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Real-Time Video Processing Programming with GPU on
Android Platform

MINGYU CHENG' AKIRA KITAJIMAT

In this paper, we propose a real-time video processing using the GPU on Android platform. As a framework for executing a
real-time video processing programming on Android platform, OpenGL ES2.0 is used to accelerate video processing in the
proposed method. For the data accuracy of the shading language, the fragment shader instead of the vertex shader that commonly
used for low-precision data is used for faster execution. A new driver into HAL layer instead of official driver is implemented for
evaluation purpose. As an experimental result, it is shown that video processing execution time using the proposed method is
around 50% faster than the case of video processing without GPU.
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R = 1.164(Y - 16) + 1.596(V - 128)
G = 1.164(Y - 16) — 0.813(V - 128) — 0.391(U - 128)
B = 1.164(Y - 16) + 2.018(U - 128)
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