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… // initialisation du shader et définition de fonctions utilitaires

uniform highp sampler2D user_a;
uniform highp vec2 user_aSize;
uniform highp vec3 user_aDim;

uniform highp sampler2D user_b;
uniform highp vec2 user_bSize;
uniform highp vec3 user_bDim;

highp float kernelResult = 0.0;

void kernel() {
  float user_sum=0.0;
  for (float user_i=0.0; (user_i<512.0); user_i++){
    user_sum+=(
      get(user_a, vec2(user_aSize[0],user_aSize[1]),
        vec3(user_aDim[0],user_aDim[1],user_aDim[2]),
        threadId.y, user_i) * 
      get(user_b, vec2(user_bSize[0],user_bSize[1]),
        vec3(user_bDim[0],user_bDim[1],user_bDim[2]), 
        user_i, threadId.x)
    );
  }
  kernelResult = user_sum;
  return;
}

const gpu = new GPU();

const multiplyMatrix = 

gpu.createKernel(function(a, b) {

  var sum = 0;

  for (var i = 0; i < 512; i++) {

    sum += a[this.thread.y][i] *

      b[i][this.thread.x];

  }

  return sum;

}).setOutput([512, 512]);



uniform highp vec3 uOutputDim;
uniform highp vec2 uTexSize;
varying highp vec2 vTexCoord;

void main(void) {
  index = 
    floor(vTexCoord.s * float(uTexSize.x)) +
    floor(vTexCoord.t * float(uTexSize.y)) * 
    uTexSize.x;
  threadId = indexTo3D(index, uOutputDim);
  kernel();
  gl_FragColor = encode32(kernelResult);
}

const c = multiplyMatrix(a, b);
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4.301s
x14.13 sur smartphone

0.304s

Multiplication de matrice



The algorithm
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← CA SE COMPLIQUE ICI



HOUGH TRANSFORM
ou comment éviter de parcourir tous les pixels
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Difficilement parallélisable
trop compliqué à mon goût



BRUTE FORCE
ou comment parcourir tous les pixels
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Premiers essais
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Limiter les 
allers-retours

Brancher la sortie d’une étape 
sur l’entrée de la suivante

gpu.combineKernels(...)
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Et après... Sobel sur GPU 

Offscreen Canvas



https://acailly.github.io/palet/

@AntoineCailly

acailly

https://acailly.github.io/palet/
https://twitter.com/AntoineCailly

