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const gpu = new GPU(); [finitialisation du shader et définition de fonctions utilitaires



const gpu = new GPU();

const multiplyMatrix =

gpu.createKernel(function(a, b) {
//TODO

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

[/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;

void kernel() {
/[TODO

}



const gpu = new GPU();

const multiplyMatrix =
gpu.createKernel(function(a, b) {
var sum = 0;
for (var 1 = @; i < 512; i++) {
sum += a[this.thread.y][i] *
b[i][this.thread.x];
}
return sum;
}).setOutput([512, 512]);

[linitialisation 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]),
threadld.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, threadld.x)
);
}
kernelResult = user_sum;
return;

}



const c

multiplyMatrix(a, b);

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;

threadld = indexTo3D(index, uOutputDim);

kernel();

gl_FragColor = encode32(kernelResult);

}



0.532s 0.196s

x2.72 sur PC



4.301s 0.304s

x14.13 sur smartphone
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> npm install sobel

var smallestCircle =
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<input type='file' accept="image/*' capture='camera’ />

> npm install sobel

var smallestCircle =

minBy(circles, ¢ => c.radius)

var nearestCircle =

minBy(otherCircles, ¢ => squareDistance(c, smallestCircle))

<img src={imageDataEncodedInBase6t4} />
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Difficilement parallelisable

trop compliqué a mon gout
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Ll m |ter IeS éPour tous les rayons :
a I I ers- reto urs Executer Hough Transform

|dentifier les cercles potentiels

Fusionner les étapes (kernels . . :
P ( ) Merger avec les résultats précedents :



Limiter les
allers-retours gpu.combineKermels(...)

Brancher la sortie d’'une étape
sur I’entrée de la suivante



const add = gpu.createKernel(function(a, b) {
return a[this.thread.x] + b[this.thread.x];
}) .setOutput([20]);

const multiply = gpu.createKernel(function(a, b)
{

return a[this.thread.x] * b[this.thread.x];
}) .setOutput([20]);

const ab = add(a, b) const superKernel = gpu.combineKernels(add,
multiply, function(a, b, c) {
return multiply(add(a, b), c);
})s

const result = multiply(ab, c); const result = superKernel(a, b, c);
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