEMEOH %3 1
(et
B, 777 47— ROMREZALEED720, FLWEREO 7T —X7 7 Fy BRI TV 5.
TN 20X ENU LD T 7 4 v 7 —RE 1 DO PCIKBV TS, ZOBDT —FF 7 F %
IENVIDIA D757 4 v 71— KTSLI LN, ATI D25 7 4 v 7 51— KRG Crossfire & FEITH
2. 1207537497 H—RiZ22o007aty I BH5b008Y J—2ENTW5S. LiL, HEEk
EETHENTHB.

ZEDMDTFT7 47— ROEERRFEL LTIE CPURAM L2757 497 h— RORBTF—#
ZRVIRY T HDICHAT 2 BUS B 5. B DX RV BUS i PCI Express Té>%. PCI Express
TRAANAEY LT T T4 7 H— FEDAEVROEERT —FEE(T 7 AF v DX 5 R
FLTCW5A. EEE, PCIExpress BUS DB h Y RAA—Y g VIBED Y —R— FEIZA VR b—L &
nNTEH, XN7xr—< ABAELTNS.

TOF—HEEIL GPU 7077 I 7 %175 L CRBLTEIRITNIER L RVWEERETHD.
FEEE, AAVARINDT T T4 v I H— RDT 7 AF ¥ DERITT — & B O BRI -~ C il
HR VR 2 207
2.4. Language

TI774 97 H—RDbOTulT7 IV EDEREFERLRTIALRW. £ 2 IKER
GPU EFEDOEMEZENIRITTT. ZhbOESHIIERPFRETFETDHY, FS'ST7 49 I LT FA
& GPU DRENIZE L TETOMEEBFATVNS. TOMDOEFILERSETHI T IV r—va v
EDELH GPU ~BITENDINNC Lo TEIRTE 5. T b DEFICIIZRACHEBAES L o —
Va7V r—arHED API BV ONEET B.

2.4.1. Medium level

GPU a7 7 IV CRINCER ESNZDIXT BTV EETHED, TR —2E D
LT hotz. Z20H, WL O»DEFE(GLSL, HLSL, Cg’: X)X GPU 7’r /5 I /Db
IERE SN, RO DEEDOI—F 4 v S OITIL C EEITEND
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OpenGL @ Shader E75<° GLSL[3]i% 2003 £V VU —X &Nf-. ZOEMIZZ X 7S5y v 7+ —A
RIMNVUVRAVDOFREESELRIET 52 L Th o 7. HLSL(High Level Shading languag)[4]iZ
Microsoft & NVIDIA IZ X > TR ENTEY, Microsoft XY R— b LT 5780, 77U r—3
VBRI AR R HB. T LT, Cg(C for graphics language)[7]i% NVIDIA & Microsoft IZ & > Chd
FE I 7272 HLSL IZFEFICHEPIL T\ 5. HLSL & O E2HM#EA & LT Cg i3 OpenGL, Direct3D M
BMAEDT TV r—varyTHERATEZZERDS. RO TRTOEFIIEFRICHRATHIR, L
ZY T 2B ESLETHD. GPU THHATE ABRENL Y Vo2 5 BHIT R LT,
INODEFOSTELFERT OFEELL 20,

2.4.2. High level

FLWEHERSEEBET 2 0OHE#ER S5 CUDA (C style) [8]%° Sh (C++ style) [9]% 3 5

TLNRTED. ZHUHOSHEEEREE T — RV =7 0OWY 22— FIZBRELTVS.

3 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

# 2 GPU language history

1985 | TMS34010 is the first programmable graphics processor (TI)
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?
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2.4.3. Dedicated languages

REIC, ERAELa L Pa—F eV a VIR LTHERT R ZERENRLIE, GPU 7Y r—
a &3S L 57 OpenVIDIA[10] 2T Z &N TE S, OpenCV ZHEA L TWBE2—HiT
OpenCV[11]1& BE#bE% > GPUCP[12]Z D & LW, ZD APl 2T 351Chi=>T, HEAMA
OpenCV 70 73 L% ERTHZ LIXEEA LR, CPUCVIZS T 74 9/ I—RTTEBERI %
BIRT 5.
INODEHOHEHASTIES API 3% OEBLESCa LV Ea—F a7 7Y r—3a it
THTHDH, TREFIEFNRFELZERT 20FEOMBEEMRTEZ L 2ERENSD.

3. GLSL

KX DLAEDE S Tid GLSL # W=7 7Y r—y a v ofil &Ry, ZDEEEIL Cg = HSLS &
[ CEERICE SV TV A 728, GLSL OFIIffBICERTE 5. GLSL iXFH%EETHY, wLF7
7 v bAR— 2 E7EWindows, Linux, MacOS X, irix) THADBIR L. 512, 20 API itA—
TUI)—ATHD.

3.1 #EE

GLSL Xz B & OB % £ Shader 575 TH Y, TEA Shader °7 5 2 A > | Shader k55 D
WKHAWLGND. TNODBRFA—VaviZAA L DIF 749077V r—varofcibsns
M L72=a—FT, GLEW 74 77 VI X o THER SN BB Y 4V R~ — V¥ MEAT S
gls(Linux)=X° wgl(Windows) 7 A 75 U D% E DRI E FlREICT 5.

ZDMIZ L7z Shader 70 7 7 ADEREFNIT T 74 v 0 T7 PV r—a vk Barvf{A+52
L72< Shader Da— REEETHI LNTE B,

3.2. Language description

GLSL iZffi S CEBHI CTH D72, C L CHORMEHEMAT 5. U TOETIIGLSL SHEHEENT5.
FHaERIIBIESROZ &,

321 F—##

GLSL TiZ A 7 —IZB LT, B HHZE/NER D float(32bit), 553K int, 7 — L% bool 2 5 .
WL OMDEHIL C RXANVOBETHEHETE 5, EIIE LTHS 2 &N TE 3. GLSL Tid#A
v EEHDRN.

ENV b DY by, T8, sampler(7T 7 AF ¥ )W D. NI MIVITRE/NEED AN EE R, 2,
RIt(vec2), 3 Kit(vec3), E7oid 4 KIT(vecdBRFRETH B, E~DT 7 B RIIIEMEHE D e A
YTV RARMED C RAZANDHFETETTES. 4 DOPMATRNT 78R 1I~7 MICHIAT
5.

x,y,2,w :P3 IZBIT 580D 3 RTHLE
rgb,a 4 RIEDH 7 —~_7 hL
s,t.p,q: T 7 AF v FEIE

TPNDEN b A 24 THRE/NEAEDOEFR 2 ETe. Zh 5 OITFNZIEFITFHIT 2x2(mat2), 3x3(mat3),
4x4(matd) T/2FHIT7R 5720 . OpenGL TO X H 12 Z D475 Column-major order T 5.

1% sampler D BV b A 2% 1 Rt (sampler1D), 2 Kit(sampler2D), 3 ¥KIt(sampler3D)& 725 T 2
AF ¥ BRBTD. TIRAFY~DOT I HRIT 7 AF Y EAKTITY. 2 KETZ AFvicst LTI
sampler2D 7 7 AF ¥ Z SE LT B texture2D B EFEH LRTFNERLRW. 2L T, 2 KE~Z b
JVIEERRIE 0.0 225 1O ICIERLENTZ b D LT3, EROBITEED Y EMEISEED ©° 7 & UEN
LEILi=fakies.

3.2.2. B¥E e ba B

BEEZERT 22D —FIIRTAEIDF AL T L qualifier ZEHELRITHIERLRN. 20
qualifier {3”in”IZBEENITIEZ 2 ©—F 2B & 20, "out”iZNTF A ¥ 2 a v — LTREA N3, "inout”
IEHATHD. BEIEICRIANDEEZET L HTE 3.
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GLSL % GPU IZxt L CRadifb S iz eV b A VB0 v M biRiEd 5. BEtSh B0 Ficix
=ZABI%K(sin, cos, asin, acos, tan, atan, ---), #{iBI%k(length, distance, dot, cross, nomalize, :**),
S HlZ, (pow, exp, log, sqrt, abs, floor, ceil, mod, min, max, clamp, )23&% 5.

4. Shader Program

LI 4y TR 72 %5 Shader 71 75 L DOWEEZ BN T 5.
4.1. Vertex shader
4.1.1. Example

LUF OF)id Shaer 207, 7740 FDEDEVLSMIME LV Vertex 70 75 ATEHEL T
5.
void main (void)
{
gl Position = ftranform();
// this command is equivalent to the following line

// gl_Position = gl_modelViewProjectionMatrix * gl_Vertex;
}

default program

ROGUIRINCTAR D EEZDOMIMEIC L > TEE L7k, HROMEE x, yIZEK/ A X%
WTEE L., ZOERITEEIIC Y — 2 OEEEMP LI A T OEEERICER SN,

void main (void)
{
gl_FrontColor = vec4 (gl Vertex.x/2+0.2,
gl_Vertex.y/2+0.2, ol
gl _Vertex.z/2+0.2, '
1.0);

gl_Vertex = vecd (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 7°0 77 MWK DD T A X ZBINTHZ L BNFARETH 5. 3TFEEAD/RF A # (attribute,
uniform, varying) {Z2OWTHAT 5.

attribute /X7 A X IFERLERDO L I RTEEATEDHETHSD. ZnbIEIAS YT r—v gy
(OpenGL 7' 1 7'Z LYy THIHME &, Vertex 075 AMZ%bI 5.

uniform BEGAA T 7Y r—v a VTEHESNDD, 1 2OEERFE CET, T_TOEAICH
HATES. ZREBEST 7 AF xR EODEART—ZTH L.

varying DfEI Vertex 7R S Z AL T7 77 A b Xu T ATEETE D L5 TR STV 5.
Thwwx, varying I Vertex 7075 ATER SN, TOMEIZLED TS 7 A Mb RT3 L5
TN TOEATHILIZERTES. IoOEKII6E, il &8, CPAREABHTH LV,
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4.2. Geometry shader
Geometry Shaer D E7 HIZIXBM, B, ANINEZARyFORK, AREDTIIT 4 7TDHE
ROBHWTHD. LIz >7T, Geometry Shader iZEBAE L 2L Pa—F Y g LVITIIBELE
LTEHT, AFTiEHFbR. £72, Geometry Shader i3&EH D NVIDIA D57 4 v o H— K
(NVIDIA GeForce 8 family) D% CHIF R RETH 3.
4.3. Fragment shader
4.3.1. Example
LAT OFid Shader 2L DT 74N FDSDEVETDH I T AL bV Fu s T A06%ERT.
void main (void)
{
gl _FragColor = gl_Color;
}

default program
ROPUI T TA L MDBIFIT T ITAY "y 77 CERILENIMBIC L > TERE LTV,

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

TITANTRTTRIBNTY Vertex 7025 ADK 512, 3 BED/NT 2 H (attribute,
uniform, varying) ¥R —hFLTW5.

attribute /RT7 A Z[ZERL depth DL ST T AL R LDETHB. 2 b DOEIE Vertex 1 2/
FATHEHLE N, 757 A s AIELND.

uniform DMEIIAA 70/ T LATEEESN, TLT, £z, 1 DOEENRTRTOTITFF AL R T
EREND. ZOMITBRERST 7 AF ¥R E, FART—FTH L.

varying fEid Vertex 7’02 7T ANH 7 T 7 A v a T MCBET ORI SN ek,
varying I3 Vertex 7025 ATEH SN, BMRIFEHACHMLICERTE, £77 720 FCHARHE
W95, ZhoofEide, I, F5RE, PARERAT—ZTHLW.
4.3.3. FrameBufferObject & Multiple Render Target

OpenGL DL &Y ¥ ZLERIZH LWVEEER N X 57212 2 SDOBICSTSFEENER S, &)
DOLDFT V=R 77 TLIE I TTEROVICT I AF ¥ L To—r DLy F Y v %y
% Z L ZF W9 5 FrameBufferObject (FBO)TH 5. Z DHL#EIL Shader # > TWVWA 7Y XA
BeNFNRATREREZNBEETDHEECLIELIEEDNS. SADERIZT 7 AF ¥ ITEHSH,
WD/RAD Shader IZEBZ ENTED. TVTATF 4 A b—a VOFIE FBO O EFI o #m
BB THSD. FBOWRATAZ V=2 L FY o ZicbAnbing.

2 % H D3RI Multiple Render Target MRT) TH Y, —FRNL DDAy 7 7 £ T 7 A F ¥
(FBO %1% 5)IZ Shader TRICLE 7 BT 2 L 2 HrT 5.

4.4. Creating a shader
Vertex 7077 LT T A U S T REE) EDIC—MDAT v 7% GLSL 2— Fh b7+
Y7V A= NZERLRTNERLRD. ZOAF—LZCRCHREDA— FN—ADT 7Y r—
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VarEERT DL EICHVWAABIEP L TWA. HUIC OpenGL @ glCreateShaderObjectARB
BA%% & glShaderSourceARB %% FIV T — % 22— K% Shader object & FEIZI BT HMT 5.
RIZ glCompileShaderARB Bt C&atAA_AENTZ Y — R a— REERIZa %4 L3 3. Shader ®
2 8 T HRBE L1284, Shader object 1§ = 21z 2 /34 MBI T B IEHASH N &N 5. Shader
EEDHREDAT v I TiEary M V& njca— RE B2 Shader & TN BMDAT =2 MY
VI3 B. MERD DT glAttachObjectARB B %% & glLinkProgramARB B % T &b 5 .
glUseProgramObjectARB Bt % 5 L > & U > 7B IZfFE i B D i Shader object TéH 5.
BRI glGetUniformLocationARB B3k % L TV 5 uniform DE% E£3% L, glUniform1iARB
BT ZOEBITRET DI L BARETH 5. ZDEHT Shader 71 2T A & Z OB TR LARTIC
TOLERDD.
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) ;
1_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 /Ny 745 Z L (IS B TIZ7Z2\V). OpenGL AP IZZEHR0Ny 7 7 DRIEZF = v 7335
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—NERE LTV, Shader BIELWNAE I N2 F = v 7 TIHM—DFEIZLV U FY v JOBORE
REBEFETDZLTHS.

LML, FzyvZ2B8H5ICLT, BELZ LIFA0CT Ny N Y Y —R&EN7-. GLSL CHEATX
5ER 2 DO0OT /Ny Hid glslDevil [13,14] & gDEBugger [15]TH 5. T 6DF Ny Fida—HF A ¥
Tz = ARENRT L, ERRT T AV bORMEERL, BROAVE T 7T 4 TR EHH
T5. EHLL5DFT Ny Windows & Linux T T 5.

5. Display an image

AIETHALZLSIZ, GPUIIRFEDH A % CPU L W ETFT 5 L5 RS T3, &5
WZEDERY #WHNTUETHIENTES. CGT Y r—a VTEBRAERSa L  Ea—FEY g
VOFRTIZEL LTS bDLH B0, Shader ZFIAT AL TINSDT Y F—T 3 DR
E—R7 v A boRRn 5.

LU, GPU ZFIAITIE, A4 AEY D GPUIL, 1L GPU DDA AV AE VIZTF — & (HE)
EHMETDHENVIR MRy 7 BEETS. 51T, GPU DRI FIc7 AT Y X A% GPU DT —
XT7FXICEILIICHEAEIRH I EBMEZRD. ORI LITH L OBHREEAE Tl GPU
EEI LRI TV —va v DRAE— KT v FIORNE. ZOLEIRT Y r— 3 v RTHi
IZ, GPU Z AW BB DERRIZONTOMEZ R
EARMCEROHEIIEGREZ AV CHATEQR SOZANCT 7 AF v 252 Ths. ZORK
ZERT D HEITITEDENL O, ERIOR LD, EOEREER2LORSD. BRINCHIE Y 7
7 DG EE & EGMRGE(E = —R— M) LIZRE LRITER SRV, Thhd, EREZRBRLRT
i o2, FBEREEIERSI ARV, BRI AT ORITIIFRTT DEGOMGEE L —K Sw7210)
TR0, R6DEIICHATDRNCHBAZ V=Y A AOEFHIZELICH . H L, Shader
EHERLE»o7b, 77 AF Y EEEBELRTIR SR, b L, Shader 2525, 7574
AV NTa T T NIBWCEEZEZRETS.

Vertex 70 7 7 LA TIRE LA LT B LRV, ZHITTEADMEIZ L » THHL S5 varying 25
B pos ZEETHEITHD. varying BEEIZZFNODMBEM > TVWEEDTRTOTT I AL Mok
RS

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 NI T T RIEORRD. 757 A M Far S MR RENDT 7 AF % (HEi)
RREIDE IRV 2D T B —rYL uniform BENEEND. TNOHDOKE I 7 ELOME
ERDLBERRVEEFIECIIEAKTRETHS. Thbb, AERETTHATHS. LR,

TRTOFTERTER T Tu—F%2L 5.

Shader CTEHEIND X F X F /2 varying BT = 0 & X HERETTY A —En 3.

AT T T AT, BN varying BERERWTERED 7 S/ A L NOTF I AF X BEET 7 X
Fx EDLROFRTNERbRVELDOFETIHT 7 AF Y DOREEBHESTNE). 77 2F ¢ M
GL_LINEAR F 7 ¥ a ' CHIHLENZHE, 7 2L 0@AITEEOE 7 AN LHRIT 5.
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(a) Orthogonal projection (b) Final image

X6

T 7 AF % H GL_NEAREST A 7L a U CHIHHL SN HE, BERENZEZ7BARLH - L HIFNVE
JENVDEPREREND. BREBICZORIZTZSIA LV MIBLNS.

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

AT —HBIIEDOE 7 EAbEE, EANRBETCEIINBEB SIS, KbEiEZR GPU #HERT
DEBNET S r—Tarith).

6.1. Basic colour operations

IR Z 2 7\ VIRAIDON T — M LY bihDd B T —ZHTEIT LT BEDRBEENH 5. GPU
FUTOFTRBEND XOEH T —EREERIELZ LB H 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)

{
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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
vec4 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 +:128:07255;0;
color.b = 0.439*inputColor.r - 0.368*inputColor. g - 0.071*inputColor.b + 128.0/255.0;

// final color
gl_FragColor = color;

}

DB L U CTIIRBEEED L 5 28T A ¥ B BIMT 2 LERHS.
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
vec4 color = texture2D(image, texCoord);

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

// final color
gl_FragColor = color;

}

ZOBREENDBEINE, TOLIBRBETIENL M VERICL > TITERA. FEICLT, 755
A2 b Shader 22> b T X FROHB &, EIIFOMOIERIEOT SV r—a v B EZXBIERT
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5. U EOEREROBERIIBIZSROZ L.
6.2. Lookup tables

Ny 2T T T =T IEBRLBIZEERY -V Thb. £, =PV 20Dy 2T v 7T
—TNEEHETD. UTOBITREEF ¥ RN 1 DTIDERELTWS., ZONVY I T v TFTF—T
JNETZF 7 A b Shader IZ 1 IRTEDT 7 AF ¥ & LTEREEND.
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; = // lookip 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
vec4 color = texture2D(image, texCoord);

// apply look up tables
color.r = texturelD(1utR, color.r).r;

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

1

// final color
gl_FragColor = color;

}

T, Wy I T T TF—TNEFATWET Z AF %% GL_NEAREST 473 3 » CHiffifb s nie
TRV EICERTD. £, My I T v T TF—TA~T 7 8RT 3 LHBETS 2 SOfE»
L LR EED.
6.3. Convolution

GPU T Convolution BERFIHTRETH 5. WHI7 7o —FIZiTW o0 ELEFES Z LN T
2. Fhwx, EBENT 70 —FTiE 2 DORT vy FIIHNETS. A7 v 71 TIETF 7 AF ¥ Ei
ETOFH LW T T TR MOMBERSITS. AT v 2 TiE, IBEY I EALOERFELAR,
Convolution 7 —FRNVEEHT 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
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Convolution

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

// find the corresponding color on the input texture
vec3 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 héightStep 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,
il pixelPosHeight + float(j)*heightStep);
vec3 colorTmp = texture2D(inputImage, textureCoord).rgb;

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

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

LRROBIDT=DICRIND T e —F1XT7 T 7 A b 7125 AT Convolution B —R/UNEEEE
BT DHHBRPETHS. YRIOIT—FNVEAAL T AV r—va L iZhb b EHRTE, uniform
D float BFIE LTT7 T/ AL v us T hicikbns.

64. ATATVTANE

AT AT YT ANEDE I VEHERNEYS GPU TETTES. 757 22 b Shader 13T, 7
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77 Ay MEEOERD L T — % Fikh A CRINCHAMT 5. [F L7 7 2 —F % Convolution LB T ¥
ToTwa. LT, ZOEMIZY—hERD. GFEBRBIShTHWERD, Y—FT 771
Y XRFAT VY — bR EDRL THIER D THS.

6.5. Blending

EBAEIZINT, T LT 4 v ZBBIIBEIC L EbhL TV A7), 2 DEL b BIBNEE
T5. 8, £y, Y, 797, B<T5, BHIBEREORADRERWRT VT 4 VBT 1
TORBELINIZEN M VB TEETE S, JVBERIERERNT VT ¢ v ZEEIIHEIC
EETED. 2—FREETIE, W< ONOEEICL > TEROEZR T LY FTE3 L 51ci5.
6.6. EE7—UTZEH

mE 7 — U TEBFFT)IE GPU ETETTHILNTEBN, ZOHEREELY. @IS
CUDA[8]%f# 5 Z &£ 725 5. CUDA IZ FFT &if FFT DFEZEZEBREL TV 5.

6.7. ERNFA: very difficult!

KRB FVABRDORR R XA T A THD. BEBEOBOE R F 75 AEED X 5 ICHE# 1 Bkl
ft L7ZRIFE/Z L LTS GPU THERT 2 DITIERICHEE LY. EBIZE 2 b7 F AHETIITRTOE Y
B E 1 ERPAATEINCZ DBRRA LEEEBMLRTIROR . 75720 v Fars
LDSIETIE, BIpD2-507 53 7 A be—BOBEINZ(TRLLRLE Y B EIO)EERAT D L1
RERETHD. LEnB-oT, Zidk Shader THFHLT B Z N TRV, ZORBERRRT B~ LT
SNAEBIIMBTFET D, LvL, FNbEETFTTE0EIELL.

7. Geometric operation

BERIEDETIL Shader 7R 77 AR BLTEDLIICE Y BLDEEEETE0%ERLE. KET
FBRIEDONEN SMOMBIZE 7 2L E ED X 5 28 T23HHT 5.
7.1. Zoom

R—bRG WM LAEE ST T 4 v 71— FCETT 2 OIERICHETHS. ERICZh b0
I% Shader 711 7' 7 A% BAREIZGE 5 Z & 72 < FEATTE, Shader 21> THEITAE U\, GPU 24
LELFIRIINETORICT IV r—va v OETEESZ LTS5 2L Thd. A—ADHETIE
TorFxA VT ADEBZEV VoI THIN—FT =T TETEIND.
7.2. Homography

Homograph ¥ 7213 —KZE#IL GPU BRI Ea—F Vg VIZH LT TEXAZLDBWITHS.
Homograph 1352 &IZWFLTE, /I 7 4 v I H—RNgN— R =T TPy FxA U7 RALEE(TH.
GPU T Homograph #EATT 2702 2 2ORRZHFERSHS. —DiF uniform D float EFIC
Homography Z#fM L THXTDT7 T 7 A MIEDFHE. b5 101F, 3x3 @ Homography 1751 % F|
MTEDT 7 AF X BALOD 4x4 DT I AF X fTFNHEMT 5 H51ETH D, ZORBEOM, B 117282
17, B 15IL5E 2 FIDNEF % > AT AEEOBEBMED - DITERT A HERH D06 LR, LT
DENRT L ST, T DF 2 OIREE T uniform @ float ERFI ZATFNE BT B VBT A2

Homography

uniform sampler2D inputImage; // input image
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Homography

uniform int imageWidth; // input video width
uniform int imageHeight;// input video height
varying vec4 pos; // pixel position of the fragment (homogenous coordinates)

void main()

{

/£loat (imagelleight)) ;

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

Homography D#H % LZ2VWRIEIEFH TRVWEARICT 7 XA F v 2 #i 2 L Th b, EE, Zo
WAL 2 OOZMAICHEIEND. LEERoT, Z0HE, BHEEREEP, 4 A Tk< 3 A0ORE%
HAWNWTT 7 2AF ¥ 2H#i<.

7.3. Projected texture

SREFHEII Va2 —FEVa VOSBTRMBEADT FY r— a3 v Tha. 3 RTT—FILE
W, ZABCI s TEESNZ 3 REBRICERING., —RORT7 7o —FTCIRINODEZART
IAF X BHBE L THIK. ZOMBIIBE SNIET 72 AF v~y BV VRT3 GPU IC L » Tl
ICETTED. WATOEBT 7 AF ¥ BHECMTONTNS L X, 725 OHRHETIIIGT 5T
7 AF R ATHNCHMAPARAENRITNE R B2V, Z LT, 3AREHOTVAEE, UTO75 7 A 7
v /g AEIRTIER S,

Projected texture

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

void main(void)

{

the final color of the fragment
' xture2DProj (inputImage, gl TextureMatrix[0]#pos);
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Projected texture

ZOFEE, W ONDT I AF v ENRXL U RLT6SETHRLET LT 4 v JEAKEES = L
THRRIEET BTV AF vy~ B TR ET(LEIE D 2 L BREETH S,

8. Computer vision tools

AETEIUVE2—FEVa VDOEDIZLVBEEDY —LEBNTS.

8.1. LVAEME

VVREMETI VP a—F eV a VOLBICB W CORELRLETHD. Z DBREIIZE2IZW T
5T ENTEDRYD, GPU TRETE S, ¥, GPU BRWT U FxA VT VEAKEREET 5.
Z—PREINCOTHNRITAZEZHEL, F1% miform BEE LTTISTRA L TR d T A~EDN
ERHD. LLTOHIIL OpenCV DNRFRAZEFRA LTI OTAT 4 R b—va v ERVBRAETH
5.

Radial distortion correction

uniform sampler2D inputImage; // input image

uniform int imageWidth; // input video width

uniform int imageHeight; // input video height

uniform float  k[2];  // radial distorsion parameters (openCV style)
L cl2ls | // radial distorsion center (openCV style)
varying vec2 pos; // pixel position of the fragment

uniform float

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)
oat du i

| textureCoord.y = 1.0~ (v2 / imageHeight) ;

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

2213 THALEZL—2 RNy 7747 V=7 MFBO)EH-THF T A7 Y — 0 CRET B & X2

b:jzo
. BRERLEFAXLT

%E%QDTW:)xAu%%uﬁkﬁant BOFREROT VT 4 o T L BRT T
ENRTED., TNEREARNRERES TR T 5365 TRLUEFEZHAVCEITTES. L EkER
FEDT-DIZBELH[20]2 2RO L.

EPA XL TRT VT4 v T BMEHREEATNS., EFAL XL T OEE, REHITT2ET
FER L THh D & 5 IZETT 5% Homography Th 5. Fhwx, ERoTWAEBRI T LT 4
CIUBBIIER DT T TEOMBIZ L > TART U RERLRTITR SRV,

83. FMovxvs

FEAED N v XV T RIEITEEDNRT 3 —< L R LD HIZ GPU 2T 22 LN TE 5,
BONZT v T L AR Convolution BERLZ DD Y — L ZFAWTETFEIND. Fhnd, HMHE
NIEHBIIRR22FHEERAVC RIS vE 7 &N 5

[21]CiX GPU LT SIFT/KLT DEMHEZRRBRLTWS., 77 4 I 7 o —Hffit GPU 12 L - T
HEINDIDIZELTWS.

EET2RIIGPUILED "N v X TORBIIM A T XU TIEBRB T T 7 4 v 27— Fhbd A
AVAEVRZELNDZETHD. RERGE, BLET7I AL FDRFTAZD N X 71
BE"ELZEDREEND. TDOT I AT ¥ ORERITERIT CPU I X » TIEREZ B L 22T iz s
AN
8.4. ETFFR—ALUFYL T LRITEYS

EFAR—Z VL F Y VS OFERHF LV Ea2—RA U "L —V OEBEFERLEL D L35, B
FOFEDIFE A EERAL2Y, UTAZALLLUF Y TIZETEIENTERN. 200
FERZYVTNAVEABZH L2 —%ERTDHIENTEX DM, BLEEERLELRS. ZhbD
FEIAT7 IV EFEIND. ZLT, U TAVFETIIERTTHLY TAXA MIEHF LVE 22—
ﬁéﬁ?%é.:@%&@$EHU7W54AVVﬁUVﬁKﬁ?étbKK<Gﬂj%ﬁofwé
Beb—RORFHEIBZ 5L, 3 KEEFAVEERTHEDICAT V= b ATy N RT3
Visual Hull DF#ETHS. %< OEEI22]TRBEND. hOFETIIBIRE S ITERETBMVED
Z LD TE % Plane-sweep 7 70 —F EFHNTWA(K 7). ZDOFEIX GPU 2 KREMEICHERTS. YR
INLDETAR—ADVL U FY U IFETY TAEA ADRITE <y TR EMT A LN T 3(H
8)

9. Virtual Reality
NR=F ¥ V)T VT4 DY —NiE CG DETHEIATNOEDETADTENOEED S5 T7 v
TV r—varpPibs. RLEERLOIRBELL, AT VIEBOHERL A5, YK, UFD
a— R CHEHIND L S iZShader 71 7T MIT VoT 1 v 7B E RO CSHKBEGR/S 7 o -Eifg)
DOHECHWONS.
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uni ampler put 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));

B

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

HBEBIRT VAT A RAT VA RED X VEHRT/NA ZAD =9I GPU 1M ER O EIC AV
bILD. FHEIRATRTEIICV U FY VDR — R v AIRAVWLNBZ L L TX 3. ZOFE
1384(T Shader Z VYT 1 DD/RRA TV DHPD AT LAEZE#H Z LN TE B(K9). ERFIAITE
Eo—ilBIT 2 EAREEZIETEEZLIATHS.

BEZIC, BENARAT VAR Y =RV TAZA AL A Y v T30l arEa—2 2l
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X 9

DT ENDIATZOEICHIBRSH S, HEVE DI AT E PCIZORVWESEE, EFADR MY —
LAREEFLTLE S . ZORMBEIXRSITREND L IRANI AT OMEHB LLERICE > TEF A
R=2AD VU F Y U TREERNWD Z L THRERT 5(X 10).

10. General Purpose GPU (GPGPU)

AIECIHERLEL I B2 —FEDa L D2bDN 20D GPU 77— a VORBEERL
7o, TTTIXGPU 2FIAT 2 Z & B TE BRI OV TIRRT 5.

EB, GPU IIHEBRICEMRDRWT 7Y r—va U OdIFRT 2 LN TE S, =& 2iF, [26]
TRBEND LI GPU ET—FR_R—ZA VAT AFIATE S, RITTRENS L SIZ GPU 15—
AR—ZRZRBF BT —FDY— MFIHTE 5.

GPU 3B EHRT 7 AF ¥ L LTERBIND LI R=a2—F Ry PU—Z TR LTHRFATE 3.
WL ODDEITIZR28] TI T TV 5.

GPU ETOMEBMEIIREET L E S/ —ATELL EbhTW5S. i, ks I 2 L—3 3 29107
ZRABOICFIAENTVS.
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X 10

Z LT, GPU /MR Z2HITHISL, LU H&[31], ZofofTFlEE(32]10 & 5 2507 B B F|
HT&5%.

11. How to start

11.1. AV Rr—)b

BEOEELMEIIIED T ThH 5. BN Shader ZUETEARELWS T T 4 v 7 H— ReHE-T

WOPHER LTIV, LT, R4 F oy 7 LRTHIERLRY. i THLE

EThBD.

B LWEAT &2 2 500 B M 2 210 72 < 20V #5413 CUDA *° GPUCV, OpenVidia 25 = L 23 TX

5. INLDY— IR ENTT AV A —a VOETHEEY EiIFA LN TE 5. GLSL &4

o7z Shader ZR L THZWHEIIUTO URL o9 > FLa—REFyra— R332 L RTE 5.
http//www-igm.univ-mlv.fr/~vnozick

IOV TN a— RZEEARRBILTRARINZFEL KL T3S, ZbDa— FiX Windows,

Linux O FCHEATEZ BT 5.

11.2. Shader design

B4 CShader #7277V r—va U EEELEWVES, 77 AF v OEBREICERA 21D o L

ZOICEOTEIRITNERLRY. ZRIRE-sTT AV r— a v ORFELEETEZZ LIChDE N

bl ez, 77V r—va vz SADEBRIZCOWTER ZNEET 354, +C

DEBIZFE CABEIT o7k, ROTavREFEIT DR VICTXTOLAEE —DOEBICITH FH

L,

S B2 GPU IIKHHBEIN T~ o 22D T, TRER LIZH RO T3 XA TFIER & H % 5

DL T EFEEROFRTNERL RN

EARNREBROABBRENDBO I ENINVES Y. FSEITEEIRD, SAFRREEFTLTH

DILNTED. FUTAT ARV aHEOBATHEN, FPTATFL A R—varid7L

— ANy Ty ATV 2 NEEIRPIONRATEESN, BBRIIT 7 AF X ITBEEEND. RONRR

T, TODTI7RAF YA SRIEOT Y r—var TREBINDI LB TES.

12. £¢9

AR T, GPUZRWEZCGD VL F Y 7734 75 A L Shader 12OV T, Shader DFEFIAL &
AURANCETHHSOEDTHEI L. T, BRAEL I Ea—FE Vs LIZET 0D
DOERWRT 7V r—vavrkrLl. Sbic, HilFe, BEB#RNRT K34 2 & & b2 Shader D
AFEEREE L.
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