‘ RN G & el 7 i ; it |
-mﬂh’sgnml@lmnnnammmmrdxsmmmm
~ APPLIGATION OF DIREGTCOMPUTE IN IMAGE PROCESSING

ag o 4
Unamn diun
a Ao 3 ok

NAONRIE NAR 'lﬂ“.ﬂEﬂ

o 18 " & | 2 o) Ly | Ja o e
digyrimusuilugmnisessanmnnwmumdnonn iy ppinamsrumenniobn

sy Loy L ‘ @ ‘
AWMAATMINT IR NARNAT AUsININTTBRTIGNT
a o Y, : of
guitinimaial gimnrrenmnanammnni ninn s e

ok of
Unisinu 2587



madszgnalilasnanenialumsiszinanann

APPLICATION OF DIRECTCOMPUTE IN IMAGE PROCESSING

ﬂ?cgcmﬁwuéﬁﬁ'lu&mﬁﬁwmmiﬁnmmmwé’ngmnﬁmﬁqﬁmmmmam 1T
a a =) [ - d
MATFIAINTINABUN UNDT AN IAINTSHMaRS
L7 = v v u
aoiumaluladwszeemndudinammsaiansziva

Umsdnm 2557



Yigapiinusilnmsdnw 2557

madninnssuneuimes

auzimnssumani anniuma TuTadnszesundudmunmismanszia
Bea  maszgndldlasndneuiialumsszanananm

APPLICATION OF DIRECTCOMPUTE IN IMAGE PROCESSING

Yo o
fvan
[ ¢ o o o
1. wwileiani 1w sWainfinel 54010820
= o - Jw al o
2. wwnaswani inAdauna sWadnfnyr - 54011413

09‘/ T 9115613

(©159138 FOUNIA INUUAT)




msdszannllasnanenialumsdszananann

wiwtlodani 1 54010820
a o o da Lo
wgnasWani Aaadauna 54011413
910130 U inuufs  @113an1Snmn
Umsfinu 2557
@ 1
UNAALD
. - a; o o c‘l
DirectCompute API (compute shader) A9 API nauuﬂqumiﬂizmaﬂam"lﬂnu GPU %3
DirectCompute (1Ud7U11998 Microsoft DireetX i1l IFnuamnsanannTilsunsuuu
Ed
GPU Tassnuilvzadauasinieanuuandisznialse@nsaImuna image-processing
function N 1% library 910 DirectCompute (parallel) 1a¢ Aforge (sequential)
: a Woaey ) 3
&1 Image-processing 7t library IWAILWLL1910 DirectCompute 1aol Aforge Hudui
g; o é a o v L= @
1y 9214 SharpDX framework Tumswann Fauthalfumsiannliaguuanminadendoiy
é e L o n‘a o 5 ‘
Aforge 3414 C# lumsann Tasdniannuerndmdn 1yiag i windows form ttezuaaaai 14

Tumsrhaneiene: IdannsanfBomiomlszsaniammsnanldlasazain



APPLICATION OF DIRECTCOMPUTE IN IMAGE

PROCESSING

Mr.Piyawath Boukom 54010820
Mr.Kitphat Kittwattanakul 54011413
Mr.Watjanapong Kasemsiri ~ Advisor
Academic Year 2014

Abstract

DirectCompute API (compute shader) is an application programming interface (API) that
supports general-purpose computing on the GPU, DirectCompute is part of the Microsoft DirectX
collection of APIs, which makes users develop general parallel programs. This paper develops and
analyzes the distinct features of image-processing function made by Aforge library and image-
processing function made by DirectCompute APL. We will take compare between 2 library, in term of
computational speed.

Further more, we make this application in windows form that show computational time to

make it easy to use and compare performance.

I1



a s

aAnssNlszma

T 2. g ' ¥ a4 o ' o P " ot
Avsauiidsega oo lesnin Idsunnusomde nusiiiuedsivine s di
ar a J 1
Uinu fi 0. 3oumed i3 Tunisuusih suue Wdeueuus asndeu founnieswosns
o a 3 £ °_ = ' Yo o et &
iinseon wazdanuanuiomiilumsdiiums Tassou nqudsasi Tassnud@nauaaly
o oA [~ ' 9 J
ANUNFaNveReINItiTuBdts azveveumsTRanTundrega Y u Tonardl
[ ¥
wheiiga nqudiaii Tassoum o Tassountiuitesdhuls: Tondundeula hivnfides
o 9 [ ' - = 5 :‘J 4 Yo o £ @ a a A
dmiuvounnieieienziavniu nqudtariinssuvertousuiiaynlszms wasiuai

o L o 1 d A % 1
winliiumzihnnynvimdididundne tedhlse Tvmilunisian Taswude 1l

I



BRI .ol it i s s e et B e e 5 .

T AR NI T ey e b

o °
Unn 1 unu

o
1.1 A es TSN o S e NN
s o
1.2 309U aeAUB AT Lot e F e " PSR, N, W
1.3 nyin 8l ms - L2 o N o i e A\
14 YouyavollaSgessn ¥ ad 3/ NI \L PN adii ™~ R}

1.5 NH AR NIRRT AT L A\ L LS N/ 25001 A O |

- o v
Unn 2 neHnngIved
ad o 2
L1 NOUYNUINY DirectCompute ..........ccoererereunen

a 9 o 1 & 4
1.2 Swazivsanarjdnuumnas g ud msunaaz s ¥uue Image processing

1.3 Paralg NIMIRE DIoCESSIg . /.44 2/ cormmreees N h o be Teaelloag®rtsaesse s sl flos cssnsvasinsusons

A - w -
1.4 AT 0B S U RN e e AN ... L

Iv

e i i



a151y(A0)

W
HIN

uni 3 MInannuazdulszney

BLATEAMNDIEIN et st SR R e R i S 24

o

A5 BTN ..o Sl e s ER B E 24

3.3 A0 N ITODNUUUUDE TRTIEN oo e ee e 25

AR e S R e 26

3.5 A29819M15@314 Resource 1102151084 HLSL (098U oo 27

7|

UNN 4 MINAADY

4.1 Mahmiiniansbes X N2 [ Soa =0 W\ .29

42 afpuiadoy e Rndner S0 B VSN IS P~ ZN 29

4.3 ANUUANATIVOINAANT «oovrrr oo, b B W, S W . 102
uni 5 agidmaninaned

ot 2

5.1 R ENTNMYTNTITR. | JEUCELO, € " Ty = Jf 115

5.2 ANULANANVOIHATNT .. Lol N2 TN O = JF 117

5.3 uRAIDsimei Dk A P VT T el oo g 117
UIIBIYATY oo NNl ccisnsee D NSl M 118
B0 iy ML O . 119



ASUYMITN

AT

4.1 manfSeuiounanle¥sening Aforge, DirectCompute

4.2

4.3

4.4

4.5

4.6

4.7

4.8

4.9

uaz CUDAZUv1A 1920%1080 pixel nsavion 311 ......

msifFounounanl45z1ne Aforge, DirectCompute

I8z CUDAZUY11A 1920%1080 pixel msarion 312 ........

msnfouiounaril¥senin Aforge, DirectCompute
1az CUDAZUvu19 1920*1080 pixel insaiunana il
msnfouiounaiildsenig Aforge, DirectCompute
1Az CUDAZUvWIA 1920*1080 pixel insathunad 312

manfTouiisunanldszna1a Aforge, DirectCompute

laz CUDA3Uvu1@ 1920*1080 pixel in5aun JU1 .......

msnlisumsunanlysenag Aforge, DirectCompute

1Az CUDAZ1/vu1A 1920*1080 pixel insaxn 312 .......

msfFoumeunmnldszning Aforge, DirectCompute

1Az CUDAZIv11A 3480%2160 pixel N3AYI00 11 ......c.......

mafSeuienunanlesemiig Aforge, DirectCompute

1Az CUDAZ1vM1A 3480*2160 pixel tnsanion 312 ......

m3nfsoumennanldszming Aforge, DirectCompute

.....................................................

....................................................

....................................................

.....................................................

.....................................................

118z CUDAZ1vu1R 3480*2160 pixel INSAYWAAN JUT oot

4.10 M3nfouiouna1n 4 ni1e Aforge, DirectCompute

1az CUDAZu11a 3480*2160 pixel man1unais 312

VI

30

34

38

42

50

.. 54

58

62



13U 1519(A0)

AN
a.11 manfoufvunainl95:m e Aforge, DirectCompute

1602 CUDAZYU1A 3480%2160 pixel INTAUIN FUL w.oovcreeoreeeseeeseseees oo
4.12 manfvufounailfszn Aforge, DirectCompute

1Az CUDAZUYHIA 3480%2160 pixel INTAMIN JU2 ..coooooeeeoeereeeeeeeee e
4.13 manfFouiivunaii sz Aforge, DirectCompute

Itz CUDAZUvU1A 7680*4120 pixel INTAT00 U1 ..o
a.14 mafsuidsunaifildaznia Aforge, DirectCompute

1102 CUDAZUYUIA 7680*4120 pixel INTANBY JU2 oot
a.15 maFouiisnnaniilésznine Aforge, DirectCompute

Uz CUDAZUVUIA 7680*4120 pixel MFATIUNAI UL 1.ooioree e,
a.16 manfeuisunaiil9senang Aforge, DirectCompute

1Az CUDAZUvUIA 7680*4120 pixel NTALIUNAN U2 oot
4.17 mafvuideunmtlfsznin Aforge, DirectCompute

(a2 CUDAZUYUIA 7680%4120 pixel MIANIN FUT otoetoocoieee i
a.18 manfFeuifounaildszng Aforge, DirectCompute

iaz CUDAZ1v11A 7680*4120 pixel Ms5an 312 ..............

VII

70

74

w T8

82

86

90

.. 94

e 98



31 Wi
2.1 DarectCompute Progianeitig MOte]l ..o sttt easstsombasionsrtbismt s i 3
2.2 - Flow disgram YO8 graphie PIDEIING ... uiunsnmimmsmimimis s et oo e 4
R T T e g RN Ry sty B 1 e s 4o e 6
24 TUABUAITINUYON color o SRR e RLRRC Lo e L e 7

8
2.5 YUABUNIIU RGB Linear Correction RS L ST S - S R el L S5t W ol SO 1
Y

2.6 VUABUYNIY HSL Linegg@Gmoetiln ........ccooooovome 9

¥
2.7 YUABUNINY YCHETinear Cortection \\\ 1./l /o ettt e oo 10

2.8 5’uwaumsma1u BrighmeSTCoprecoRS......... anal ot o assyssassssnrnss g Racesrssassnsnssssmsssssoh 11
29 SuABUMININY Contmast COrNREME 1.7 ). N S e o I o rvowecs e A Mo esssemsens 12
2.10 a?umumsﬁ‘mu 2 T L) e R AN XN () il TS W VRS 13
2.11 1‘?uﬁaumsﬁmu 2 T ——— W N SV R N B —— T W 5 V) 15

2.12 YUABHE I N REEE CRAhdl” L /... S e N L2 A R

b
2.13 YuRsl M I it ot ) N> WO B e W R Vi
b
2.14 YuADRM TH U MBtid NP~ S a1 2 Al X7 e~ §§ 19
PR LR ep g\ R (TR AR NOSHIRERIIY,2=7 Se\ | Z - & S 22

2.16 M3¥NU 2 thread (U1 parallel TR0 U SYNCArONIZATON ..oooveeeosoceoeeoecoooeooooooo, 23
31 SN X o SR e NS 9T e NS 25

32 mutns 2d AR Pl Siler =N N S

PREEEE N AUTHRT LT T Ny SO S PRERRRL A W WD o I o 30

4.2 JUNIFIUNINANGT ..o T e > AR G 34

L EnL T Y G e IR SRt S e e DU O 38
gi

SRR T R T S S S o S SR s S e A 42

4.5 ﬁ‘la’f’lummﬁﬁm ................................................................................................................ 46

A5 INMeuWRRY L e Tt e R e L R e Sl 50

T e ity L T e 54

P T T NG St LA ion Tree g e 58
d

PR L T Y S R AR o e e e el e b T T 62

VIII



4.12
4.13
4.14

4.15

4.17

4.18

4.20
4.21
4.22
4.23
4.24
4.25
4.26
4.27
4.28
4.29
4.30
4.31
4.32
4.33
4.34
4.35

4.36

astigygil(ae)

L b T T N SRS o e
é
LI T R R e e e et
gi
T B R e DBl N (GRS e o

ﬁ‘iiﬂumimam ..................................................................................

4-!0

Ui
P
Ui

ﬁ‘laﬁumimam

SURIFIUMINARDY oo o G il W,

Rl EC ALY (DT O P, GANE EZRAIN) 709" /e PR \, VRN
HOANFER T 1IN CTAY SR s hlorn ool s bl bl S
HOAIITENTIININ SEPIaTONE (il re.inbioercreisrnrst debemtebrttonmte omraseieteescbonins

WAANTENNIININ Rotate ChANDE] . ...... oo eoees oot

WAANTER NI TOVEEE cooorrroooooeoeeeeee

HAANTEH 1IN TN Brightness COMECtiOn «v.o..oooorvessiovmereosoe oo eosoes oo

HAAITZHINATN GAMMA COTTECHON. ....ooioovoos oot

WAR19521 119NN Conservative SOOI bt hons
WA TS E N M OISR REdUOOn ... - oo biresmon b s i S

HOAATNTENTININ TEXMULNG croveoreeeeeeeeeeeeeeeeee oo oeeoeeeeeeeeeeeeeeeeeseeeeee

IX

Wiunrwanes . o oo

U S UMISYRABY . ™

..........................
..........................

98
102
102
103

- 103

104
104
105
105
106

106

.. 107

107
108
108
109
109

110



4.37

4.38

4.39

4.40

4.41

4.42

4.43

3:1

5.2

59

as5iyy3i(@e)

HOANTENTININ TeXUUE MEIGING ...coovsreeereneeneessesssssssesenmneesesessssssmsssseesesesssssssssssseeses 111

T T i Y SO G S AR L S e 11
ERRISEN TR IR BRER TRNEL ..o s e Sl T TEE s St & 112
RIS PAIR NORO Lavel ... it i SE S S S 112
HOIIE MR IR Dovel .. oo e R 113
HOANTEN TN TN CONEASE COMTECHON ......eevveeeeeneesessss Sitens s Fotasesssessesesssssssssssesseeseeseeeeeeee 113
HOANTENINNICHltrast SEES N DNl ot atarmmiocee I s essomsssesaiossessonsonss 114
nafiEon 14 10 ¥ea Cuda oz DR OMPUIE S e 4 roereossessinso N Nsssssssesiansosiassin 115
M315212a MR % U Rotate Chanenel 5511319 Cuda 1Az DirectCompute ................c.coovve.. 116

mM3szuronalaesu521919 Aforge Cuda 1182 DirectCompute ...vweeerrooserssessnnn. 116



o3|
1.1 anuilusnvesinsanm
DirectCompute 78 API 484 Microsoft ﬁﬂﬁuﬁyu GPGPU (General-purpose
& o
computing on graphic processing units) 14 Microsoft Windows Vista, 7 ¥491147U1111 Data-
parallel Computing iy API froutalninidlu Image processing iemeuiy OpenCL B
CUDA #ifluneund?
Y 4 1 o 5
Tu Image processing library 1139 T 118 Paratlel computing UUIZ T4
~ 1 = & d' =) Z 3
CPU lumsilszananaiiosetnai@er delumsssanananimiianuazBoagai 1z 140m
Tumsdszuanaga 39 liau13n14 Image processing library 139 11#14 Serial computing Tu
’ ¥
anyAZUNABINITYTT AN Real-time ~ AIUM Parallel compute image processing
a Lad & 3 > {
library Sagmiun 14uiTgmuvariiaalulasaaniiioy 19 Aforge imaging 11311 opensource 11

Mudrdunny Tumsiaun

1.2 Yaguszasnveslnsaau
1) AnuIMeIiaTurazWaL Tmage processing library 1A8 DirectCompute
2) finen Aforge.imaging library
3) fAnwn Image processing algorithm
4) ANy Parallel compute image processing

VY a <

A o

5) e lgvanniiUszaumsaimswannTdsunsuuu GPU
4 3 : < ”

6) iWoa314 Parallel compute image processing library 119 Gpu dludnlszunana
& a a o '

7) 1WOA31 Software NATOUY T ANTMAMININIUTZH I Parallel compute image

processing library 1102 Aforge Library



1.3 nquijililulasea

MINAUI Image processing library Tagld DirectCompute A28 HLSL (High level shader
language) Tam?'u'mﬁnm algorithm Y89 Serial compute image processing library Uag1HIM1
Y5u143)u Parallel compute image processing library Taoly algorithm (111 Parallel computing

214 gpu  dludnlszanana

1.4 YVOUIUAYBIATINY
1) Warun Image processing library Tauly DirectCompute
2) nadouazniouiisunamElumIiuIznIN Aforgeimaging 1@z

DirectCompute nl¥ Library Aforge.imaging Wuduiy

1.5 dumeumidafinay
1.5.1 mideyaeenanng
1) finen Image processing ﬁ’l‘l‘f Aforge.imaging
2) AnwdoyaifeIii DirectCompute API
3) ﬁﬂH‘l‘ﬁ)ByﬁlF.IU’Jﬁ)U Parallel Algorithm 11391 Image Processing
4) Anudoyaetian1nee APT B OpenCL, CUDA C
1.5.2 Mideyanuumzoa
1) AnyInIN1 HLSL (High-level shader language) !ﬁﬂlﬂuﬂ?iﬁﬂﬁ?ltﬂsﬂﬁﬂﬂ1i
oy
2) ﬁﬂHHTﬂSJQLﬁU’Jﬁ“IJ Image processing algorithm
3) ﬁnmﬁan“mﬁmﬁ'u Parallel compute image processing algorithm
1.5.3 Implementation
A Image processing library ﬂ"N‘] Taoly DirectCompute API
1.5.4 Test & Debugging
vanedlFausiaionanes sumasivaey udlvauiAanaie uazdssidiuwa
1.5.5 Publishing

vavinenmisgiionts 14 nazgiiausoanu



=

A4 v
ﬂq}lcﬂﬂlﬂﬂ?‘u@ﬁ

=) d'. o 4
2.1 NYEAHINYINY DirectCompute
DirectCompute ﬁﬂ API 984 Microsoft Y1 Windows Vista, Windows 7, Windows 8 a4
: ] & o @ & = a0 & A o
DirectCompute Lﬂuwmﬂlmgﬂmﬁwm DirectX 11 FI9CUATFUNYINU vector math, parallel
d - - §. o I o 1
computing 11y APT AthomAvany OpenCL 1162 CUDA DirectCompute anwumué’f’wmm
[ 5 3 '8
HLSL %4 DirectCompute @13130%1 high-speed general purpose uaz 145z Toninn parallel
processor TIUIUINUY GPU tazmoanuainsalunism memory sharing, thread
o ; ! ] a  a < rg = .
synchronization #4Ma 1HNITIOUUDLYU UL T2 FNEATWNLUY FIDirectCompute A 11150
WRUBUNATY thread LUUYUIUAY I
. 3 i o 1 = o a o
DirectCompute 11114 API Neriyayy GPU platform Yaaisnaiuayuszuvljianms
. A ' o ' {d = T & g
Windows ¥4 DirectCompute 130U 41U00NUvatsduiludaszaony eanvinaui

) 1 o o '
IWansalszuana laniouqiu Tasunsuaziniesanru 11 Group of Threads 1Az IAn13114

L ' 4’{ o z;‘ o
a1 g Thread Group teYiimsdszaana idsgyl 2.1

3D grid of One invocation of
3D grid of thread threads. Tens or hundreds a shader.

groups. Hundreds of of threads.
thousands of threads.

nX, nY, nZ

31] 2.1 DirectCompute Programing Model

o ° ) LY 3 o o
1@8 Thread Group Lﬁmnm:mﬂumeunu 112 Thread Group mqnum%mamw%’ﬂu



2.1.1 Grapbhics pipeline

i 4 ” ;
Programmable pipeline gneenuuuyuNensad uamns Mind w35y real-time

application ﬁ'slj 122

Memory Resources
(Buffer, Texture,
Constant Buffer)
o
Domain Shader ,
Stage P A AN AATAT T
I
Geometry Shadar |
Stage
] Stream Output 1 |
Rasterizer
Stage
Pixed-Shader ST e |
s

jl] 2.2 Flow diagram Y84 graphic pipeline



11N stage Y84 graphics pipeline A11150A0AN 1A 1AL Shader Stage ATOAIUAY TAY

[ ¥ ) Ed
MYIHLSL #9119 pipeline Hanguuazilfuuaala udaz stage fimihidail

1)
2)

3)

4)

5)

6)

7

8)

Input-Assembler Stage mthia iﬁay's’l (triangles, line, point) Ty pipeline
Vertex-Shader Stage 1N321IUNT5 Ny vertices, transformations, skinning, lighting
& o 2 3 < 2
39271 single input uazszuanaily single output
o { @ a J = [

Geometry-Shader Stage mnszmunmﬁmnmwmmwwupu (3vertices MU
triangle, 2 vertices @131 line, 1 vertex @151 point)

o o A 9 &2 y o ' o
Stream-Output Stage ¥NTZUIUMIANABIVOYaF Y0 I9gna ndsaru T1d]s

J ] ey

rasterizer/memory tWo1h1 ltlszananalnyidnsey id
Rasterizer Stage #1n5¥UIUMsARTeya11dIU nazes oudoyauazivuad W Pixel-
Shader Stage
Pixel-Shader Stage ¥iIn3z1um3iudoyanmiunmsmuanduazadudoyavoaunas
pixel
Output-Merger Stage N1N135 'IU‘ITaiJﬁHmUﬂ‘i SINNYBI Output (pixel shader values,

: £
depth, stencil information) (W@N1F render
Hull-shader, tessellator, and domain-shader stages ¥1113111/a4 high-order surfac,v[ﬂlﬂu

$ 4
triangles IWON15 render

2.1.1.1 Spectification Y83 DirectCompute U Direct3D 11.X

1) a1150@319 thread AgIgR 1024 thread @O group

2) 159314 thread Ty dimension BN ‘lﬁ'qqqa 1024 group

3) @N30e 319 thread 11 dimension Z ‘1dgaga 1024 group

4) Supports RWStructuredBuffers, RWByteAddressBuffers, RWTexture 1 D
, RWTexture2D, RWTexture3D

5) Atomic instructions are available.

6) e YU Double-precision



2.1.2 GPU architecture
GPU i1 Tnsaad19fid1991n CPU &1 GPU gnad 1911910 processor $143umnnion
stream processor liAag processor mu'lsngn'li’f’ﬂs:maﬂa shader 1@ Stream processor gﬂ’d%‘li
Tegaunuilumiseionin SIMD unit FauAaz unit 921 local data, cache, texture cache,

fetch/decode unit 1uvead 0 faz1l 2.3

37U 2.3 Tnsea$eves GPU

U1 GPU i} SIMD processor #a 102 udnzaa9zgnldszaana group of thread ¥a9ziishared
memory 1#nisTudoyaszndia thread Haunsadaliit output buffer 1@Faazansiuam
hardware Lﬁmﬁ"u scheduling, caching 15&&3@%1!’1 shared memory mldaasmaumsandeny
external memory "lﬁ'uasl.ﬁaaﬁwii'mm processor ﬁmﬂﬁﬁﬂ?’i" throughput Usmvnmuy

fe



2.2 wazRsauazjluvmnasgudmiunnazWan¥uves Image Processing

- 2 i
Image Processing 16 N151/sznanmdrsneuiunes ey 17 1ddoyaidems Taoz

¥
@

s ¥ 1 o L 3 s

Hvuseumsszuanmasil sy msdfuamdtinnuaudaiiu mansesdyausuniu

é a " o g . 1 g
PONIINMNFIMAININHTIUNTZUIUMTUsZIaran mudInansorhdeyamaniull 14y

o é ] o A o J :’ﬂ
msnannszuy e 141 Teni Tuduaeg 18 Taetansunzinn 1 lu Tnseiiinivus
e
I
d 2
2.2 ﬂamm Color Reduction
v

= S A o o = ) o g ¥ o o
lﬂuﬁQﬂ‘ﬂu'ﬂﬂ:ﬁﬂ'lﬂ'liﬂﬁllﬁﬂff‘!lﬂ\iﬂ'l"Iﬂﬂaﬁﬁ‘lu'Jllﬂ'luﬁﬂshf“uﬂﬂuﬂ'ﬁﬂ'lq'luﬂ\l

ju24

fuan pixel W0

A

mraRIn&Ase e

v

a

l

/ WM £
NIMTUAUAR AL AT

IndipeangsluaIud

r

weuluan pixel

!

Pixel gavine?

AUNITNIN

31 2.4 FuABUMIMNUYB color reduction



222 ﬂ@f‘i"l’ #H Linear Color Correction Filters
e Fuiisausau filters i 1as3% linear correction ‘13 FavziiWariasu dail
2.2.2.1 RGB Levels Linear Correction
FudsiFuiiiiniml$uma rGB Weglugaaiimmuatuneumsiass

gl 25

P I v
FuArannavuadiaun

2
FuA" pixel 1NN

A

| el @
WIRARNNIMUA

v

l

o 1 W U 4
NINTUNUANRFaL AN AN

AMURA

r

d .
weaullan pixel

!

Pixel gp¥ine?

UMV

71 2.5 ¥uABUIMIM RGB Linear Correction



2.2.2.2 HSL Levels Linear Correction
{ ] 1 { o ‘yf o e
dhuladduininimnlaou vsL IWeglureiidimuatuaeunmsinuds
g1 2.6

- ¥ C‘J o v
FusnANNuadEiun

!

Fuan pixel Wi

l

i d’ o
WAANNINUA

l

° -1 i d’
MNTUNUANRAS LA AN

Amus

r

d .
woulian pixel

!

Pixel gavinu?

AUNNTNNNY

71 2.6 ¥uABMNTM HSL LinearCorrection



Aagl 2.7

2.2.2.3 YCbCr Levels Linear Correction

dhalanduiiiimsnaou Yober Weglugsiidimua

R I ¥
1umﬂ§wnquumwwuﬁ

FuAn pixel Winun

L

el e
WIANANNIUNUA

v

l

M TUNUAN & Aot AN AN

VT
] - 5
@waullan pixel

!

Pixel gavinu?

RUATITRNIU

3'!] 2.7 YUABUNIIIYM YCbCr Linear Correction

10

1
a/

YUADUNITNINIY



Aagl 2.8

11

2.2.2.4 Brightness Correction

a3 o o i o a J 1 ] o
WhudansunyimslSumy - aa AIANNAINRYBININIUADUATTIITY

FuA pixel iun

L

AINIFUINATIAIINATN

v

11lu pixel

l

> A o
NINITUNUANRRIL AN

UiuAINaINueT

y

4 :
weullan pixel

!

Pixel gavine?

_RUNNININY

31 2.8 ¥uMBUNIIM91M Brightness Correction



12
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WuWanFuniInTUTuny - aa ANUAT contrast NW VUABUNITHINY

aeg1l 2.9

Fuen pixel Wi

l

n1n1U¥ue contrast

v

L

MINTUNUANRAILANAT

15U contrast u#a

y

4 :
wawli/an pixel

!

Pixel ga¥in?

AUNTNY

31 2.9 YuMOUNM319IM Contrast Correction
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2.2.2.6 Saturation Correction

AludanFuimimalsuiy — aa AuAT saturation Taevinsulasdan

RGBU HSL tazyiimsUSumu-aan S

2.2.3 Wan¥u Non — Linear Color Correction
e S uits s filters 711110833 non — linear correction ¥ eveiifarisu fail
2.2.3.1 Contrast Stretch
Contrast Stretch %30 (30081081991 Normalization Tagiluni1§ua

Contrast 181975 Stretching Iﬂﬂﬁﬂj'ﬂ 210

fuan pixel un

l

ATUIUMIAMP

Y

MP=24(g-1)

¥

WhANARIHaNnT

P=[(p-a)/rIMP

y

waulUan pixel

!

Pixel gavinu?

FUNTTNINTU

31] 2.10 Contrast stretch
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2.2.3.2 Gamma Correction

@

o Yherey e o e 2 '
USunmIae19435013 Gamma Correction 135M3AIUMINTHIAT Gamma
1IN AUMIT 2.1 Hag MUIUA IHuIInaums 2.2
1

G= (2.1)

Gamma

NewColor = 255 * (-E—‘S;?B)"G (2.2)

2.2.4 Waniu Image Re-coloring Filter
Huiansuis 1 fitters Alumsalasudnm
2.2.4.1 Grayscale
uiarsuivhman/aoudnmdiu gayscale araun1s2.3
Red+Green+Blue

Grayscale = 2 (2.3)

2.2.4.2 Sepia
- 1

Wumanlaou18ug Sepiatianzdiaddihmamamnsalaeuiiu

sepia 1 1AMUM3T 2.4-2.6

oRed = (iRed %0.393) + (iGreen * 0.769) + (iBlue * 0.189) (2.4)
oGreen = (iRed * 0.349) + (iGreen *0.686) + (iBlue * 0.168) (2.5)
oBlue = (iRed * 0.272) + (iGreen * 0.534) + (iBlue * 0.131) (2.6)



2.2.4.3 Hue Modifier
Fumsrihauiiu@ HsL Taszviinsndswnniza Hue Taonan

A L] d‘ g’ ] ot
Luminance 111 i1 Saturation 92 lunlaeu syuaeumsviaudgy 2.11

P I &
mmawmuumnm

FuAn pixel finwn

A

;i
WIANANNINUA

Y

l

o 1 U 4
NInITUNANR BN AR

e

4

4 .
iwauluan pixel

!

Pixel gavine?

FUNITNU

71 2.11 YuABUMI1119114YB3 Hue modifier

15
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2.2.4.4 Rotate Channel
l.‘ﬂum'iﬂ’ﬁ"uma’lﬁ Red iNY Green , Green LINU Blue L@E Blue 1MUY Red

o
YumsuMINIUAgY 2.12

Fuen pixel w0

|

Nin1TaaLAIA

v

v

daulalan pixel

Pixel qavine?

AUNINNIU

31 2.12 ¥uABUMIINIUVOI rotate channel
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2.2.4.5 Invert

L 3’; o a/
lﬁuﬂﬁ Invert ATAVOININ ‘lluﬂﬂuﬂ'liﬂ'lﬂ'luﬂﬂjﬂ 2.13

Fue pixel inun

l

»|  vn1e 255 - RGB

v

: ( Sl 1o
ANTUNUANARL FULS

uiq

A

4 .
waulan pixel

!

Pixel gavine?

QUNITNTU

31 2.13 WuneHYeIMsMNY Tnvert
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2.2.5 Convolution Filters

(§u filters 71145 convolution TunmisnseaTasiigasaeums 2.7

V=3 (it ()3 5) (2.7)
Taoil f(ij) = M lumhameiisuma i
d(i) = Mueanwiidumia i

' ' ¥ ' A =]
F = Nai’)u‘“ﬂiﬂ'lﬁﬂﬂ’ﬂuﬂu’m'l\l llﬁﬂzl'ﬂu 1 Lﬁﬂﬁﬁiiﬂlﬂu 0

V = Hau8in133 convolution 811i00n71 0 T Sumilu o

2.2.5.1 Convolution

1H1un15%11 Convolution

2.2.5.2 Sharpen

£

o o | i ‘ 4 o a
11l1n1391 Convolution TaglFmharafiminzaumion I nmilanusaun
VU

Harun1smilou convolution NROE UuAlY iR K = [0,1,0,-1,5,-1,0,-1,0]
2.2.5.3 Edge

o ° 2 O AT A ¥ A )
111un1591 Convolution Tasldmihanfitminsay ensesn it ondven
veilaunismilon convolution NNoE1a UAlY wif1913 K =[0,-1,0,-1,4,-1,0.-1,0]
2.2.5.4 Sobel Edge

§lun39h Convolution TanlFmhmaimmmaineuns |G| = (Gx+Gy| Tas
Gx =[-1,0,1,-2,0,2,-1,0,1] Gy =[1,2,1,0,0,0,-1,-2,-1]



2.2.6 Blur
3 g 1 | 4 a - Y
(U139 Convolution Tasldwihanimnzay ey l¥amiaudaiosas
2.2.6.1 Motion Blur

ar A e
Ysunmdiaiiownaonlna dagil 2.14

Fuen pixel

l

HUFINTEY Motion

Y

Blur

A4

@deulian pixel

!

Pixel gmiiie?

FUNITNNN

311 2.14 Motion Blur
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2.2.6.2 Gaussian Blur
{Hun13%1 Convolution Tagldmidresfid I Inayms Guassian 2 U6

&
IATHAUNIT 2.8

glu,v) = ( - )e(_%ﬁ) (2.8)

2mo?

Tao G fie A sigma

2.2.7 Median Filter
o ar =i
Wludaiduitaansniudyaisvesnn auauns 2.9

Median(A) = Median[A((x + i),(y +]))] (2.9)

Tﬂﬂ‘ﬁ X+, y+H nﬂuﬁwﬁaduu Image A
i j Eummumiten M
M 0 $117U pixel ioglun3AUIA Median Culculation
2.2.8 Noise Reduction
Fularduiimsaadaygasunilunma
2.2.8.1 Mean Filter
flumsaadyapauniuvesnim T l955maundeTasl e k =
[1,1,1,1,1,1,1,1,1]
2.2.8.2 ConservativeSmoothing

o o 2 - '
willumsaadgyanasuniuvednn Teerhamduasuiiiimsnim
Minimum 11a¢ Maximum gA50U3ANa 1N tdmSeuiioua1nganaan mALA1 Minimum
1A Maximum@ 110171 Maximum 1umumganandis A1 Maximum wie dnfeonh

Minimum 1¥UNUAIBAT Minimum
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2.2.9 Texturer Filter
a [ o ~ 9 g/ o a
i filters s texture 91 14910 texture generator mnlFununImesa
2.2.9.1 Texturer

Humsii texture il 1AM amaums 2.12
dst = src * PreserveLevel + (src * FilterLevel * texturevalue) (2.10)

Taof src Ao A pixel Tunw
[] v .
PreserveLevel flo @auvesninil ldninnmisnsestnana 139 0.5
3 & 1 : o o o a g l‘dl
FilterLevel A A 7UY09MWNINNTAUAVANOY Texture Undna 1310.5
Texturevalue ﬁﬂ A0 texture
2.2.9.2 Textured Merge
o o o @ a 3 o
AhniigUmwAnunatiunugiln i overlay 11 merge 52319171 texture A1y

aAuNT 2.13
dst = src = textureValue + ovr * (1.0 — textureValue) (2.11)

Tavfl src fio A1 pixel Tunm
! 1
Texturevalue D ANVDI texture
= 1 - .
ovr A9 1 pixel Tu overlayimage
2.2.9.3 Textured Filter

s o ‘:
(Fums merge MuAURTUTIAUMAIY texture IR AUATE

dst = FilterLevel = (srcl = textureValue + src+ (1.0 — textureValue )
+ Preservelevel * src2 (2.12)

Tao srcl fio M pixel Tunmitadredau filerl

src2 fig A pixel 11‘!:‘1111‘?;21’%’1\!&")(1 filter2

PreserveLevel D dauvesnmit ldnnnsnsealndas 137 0.5
FilterLevel D A IUY04mMWIIIM3gIiumves Texture ndna 70,5

& '
Texturevalue 19 A1UDY texture
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2.3 Parallel-Image processing
A 3 = - o = .
l‘l.lENﬁ]'lf“lE]ilQﬂll'lﬂ‘llﬂdj‘l]ﬂ'lwﬂ'J'llmmE)Uﬂq\l (913UvUIADY 10,000 x 10,000 pixel)
T hludrmnvimsdszananauuy sequential computing v2vivl#iAaTaM1 Bottleneck
4 & : ,
wulunszuaumsiszuanadiaunsoud 1dTasnislaymieendumareg dau uazuendoya
= 4 - =& ' o ~
1)1 local data tWe1szuIANALLY parallel computing ¥3LAAL processor WHNIUAY mput
data 910 shared memory Algorithm Y94 image processing G 'Ju°lwnj°lu low-level, mid-level
image processing finData Distn“butionﬂhma‘luf] image processing algorithm uaaaliifiug ua
& o IJ @ e A 5 A " 4 1 '
a¥ output pixel gnAMIA Tav LiTuAY pixel BU1¥84 input image Na1 1431 A1v04 output i
4 " as S A &K o 8 o 1 L 1 -
Yuagn pixel 8u9 Fuh s adwnsosuauuaas pixel 18 Tuiuy parallel yannil
algorithm 119@ Uiy data dependency 34951795 ADITN1T IATIEHM 19U mutual

exclusion(race condition) HIN! 2 thread ABINTINILINUAIOI global variable 11l 1 A1) 2.15

Thread 1 Thread 2 Integer value

0

" read value - 0
:mcreééevalue‘ | 751 0
write back % T

| read value 1
increasevalie. | 1

write back  — 2

71 2.15 ¥197% 2 thread 111 sequential

- =] y 1 > o =1
i ldvziitlu 2 awdiimamsal 13 uanind1ns 2 thread ¥ 1uu paraliel Taolifins
" ¥ 1
synchronize WadWi 7 IRvzAaioudagzy 2.16 FaudTym 18 Taoms 19

: g i 3 o =
Locking/Synchronization 44111953 OS 929an15 19 1y aauil
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Thread 1 Thread 2 Integer value
0
read value - 0
read value 0
increase value 0
increase value 0
write back — 1
write back | — 1

3‘1] 2.16 M3NTU 2 thread Hu parallel Taehaidi synchrenization

wadns il 1 unudies 16 2 naasWiitudahmavitoulugai 2.16 WA mutally
exclusive Mutually exclusive fio operation ﬁ"himmmgn interrupt 101 1uumzﬁﬁagm’ﬁuaﬁ’u

o_ W 9/ =) g =2 '
masgnldiuniedineey

2.4 n3esiledmTumaienn
2.4.1 SharpDX framework (Ron1¥aa1 feature &3%i
1) @13130 compile 15’#\7 32, 64 bit system
2) 1l5zneuTId16 common class ¥eq AP iiRean1s 14
3) (i NET vi1If implement ‘18&20 c#
2.4.2 Visual Studio compiler

- po. ) 2 X T al - ) o
[ONATUANUATINITONTEULADINITHY Visual studio NWTHﬂIﬂiQﬂNHﬁUQ n1In

2.4.3 Supported DirectX11 GPU driver

2.4.4 Supported DirecX11 GPU



=
unn3

msﬁ’mmunz&mﬂsznau

3.1 MNTINVYBITZUD

TnTeulineansNa i@ Parallel compute image processing library A

A & &
DirectCompute thefhumilalumia@onlunisidionld image processing library &4
¥
DirectCompute ff"l!J’Iitlul‘IsimlﬁJﬂ‘lmﬂ platform graphic card 14 Nvidia, ATI, Intel HD series 1A®
A ) . g o k3

ooy Inseauee 10Ty Parallel Image Processing Library W3aun1 seWauinaaey

Uszansnm

3.2 ssntlsznenvesszuy
Parallel compute image processing library ﬁﬂ:: ﬁ'ﬂﬁ’l'lgjuii'u Usznoul1@9e function

ﬁug TUUDY image processing ﬁ'\l'ﬁ

1.) Color reduction

2.) Linear color filter

3.) Non - linear color filter

4.) Image re — color

5.) Convolution filter

6.) Gaussian blur

7.) Motion blur

8.) Median filter

9.) Noise reduction
waz lsunsunaaeu Usz@niamues library i enfoudoulssaninmdy

library AUILY (Aforge) 1A% AEUNY library MVLUUU CUDA
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1 d _
3.3 MIvENINIIBRNIUUNAZIINTIZH parallel algorithm
3.3.1 wwfianIazaanave uuYHIUYEY DirectCompute
= 5 = - ] acy 1 e
198 Directcompute unvziinuanalumsuisnudedsmsutssaumsaluuny
& a A ' 1 ' o °
XY limsinnusingaveammitenisesnidiungu Tasluudaznguiufeziismoumsa

aniuia ldaigals.

L]

‘-"’

Nk

druaungufnsEsmnm 19N 178

31 3.1 M3NI99UVRA DirectCompute

11 ATNVUIA 640*480 THI maannu X.Y $1uauazaz msa AvzmisIdih 20415 = 300 nqu
TasuvaAae s o I udad i Taidos 14 kemel Tunisminan 18 e Grayscale ,
Brightness , Sepia Tone s’i'luﬁ'u
3.3.2 nRansdzinanave st uiidod Kernel

Taoin@AWadaus1wan convolution 923 kemel Wnsiwiiizana gy Hameiil
YUIA m*n HATMNTVIIA prq MIMIIUTIdeR TN Res vnaniity p*q*m*n Hatile
Wwanmsmsinulusiusnieziihi prm*n sudesnfiaziiy q*m*n M IdvuaveIns
Auuidesduiiumsmaeiisws (promen IneTt iy aninmetuuiniodunim
LATRCYLTRY

Tuisszdluawgl 3.2
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— G +

HBWNLO

2D Filter 2x 1D Filter

31 3.2 manlaa 2d fileer (1w 2*1d filter

3.4 TumeuMIWARN
1) Ay Image processing algorithm 1';'"uﬂ0um‘iﬁwmuazwaﬁ'wﬁda"ainnm%
NISVIUMT
2) #nNY1 Parallel algorithm YuppuMIINY msfezliuninmalszuranasn
Sequential ulﬂtj parallel
3) fAnen DirectCompute Tnsease Feature, Input, Output, Buffer, Graphic pipeline, Thread
management
4) AW class library 4949 SharpDX 35m358n 1% Function Tunsas classsidludenis
WA
5) wanlanama image processing
6) fivudisunadns tazANUEITENI WIAFUN Y image processing‘?'i Ty

Aforge L1a¥ Cuda
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- X
3.5 f9ENANITA14 Resource a2 M58y HLSL 1038y
Tumsizon1¥ SharpDX vuvzdosriimstsznisiy dil 1971114 reference voaT1l519n

@8

Tlsunsa 3.1 szmaly dit ves SharpbX

using SharpDX;

using SharpDX.D3DCompiler;
using SharpDX.Direct3D;
using SharpDX.Direct3D11l;
using SharpDX.DXGI;

. < A o 2y
using SharpDX !.ﬂuﬂ'l‘)"lj‘i:mﬁmﬂﬁﬂﬂﬂﬂﬂ‘b"umﬁ‘ﬁlﬂ\! SharpDX
using SharpDX.D3DCompiler tums1lsy meitoiFuna s s ua199v03 DIDCompiler F4i]
13 19 uslansu11uns compile A41 HLSL
. . A o S 1 o
using SharpDX.Direct3D iilumsdhunisilszmemiod onamu a9 ua 199904 Direet3D
A & 9
using SharpDX Direet3D1 1 1ifunisilumsilszniemitoiz on sl as51a199904 Direct3D11
3 2 : ‘
weidonldauwan Device , Shader Resource View ,Unordered Access View (182 Texture2D
& > 4
using SharpDX.Direct3D11 1ilumsiflumissznimiters snandanaume ues DXGI ite

i50n971 1% SwapChain

y
Tusunsu 3.2 msa¥1a Device 1@z SwapChain 1J03AY

var device = Device. CreateWithSwapChain (
DriverType driverType,
DeviceCreationFlags flags,
SwapChainDescription swapChainDescription,
out Device deviece,
out SwapChain swapChain);

iflumsadre Device w¥oudun15e319 SwapChain tite 141un13 render

DriverType iiumsi@eni19z14 driver type lnu #adudion hardware foz¥i1n138 i uns
{78 Direct3D 41 1n) 10614 hardware tazd 21 pipelines Tiaiuayunez 19 software
DeviceCreationFlags ifiunisdeninzadraiuioymlszasdiny &1 Debug A19dmin
debug

& o o o s o .
Fawaantnez 18 Device AU SwapChain
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Tusunsa 3.3 M3a$19 Texture2D , Shader Resource View a2 Unordered Acces View

A g
SIGRONE]

var textureView = ShaderResourceView.FromFile (“PathFile”);
var texturevt = textureView.ResourceAs<Texture2D> () ;

var descp = texturevt.Description;

descp.BindFlags = BindFlags.UnorderedAccess |
BindFlags.RenderTarget; -

var texture = new Texture2D(device, descp);

var targetUAV = new UnorderedAccessView (device, texture):;

o o
i{lumsai1a Shader Resource View 910 1Wd uaz 11y resource 1) Texture2D
s ' @ L o 3 I o d' -
1At descp wiiludrnisuendnyaizues Texwre2D 11115 181He Yuegivi BindFlags 15

a5 Unordered Access View 11#@’13\1 Resource 9484 Texture2D Tﬁ’

X
Tsunsa 3.4 madsu HLSL 1iie g

Texture2D<float4> input : register(t0);
RWTexturezD<float4> output : register(u0);
#define THREADSX
#define THREADSY
[numthreads (THREADSX, THREADSY, 1) ]
void Function(uint grouplndex: SV _GroupIndex,
uint3 groupld : SV GrouplD,
uint3 groupThreadId : SV.GroupThreadID,
uint3 dispatchThreadId : SV dispatchThreadID)

usunaiuify Texture2D F931131910 register A 0 Tao ¢ mnedadiudaunls
texture W30 texture buffer 16’1ﬁ'ﬂm§‘Ju Texture2D Tﬂﬂ}ﬂﬂlﬁﬁﬁ register Y93 UAV ‘?Nﬁﬂ ul
anN50fnuA Thread 14@103 Define 1Ataen 1a1ad1aianduszdoalsemasulsfi
Lﬁﬂ'.lf'i'nmsuu'eﬂu"l'i’ﬁ’wiaummmﬂi:mﬂ'lﬁ"ﬂNqaa fie uint 0 : SV_GroupIndex , uint3

4 &
%ﬂ : SV_GroupID , uint3 %0 : SV_GroupThreadID Ua¥ uint3 ¥® : SV_dispatchThreadID



uNM 4
N1SNAAva

A 1
ur

4.1 Wanduihmanaaes
Taoarsufiozimminisnaaesiaeinmun dail
1) Color reduction
2) Linear color filter
3) Non — linear color filter
4) Image re — color
5) Convolution filter
6) Gaussian blur
7) Motion blur
8) Median filter

9) Noise reduction

4.2 amwnadenlunsnaaes
lumsnaasaiiinissamsdaulsfifuatestunsnaney Sai
4.2.1 newfiames ¥ lumaszanonn

aouiaaes i 19 umslsvinanaliswazBon dil
1) CPU : Intel® Core™ i7-4790 3.60 GHz
2) VGA : NVIDIA GeForce GTX 980
3) RAM : DDR I 16 GB Bus 1600
4.2.2 vinaveamwiléinisnaaes
vunvean it lFlunsnaassiivuieg dil
1) 1920*1080 (Full HD) §117u 2 31
2) 3840%2160 (UHD) 91434 2 31/

3) 7680*4120 (8K HD) $1u7u 2 1/



4.2.3 snvveamsanl¥lumnanes
Sanveai 19 umsnanosziiuiiv 3 szdu fafl
1) TIUIUNTANINY 1
2) TIUAUNTANINY 16
3) NUIAUNTANINY 32
4.2.4 HANMINADDY
4.2.4.1 NWUVHIA 1920*1080 (Full HD)
4.2.4.1.1 UIUNSAIMNAY 1

4.2.4.1.1.1 3101

si4.1 gnl¥lumsnanes

M3 4.1 WSsuMouamliszning Aforge , Directcompute a2 CUDA (ms)

30

mg'ﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
= compute | Write time
Grayscale

1 100.40 78.00 22.00 29.20 25.33 Al 8.24

2 109.24 81.00 13.00 30.44 26.74 2.96 3.17

3 104.91 91.00 13.00 30.11 26.13 3.28 3.19

Sepia

1 108.01 91.00 17.00 n/a n/a n/a 14.93

2 102.37 88.00 14.00 n/a n/a n/a 12.32

3 109.09 86.00 14.00 n/a n/a n/a 12.42




M3 4.1 1WSeuMeunanlisz%a Aforge , Directcompute U8 CUDA (ms) (A0)

31

» 4 | Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN el
compute | Write time
Hue Modifier

1 108.99 87.00 21.00 q3.27 30.37 4.20 123.02

2 105.02 84.00 21.00 43.22 29.29 4.00 122.06

3 102.60 82.00 20.00 45.60 29.70 7.22 122.06
Rotate Channel

1 101.36 85.00 16.00 51.58 36.18 8.88 4.59

3 98.51 85.00 13.00 35.67 25.70 5.97 4.04

3 94.31 80.00 14.00 37.07 27.14 6.02 4.05

Invert

1 100.67 83.00 17.00 37.88 26.30 6.42 6.06

3 103.02 85.00 18.00 34.54 26.42 4.60 557

3 100.62 84.00 16.00 34.47 26.10 4.53 5.36
Color Reduction

1 179.67 96.00 83.00 n/a n/a n/a 3056.77

2 156.93 94.00 62.00 n/a n/a n/a K3 i 21 §

3 156.33 94.00 62.00 ' n/a n/a n/a 3081.56
Contrast Strecth

1 102.54 86.00 16.00 n/a n/a n/a 11.06

2 123.31 107.00 16.00 n/a n/a n/a 3.85

3 107.74 84.00 16.00 n/a n/a n/a 3.87

Gamma Correction

1 11213 89.00 23.00 108.38 40.00 18.03 6.46

2 105.09 89.00 16.00 98.45 40.88 16.57 7.06

3 96.97 82.00 14.00 113.57 45.81 26.95 6.08

Brightness Correction

1 117.50 96.00 21.00 34.76 26.82 3.86 8.58

2 116.19 99.00 17.00 34,25 26.24 3.90 7.09

3 100.24 85.00 15.00 34.67 26.47 3.81 7.04

Contrast Correction
1 121.13 102.00 19.00 39.22 29.25 6.04 8.09
2 115.55 99.00 16.00 38.99 29.16 5.91 7.44
96.43 80.00 16.00 38.58 28.87 5.86 7.48




M3 4.1 1Fpuneuna1MlFse1a19 Aforge , Directcompute 1182 CUDA (ms) (A9)

32

e Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN L
compute | Write time
Saturation Correction
1 123.76 86.00 37.00 56.54 39.56 5.07 139.93
2 124.88 95.00 29.00 42.84 30.00 5.00 138.44
3 123.88 93.00 30.00 42.22 29.80 4.67 136.00
RGB Level Linear
1 112.92 83.00 29.00 n/a n/a n/a 753
% 104.48 87.00 17.00 n/a n/a n/a 7.30
3 96.47 79.00 17.00 n/a n/a n/a 7.33
YCbCr Level Linear
1 128.81 88.00 37.00 n/a n/a n/a 105.67
5 107.67 85.00 22.00 n/a n/a n/a 119.42
3 104.76 87.00 17.00 n/a n/a n/a 104.74
HSL Level Linear
1 107.78 86.00 21.00 n/a n/a n/a 138.49
2 119.06 84.00 35.00 n/a n/a n/a 138.51
3 | 12030 [85.00 3500 | n/a n/a n/a 137.73
Blur
1 170.34 86.00 84.00 216.31 136.26 38.84 428.32
2 177.90 93.00 84.00 101.11 39.01 20.11 426.86
3 183.85 97.00 86.00 12915 41.77 45.29 429.38
Edge
1 122.50 98.00 24.00 100.23 40.51 19.06 200.21
2 128.13 103.00 25.00 101.54 40.37 19.02 200.91
3 113.18 89.00 24.00 117.78 58.41 19.19 203.98
Sharpen
1 127.93 91.00 30.00 107.11 41.10 24.08 191.94
2 118.23 90.00 28.00 105.31 42.10 20.89 192.86
q 118.87 90.00 28.00 130.63 38.75 21.17 193.18
Sobel
1 113,71 82.00 31.00 117.02 42.12 32.10 n/a
2 122.98 92.00 30.00 98.72 39.49 17.92 n/a
3 112.73 81.00 31.00 100.87 39.32 19.71 n/a




M1 4.1 W3eudeunail¥szying Aforge , Directcompute a2 CUDA (ms) (919)

23

A Direct Load& Compute Cuda Load time | Compute | Aforge
ATV shes
compute | Write time
Motion Blur
1 17110 78.00 93.00 11655 2903 23.33 424.00
2 154.70 83.00 71.00 103.28 40.94 21.80 425.76
3 159.27 86.00 73.00 101.76 39.99 20.50 425.50
Gaussian Blur
1 234.26 87.00 147.00 36.22 26.43 5.58 196.77
2 205.85 87.00 118.00 36.05 26.27 5.61 197.22
3 199.47 81.00 118.00 40.03 26.49 9.03 195.02
Mean Filter
1 139.39 83.00 56.00 112.39 45.82 41.35 197.05
2 148.58 92.00 56.00 167.16 58.75 24.53 194.95
3 141.85 86.00 55.00 122.34 41.73 21.48 194.33
Median Filter
1 669.09 248.00 421.00 n/a n/a n/a 616.33
2 678.30 263.00 415.00 n/a n/a n/a 616.00
3 660.53 242.00 418.00 n/a n/a n/a 621.88
Conservative Smoothing
1 153.31 90.00 63.00 n/a n/a n/a 110.38
> | 15249 [91.00 61.00 n/a n/a n/a 109.23
3 157.41 93.00 64.00 n/a n/a n/a 111.36
Texturing
1 175.67 157.00 14.00 n/a n/a n/a 24.97
2 174.47 159.00 12.00 n/a n/a n/a 23.98
3 178.57 162.00 14.00 n/a n/a n/a 24.67
Texture Merge
1 185.49 142.00 35.00 n/a n/a n/a 156.26
2 154.93 128.00 24.00 n/a n/a n/a 144.47
3 155.53 128.00 25.00 n/a n/a n/a 146.45
Texture Filter
1 173.25 140.00 28.00 n/a n/a n/a 152.39
2 157.57 131.00 24.00 n/a n/a n/a 149.64
3 150.57 125.00 22.00 n/a n/a n/a 148.79




4.2.4.1.1.2 3n2

si4.2 pnldlumsnaaes

M3 4.2 WSsumeunmiliseviig Aforge , Directcompute 182 CUDA (ms)

34

e Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN o |2
compute | Write time
Grayscale
1 106.35 89.00 17.00 38.28 34.28 3.23 4.62
2 103.41 88.00 15.00 3991 36.08 3.17 3.07
3 | 10088 | 85.00 15.00 38.94 3478 | 3.40 3.32
Sepia
1 100.99 82.00 18.00 n/a n/a n/a 17.89
2 102.99 87.00 15.00 n/a n/a n/a 14.32
3 99.43 83.00 16.00 n/a n/a n/a 14.92
Hue Modifier
1 114.56 90.00 24.00 55.80 41.42 4.52 125.26
2 110.29 88.00 22.00 55.55 40.46 4.99 125.16
3 109.47 86.00 23.00 51.33 38.83 3.86 126.68
Rotate Channel
1 103.31 86.00 17.00 58.69 44.81 6.77 4.25
2 97.34 82.00 15.00 44.36 35.01 5.51 3.84
3 102.55 87.0 15.00 45.62 3577 5.89 4.14
Invert

1 106.71 89.00 17.00 44.16 35.64 4.48 5.58
2 101.48 86.00 15.00 43.42 35.47 3.66 5.19

110.91 95.00 15.00 44.17 35.83 4.52 521




M54 4.2 ASpumeuanl¥ ¥4 Aforge , Directcompute a2 CUDA (ms) (@)

35

¥4 Direct Load& Compute Cuda Load time | Compute | Aforge
ATV e
compute | Write time

Color Reduction

1 161.62 96.00 66.00 n/a n/a n/a 3129.24

2 154.09 91.00 63.00 n/a n/a n/a 3182.55

3 154.33 93.00 61.00 n/a n/a n/a 3208.87
Contrast Strecth

1 109.25 90.00 19.00 n/a n/a n/a 6.03

2 114.49 94.00 19.00 n/a n/a n/a 3.82

3 100.67 84.00 16.00 n/a n/a n/a 3.80

Gamma Correction

1 110.54 93.00 17.00 114.27 51.84 19.81 6.80

2 102.83 88.00 14.00 117.78 54.23 17.45 6.15

3 108.41 93.00 15.00 127.01 48.05 20.33 6.06

Brightness Correction

1 105.70 90.00 15.00 44.34 36.09 4.30 8.08

) 106.93 90.00 16.00 42.56 34.24 4,32 6.89

3 104.65 89.00 15.00 42.69 34.26 4.40 6.97

Contrast Correction

1 107.67 90.00 17.00 48.08 37.08 6.73 8.04

2 108.95 92.00 16.00 49.06 38.80 6.09 6.95

3 105.86 89.00 16.00 49.73 39.74 6.06 6.94

Saturation Correct'ion

1 121.05 87.00 34.00 55.93 4115 4.75 156.84

2 121.78 92.00 32.00 60.01 42.92 7.68 154.11

3 106.62 86.00 20.00 7351 59.08 511 151.96
RGB Level Linear

1 108.64 89.00 19.00 n/a n/a n/a 7.40

2 110.80 92.00 18.00 n/a n/a n/a 6.94

3 105.49 88.00 17.00 n/a n/a n/a 6.92




M54 4.2 nfSeumsunanl¥ sz Aforge , Directcompute a2 CUDA (ms) (79)

36

ot Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN e
compute | Write time
YCbCr Level Linear
1 116.21 91.00 25.00 n/a n/a n/a 108.64
2 120.70 92.00 28.00 n/a n/a n/a 107.50
3 117.02 92.00 25.00 n/a n/a n/a 104.72
HSL Level Linear
1 130.54 95.00 35.00 n/a n/a n/a 154.13
2 169.03 128.00 41.00 n/a n/a n/a 151.70
3 130.95 95.00 35.00 n/a n/a n/a 151.07
Blur
1 270.43 91.00 179.00 141.86 53.56 35.99 430.87
2 202.98 108.00 94.00 112.62 49.85 20.03 427.44
3 192.92 103.00 93.00 116.87 48.02 26.30 433.44
Edge
1 125,57 100.00 25.00 121.80 50.10 25.38 201.32
2 120.15 94.00 26.00 1198.1% 47.62 18.45 200.81
3 124.83 100.00 24.00 112.43 49.45 20.24 201.00
Sharpen
1 126.61 98.00 28.00 117.14 54.22 19.36 197.87
2 130.26 101.00 29.00 114.57 49.96 20.38 196.99
3 123.69 94.00 29.00 117.85 52.34 20.95 197.06
Sobel
1 120.33 89.00 31.00 124.38 49.24 29.68 n/a
2 135.32 99.00 36.00 136.01 52.27 22.06 n/a
3 130.43 95.00 35.00 125.35 51.09 29.49 n/a
Motion Blur
1 168.51 89.00 79.00 11350 48.47 21.72 426.72
] 162.19 88.00 74.00 119.13 54.28 21.72 429.50
3 163.42 89.00 74.00 117.00 52.16 20.63 429.16
Gaussian Blur
1 226.29 104.00 122.00 55.39 37.56 13.48 196.37
) 231.00 111.00 120.00 46.25 34.75 Tty 195.01
3 216.46 95.00 121.00 47.70 36.38 6.78 195.39




37

M99 4.2 WFaumpuna1il¥ 521149 Aforge , Directcompute 8¢ CUDA (ms) (A9)

; %ﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Mean Filter
1 123.39 94.00 29.00 112.93 49.43 17.92 193.46
5 126.05 97.00 29.00 i B Mo 2 50.33 20.06 211.37
3 122.98 93.00 29.00 158.92 5179 19.94 195.55
Median Filter
1 692.75 271.00 421.00 n/a n/a n/a 682.56
2 659.36 234.00 425.00 n/a n/a n/a 681.74
3 701.83 274.00 427.00 n/a n/a n/a 682.00
Conservative Smoothing
1 154.84 93.00 61.00 n/a n/a n/a 125.60
2 157.23 94.00 63.00 n/a n/a n/a 125.76
3 |147.79 | 86.00 61.00 n/a Ba. | nk 123.96
Texturing
1 14043 | 123.00 14.00 nfa n/a n/a 24.43
2 142.89 127.00 13.00 n/a n/a n/a 24.82
3 146.24 130.00 13.00 n/a n/a n/a 24.91
Texture Merge =
il 160.02 132.00 25.00 n/a n/a n/a 154.46
2 151.%9 124.00 25.00 n/a n/a n/a 156.15
3 150.36 122.00 25.00 n/a n/a n/a 151.95
~ Texture Filter

1 157.18 131.00 23.00 n/a n/a n/a 152.69
2 153.99 128.00 23.00 n/a n/a n/a 157.57
3 161.43 134.00 24.00 n/a n/a n/a 152.58




4.2.4.1.2 1IHIUNTAMNUL6
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s14.3 sl lumananes

M3 4.3 1WEsuneunaRFsening Aforge , Directcompute 422 CUDA (ms)

38

ﬂﬁ":qﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 115.81 100.00 15.00 29.20 25:33 321 8.24
2 114.40 97.00 17.00 30.44 26.74 2.96 P
3 114.58 98.00 16.00 30.11 26,13 3.28 3.19
Sepia
1 123.48 104.00 19.00 n/a n/a n/a 14.93
2 108.69 91.00 17.00 n/a n/a n/a 12.32
3 108.64 91.00 17.00 n/a n/a n/a 12.42
Hue Modifier
1 111.10 85.00 26.00 43.27 30.37 4.20 123.02
2 107.40 84.00 23.00 43.22 29.29 4.00 122.06
3 122.22 99.00 23.00 45.60 29.70 222 122.06
Rotate Channel
1 120.12 103.00 17.00 51.58 36.18 8.88 4.59
2 106.54 90.00 16.00 35.67 25.70 5.97 4.04
3 106.29 90.00 16.00 37.07 27.14 6.02 4.05




M3 4.3 Wisumouanlysz1319 Aforge , Directcompute a2 CUDA (ms) (A0)

39

ﬂ{,-‘i‘{ Direct Load& Compute Cuda Load time | Compute | Aforge
. compute | Write time
Invert
1 137.54 119.00 18.00 37.88 26.30 6.42 6.06
2 111.87 95.00 16.00 34.54 26.42 4.60 Bl
3 96.35 77.00 19.00 34.47 26.10 4,53 5.36
Color Reduction
1 163.96 96.00 67.00 n/a n/a n/a 3056.77
2 150.78 87.00 63.00 n/a n/a n/a 3111.71
3 161.37 98.00 63.00 n/a n/a n/a 3081.56
~ Contrast Strecth
1 11722 98.00 19.00 n/a n/a n/a 11.06
2 105.32 89.00 16.00 n/a n/a n/a 3.85
3 105.71 88.00 17.00 n/a n/a n/a 3.87
Gamma Correction
1 121.88 102.00 19.00 108.38 40.00 18.03 6.46
2 91.46 75.00 16.00 98.45 40.88 16.57 7.06
3 10117 84.00 17.00 14357 45.81 26.95 6.08
Brightness Correction
1 148.04 128.00 20.00 34.76 26.82 3.86 8.58
2 115.06 98.00 17.00 34.25 26.24 3.90 7.09
3 111.73 94.00 17.00 34.67 26.47 3.81 7.04
Contrast Correction
1 95.27 77.00 18.00 39.22 29.25 6.04 8.09
2 97.81 79.00 18.00 38.99 29.16 5.91 7.44
3 100.61 83.00 17.00 38.58 28.87 5.86 7.48
Saturation Correction
1 118.24 85.00 33.00 56.54 39.56 5.07 139.93
2 118.92 86.00 32.00 42.84 30.00 5.00 138.44
121.53 87.00 34.00 42.22 29.80 4.67 136.00




M3 4.3 (fSeumeunaIN¥s21 e Aforge , Directcompute a2 CUDA (ms) (79)

40

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN T
compute Write time
RGB Level Linear

1 129.85 105.00 24.00 n/a n/a n/a 7.51

2 108.85 88.00 20.00 n/a n/a n/a 7.30

3 101.84 81.00 20.00 n/a n/a n/a 7.33

YCbCr Level Linear
1 196.18 145.00 51.00 n/a n/a n/a 105.67
2 110.49 85.00 25.00 n/a n/a n/a 119.42
3 103.44 84.00 19.00 n/a n/a n/a 104.74
HSL Level Linear
1 119.00 83.00 36.00 n/a n/a n/a 138.49
2 120.55 83.00 37.00 n/a n/a n/a 138.51
3 117.78 80.00 37.00 n/a n/a n/a 13773
7 Blur -
1 214.32 115.00 99.00 216.31 136.26 38.84 428.32
2 194.50 93.00 101.00 101.11 39.01 20.11 426.86
3 182.53 81.00 101.00 129.15 q4137 45.29 429.38
Edge
1 142.85 85.00 57.00 100.23 40.51 19.06 200.21
2 214.49 157.00 57.00 101.54 40.37 19.02 200.91
3 208.63 150.00 58.00 117.78 58.41 19.19 203.98
Sharpen
1 215.49 147.00 68.00 107.11 41.10 24.08 191.94
2 202.55 137.00 65.00 105.31 42.10 20.89 192.86
3 198.81 133.00 65.00 130.63 38.75 21.17 193.18
Sobel

1 163.11 130.00 33.00 117.02 42.12 32.10 n/a

2 162.54 129.00 33.00 98.72 39.49 17.92 n/a

3 149.95 117.00 32.00 100.87 39.32 19.71 n/a




M19514 4.3 W5aumeuanl¥s2%19 Aforge , Directcompute U8 CUDA (ms) (719)

41

o Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN e
compute | Write time
Motion Blur
1 213.73 127.00 86.00 116.55 39.03 23.33 424.00
2 212.43 126.00 86.00 103.28 40.94 21.80 425.76
3 220.72 133.33 87.00 101.76 39.99 20.50 425.50
Gaussian Blur
1 254.20 125.00 129.00 36.22 26.43 5.58 196.77
2 265.98 138.00 127.00 36.05 26.27 5.61 197.22
3 263.77 136.00 127.00 40.03 26.49 9.03 195.02
Mean Filter
1 194.48 129.00 65.00 112.39 45.82 2135 197.05
2 209.25 141.00 68.00 167.16 53.75 24.53 194.95
3 201.10 134.00 67.00 122.34 41.73 21.48 194.33
Median Filter
1 555.63 122.00 433.00 n/a n/a n/a 616.33
2 541.59 120.00 421.00 n/a n/a n/a 616.00
3 560.30 137.00 423.00 n/a n/a n/a 621.88
Conservative Smoothing
1 180.42 115.00 65.00 n/a n/a n/a 110.38
2 179.87 115.00 64.00 n/a n/a nfa 109.23
3 184.53 119.00 65.00 n/a n/a n/a 111.36
Texturing
1 144.84 126.00 16.00 n/a n/a n/a 24.97
2 145.18 128.00 13.00 n/a n/a n/a 23.98
3 149.51 133.00 14.00 n/a n/a n/a 24.67
Texture Merge
1 155.74 127.00 26.00 n/a n/a n/a 156.26
2 153.16 125.00 25.00 n/a n/a n/a 144 .47
3 157.15 128.00 26.00 n/a n/a n/a 146.45
Texture Filter
1 149.40 123.00 24.00 n/a n/a n/a 152.39
2 150.32 124.00 24.00 n/a n/a n/a 149.64
3 162.80 136.00 24.00 n/a n/a n/a 148.79




4.2.4.1.22 512
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M99 4.4 1SeVABUIAN1Y521119 Aforge , Directcompute 1182 CUDA (ms)

42

ﬁ%ﬁ- Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 115.83 97.00 18.00 38.28 34.28 3.23 4.62
2 136.13 117.00 19.00 39.91 36.08 3.17 3.07
3 145.45 127.00 18.00 38.94 34.78 3.40 3.32
Sepia
1 151.15 131.00 20.00 n/a n/a n/a 17.89
2 128.30 109.00 19.00 n/a n/a n/a 14.32
3 139.39 119.00 20.00 n/a n/a n/a 14.92
Hue Modifier
1 148.27 123.00 25.00 55.80 41.42 4.52 125.26
2 139.72 115.00 24.00 h5.55 40.46 4.99 125.16
3 138.85 113.00 25.00 51.33 38.83 3.86 126.68
Rotate Channel
1 140.93 123.00 17.00 58.69 44.81 6.77 4.25
2 11 i 115.00 17.00 44.36 35071 h.51 3.84
3 145.47 87.0 18.00 45.62 35.77 5.89 4.14




M 319 4.4 nfSpumeunmilis21319 Aforge , Directcompute a2 CUDA (ms) (718)

43

Z Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN =
compute | Write time
Invert
1 141.47 123.00 18.00 44.16 35.64 4.48 5.58
2 138.04 120.00 18.00 43.42 35.47 3.66 5.19
3 144.28 127.00 17.00 44.17 35.83 4,52 5:21
Color Reduction
1 194.15 126.00 68.00 n/a n/a n/a 3129.24
2 192.76 | 125.00 67.00 n/a n/a n/a 3182.55
3 191.99 | 126.00 65.00 n/a n/a n/a 3208.87
Contrast Strecth \
1 139.11 120.00 19.00 n/a n/a n/a 6.03
2 134.76 116.00 18.00 n/a n/a n/a 3.82
3 140.70 121.00 19.00 n/a n/a n/a 3.80
Gamma Correction
1 141.11 122.00 19.00 114.27 51.84 19.81 6.80
2 135.97 118.00 17.00 117.78 54.23 17.45 6.15
3 139.93 115.00 18.00 127.01 48.05 20.33 6.06
Brightness Correction f
1 145.56 128.00 17.00 4434 36.09 4.30 8.08
2 138.66 120.00 18.00 42.56 34.24 4.32 6.89
3 131.20 112.00 19.00 42.69 34.26 4.40 6.97
Contrast Correction
1 138.06 120.00 18.00 48.08 37.08 6.73 8.04
2 154.32 134.00 20.00 49.06 38.80 6.09 6.95
3 155.98 137.00 18.00 49.73 39.74 6.06 6.94
Saturation Correction

1 167.29 131.00 36.00 55.93 41.15 4.75 156.84
2 169.51 133.00 36.00 60.01 42.92 7.68 154.11

152.68 117.00 35.00 73.51 59.08 511 151.96




MIN 4.4 nSeumsuna1fl¥szn1e Aforge , Directcompute 18z CUDA (ms) (A9)

44

ﬂ%qﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 146.14 124.00 22.00 n/a n/a n/a 7.40
2 142.85 120.00 22.00 n/a n/a n/a 6.94
3 157.82 136.00 21.00 n/a n/a n/a 6.92
YCbCr Level Linear
1 152.80 127.00 25.00 n/a n/a n/a 108.64
2 146.45 125.00 21.00 n/a n/a n/a 107.50
3 146.89 127.00 19.00 n/a n/a n/a 104.72
HSL Level Linear
1 153.64 129.00 24.00 n/a n/a n/a 154.13
2 143.19 120.00 23.00 n/a n/a n/a 151.70
3 164.46 . 126.00 38.00 n/a n/a n/a 151.07
Blur
1 250.92 146.00 104.00 141.86 53.56 35.99 430.87
2 209.42 108.00 101.00 112.62 49.85 20.03 427.44
3 231.52 127.00 104.00 116.87 48.02 26.30 433.44
Edge
1 193.07 134.00 59.00 121.80 50.10 25.38 201.32
2 201.68 142.00 59.00 11%11 47.62 18.45 200.81
3 205.11 142.00 63.00 112.43 49.45 20.24 201.00
Sharpen
1 202.22 134.00 68.00 d17.14 54.22 19.36 197.87
2 219.89 151.00 68.00 114.57 49.96 20.38 196.99
3 192.20 125.00 67.00 117.85 52.34 20.95 197.06
Sobel
1 160.79 126.00 34.00 124.38 49.24 29.68 n/a
2 156.54 122.00 34.00 136.01 52.27 22.06 n/a
3 162.81 129.00 33.00 12535 51.09 29.49 n/a




M3 4.4 WSBumeunmilis£12149 Aforge , Directcompute 42z CUDA (ms) (A8)

45

o Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN A
compute | Write time
Motion Blur
1 230.30 142.00 88.00 113.50 48.47 2473 426.72
2 231.50 143.00 88.00 119.13 54.28 21.72 429.50
3 233.33 145.00 88.00 117.00 52.16 20.63 429.16
Gaussian Blur
1 268.62 138.00 130.00 55.39 37.56 13.48 196.37
2 271.46 141.00 130.00 46.25 34.75 7.24 195.01
3 256.68 133.00 132.00 47.70 36.38 6.78 195.39
Mean Filter
1 209.05 141.00 68.00 112.93 49.43 17.92 193.46
2 194.46 126.00 68.00 115113 50.33 | 20.06 21137
3 204.44 138.00 66.00 158.92 51.79 19.94 195.55
Median Filter
1 571.57 145.00 426.00 n/a n/a n/a 682.56
2 563.96 136.00 427.00 n/a n/a n/a 681.74
3 554,25 135.00 419.00 n/a n/a n/a 682.00
Conservative Smoothing
1 197.86 129.00 68.00 n/a n/a n/a 125.60
2 183.58 121.00 62.00 n/a n/a n/a 125.76
3 185.29 123.00 62.00 n/a n/a n/a 123.96
Texturing
1 144.59 128.00 14.00 n/a n/a n/a 24.43
2 137.91 121.00 13.00 n/a n/a n/a 24.82
3 141.03 125.00 13.00 n/a n/a n/a 24.91
Texture Merge
1 155.55 128.00 25.00 n/a n/a n/a 154.46
2 157.36 128.00 26.00 n/a n/a n/a 156.15
3 155.20 126.00 26.00 n/a n/a n/a 151.95
Texture Filter
1 155.94 129.00 24.00 n/a n/a n/a 152.69
2 158.20 131.00 24.00 n/a n/a n/a 157.57
3 157.42 131.00 23.00 n/a n/a n/a 152.58
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4.5 il lumsnaces

MIN 4.5 Seudisuna1liszwig Aforge , Directcompute 1182 CUDA (ms)

46

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN S
compute | Write time
Grayscale

1 101.26 84.00 17.00 29.20 2533 321 8.24

) 97.52 82.00 15.00 30.44 26.74 2.96 347

3 100.76 84.00 16.00 30.11 26.13 3.28 3.19

Sepia
1 99.99 83.00 16.00 n/a n/a n/a 14.93
2 102.37 85.00 17.00 n/a n/a n/a 12.32
3 | 99.37 81.00 18.00 nfa n/a n/a 12.42
Hue Modifier
1 108.03 85.00 23.00 43.27 30.37 4.20 123.02
2 103.50 80.00 23.00 43.22 29.29 4.00 122.06
3 103.74 99.00 23.00 45.60 29.70 7:22 122.06
Rotate Channel

1 101.35 85.00 16.00 51.58 36.18 8.88 4.59

2 98.65 83.00 15.00 35.67 25.70 5.97 4.04

3 99.02 83.00 16.00 37.07 27.14 6.02 4.05




M3 4.5 WeuMeuan 152119 Aforge , Directcompute 482 CUDA (ms) (9)

47

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN bt
compute Write time
Invert
1 99.82 83.00 16.00 37.88 26.30 6.42 6.06
2 100.07 83.00 17.00 34.54 26.42 4.60 557
3 96.15 78.00 18.00 34.47 26.10 4.53 5.36
Color Reduction
1 155.82 91.00 64.00 n/a n/a n/a 3056.77
2 153.47 90.00 63.00 n/a n/a n/a o 1 1 7 i
3 154.80 91.00 63.00 n/a n/a n/a 3081.56
Contrast Strecth
1 97.15 80.00 17.00 n/a n/a n/a 11.06
2 96.00 80.00 16.00 n/a n/a n/a 3.85
3 101.25 82.00 19.00 n/a n/a n/a 3.87
Gamma Correction
1 98.20 81.00 17.00 108.38 40.00 18.03 6.46
2 100.44 | 84.00 16.00 98.45 40.88 16.57 7.06
3 100.06 83.00 17.00 J13(57 45.81 26.95 6.08
Brightness Correction
1 96.58 79.00 17.00 34.76 26.82 3.86 8.58
2 96.17 79.00 17.00 34.25 26.24 3.90 7.09
3 96.64 80.00 16.00 34.67 26.47 3.81 7.04
Contrast Correction
1 98.20 79.00 19.00 39.22 29.25 6.04 8.09
2 101.01 84.00 17.00 38.99 29.16 5.91 7.44
3 97.66 80.00 17.00 38.58 28.87 5.86 7.48
Saturation Correction

1 11755 84.00 33.00 56.54 39.56 5.07 139.93
2 113.67 79.00 34.00 42.84 30.00 5.00 138.44

116.75 84.00 32.00 42.22 29.80 4.67 136.00




M54 4.5 1f5ouMeunailiszning Aforge , Directcompute 112z CUDA (ms) (A@)

48

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN Sy g
compute | Write time
RGB Level Linear
1 100.17 83.00 17.00 n/a n/a n/a 7.51
2 101.72 85.00 16.00 n/a n/a n/a 7.30
3 98.44 80.00 18.00 n/a n/a n/a 7.53
YCbCr Level Linear
1 101.13 81.00 20.00 n/a n/a n/a 105.67
2 103.18 83.00 20.00 n/a n/a n/a 119.42
3 199.29 80.00 19.00 n/a n/a n/a 104.74
HSL Level Linear
1 121.39 85.00 36.00 n/a n/a n/a 138.49
2 99.84 79.00 20.00 n/a n/a n/a 138.51
3 104.15 83.00 21.00 n/a n/a n/a 137.73
Blur
1 197.42 87.00 110.00 216.31 136.26 38.84 428.32
2 195.44 83.00 112.00 101.11 39.01 20.13 426.86
3 195.46 85.00 111.00 129.15 41.77 45.29 429.38
Edge
1 160.31 95.00 65.00 100.23 40.51 19.06 200.21
2 186.79 122.00 64.00 101.54 40.37 19.02 200.91
3 204.79 140.00 64.00 117.78 58.41 19.19 203.98
Sharpen
4 203.87 129.00 74.00 F0Z 11 41.10 24.08 191.94
2 195.61 123.00 72.00 105.33 42.10 20.89 192.86
3 197.98 124.00 73.00 130.63 38.75 21 193.18
Sobel
1 147.36 115.00 32.00 117.02 42.12 32.10 n/a
9 144.24 113.00 31.00 98.72 39.49 17.92 n/a
3 139.34 105.00 34.00 100.87 39.32 19.71 n/a




M3 4.5 WSpumeunnnleszy¥ing Aforge , Directcompute 112z CUDA (ms) (0)

49

L Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN T
compute | Write time
Motion Blur
1 233.84 133.00 100.00 116.55 39.03 23.33 424.00
2 247.32 134.00 113.00 103.28 40.94 21.80 425.76
3 250.28 136.00 114.00 101.76 39.99 20.50 425.50
Gaussian Blur
1 280.59 137.00 143.00 36.22 26.43 5.58 196.77
2 27107 135.00 142.00 36.05 26.27 5.61 197.22
3 280.17 138.00 142.00 40.03 26.49 9.03 195.02
Mean Filter
1 207.09 132.00 75.00 112.39 45.82 21.35 197.05
2 215.39 | 140.00 75.00 167.16 | 53.75 24.53 194.95
35 212.57 138.00 74.00 122.34 41.73 21.48 194.33
Median Filter
1 551.26 126.00 425.00 n/a n/a n/a 616.33
2 541.44 118.00 423.00 n/a n/a n/a 616.00
3 |[537.27  [113.00 424.00 n/a To/a n/a 621.88
Conservative Smoothing
1 169.72 102.00 67.00 n/a n/a n/a 110.38
2 177.39 111.00 66.00 n/a n/a n/a 109.23
3 176.51 110.00 66.00 n/a n/a n/a 111.36
Texturing
1 144.16 127.00 14.00 n/a n/a n/a 24.97
2 142.71 125.00 14.00 n/a n/a n/a 23.98
3 138.25 123.00 15.00 n/a n/a n/a 24.67
Texture Merge
1 15134 122.00 26.00 n/a n/a n/a 156.26
5 158.26 129.00 26.00 n/a n/a n/a 144.47
3 154.11 124.00 27.00 n/a n/a n/a 146.45
Texture Filter
1 143.24 115.00 25.00 n/a n/a n/a 152.39
2 146.98 119.00 25.00 n/a n/a n/a 149.64
3 146.60 119.00 24.00 n/a n/a n/a 148.79




42.4.13.2 ;N2

s1la.6 UNlEFlumsmanes

M99 4.6 (WBUMBUNN1E52%919 Aforge , Directcompute 432 CUDA (ms)

50

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN =
compute | Write time
Grayscale

1 143.45 123.00 20.00 38.28 34.28 3.23 4.62

2 138.49 11900 15.00 39.91 36.08 317 3.07

3 143.02 126.00 17.00 38.94 34.78 3.40 332

Sepia
1 144.77 126.00 18.00 n/a n/a n/a 17.89
2 140.94 122.00 18.00 n/a . n/a n/a 14.32
3 151.46 134.00 19.00 n/a n/a n/a 14.92
Hue Modifier
1 140.02 116.00 24.00 55.80 41.42 4.52 125.26
2 151.36 126.00 25.00 55,55 40.46 4.99 125.16
3 155.24 130.00 25.00 51.33 38.83 3.86 126.68
Rotate Channel

1 150.21 132.00 18.00 58.69 44.81 6.77 4.25

2 145.30 127.00 18.00 44.36 35.01 5.51 3.84

3 145.01 127.00 18.00 45.62 35.77 5.89 4.14




M3 4.6 fSeuMeuNa 1Y 524313 Aforge , Directcompute 1182 CUDA (ms) (79)

51

e Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN Lk
compute | Write time
Invert
1 134.11 116.00 18.00 44.16 35.64 4.48 5.58
2 113.58 95.00 18.00 43.42 3547 3.66 519
3 108.23 89.00 19.00 44.17 35.83 4,52 5.21
Color Reduction
1 163.39 98.00 65.00 n/a n/a n/a 3129.24
2 182.00 116.00 66.00 n/a n/a n/a 3182.55
3 191.41 126.00 65.00 n/a n/a n/a 3208.87
Contrast Strecth
1 131.45 112.00 19.00 n/a n/a n/a 6.03
) 132.90 | 114.00 18.00 n/a n/a n/a 3.82
9 135.14 116.00 19.00 n/a n/a n/a 3.80
Gamma Correction
1 129.45 110.00 19.00 114.27 51.84 19.81 6.80
] 138.45 120.00 18.00 117.78 54.23 17.45 6.15
3 152.62 133.00 19.00 127.01 48.05 20.33 6.06
Brightness Correction
1 152.85 135.00 17.00 44.34 36.09 4.30 8.08
2 114.50 96.00 18.00 42.56 34.24 432 6.89
3 149.35 130.00 19.00 42.69 34.26 4.40 6.97
Contrast Correction
1 140.50 119.00 21.00 48.08 37.08 6.73 8.04
2 145.78 126.00 19.00 49.06 38.80 6.09 6.95
3 152.26 134.00 18.00 49.73 39.74 6.06 6.94
Saturation Correction

1 163.78 128.00 35.00 55.93 41.15 4.75 156.84
2 167.70 132.00 35.00 60.01 42.92 7.68 154.11

171.40 136.00 35.00 73.51 59.08 Badl 151.96




M1 4.6 Wpumeuail¥szyi1a Aforge , Directcompute #2z CUDA (ms) (19)

52

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN R
compute | Write time
RGB Level Linear
1 136.39 116.00 20.00 n/a n/a n/a 7.40
2 126.99 106.00 20.00 n/a n/a n/a 6.94
3 146.18 126.00 20.00 n/a n/a n/a 6.92
YCbCr Level Linear
1 155.80 135.00 20.00 n/a n/a n/a 108.64
2 160.09 140.00 20.00 n/a n/a n/a 107.50
162.70 142.00 20.00 n/a n/a n/a 104.72
3
HSL Level Linear
1 175.66 138.00 37.00 n/a n/a n/a 154.13
2 155.88 119.00 36.00 n/a n/a n/a 151.70
3 168.51 130.00 38.00 n/a n/a n/a 151.07
Blur
i 252.47 140.00 112.00 141.86 53:56 35.99 430.87
3 256.62 143.00 113.00 112.62 49.85 20.03 427 .44
3 269.13 156.00 113.00 116.87 48.02 26.30 433.44
Edge
1 207.12 141.00 66.00 121.80 50.10 25.38 201.32
2 206.40 140.00 66.00 11231 47.62 18.45 200.81
3 221.78 156.00 65.00 112.43 49.45 20.24 201.00
Sharpen
. 221.74 145.00 76.00 117.14 54.22 19.36 197.87
2 209.55 134.00 75.00 114.57 49.96 20.38 196.99
3 217.98 143.00 74.00 11785 52.34 20.95 197.06
Sobel
1 174.44 169.55 33.00 124.38 49.24 29.68 n/a
5 169.55 134.00 35.00 136.01 52.27 22.06 n/a
3 174.56 141.00 34.00 12535 51.09 29.49 n/a




M3 4.6 WSBumeunnl¥s2¥319 Aforge , Directcompute 1582 CUDA (ms) (A8)

53

g Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN SR
compute | Write time
Motion Blur
1 250.11 153.00 97.00 113.50 48.47 21.72 426.72
2 241.32 128.00 113.00 119.13 54.28 21.72 429.50
3 265.71 151.00 114.00 117.00 52.16 20.63 429.16
Gaussian Blur
1 298.81 151.00 147.00 55.39 37.56 13.48 196.37
2 300.21 149.00 151.00 46.25 34.75 7.24 195.01
3 292.33 147.00 145.00 47.70 36.38 6.78 1595.39
Mean Filter
1 22171 146.00 75.00 | 11293 49.43 17.92 193.46
2 218.92 143.00 75.00 11513 50.33 20.06 211.37
3 226.14 149.00 77.00 158.92 51.79 19.94 195.55
Median Filter
1 561.76 135.00 426.00 n/a n/a n/a 682.56
2 561.57 | 135.00 426.00 n/a n/a n/a 681.74
3 615.40 | 112.00 503.00 n/a n/a n/a 682.00
Conservative Smoothing
1 189.61 126.00 63.00 n/a n/a n/a 125.60
2 185.86 119.00 66.00 n/a n/a n/a 125.76
3 191.91 130.00 61.00 n/a n/a n/a 123.96
Texturing
1 144.78 128.00 14.00 n/a n/a n/a 24.43
> |14299 [126.00 13.00 n/a n/a n/a 24.82
3 143.95 125.00 13.00 n/a n/a n/a 24.91
Texture Merge
1 159.42 131.00 26.00 n/a n/a n/a 154.46
2 154.86 127.00 25.00 n/a n/a n/a 156.15
3 155:15 125.00 27.00 n/a n/a n/a 151.95
Texture Filter
1 156.50 130.00 24.00 n/a n/a n/a 152.69
2 157.43 130.00 25.00 n/a n/a n/a 157.57
3 150.42 123.00 25.00 n/a n/a n/a 152.58




4.2.4.2 MAVYUIA 3480*2160 (UHD)

4.2.4.2.1 1IIUMIANMNU 1

4.2.4.2.2.1 ;ilm

s14.7 Uil lumananes

M54 4.7 WSBumeuNmnlYsz1g Aforge , Directcompute a2 CUDA (ms)

54

pfai Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 716.86 693.00 23.00 239.14 226.46 10.02 13.31
2 781.55 763.00 18.00 238.90 226.89 9.26 12.48
3 703.15 686.00 17.00 251.33 229.68 11.01 12.54
Sepia
1 913.16 895.00 18.00 n/a n/a n/a 51.83
2 970.99 953.00 17.00 n/a n/a n/a 50.52
3 887.53 872.00 15.00 n/a n/a n/a 52.84
Hue Modifier
1 719.06 694.00 25.00 296.39 248.50 13.98 492.82
) 715.77 692.00 23.00 312.96 247.28 20.48 493,52
3 696.19 673.00 23.00 302.34 247.56 15.14 492.52
Rotate Channel

1 703.28 684.00 19.00 295.27 250.68 25.03 15.99
2 827.85 809.00 18.00 263.14 230.16 17.96 15.83
3 703.02 687.00 16.00 260.46 228.79 16.92 15.76




M3 4.7 nfSeunsunaIilyszyiig Aforge , Directcompute 482 CUDA (ms) (710)

55

oo Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN SR
compute Write time
Invert
1 785.73 767.00 18.00 253.70 225.72 13.58 20.85
2 714.77 697.00 17.00 423.23 355.25 1337 20.86
3 735.63 719.00 16.00 261.30 228.04 14.06 20.77
Color Reduction
1 729.87 664.00 65.00 n/a n/a n/a 13337.78
2 744.90 681.00 63.00 n/a n/a n/a 13326.45
3 777.02 705.00 65.00 n/a n/a n/a 13222.22
Contrast Strecth
1 456.69 435.00 21.00 n/a n/a n/a 172.75
2 417.10 399.00 17.00 n/a n/a n/a 18.27
3 416.60 396.00 16.00 n/a n/a n/a 1772
Gamma Correction
1 705.94 688.00 18.00 644.54 398.82 66.38 24.38
35 700.69 682.00 18.00 685.26 389.16 76.37 24.46
3 700.69 682.00 18.00 501.52 277.10 63.41 24.64
Brightness Correction
1 707.25 686.00 ‘ 21.00 254.23 226.05 13472 28.26
2 676.48 661.00 15.00 256.20 227.16 13.88 27.30
3 679.32 661.00 18.00 262.18 233.76 14.09 26.93
Contrast Correction
1 686.14 667.00 19.00 257.99 235.03 18.70 28.82
2 736.47 720.00 16.00 266.51 233.03 19.07 28.83
3 687.22 669.00 18.00 268.33 234.90 18.79 28.00
Saturation Correction

1 837.92 803.00 34.00 283.93 242.02 14.00 576.90
2 767.76 732.00 35.00 281.50 239.37 12.93 607.90

835.37 798.00 37.00 280.56 237.23 13.05 579.11




M3 4.7 WSBuneunaN1E52%319 Aforge , Directcompute #a CUDA (ms) (#10)

56

> Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN G2
compute | Write time
RGB Level Linear
1 688.72 666.00 22.00 n/a n/a n/a 27.76
2 754.15 731.00 23.00 n/a n/a n/a 27.71
3 699.18 682.00 17.00 n/a n/a n/a 2771
YCbCr Level Linear
1 T21.75 704.00 23.00 n/a n/a n/a 407.93
3 762.06 736.00 26.00 n/a n/a n/a 407.14
3 713.31 691.00 21.00 n/a n/a n/a 407.89
HSL Level Linear
1 717.07 697.00 20.00 n/a n/a n/a 576.34
2 693.03 671.00 22.00 n/a n/a n/a 340.60
3 783.35 745.00 38.00 n/a nfa n/a 574.66
Blur
1 936.68 839.00 97.00 759.55 530.28 68.89 1672.92
3 926.10 828.00 98.00 693.96 458.08 73.63 1672.79
3 979.88 880.00 99.00 611.97 377.24 TL52 1668.49
Edge
1 934.72 905.00 29.00 598.83 272.07 79.64 790.47
2 970.78 940.00 30.00 520.84 290.94 66.11 788.60
3 970.53 943.00 27.00 521.70 282.69 66.51 790.36
Sharpen
1 953.35 916.00 37.00 519.02 283.29 72.63 811.67
2 951.01 919.00 32.00 508.61 272.66 67.83 764.10
3 988.48 955.00 33.00 530.69 296.49 65.83 761.46
Sobel
1 897.59 860.00 37.00 521.44 276.32 74.97 n/a
2 881.87 846.00 35.00 526.07 285.20 72.10 n/a
3 939.39 905.00 34.00 509.65 278.94 68.09 n/a




M54 4.7 nfSeumeunanl¥ sz Aforge , Directcompute 1122 CUDA (ms) (A8)

7

&l Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN e
compute Write time
Motion Blur
1 944.24 864.00 80.00 856.22 275.20 73.80 1670.52
2 940.07 860.00 80.00 658.97 272.47 71.41 1669.12
3 995.85 915.00 80.00 594.39 277.09 73.54 1670.30
Gaussian Blur
1 1011.55 887.00 124.00 263.85 230.22 18.74 769.74
2 1035.87 914.00 121.00 60.51 228.04 1737 763.34
3 1046.51 922.00 124.00 282.46 232.12 20.52 770.12
Mean Filter
1 991.28 957.00 34.00 507.73 276.87 67.16 767.71
2 971.98 940.00 31.00 507.68 278.78 64.88 766.11
3 962.40 929.00 33.00 504.37 277.05 64.06 772.76
Median Filter
1 1825.81 1403.00 422.00 n/a n/a n/a 2323.47
2 1810.79 1388.00 422.00 n/a n/a n/a 2327.33
3 1832.68 1407.00 425.00 n/a n/a n/a 2370.53
Conservative Smoothing
1 851.36 788.00 63.00 n/a n/a n/a 477.04
2 957.91 893.00 64.00 n/a n/a n/a 509.69
3 882.39 813.00 69.00 n/a n/a n/a 492.25
Texturing
1 712.86 692.00 14.00 n/a n/a n/a 95.11
2 707.36 689.00 13.00 n/a n/a n/a 94.24
3 710.55 692.00 13.00 n/a n/a n/a 96.91
Texture Merge
1 856.51 825.00 25.00 n/a n/a n/a 598.68
2 880.49 848.00 26.00 n/a n/a n/a 600.22
3 854.03 821.00 25.00 n/a n/a n/a 609.70
Texture Filter
1 877.80 846.00 25.00 n/a n/a n/a 619.13
2 889.35 860.00 24.00 n/a n/a n/a 615.16
3 879.49 845.00 22.00 n/a n/a n/a 613.96




4.2.4.2.1.2 32

314.8 sUnlElumsnanes

M3 4.8 nSeuMmeuneil¥sz1i19 Aforge , Directcompute 1182 CUDA (ms)

58

m“:a'?]" Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 556.21 539.00 17.00 130.83 1159.04 8.98 13.36
2 589.44 570.00 19.00 131,23 119.68 8.60 12.50
3 603.57 586.00 17.00 133.97 122.14 8.94 13.05
Sepia
1 582.41 559.00 23.00 n/a n/a n/a 53.72
2 621.36 602.00 19.00 n/a n/a n/a 54.00
3 563.61 544.00 19.00 n/a n/a n/a 53.68
Hue Modifier
1 599.08 571.00 28.00 176.40 131.80 13.49 493.11
2 608.79 583.00 25.00 180.74 132.38 12.95 489.03
3 575.48 551.00 24.00 176.62 132.18 12.94 488.69
Rotate Channel

1 604.33 584.00 20.00 154.41 122.04 17.07 15.50
2 579.98 563.00 16.00 154.00 121.23 18.17 16.48
3 588.46 572.00 16.00 154.41 122.36 17.08 16.19




M54 4.8 1WSeuMeuNaNl¥ %49 Aforge , Directcompute 522 CUDA (ms) (A8)

59

23 Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN A
compute | Write time
Invert
1 623.50 604.00 19.00 146.56 117.91 13.49 21.49
3 S12. 72 555.00 17.00 147.47 11757 14.30 21.80
3 605.71 585.00 20.00 15217 121.39 12.83 21.44
Color Reduction
1 649.22 584.00 65.00 n/a n/a n/a 13696.07
2 624.39 559.00 65.00 n/a n/a n/a 13714.35
3 617.41 553.00 64.00 n/a n/a n/a 13679.39
Contrast Strecth
1 567.47 545.00 22.00 n/a n/a n/a 16.96
2 564.08 545.00 18.00 n/a n/a n/a 15.81
3 581.98 560.00 21.00 n/a n/a n/a 15.74
Gamma Correction ¥
1 426.92 410.00 16.00 398.35 | 168.64 64.11 23.47
2 452.84 436.00 16.00 405.60 175.27 61.70 24.28
3 524.24 509.00 15.00 399,56 169.85 65.74 23.79
Brightness Correction
¥ 674.39 656.00 18.00 147.88 119.47 13.05 27.74
2 592.33 574.00 18.00 149.71 120.62 11.04 27.48
3 613.43 595.00 18.00 150.16 119.13 14.59 27.30
Contrast Correction
1 615.26 597.00 18.00 164.69 131.45 18.36 27.81
2 624.73 608.00 16.00. 162.98 130.02 18.07 27.83
3 591.21 576.00 15.00 162.75 127.73 18.83 27.78
Saturation Correction

1 600.78 567.00 33.00 232.87 130.52 14.18 571.35
2 612.19 579.00 33.00 181.37 135.20 14.06 566.63

624.88 591.00 33.00 181.77 134.59 13.86 572.62




M1519 4.8 WSsumeuailE 521319 Aforge , Directcompute U8z CUDA (ms) (#19)

60

= Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN Ay
compute Write time
RGB Level Linear
1 592.97 57.00 18.00 n/a n/a n/a 27.93
2 634.07 616.00 18.00 n/a n/a n/a 27.80
3 668.41 647.00 21.00 n/a n/a n/a 27.40
YChCr Level Linear
1 471.92 449.00 25.00 n/a n/a n/a 399.82
3 440.96 418.00 22.00 n/a n/a n/a 412.96
3 458.62 440.00 18.00 n/a n/a n/a 398.84
HSL Level Linear
1 462.95 423.00 39.00 n/a n/a n/a 574.65
2 492.72 453.00 39.00 n/a n/a n/a 579.50
3 445.50 411.00 34.00 n/a n/a n/a 576.94
Blur
1 534.06 433.00 101.00 408.74 172.78 70.16 1725.81
2 538.89 440.00 98.00 463.62 224.13 7075 1704.70
3 516.65 420.00 96.00 565.74 172.86 | 70.90 1715.04
Edge
1 485.36 460.00 25.00 495.85 169.63 65.90 799.96
3 474.09 424.00 50.007 405.27 173.31 64.88 794.87
3 471.74 422.00 49.00 609.38 374.42 65.80 797.11
7 Sharpen
1 552.81 518.00 34.00 538.59 305.30 67.02 769.63
2 494.15 465.00 29.00 489.70 g72.55 70.86 769.60
3 505.44 474.00 31.00 406.44 171.25 70.95 769.47
Sobel
1 527.24 491.00 36.00 510.44 275.47 66.83 n/a
2 579.99 545.00 34.00 565.21 170.51 66.91 n/a
3 533.43 502.00 31.00 504.81 178.28 69.29 n/a




M1319 4.8 1W3suMBuNa N1 3214 Aforge , Directcompute 1182 CUDA (ms) (A8)

61

& al Direct Load& Compute Cuda Load time | Compute | Aforge
ATV Sl
compute | Write time
Motion Blur
1 675.07 596.00 79.00 406.42 196.85 71.94 1705.54
2 648.53 572.00 76.00 411.03 170.45 69.99 1701.35
3 683.77 606.00 77.00 407.34 171.46 70.76 1711.33
Gaussian Blur
1 686.52 560.00 126.00 150.62 119.69 17.26 766.70
2 693.77 571.00 122.00 153.42 120.42 17.88 77276
3 735.52 610.00 122.00 153.26 119.82 18.19 770.69
Mean Filter
1 651.92 619.00 32.00 485.41 23235 64.97 783.04
2 639.66 610.00 29.00 403.30 169.16 67.88 763.33
3 668.25 63.700 31.00 409.17 173.75 70.12 769.75
: Median Filter
1 1572.00 1146.00 426.00 n/a n/a n/a 2601.17
2 1541.21 1116.00 425.00 n/a n/a n/a 2604.60
3 1569.35 | 1143.00 426.00 n/a n/a n/a 2643.47
Conservative Smoothing
1 574.81 506.00 68.00 n/a n/a n/a 495.05
2 577.19 512.00 65.00 n/a n/a n/a 457.28
3 642.75 574.00 68.00 n/a n/a n/a 459.69
Texturing
1 855.80 819.00 25.00 n/a n/a n/a 94.86
2 849.35 820.00 25.00 n/a n/a n/a 100.03
3 871.49 845.00 26.00 n/a n/a n/a 95.44
Texture Merge
1 877.80 846.00 24.00 n/a n/a n/a 595.98
2 889.35 860.00 24.00 n/a n/a n/a 594.78
3 879.49 845.00 25.00 n/a n/a n/a 599.10
Texture Filter
1 850.51 825.00 24.00 n/a n/a n/a 601.46
2 865.49 840.00 24.00 n/a n/a n/a 606.76
3 854.26 821.00 25.00 n/a n/a n/a 601.65




4.2.4.2.2 1IUIUINGA 16

4.2.4.2.2.1 3Un1

7149 sl lumsmaaes

M54 4.9 nfSsumsunanldsznna Aforge , Directcompute 82 CUDA (ms)

62

m:d'?' Direct Load& Compute Cuda Load time | Compute | Aforge
| compute | Write time
Grayscale
1 734.55 717.00 17.00 239.14 226.46 10.02 13.31
2 761.70 745.00 16.00 238.90 226.89 g4.26 12.48
3 686.45 669.00 17.00 251.33 229.68 11.01 12.54
Sepia
1 776.19 756.00 20.00 n/a n/a n/a 51.83
2 808.59 788.00 20.00 n/a n/a n/a 50.52
3 782.05 762.00 20.00 n/a n/a n/a 52.84
Hue Modifier
1 77201 745.00 28.00 296.39 248.50 13.98 492.82
2 813.00 789.00 24.00 312.96 247.28 20.48 493.52
3 764.79 739.00 25.00 302.34 247.56 15.14 492.52
Rotate Channel

1 775.47 758.00 17.00 295.27 250.68 25.03 15.99
2 777.97 761.00 16.00 263.14 230.16 17.96 15.83
3 805.43 787.00 18.00 260.46 228.79 16.92 15.76




M314 4.9 WSeuMeunanl¥szyna Aforge , Directcompute a2 CUDA (ms) (718)

63

it Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN £
compute Write time
Invert
4 783.39 767.00 16.00 253.70 225.72 13.58 20.85
2 811.06 792.00 19.00 423.23 355.25 1337 20.86
3 826.88 809.00 17.00 261.30 228.04 14.06 20.77
Color Reduction
1 959.76 892.00 67.00 n/a n/a n/a 13337.78
2 893.95 826.00 67.00 n/a n/a n/a 13326.45
3 903.47 828.00 75.00 n/a n/a n/a 13222.22
Contrast Strecth
1 535.51 518.00 17.00 n/a n/a n/a 17.75
2 550.84 533.00 17.00 n/a n/a n/a 18.27
3 562.41 | 544.00 18.00 n/a n/a n/a 17.72
Gamma Correction
1 879.55 860.00 19.00 ‘ 644.54 398.82 66.38 24.38
2 810.54 791.00 19.00 685.26 389.16 76.37 24.46
3 864.75 843.00 21.00 501.52 277.10 63.41 24.64
Brightness Correction
1 816.20 797.00 19.00 254.23 226.05 13.72 28.26
n 828.53 807.00 21.00 256.20 227.16 13.88 27.30
3 776.60 756.00 20.00 262.18 233.76 14.09 26.93
Contrast Correction
1 827.03 809.00 18.00 257.99 235.03 18.70 28.82
5 818.29 799.00 19.00 266.51 233.03 19.07 28.83
3 800.88 783.00 17.00 268.33 234.90 18.79 28.00
Saturation Correction

1 789.75 755.00 34.00 283.93 242.02 14.00 576.90
2 726.34 694.00 32.00 281.50 239.37 12.93 607.90

735.05 702.00 33.00 280.56 237.23 13.05 57911




M3 4.9 nSpumeuanl¥ sz Aforge , Directcompute 132 CUDA (ms) (A9)

64

A Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN SR
compute | Write time
RGB Level Linear
1 791.58 769.00 22.00 n/a n/a n/a 27.76
5 811.42 788.00 23.00 n/a n/a n/a 27.71
3 823.11 800.00 23.00 n/a n/a n/a 27.71
YChCr Level Linear
1 813.44 791.00 22.00 n/a n/a n/a 407.93
2 882.27 860.00 22.00 n/a n/a n/a 407.14
3 811.72 792.0 19.00 n/a n/a n/a 407.89
HSL Level Linear
1 839.51 801.00 38.00 n/a n/a n/a 576.34
2 812.71 771.00 41.00 n/a n/a n/a 340.60
3 862.54 824.00 38.00 n/a n/a n/a 574.66
Blur
1 986.89 881.00 105.00 759.55 530.28 68.89 1672.92
2 891.55 705.00 186.00 693.96 458.08 73.63 1672.79
3 852.21 754.00 98.00 1 611.97 377.24 7452 1668.49
Edge
1 955.64 897.00 58.00 598.83 272.07 79.64 790.47
2 955.25 901.00 54.00 520.84 290.94 66.11 788.60
3 978.46 922.00 56.00 52170 282.69 66.51 790.36
' Sharpen
1 954.50 888.00 66.00 519.02 283.29 72.63 811.67
3 953.36 891.00 62.00 508.61 272.66 67.83 764.10
3 949.90 887.00 62.00 530.69 296.49 65.83 761.46
Sobel
1 9581.60 948.00 33.00 521.44 276.32 74.97 n/a
2 896.88 859.00 37.00 526.07 285.20 72.10 n/a
3 766.71 732.00 34.00 509.65 278.94 68.09 n/a




M504 4.9 1WSeuMeuanl¥s2¥319 Aforge , Directcompute a2 CUDA (ms) (A@)

65

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN o
compute | Write time
Motion Blur
1 733.30 646.00 87.00 856.22 27520 73.80 1670.52
2 848.67 764.00 84.00 658.97 272.47 71.41 1669.12
3 741.62 657.00 84.00 594.39 277.09 73.54 1670.30
Gaussian Blur
1 851.78 720.00 131.00 263.85 230.22 18.74 769.74
2 815,73 689.00 126.00 60.51 228.04 1 7 i 7 763.34
3 810.63 680.00 130.00 282.46 232.12 20.52 77012
Mean Filter
1 791.22 723.00 68.00 507.73 276.87 67.16 767.71
2 767.06 700.00 67.00 507.68 278.78 64.88 766.11
o 797.33 730.00 67.00 5047.37 277.05 64.06 772.76
Median Filter :
1 1128.82 707.00 421.00 n/a n/a n/a 2323.47
2 1163.56 741.00 422.00 n/a n/a n/a 2327.33
3 1158.70 737.00 421.00 n/a n/a n/a 2370.53
Conservative Smoothing
1 955.78 806.00 149.00 n/a n/a n/a 477.04
2 864.83 800.00 64.00 n/a n/a n/a 509.69
3 758.93 695.00 63.00 n/a n/a n/a 492.25
Texturing
1 835.79 817.00 13.00 n/a n/a n/a 95.11
) 850.47 834.00 13.00 n/a n/a n/a 94.24
3 842.91 825.00 13.00 n/a n/a n/a 96.91
Texture Merge
1 854.40 825.00 25.00 n/a n/a n/a 598.68
2 883.56 848.00 26.00 n/a n/a n/a 600.22
3 857.85 815.00 25.00 n/a n/a n/a 609.70
Texture Filter
1 860.12 825.00 25.00 n/a n/a n/a 619.13
2 884.60 848.00 26.00 n/a n/a n/a 615.16
3 859.32 821.00 25.00 n/a n/a n/a 613.96




4.24.2.1.2 5102

3410 gUnl¥lumanaaes

M1519 4.10 WSeuMBuNaN1¥52%19 Aforge , Directecompute 1ag CUDA (ms)

66

i Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 439.03 419.00 20.00 130.83 119.04 8.98 13.36
2 408.98 { 392.00 16.00 313023 119.68 8.60 12.50
3 464.45 445.00 19.00 133.97 122.14 8.94 13.05
; Sepia
1 407.03 388.00 19.00 n/a n/a n/a 53.72
2 453.80 434.00 159.00 n/a n/a n/a 54.00
3 513.24 495.00 18.00 n/a n/a n/a 53.68
Hue Modifier
1 539.85 515.00 24.00 176.40 131.80 13.49 493.11
2 529.77 505.00 24.00 180.74 132.38 12.95 489.03
3 580.33 553.00 27.00 176.62 132.18 12.94 488.69
Rotate Channel

1 521.87 500.00 21.00 154.41 122.04 17.07 15.50
2 532.74 515.00 17.00 154.00 12123 18.17 16.48
3 518.95 502.00 16.00 154.41 122.36 17.08 16:19




M54 4.10 Wsumeunanl¥szrig Aforge , Directcompute U2 CUDA (ms) (sia)

67

Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
rt
536.76 517.00 19.00 146.56 117.91 13.49 21.49
540.16 522.00 18.00 147.47 117.57 14.30 21.80
576.36 556.00 20.00 152.17 121.39 12.83 21.44
Color Reduction
599.01 531.00 68.00 n/a n/a n/a 13696.07
591.94 527.00 64.00 n/a n/a n/a 13714.35
618.53 552.00 63.00 n/a n/a n/a 13679.39
Contrast Strecth
527.44 506.00 21.00 n/a n/a n/a 16.96
523.99 505.00 18.00 n/a n/a n/a 15.81
524.24 506.00 18.00 n/a n/a n/a 15.74
Gamma Correction
550.87 533.00 17.00 398.35 168.64 64.11 23.47
509.30 491.00 18.00 405.60 17521 61.70 24.28
555.63 535.00 20.00 399.56 169.85 65.74 23.79
Brightness Correction
531.38 511.00 20.00 147.88 119.47 13.05 2794
492.57 480.00 17.00 149.71 120.62 11.04 27.48
488.15 1472.00 16.00 150.16 119.13 14.59 27.30
Contrast Correction
526.82 506.00 20.00 164.69 131.45 18.36 27.81
539.86 519.00 20.00 162.98 130.02 18.07 27.83
551.14 530.00 21.00 162.75 127.73 18.83 27.78
Saturation Correction
515.94 483.00 32.00 232.87 130.52 14.18 571.35
529.12 495.00 34.00 181.37 135.20 14.06 566.63
563.31 526.00 37.00 181.77 134.59 13.86 572.62




M319 4.10 WSpumeumiliszying Aforge , Directcompute a2 CUDA (ms) (A8)

68

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN S
compute | Write time
RGB Level Linear
1 534.73 510.00 24.00 n/a n/a n/a 27.93
2 504.27 482.00 22.00 n/a n/a n/a 27.80
3 537.37 518.00 19.00 n/a n/a n/a 27.40
YCbCr Level Linear
1 508.77 484.00 24.00 n/a n/a n/a 399.82
2 557.13 533.00 24.00 n/a n/a n/a 412.96
3 543.39 523.00 20.00 n/a n/a n/a 398.84
HSL Level Linear
1 506.67 467.00 39.00 n/a n/a n/a 574.65
2 637.46 598.00 39.00 n/a n/a n/a 579.50
3 601.70 563.00 38.00 n/a n/a n/a 576.94
Blur
1 716.21 614.00 102.00 408.74 172.78 70.16 1725.81
2 684.55 581.00 103.00 463.62 22413 2078 1704.70
8 705.78 602.00 103.00 565.74 172.86 70.90 1715.04
Edge
1 627.13 568.00 59.00 495.85 169.63 65.90 799.96
2 669.12 611.00 58.00 405.27 173.31 64.88 794.87
3 661.10 601.00 60.00 609.38 374.42 65.80 797.11
Sharpen
1 683.85 617.00 66.00 538.59 305.30 67.02 769.63
2 667.61 602.00 65.00 | 489.70 #72.55 70.86 769.60
3 676.17 610.00 66.00 406.44 171.25 70.95 769.47
Sobel
1 557.55 524.00 33.00 510.44 275.47 66.83 n/a
2 632.91 599.00 33.00 565.21 170.51 66.91 n/a
3 600.85 563.00 37.00 504.81 178.28 69.29 n/a




M3 4.10 WSoumeuanlisening Aforge , Directcompute a2 CUDA (ms) (A18)

69

ol Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN i
compute | Write time
Motion Blur
1 722.83 635.00 87.00 406.42 196.85 71.94 1705.54
2 729.05 640.00 89.00 411.03 170.45 69.99 1701.35
3 513.97 427.00 83.00 407.34 171.46 70.76 1711.33
Gaussian Blur
1 616.65 463.00 153.00 150.62 119.69 17.26 766.70
2 520.87 394.00 126.00 153.42 120.42 17.88 772.76
3 559.65 429.00 130.00 153.26 119.82 18.19 770.69
Mean Filter
1 429.36 399.00 93.00 485.41 232.35 64.97 783.04
2 508.77 444.00 64.00 403.30 169.16 67.88 763.33
3 465.43 401.00 64.00 409.17 373.75 70.12 769.75
Median Filter
1 863.59 428.00 435.00 n/a n/a n/a 2601.17
2 840.90 420.00 420.00 n/a n/a n/a 2604.60
3 884.79 464.00 420.00 n/a n/a n/a 2643.47
Conservative Smoothing
1 514.72 420.00 94.00 n/a n/a n/a 495.05
, | 48374 |421.00 62.00 n/a n/a n/a 457.28
3 452.43 | 388.00 64.00 n/a n/a n/a 459.69
Texturing
1 888.72 873.00 13.00 n/a n/a n/a 94.86
2 901.84 881.00 15.00 n/a n/a n/a 100.03
3 854.91 837.00 15.00 n/a n/a n/a 95.44
Texture Merge
1 865.22 825.00 25.00 n/a n/a n/a 595.98
2 840.07 828.00 26.00 n/a n/a n/a 594.78
3 849.33 821.00 25.00 n/a n/a n/a 599.10
Texture Filter
1 850.15 815.00 25.00 n/a n/a n/a 601.46
2 844.66 828.00 26.00 n/a n/a n/a 606.76
3 869.56 841.00 25.00 n/a n/a n/a 601.65




4.2.4.2.3 UIMINTANIN

4.2.4.2.3.1 51m

sl pUnlElumananes

M1319 4.11 f5eumeunaIiliswing Aforge , Directcompute #82 CUDA (ms)

70

ﬂ%\’ﬁ Direct Load& Compute Cuda ‘Load time Compute | Aforge
compute | Write time
Grayscale
1 673.42 652.00 21.00 239.14 226.46 10.02 1331
3 677.79 660.00 17.00 238.90 226.89 9.26 12.48
3 677.42 659.00 18.00 251.33 229.68 11.01 12.54
Sepia
1 695.33 662.00 33.00 n/a n/a n/a 51.83
2 674.95 655.00 19.00 n/a n/a n/a 50.52
3 689.86 672.00 17.00 n/a ' n/a n/a 52.84
Hue Modifier
1 672.46 631.00 41.00 296.39 248.50 13.98 492 .82
2 671.03 648.00 23.00 312.96 247.28 20.48 493,52
3 657.13 634.00 23.00 302.34 247.56 15.14 492.52
Rotate Channel

1 671.50 653.00 18.00 P 250.68 25.03 15.99
2 663.18 648.00 15.00 263.14 230.16 17.96 15.83
3 732.70 714.00 18.00 260.46 228.79 16.92 15.76




MM 4.11 1WSpuMeunanliszning Aforge , Directcompute #2z CUDA (ms) (#19)

7

& Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN saE
compute Write time
Invert
1 661.44 635.00 26.00 253.70 225,72 13.58 20.85
2 687.80 669.00 18.00 423.23 355.25 13.37 20.86
3 655.12 639.00 16.00 261.30 228.04 14.06 2077
Color Reduction
1 801.38 721.00 80.00 n/a n/a n/a 13337.78
2 722.41 659.00 63.00 n/a n/a n/a 13326.45
3 720.35 657.00 63.00 n/a n/a n/a 13222.22
Contrast Strecth
1 503.93 484.00 19.00 n/a n/a n/a 1775
2 530.16 513.00 17.00 n/a n/a n/a 18.27
3 483.18 466.00 17.00 n/a n/a n/a 1772
Gamma Correction
1 557.23 539.00 18.00 644.54 398.82 66.38 24.38
2 508.41 492.00 16.00 685.26 389.16 76.37 24.46
3 517.40 499.00 18.00 501.52 277.10 63.41 24.64
Brightness Correction
1 496.14 476.00 20.00 254,23 226.05 13,72 28.26
2 499.93 480.00 19.00 256.20 227.16 13.88 27.30
3 504.92 485.00 19.00 262.18 233.76 14.09 26.93
Contrast Correction
1 515.24 478.00 37.00 257.99 235.03 18.70 28.82
2 497.37 479.00 18.00 266.51 233.03 19.07 28.83
3 535.69 514.00 18.00 '268.33 234.90 18.79 28.00
Saturation Correction
: § 832.01 773.00 59.00 283.93 242.02 14.00 576.90
2 816.62 781.00 35.00 281.50 239.37 12.93 607.90
3 779.98 745.00 34.00 280.56 237.23 13.05 57911




319 4.11 1Seumeunmilésznang Aforge , Directcompute 1122 CUDA (ms) (A8)

F2

¥ Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN i
compute Write time
RGB Level Linear
1 829.64 769.00 60.00 n/a n/a n/a 27.76
2 719.90 697.00 22.00 n/a n/a n/a 2771
3 793.43 772.00 21.00 n/a n/a n/a 27.71
YCbCr Level Linear
1 77550 733.00 42.00 n/a n/a n/a 407.93
2 760.31 738.00 22.00 n/a n/a n/a 407.14
3 709.56 687.00 22.00 n/a n/a n/a 407.89
HSL Level Linear
1 813.24 756.00 57.00 n/a n/a n/a 576.34
2 804.99 766.00 38.00 n/a n/a n/a 340.60
3 785.94 748.00 37.00 n/a n/a n/a 574.66
Blur
1 909.28 795.00 114.00 759.55 530.28 68.89 1672.92
2 908.80 795.00 113.00 693.96 458.08 73.63 1672.79
3 941.40 826.00 115.00 611.97 377.24 52 1668.49
Edge
1 886.19 791.00 95.00 598.83 272.07 79.64 790.47
2 847.31 780.00 67.00 520.84 290.94 66.11 788.60
o 873.76 807.00 66.00 521.70 282.69 66.51 790.36
Sharpen
1 884.07 782.00 102.00 519.02 283.29 72.63 811.67
2 900.03 824.00 76.00 508.61 272.66 67.83 764.10
3 912.52 836.00 76.00 530.69 296.49 65.83 761.46
Sobel
1 805.04 761.00 44.00 521.44 276.32 74.97 n/a
2 765.14 731.00 34.00 526.07 285.20 72.10 n/a
3 792.30 758.00 34.00 509.65 278.94 68.09 n/a




M54 4.1 f3puMeuNa1ily 213149 Aforge , Directcompute #az CUDA (ms) (f9)

73

2 Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN S
compute Write time
Motion Blur
1 881.28 792.00 99.00 856.22 275.20 73.80 1670.52
2 903.09 804.00 99.00 658.97 272.47 71.41 1669.12
3 889.83 791.00 98.00 594.39 277.09 73.54 1670.30
Gaussian Blur
1 963.24 817.00 146.00 263.85 230.22 18.74 769.74
2 981.82 836.00 145.00 60.51 228.04 1747 763.34
3 967.28 822.00 145.00 282.46 232.12 20.52 770.12
Mean Filter
1 903.69 827.00 76.00 507.73 276.87 67.16 767.71
2 878.41 801.00 77.00 507.68 278.78 64.88 766.11
3 881.24 805.00 76.00 504.37 277.05 64.06 772.76
Median Filter
1 1219.34 796.00 423.00 n/a n/a n/a 2323.47
2 1245.21 825.00 420.00 n/a n/a n/a 2377.33
3 1213.30 794.00 419.00 n/a n/a n/a 2370.53
Conservative Smoothing
1 894.69 830.00 64.00 n/a n/a n/a 477.04
2 858.21 792.00 66.00 n/a n/a n/a 509.69
3 841.34 777.00 64.00 n/a n/a n/a 492.25
Texturing
1 874.19 854.00 16.00 n/a n/a n/a 95.11
2 887.86 869.00 14.00 n/a n/a n/a 94.24
! 846.42 829.00 15.00 n/a n/a n/a 96.91
Texture Merge
1 826.22 795.00 25.00 n/a n/a n/a 598.68
2 876.70 848.00 26.00 n/a n/a n/a 600.22
3 861.52 833.00 24.00 n/a n/a n/a 609.70
Texture Filter
1 861.25 825.00 24.00 n/a n/a n/a 619.13
2 889.60 848.00 25.00 n/a n/a n/a 615.16
3 863.02 836.00 25.00 n/a n/a n/a 613.96




4.2.4.2.3.2 32

J4.12 jRlElumsnanes

M3 4.12 nSeumeunanlisewiig Aforge , Directcompute U8z CUDA (ms)

74

s Direct Load& Compute Cuda | Load time | Compute | Aforge
ATIN il o
compute | Write time
Grayscale
1 620.49 | 600.00 20.00 130.83 119.04 8.98 13.36
2 520.84 500.00 20.00 131.23 119.68 8.60 12.50
3 612.63 592.00 20.00 133.97 122.14 8.94 13.05
Sepia g
1 552.64 534.00 18.00 n/a n/a | n/a 53.72
2 565.64 543.00 22.00 n/a n/a n/a 54.00
3 570.15 551.00 19.00 n/a n/a n/a 53.68
Hue Modifier
1 508.61 481.00 27.00 176.40 131.80 13.49 493.11
2 491.41 467.00 24.00 180.74 132.38 12.95 489.03
3 611.04 583.00 28.00 176.62 132.18 12.94 488.69
Rotate Channel
1 448.81 428.00 14.00 154.41 122.04 17.07 15.50
2 517.52 502.00 15.00 154.00 121.23 18.17 16.48
3 541.01 526.00 14.00 154.41 122.36 17.08 1619




@151 4.12 nfSpuMeunail¥ 521 Aforge , Directcompute 182 CUDA (ms) (0)

15

&= Direct Load& Compute Cuda Load time | Compute | Aforge
AT s
compute | Write time
Invert
1 571,72 553.00 18.00 146.56 117.91 13.49 21.49
2 530.13 512.00 18.00 147.47 117.57 14.30 21.80
3 515.36 498.00 17.00 152.17 121.39 12.83 21.44
Color Reduction
1 596.02 526.00 70.00 n/a n/a n/a 13696.07
2 553.14 488.00 65.00 n/a n/a n/a 13714.35
3 472.25 407.00 65.00 n/a n/a n/a 13679.39
Contrast Strecth
1 438.65 417.00 21.00 n/a n/a n/a 16.96
5 |41636 | 398.00 18.00 n/a n/a n/a 15.81
3 449.69 431.00 18.00 n/a n/a n/a 15.74
Gamma Correction
1 | 41680 [ 396.00 20.00 39835 | 168.64 | 64.11 23.47
2 418.84 400.00 18.00 405.60 175727 61.70 24.28
3 501.81 483.00 18.00 399.56 169.85 65.74 23.79
Brightness Correction
1 425.47 405.00 20.00 147.88 119.47 13.05 27.74
2 428.79 412.00 16.00 149.71 120.62 11.04 27.48
3 411.13 393.00 18.00 150.16 119.13 14.59 27.30
Contrast Correction
1 420.35 399.00 21.00 164.69 131.45 18.36 27.81
2 404.08 387.00 17.00 162.98 130.02 18.07 27.83
3 418.91 401.00 17.00 162.75 127.73 18.83 27.78
Saturation Correction

1 439.08 402.00 37.00 232.87 130.52 14.18 571.35
2 454,99 420.00 34.00 181.37 135.20 14.06 566.63

427.94 394.00 33.00 181.77 134.59 13.86 572.62




M99 4.12 1Spumeunail¥szming Aforge , Directcompute a2 CUDA (ms) (@)

76

ﬂa‘?\n'r'{ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 435.04 412.00 23.00 n/a n/a n/a 27.93
2 422.52 407.00 15.00 n/a n/a n/a 27.80
3 468.00 450.00 18.00 n/a n/a n/a 27.40
YCbCr Level Linear
1 424.66 402.00 22.00 n/a n/a n/a 399.82
2 403.56 386.00 17.00 n/a n/a n/a 412.96
3 437.06 418.00 16.00 n/a n/a n/a 398.84
HSL Level Linear
1 443 .82 420.00 23.00 n/a n/a n/a 574.65
2 408.75 388.00 20.00 n/a n/a n/a 579.50
3 415.92 393.00 22.00 n/a n/a n/a 576.94
Blur ¥
1 538.10 418.00 120.00 408.74 172.78 70.16 1725.81
2 528.38 416.00 112.00 463.62 22413 71.75 1704.70
3 510.45 398.00 112.00 565.74 172.86 70.90 1715.04
Edge
1 558.31 489.00 69.00 495.85 169.63 65.90 799.96
2 621.75 555.00 66.00 405.27 173.31 64.88 794.87
3 605.87 541.00 64.00 609.38 374.42 65.80 79711
Sharpen
1 640.16 562.00 78.00 538.59 305.30 67.02 769.63
2 624.98 549.00 75.00 489.70 172.55 70.86 769.60
3 612.39 539.00 73.00 406.44 171.25 70.95 769.47
Sobel
1 526.37 487.00 39.00 510.44 275.47 66.83 n/a
2 L i 519.00 35.00 565.21 170.51 66.91 n/a
3 516.96 482.00 34.00 504.81 178.28 69.29 n/a




M1519 4.12 WSsumeuRml¥ 5% Aforge , Directcompute a2 CUDA (ms) (A9)

17

s = Direct Load& Compute Cuda Load time | Compute | Aforge
ATIN g s
compute | Write time
Motion Blur
1 666.34 569.00 97.00 406.42 196.85 71.94 1705.54
2 617.74 521.00 96.00 411.03 170.45 69.99 1701.35
3 637.68 540.00 97.00 407.34 171.46 70.76 1711.33
Gaussian Blur
1 699.63 553.00 146.00 150.62 119.69 17.26 766.70
2 708.89 562.00 146.00 153.42 120.42 17.88 172.76
3 702.29 556.00 146.00 153.26 119.82 18.19 770.69
Mean Filter
1 628.53 550.00 78.00 485.41 23235 64.97 783.04
2 714.35 638.00 76.00 403.30 169.16 67.88 763.33
3 622.66 547.00 75.00 409.17 375 70.12 769.75
Median Filter
1 1001.00 578.00 423.00 n/a n/a n/a 2601.17
2 955.66 535.00 420.00 n/a n/a n/a 2604.60
3 1008.22 586.00 422.00 n/a n/a n/a 2643.47
Conservative Smoothing
1 530.38 462.00 68.00 n/a n/a n/a 495.05
2 551.39 485.00 66.00 n/a n/a n/a 457.28
3 588.05 520.00 68.00 n/a n/a n/a 459.69
Texturing
1 638.56 615.00 20.00 n/a n/a n/a 94.86
2 578.63 561.00 15.00 n/a n/a n/a 100.03
3 621.65 604.00 13.00 n/a n/a n/a 95.44
Texture Merge
1 860.15 825.00 24.00 n/a n/a n/a 595.98
2 889.60 848.00 25.00 n/a n/a n/a 594.78
3 859.42 821.00 25.00 n/a n/a n/a 599.10
Texture Filter
1 870.25 841.00 25.00 n/a n/a n/a 601.46
2 844.66 814.00 26.00 n/a n/a n/a 606.76
3 859.56 821.00 25.00 n/a n/a n/a 601.65




4.2.4.3 INVYHIN 7680%4320 (8K HD)

4.2.4.3.1 S1IUMIANBE

4.2.4.3.1.1 ;m

jU4.13 sl lumsneaes

M3 4.13 Weumsunail¥sen g Aforge , Directcompute #92 CUDA (ms)

78

pEait Direct Loa.d& . Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 2348.67 2311.00 37.00 611.02 562.21 37.28 52.50
2 2032.28 1997.00 35.00 601.18 559.71 29.95 49.29
3 2114.06 2080.00 34.00 597.36 555,75 30.08 50.11
Sepia
1 2480.04 2435.00 45.00 n/a n/a n/a 196.41
2 2535.96 2498.00 37.00 n/a n/a n/a 193.24
3 2472.68 2433.00 39.00 n/a n/a n/a 191.91
Hue Modifier
1 2142.53 2100.00 42.00 806.45 640.48 48.67 1918.46
2 2125.29 2082.00 43.00 775.67 606.49 50.82 1917.92
3 2088.83 2050.00 38.00 786.92 605.11 61.34 1920.87
Rotate Channel
1 2471.39 2433.00 39.00 697.25 569.84 68.26 61.59
2 2319.78 2280.00 40.00 693.73 566.05 68.36 61.60
3 2455.05 2419.00 40.00 695.89 567.43 64.76 61.54




M3 4.13 1WSBuMeuRaRl¥ 524319 Aforge , Directcompute 1122 CUDA (ms) ()

79

ploi Direct Load& ' Compute Cuda Load time | Compute | Aforge
compute | Write time
Invert
1 2474.74 2433.00 41.00 707.14 600.21 48.72 81.29
2 2319.78 2280.00 39.00 662.79 556.55 47.44 82.00
3 2455.05 2419.00 36.00 662.21 556.83 47.86 81.78
Color Reduction
1 2738.63 2654.00 84.00 n/a n/a n/a n/a
2 2580.19 2492.00 88.00 n/a n/a n/a n/a
3 2636.11 2547.00 89.00 n/a n/a n/a n/a
Contrast Strecth
1 2519.85 2479.00 40.00 n/a n/a n/a 72.36
2 2570.63 2531.00 39.00 n/a n/a n/a 65.10
3 2676.40 2561.00 115.00 n/a n/a n/a 68.48
Gamma Correction A
1 2501.46 2466.00 35.00 1661.96 754.63 247.98 91.42
2 2144.47 2102.00 42.00 1661.55 742.58 245 84 90.59
3 2069.33 2037.00 32.00 1973.18 74487 | 24485 94.03
Brightness Correction
1 2178.16 2138.00 40,00 690.70 581.50 52.38 114.19
2 2065.62 2031.00 34.00 673.40 566.91 48.94 105.30
3 2113.96 2082.00 31.00 670.85 561.73 51.19 105.24
Contrast Correction
1 2119.53 2079.00 40.00 73017 604.18 68.02 106.58
2 2242.72 2201.00 41.00 779.01 613.56 77.24 104.07
3 2339.69 2297.00 42.00 733.06 602.51 72.60 103.10
Saturation Correction
1 2068.88 2016.00 52.00 922.70 757.49 53.07 2257.17
2 2196.37 2140.00 56.00 827.88 616.85 52.03 2264.91
3 2384.91 2329.00 55.00 777.69 612.55 51.14 2260.45




M3 4.13 1eumeunmilészyi1e Aforge , Directcompute 42z CUDA (ms) (A18)

80

ﬂ%ﬁ; Direct Load& : Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2344.76 2304.00 40.00 n/a n/a n/a 104.26
2 2441.48 2399.00 42.00 n/a n/a n/a 104.63
3 2323.28 2286.00 37.00 n/a n/a n/a 105.79
YCbCr Level Linear
1 2300.58 2256.00 44,00 n/a n/a n/a 1602.93
2 2363.72 2319.00 44.00 n/a n/a n/a 1606.54
3 2409.14 2365.00 44.00 n/a n/a n/a 1610.52
HSL Level Linear
1 2374.57 2328.00 46.00 n/a n/a n/a 2252.33
2 2540.39 2497.00 43.00 n/a n/a n/a 2252.96
3 222759 2188.00 39.00 n/a n/a n/a 2260.32
Blur
1 2740.79 2614.00 126.00 1913.86 752.70 287.69 6710.00
2 2803.15 2680.00 123.00 1735.94 75760 | 307.66 6712.89
3 2731.63 2610.00 121.00 1736.67 790,33 29033 6712.51
Edge
1 2818.94 2768.00 50.00 1938.26 756.84 255.37 3161.13
2 2665.29 2611.00 54,00 1702.72 767.35 266.93 3167.57
3 2766.25 2718.00 48.00 2174.04 761.01 266.04 3170.78
Sharpen
1 2686.08 2624.00 62.00 1856.86 760.80 32057 3042.84
2 2754.81 2697.00 57.00 1747.13 819.34 263.59 3054.05
3 2626.73 2572.00 54.00 1696.94 762.89 262.19 3043.33
Sobel
1 2407.00 2348.00 59.00 1762.45 820.20 269.65 n/a
2 2531.24 2478.00 53.00 1694.85 754.42 269.42 n/a
3 2477.54 2423.00 54.00 1729.28 765.22 293.65 n/a




M319 4.13 WSeuMeunmil¥ 521 Aforge , Directcompute 422 CUDA (ms) (A®)

81

F '}b’qﬁ Direct Loa.d& _ Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 2874.69 2765.00 109.00 1747.52 754.26 289.88 6710.09
2 2908.53 2802.00 106.00 1908.85 740.81 494,10 6706.97
3 2785.59 2682.00 103.00 1976.56 746.87 564.92 6872.42
Gaussian Blur
1 2993.47 2815.00 178.00 694.09 566.18 64.30 3027.23
2 2763.80 2537.00 226.00 965.74 562.07 73.85 3099.79
3 2811.76 2675.00 136.00 713.43 560.70 61.46 3027.67
Mean Filter
1 2966.65 2884.00 82.00 1877.95 765.84 429.84 3068.32
2 2618.30 2570.00 | 48.00 1676.06 751.21 266.29 3069.24
3 2186.75 2140.00 46.00 1686.33 753.07 266.67 3050.88
Median Filter
1 4414.60 3925.00 489.00 n/a n/a n/a 9913.79
2 5045.58 4599.00 446.00 n/a n/a n/a 9987.80
3 4730.63 4292.00 438.00 n/a n/a n/a 9877.06
Conservative Smoothing
1 2498.67 2387.00 111.00 n/a n/a n/a 1895.92
2 2679.59 2588.00 91.00 n/a n/a n/a 1899.41
3 2489.04 2398.00 91.00 n/a n/a n/a 1898.94
Texturing
1 2881.01 2838.00 16.00 n/a n/a n/a 380.77
2 2845.16 2831.00 15.00 n/a n/a n/a 377.68
3 2862.36 2845.00 14.00 n/a n/a n/a 37547
Texture Merge
1 3291.11 3230.00 26.00 n/a n/a n/a 2305.02
2 3380.60 3325.00 25.00 n/a n/a n/a 2312.34
3 3390.67 3325.00 24.00 n/a n/a n/a 2334.45
Texture Filter
1 3728.92 3681.00 26.00 n/a n/a n/a 2348.90
2 2790.32 2732.00 25.00 n/a n/a n/a 2422.92
3 3353.42 3299.00 25.00 n/a n/a n/a 2349.96




42.43.1.2 2

jU4.14 3l lumsnanes

M3 4.14 nSpumeunanl¥szning Aforge , Directcompute 1182 CUDA (ms)

82

m{;-ﬁ Direct Logd& - Compute Cuda Load time | Compute | Aforge
compute | Write time
| Grayscale
i 2471.16 2431.00 40.00 509.28 462.02 33.41 47.43
2 2473.84 2432.00 41.00 505.58 464.36 29,98 49.08
3 2509.26 2473.00 36.00 504.08 462.92 29.64 48.12
Sepia :
1 2505.43 2436.00 69.00 n/a n/a n/a 179.18
2 2487.93 2446.00 41.00 n/a n/a n/a 182.36
3 2459.30 2417.00 42.00 n/a n/a n/a 181.10
Hue Modifier
1 2546.43 2480.00 66.00 925.14 514.08 288.68 1865.82
2 2377.78 2326.00 51.00 675.01 506.74 50.28 1864.93
3 459.41 2413.00 46.00 147441 505.81 4925 1864.95
Rotate Channel
1 2419.69 2380.00 39.00 662.94 532.89 68.24 61.04
2 2485.28 2443.00 42.00 596.66 470.32 64.92 61.78
3 2369.55 2330.00 39.00 598.62 473.00 67.03 60.26




M3 4.14 Wpuisunailiszning Aforge , Directcompute #1982 CUDA (ms) (A®)

83

mgﬁ* Direct Loa'd& : Compute Cuda Load time | Compute | Aforge
compute | Write time
Invert
- 2492.48 2447.00 45.00 573.31 465.39 50.18 78.88
2 2419.35 2418.00 45.00 575.34 464.50 53.08 80.32
3 2459.78 2417.00 42.00 568.45 461.80 48.82 78.21
Color Reduction
1 2494.44 2387.00 107.00 n/a n/a n/a n/a
2 2379.74 2295.00 84.00 n/a n/a n/a n/a
3 2478.61 2393.00 85.00 n/a n/a n/a n/a
Contrast Strecth
1 2230.76 2180.00 50.00 n/a n/a n/a 76.67
2 2361.45 2180.00 41.00 n/a n/a n/a 68.48
3 2252.79 2209.00 43.00 n/a n/a n/a 69.36
Gamma Correction
1 2396.64 2356.00 40.00 1764.98 662.81 435.34 92.32
2 2504.99 2464.00 40.00 1715.39 805.94 250.93 90.69
3 2457.27 2416.00 41.00 2229.12 668.85 256.65 90.93
Brightness Correction
1 2869.08 2788.00 81.00 578.87 465.04 55.29 105.12
2 2636.02 2594.00 42.00 568.77 465.61 48.66 103.68
3 2566.40 2528.00 38.00 576.59 459.78 48.63 104.15
Contrast Correction
1 2466.42 2406.00 60.00 635.13 503.21 72.43 107.03
2 2843.17 2795.00 48.00 627.47 501.04 68.15 102.93
3 2634.48 2599.00 35.00 630.79 502.93 69.10 104.68
Saturation Correction
1 2897.19 2834.00 63.00 945.29 531.08 281.46 2091.05
2 2647.48 2600.00 47.00 671.03 509.33 52.55 2091.05
3 2142.58 2076.00 66.00 843.89 507.84 60.85 2093.26




M504 4.14 1WSpuMeuNA1E524313 Aforge , Directcompute 12z CUDA (ms) (A8)

84

m‘?q-?{ Direct Loa.d& _ Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2040.50 1997.00 43.00 n/a n/a n/a 105.16
2 1973.02 1937.00 36.00 n/a n/a n/a 105.06
3 1995.34 1959.00 36.00 n/a n/a n/a 104.22
YCbCr Level Linear
1 2351.64 2296.00 55.00 n/a n/a n/a 1573.53
2 2457.54 2416.00 41.00 n/a n/a n/a 1591.97
3 2399.42 2357.00 42.00 n/a n/a n/a 1594.88
HSL Level Linear
1 2436.15 2375.00 61.00 n/a n/a n/a 2121.39
2 2352.36 2306.00 46.00 n/a n/a n/a 2111.75
3 2397.70 2349.00 48.00 n/a n/a n/a 2152.67
Blur
1 2667.45 2510.00 157.00 1729.51 759.51 290.68 6680.80
2 2699.36 2584.00 115.00 1813.63 846.62 285.29 6670.41
3 2137.92 2606.00 131.00 2039.28 674.04 283.63 6670.75
Edge
1 2764.37 2710.00 54.00 1987.99 673.42 267.42 3172.45
2 2601.69 2546.00 55.00 1756.83 680.83 388.66 3179.75
3 2757.90 2704,00 54.00 1693.59 716.46 272.80 3181.47
Sharpen
1 2703.57 2708.75 88.00 1660.28 674.95 276.46 3020.56
2 2611.79 2553.00 58.00 1603.95 657.93 260.18 3208.31
3 2708.75 2658.00 50.00 1609.13 642.85 255.22 3021.39
Sobel
1 2360.37 2283.00 77.00 3041.14 1839.33 268.04 n/a
2 2320.47 2266.00 54.00 1698.08 654.23 269.42 n/a
3 2325.18 2272.00 53.00 1624.80 667.25 293.65 n/a




M52 4.14 1WSeuMeunmNlEs21319 Aforge , Directcompute 112z CUDA (ms) (8)

85

m'?qﬁ‘ Direct Loald& _ Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 2693.95 2603.00 118.00 1747.52 754.26 289.88 6710.09
2 2563.28 2375.00 203.00 1908.85 740.81 37727 6706.97
3 2898.52 2683.00 103.00 1976.56 746.87 275.43 6872.42
Gaussian Blur
1 2624.81 2378.00 246.00 613.75 494.43 61.28 3197.78
2 2848.46 2710.00 138.00 595.84 467.51 66.21 3088.85
3 2777.35 2726.00 156.00 589.48 467.51 69.03 3093.57
Mean Filter
1 2863.59 2764.00 99.00 2123.32 66237 270.52 3063.58
2 2199.78 2149.00 50.00 1658.23 719.42 273.05 3145.53
3 2425.14 2372.00 53.00 162321 673.06 266.23 3105.98
Median Filter
1 4998.42 4532.00 466.00 n/a n/a n/a 9150.82
3 4925.67 4480.00 445.00 n/a n/a n/a 9185.75
3 4631.44 4180.00 451.00 n/a n/a n/a 9271.33
Conservative Smoothing
1 2436.13 2333.00 103.00 n/a n/a n/a 1835.50
2 2527.26 2442.00 85.00 n/a n/a n/a 1793.62
3 2416.27 2329,00 87.00 n/a n/a n/a 1818.16
Texturing
1 2881.01 2838.00 16.00 n/a n/a n/a 397.96
2 2845.16 2831.00 15.00 n/a n/a n/a 423.14
3 2862.36 2845.00 14.00 n/a n/a n/a 400.65
Texture Merge
1 3736.18 3689.00 24.00 n/a n/a n/a 2312.64
2 2655.35 2604.00 25.00 n/a n/a n/a 2306.44
3 2815.00 2765.00 24.00 n/a n/a n/a 2307.61
Texture Filter
1 3291.11 3230.00 26.00 n/a n/a n/a 2049.62
2 3380.60 3325.00 25.00 n/a n/a n/a 2351.54
3 3390.67 3325.00 24.00 n/a n/a n/a 2351.01




4.2.4.3.2 M umsnihunas

4.2.4.3.2.1 Ui

jU4.15 jAlElumsnanes

M3 4.15 Wieumeumilisznig Aforge , Directcompute 482 CUDA (ms)

86

m{i'ﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale —
1 2441.46 2402.00 39.00 611.02 562.21 37.28 52.50
2 2328.62 2282.00 46.00 601.18 559.71 29.95 49.29
3 2447.79 2405.00 42.00 597.36 555:35 30.08 50.11
7 Sepia
i 2432.93 2390.00 42.00 n/a n/a n/a 196.41
2 2457.18 2415.00 42.00 n/a n/a n/a 193.24
3 2313.96 2269.00 44.00 n/a n/a n/a 191.91
Hue Maodifier
y f 2434.79 2379.00 55.00 806.45 640.48 48.67 1918.46
2 2434.60 2386.00 48.00 775.67 606.49 50.82 1917.92
3 2440.58 2390.00 50.00 786.92 605.11 61.34 1920.87
Rotate Channel
1 2417.29 2374.00 43.00 697.25 569.84 68.26 61.59
2 2363.35 2321.00 42.00 693.73 566.05 68.36 61.60
3 2412.38 2374.00 38.00 695.89 567.43 64.76 61.54




M09 4.15 WIBUMBUNNY52%919 Aforge , Directcompute 1132 CUDA (ms) (¢19)

87

m.::q%.- Direct Loa'd& : Compute Cuda Load time | Compute | Aforge
compute Write time
Invert
1 2324.01 2275.00 49.00 707.14 600.21 48.72 81.29
2 2439.63 2396.00 43.00 662.79 556.55 47.44 82.00
3 2398.48 2357.00 41.00 662.21 556.83 47.86 81.78
Color Reduction
1 2493.50 2374.00 84.00 n/a n/a n/a n/a
2 2344.08 2255.00 £8.00 n/a n/a n/a n/a
3 2417.54 2326.00 £9.00 n/a n/a n/a n/a
Contrast Strecth
1 2284.68 2231.00 53.00 n/a n/a n/a 72.36
2 2252.14 2211.00 41.00 n/a n/a n/a 65.10
3 2276.03 2233.00 43.00 n/a n/a n/a 68.48
Gamma Correction
1 2408.22 2,365100 43.00 1661.96 754.63 247.98 91.42
2 2679.11 2648.00 31.00 1661.55 742.58 245.84 90.59
3 2520.75 2489.00 31.00 1973.18 744,87 244.85 94.03
Brightness Correction
1 2624.96 2580.00 44,00 690.70 581.50 52.38 114.19
2 2059.90 2024.00 35.00 673.40 566.91 48.94 105.30
3 1998.12 1959.00 39.00 670.85 561.73 7 51.19 105.24
Contrast Correction
1 2082.46 2030.00 52.00 730.17 604.18 68.02 106.58
2 2152.03 2107.00 45.00 779.01 613.56 77.24 104.07
3 2525.55 2482.00 43.00 733.06 602.51 72.60 103.10
Saturation Correction
1 2461.70 2390.00 71.00 922.70 757.49 53.07 2257.17
2 2438.14 2382.00 56.00 827.88 616.85 52.03 2264.91
3 2373.33 2313.00 60.00 777.69 612.55 51.14 2260.45




M3 4.15 WisuMeunailis21313 Aforge , Directcompute a2 CUDA (ms) ()

88

ﬂ'j‘:\‘]ﬁl Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2504.71 2447.00 57.00 n/a n/a n/a 104.26
2 2244.75 2205.00 39.00 n/a n/a n/a 104.63
3 2469.33 2431.00 38.00 n/a n/a n/a 105.79
YChCr Level Linear
1 2291.40 2231.00 60.00 n/a n/a n/a 1602.93
2 2395.63 2347.00 48.00 n/a n/a n/a 1606.54
3 2274.85 2228.00 46.00 n/a n/a n/a 1610.52
HSL Level Linear
1 2347.79 2296.00 51.00 n/a n/a n/a 2252.33
2 2357.08 2309.00 48.00 n/a n/a n/a 2252.96
3 2345.92 2304.00 41.00 n/a n/a n/a 2260.32
Blur
1 2670.35 2516.00 154.00 | 1913.86 752.70 287.69 6710.00
2 2718.06 2587.00 131.00 1735.94 757.60 307.66 6712.89
3 2676.18 2551.00 125.00 1736.67 79033 290.33 6712.51
Edge
1 2682.36 2576.00 106.00 1938.26 756.84 25537 3161.13
2 2604.90 2519.00 85.00 1702.72 767.35 266,93 3167.57
3 2690.99 2602.00 $8.00 2174.04 761.01 266.04 3170.78
Sharpen
1 2566.75 2454.00 112.00 1856.86 760.80 320.57 3042.84
2 2591.78 2504.00 87.00 1747.13 819.34 263.59 3054.05
3 2465.83 2373.00 92.00 1696.94 762.89 262.19 3043.33
Sobel
1 2338.74 2268.00 70.00 1762.45 820.20 269.65 n/a
2 2319.74 2265.00 54.00 1694.85 754.42 269.42 n/a
3 2507.60 2452.00 55.00 1729.28 765.22 293.65 n/a




89

M54 4.15 Wfsuiieunailiszni Aforge , Directcompute 182 CUDA (ms) (79)

m'?q'ﬁ Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 2721.20 2603.00 118.00 1747.52 754.26 289.88 6710.09
2 2578.48 2375.00 203.00 1908.85 740.81 494.10 6706.97
3 2786.16 2683.00 103.00 1976.56 746.87 564.92 6872.42
Gaussian Blur
1 2855.52 2690.00 165.00 694.09 566.18 64.30 3027.23
2 2832.87 2682.00 150.00 965.74 562.07 73.85 3099.79
3 2289.76 2140.00 149.00 713.43 560.70 61.46 3027.67
Mean Filter
1 2339.72 2220.00 119.00 1877.95 765.84 429.84 3068.32
2 2711.64 2617.00 94.00 1676.06 751.21 266.29 3069.24
3 2756.59 2661.00 95.00 1686.33 753.07 266.67 3050.88
Median Filter
1 3082.25 262400 458.00 n/a n/a n/a 9913.79
2 2950.97 2509.00 44100 n/a n/a n/a 9987.80
3 3059.80 2618.00 441.00 n/a n/a n/a 9877.06
Conservative Smoothing
1 2480.07 2498.64 97.00 n/a n/a n/a 1895.92
2 2428.63 2342.00 86.00 n/a n/a n/a 1899.41
3 2498.64 241100 87.00 n/a n/a n/a 1898.94
Texturing
1 2881.01 2838.00 16.00 n/a n/a n/a 380.77
2 2845.16 2831.00 15.00 n/a n/a n/a 377.68
3 2862.36 2845.00 14.00 n/a n/a n/a 37547
Texture Merge
1 3736.18 3689.00 24.00 n/a n/a n/a 2305.02
2 2655.35 2604.00 25.00 n/a n/a n/a 2312.34
3 2815.00 2765.00 24.00 n/a n/a n/a 2334.45
Texture Filter
1 3353.42 3299.00 25.00 n/a n/a n/a 2348.90
2 3323.49 3272.00 26.00 n/a n/a n/a 2422.92
3 3374.04 3327.00 26.00 n/a n/a n/a 2349.96
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M3 4.16 WIuMBuIINIY 52119 Aforge , Directcompute 1182 CUDA (ms)
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ﬂ%ﬁ' Direct Load& . Compute Cuda Load time | Compute | Aforge
compute | Write time
7 Grayscale
i 2274.89 2227.00 47.00 509.28 462.02 33.41 47.43
2 2314.54 2269.00 45.00 505.58 464.36 29.98 49.08
3 2263.76 2222.00 41.00 504.08 462.92 29.64 48.12
Sepia :
1 2308.82 2229.00 79.00 n/a n/a n/a 179.18
2 2439.26 2394.00 45.00 n/a n/a n/a 182.36
3 2267.94 2226.00 41.00 n/a n/a n/a 181.10
Hue Modifier
1 2377.69 2322.00 55.00 925.14 514.08 288.68 1865.82
2 2443.26 2400.00 43.00 675.01 506.74 50.28 1864.93
3 2471.33 2420.00 51.00 1474 .41 505.81 49.25 1864.95
Rotate Channel
1 2362.27 2327.00 35.00 662.94 532.89 68.24 61.04
2 2373.74 2330.00 43.00 596.66 470.32 64.92 61.78
3 2393.27 2349.00 44.00 598.62 473.00 67.03 60.26




M3 4.16 Wisumeunfil¥sz1i1s Aforge , Directcompute 1182 CUDA (ms) ()
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ﬂ%ﬁ Direct Load& . Compute Cuda Load time | Compute | Aforge
compute | Write time
Invert
1 2404.31 2351.00 53.00 573.31 465.39 50.18 78.88
2 2343.99 2310.00 33.00 575.34 464.50 53.08 80.32
3 2345.12 2304.00 41.00 568.45 461.80 48.82 78.21
Color Reduction
1 2398.59 2243.00 155.00 n/a n/a n/a n/a
2 2571.15 2487.00 84.00 n/a n/a n/a n/a
3 2329.18 2246.00 £3.00 n/a n/a n/a n/a
Contrast Strecth :
1 2213.65 2168.00 45.00 n/a n/a n/a 76.67
2 2323.25 2279.00 44.00 n/a n/a n/a 68.48
3 2549.46 2506,00 43.00 n/a n/a n/a 69.36
Gamma Correction
1 2699.54 2663.00 736.00 1764.98 662.81 435.34 92.32
2 2720.84 2683.00 37.00 1715.39 805.94 250.93 90.69
3 2684.66 2641.00 43.00 2229.12 668.85 256.65 90.93
: Brightness Correction
1 2231.93 2177.00 54.00 578.87 465.04 55.29 105.12
2 1983.68 1948.00 35.00 568.77 465.61 48.66 103.68
3 1989.78 1953.00 36.00 576.59 459.78 48.63 104.15
Contrast Correction
1 2079.79 2022.00 57.00 635.13 503.21 72.43 107.03
2 2005.45 1963.00 42.00 627.47 501.04 68.15 102.93
3 2246.24 2204.00 42.00 ' 630.79 502.93 69.10 104.68
Saturation Correction
il 2386.72 2313.00 73.00 945,29 531.08 281.46 2091.05
2 2356.41 2298.00 58.00 671.03 509.33 52.55 2091.05
3 2344.35 2287.00 57.00 843.89 507.84 60.85 2093.26




M3 4.16 (fFBuiiBuNM Al 52119 Aforge , Directcompute a2 CUDA (ms) (A9)

02

m"u'q'?; Direct Loa_d& Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2357.64 2282.00 75.00 n/a n/a n/a 105.16
2 2279.73 2237.00 42.00 n/a n/a n/a 105.06
3 2353.16 2313.00 40.00 n/a n/a n/a 104.22
YCbCr Level Linear
1 2377.68 2317.00 60.00 n/a n/a n/a 1573.53
2 2311.89 2267.00 44.00 n/a n/a n/a 1591.97
3 2315.42 2270.00 45.00 n/a n/a n/a 1594.88
HSL Level Linear
1 2334.24 2270.00 64.00 n/a n/a n/a 212139
p 2469.94 2425.00 44.00 n/a n/a n/a 2111.75
3 2302.16 2257.00 45.00 n/a n/a n/a 2152.67
Blur X
1 2760.57 2603.00 157.00 1729.51 759.51 290.68 6680.80
2 2671.21 2541,00 130.00 1813.63 846.62 285.29 6670.41
3 2757.21 2626.00 131.00 2039.28 674.04 283.63 6670.75
Edge
1 2576.44 2477.00 99.00 1987.99 673.42 267.42 3172.45
2 2517.23 2432.00 85.00 1756.83 680.83 388.66 3179.75
3 2575.63 2493.00 §2.00 1693.59 716.46 272.80 3181.47
7 Sharpen
1 2539.24 2432.00 107.00 1660.28 674.95 276.46 3020.56
2 2583.66 2492.00 91.00 1603.95 657.93 260.18 3208.31
3 2568.77 2475.00 93.00 1609.13 642.85 255.22 3021.39
Sobel
1 2358.13 2278.00 80.00 3041.14 1839.33 268.04 n/a
2 2417.33 2362.00 55.00 1698.08 654.23 269.42 n/a
3 2365.11 2310.00 55.00 1624.80 667.25 293.65 n/a




M3 4.16 WisuiMeunailiszning Aforge , Directcompute 122 CUDA (ms) (A0)
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mxm Direct Loa.d& ' Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 3143.55 3006.00 137.00 1747.52 754.26 289.88 6710.09
2 2765.22 2652.00 113.00 1908.85 740,81 377.27 6706.97
3 2615.49 2515.00 100.00 1976.56 746.87 27543 6872.42
Gaussian Blur
1 2860.21 2691.00 169.00 613.75 494.43 61.28 3197.78
2 2738.60 2593.00 145.00 595.84 467.51 66.21 3088.85
3 2340.28 2190.00 150.00 589.48 467.51 69.03 3093.57
Mean Filter
1 2396.93 2270.00 126.00 2123.32 662.37 270.52 3063.58
2 2629.06 2534.0 95.00 1658.23 719.42 273.05 3145.53
3 2779.53 2684.00 95.00 1623.21 673.06 266.23 3105.98
Median Filter
1 2885.12 2415.00 470,00 n/a n/a n/a 9150.82
2 2982.02 2532.00 | 450.00 n/a n/a n/a 9185.75
3 2910.04 2462,00 448,00 n/a n/a n/a 927133
Conservative Smoothing
1 2515.68 2415.00 100.00 n/a n/a n/a 1835.50
2 2504.48 2417.00 §7.00 n/a n/a n/a 1793.62
3 2465.06 2372.00 93.00 n/a n/a n/a 1818.16
Texturing
1 2881.01 2838.00 16.00 n/a n/a n/a 397.96
2 2855.16 2839.00 15.00 n/a n/a n/a 423.14
3 2863.32 2845.00 14.00 n/a n/a n/a 400.65
Texture Merge
1 3728.92 3681.00 26.00 n/a n/a n/a 2312.64
2 2790.32 2732.00 25.00 n/a n/a n/a 2306.44
3 3353.42 3299.00 25.00 n/a n/a n/a 2307.61
Texture Filter
1 3353.42 3299.00 25.00 n/a n/a n/a 2049.62
2 3323.49 3272.00 26.00 n/a n/a n/a 2351.54
3 3374.04 3327.00 26.00 n/a n/a n/a 2351.01
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M3 4.17 W3Bumeuanl¥szy¥ang Aforge , Directcompute 42z CUDA (ms)
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mzqﬁ; Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Grayscale
1 2499.22 2455.00 44.00 611.02 562.21 37.28 52.50
2 2297.25 2252.00 45.00 601.18 559.71 29.95 4929
3 2451.24 2420.00 31.00 597.36 555.75 30.08 50.11
Sepia
1 2292.69 2226.00 66.00 n/a n/a n/a 196.41
2 2361.22 2317.00 44.00 n/a n/a n/a 193.24
3 2295.13 2251.00 44.00 n/a n/a n/a 191.91
Hue Modifier
1 234351 2278.00 65.00 806.45 640.48 48.67 1918.46
2 2469.53 2419.00 50.00 775.67 606.49 50.82 1917.92
3 2281.36 2234.00 47.00 786.92 605.11 61.34 1920.87
Rotate Channel
1 2447.58 2403.00 44.00 697.25 569.84 68.26 61.59
P 2251.76 2208.00 43.00 693.73 566.05 68.36 61.60
3 2480.57 2440.00 40.00 695.89 567.43 64.76 61.54




M3 4.17 Wisumeunailisening Aforge , Directcompute 1102 CUDA (ms) (79)
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ﬂ%_ﬁ- Direct Load& Compute Cuda Load time | Compute | Aforge
compute | Write time
Invert
1 2231.29 2164.00 67.00 707.14 600.21 48.72 81.29
2 2419.35 2380.00 39.00 662.79 556.55 47.44 82.00
3 2253.74 2210.00 43.00 662.21 556.83 47.86 81.78
Color Reduction
1 2510.14 2388.00 122.00 n/a n/a n/a n/a
2 2370.14 2282.00 $8.00 n/a n/a n/a n/a
3 2480.50 2394.00 86.00 n/a n/a n/a n/a
Contrast Strecth
1 2266.08 2207.00 59.00 n/a n/a n/a 72.36
2 2185.39 2143.00 42.00 n/a n/a n/a 65.10
3 2285.97 2241.00 44,00 n/a n/a n/a 68.48
Gamma Correction
1 2668.23 2624.00 44.00 1661.96 754.63 247.98 91.42
2 2675.39 2634.00 31.00 1661.55 742.58 245.84 90.59
3 2511.92 2473.00 38.00 1973.18 744.87 244 .85 94.03
Brightness Correction
1 2690.,57 2655.00 35.00 690.70 581,50 52.38 114.19
2 2678.67 2647.00 31.00 673.40 566.91 48.94 105.30
3 2719.23 2680.00 39.00 670.85 561.73 51.19 105.24
Contrast Correction
e 2431.65 2384.00 47.00 730.17 604.18 68.02 106.58
2 2431.65 2082.00 37.00 779.01 613.56 77.24 104.07
3 2154.51 2118.00 36.00 733.06 602.51 72.60 103.10
Saturation Correction
1 2191.82 2116.00 75.00 922.70 757.49 53.07 2257.17
2 2108.83 2055.00 53.00 827.88 616.85 52.03 2264.91
3 2479.07 2421.00 58.00 777.69 612.55 51.14 2260.45




M1519 4.17 WiesuMeunailise1ning Aforge , Directcompute 132 CUDA (ms) (A8)
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ﬂ%ﬁ Direct Logd& ‘ Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2352.07 2267.00 85.00 n/a n/a n/a 104.26
2 2454.78 2410.00 44.00 n/a n/a n/a 104.63
3 2280.46 2239.00 44.00 n/a n/a n/a 105.79
YChCr Level Linear
1 2431.99 2361.00 70.00 n/a n/a n/a 1602.93
2 2463.87 2418.00 45.00 n/a n/a n/a 1606.54
3 2395.39 2351.00 44.00 n/a n/a n/a 1610.52
HSL Level Linear
1 2463.99 2403.00 60.00 n/a n/a n/a 2252.33
2 2492.13 2429.00 63.00 n/a n/a n/a 2252.96
3 2450.08 2386.00 64.00 n/a n/a n/a 2260.32
Blur
1 2703.50 2526.00 177.00 1913.86 752.70 287.69 6710.00
2 2770.25 2637.00 133.00 1735.94 757.60 307.66 6712.89
3 2613.92 2478.00 135.00 1736.67 790.33 290.33 6712.51
Edge
1 2768.01 2699.00 99,00 1938.26 756.84 255.37 3161.13
2 2740.08 2664.00 76.00 1702.72 767.35 266.93 3167.57
3 2645.94 2553.00 92.00 2174.04 761.01 266.04 3170.78
Sharpen
¥ 2656.06 2532.00 124.00 1856.86 760.80 320.57 3042.84
2 2527.52 2425.00 102.00 1747.13 819.34 263.59 3054.05
3 2651.10 2555.00 96.00 1696.94 762.89 262.19 3043.33
Sobel
1 2310.88 2244.00 66.00 1762.45 82020 269.65 n/a
2 2410.92 2356.00 54.00 1694.85 754.42 269.42 n/a
3 2378.65 2326.00 52.00 1729.28 765.22 293.65 n/a




M3 4.17 Wisufeunafiliszwi1e Aforge , Directcompute 119z CUDA (ms) (#0)
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a%ﬁf Direct Loa_d& : Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 2693.95 2603.00 118.00 1747.52 754.26 289.88 6710.09
2 2563.28 2375.00 203.00 1908.85 740.81 494.10 6706.97
3 2898.52 2683.00 103.00 1976.56 746.87 564.92 6872.42
Gaussian Blur
1 2614.4 2418.00 196.00 694.09 566.18 64.30 3027.23
2 2966.32 2809.00 157.00 965.74 562.07 73.85 3099.79
3 2726.00 2726.00 156.00 713.43 560.70 61.46 3027.67
Mean Filter
i 2734.30 2606.00 128.00 1877.95 765.84 429 84 3068.32
2 2842.62 2753.00 £9.00 1676.06 75121 266.29 3069.24
3 263429 2745.00 89.00 1686.33 753.07 266.67 3050.88
Median Filter
1 2564.35 2121.00 443.00 n/a n/a n/a 9913.79
2 2885.92 2453.00 432.00 n/a n/a n/a 9987.80
3 2960.43 2520.00 440.00  n/a n/a n/a 9877.06
: Conservative Smoothing
1 2440.44 2336.00 104.00 n/a n/a n/a 1895.92
2 2481.11 2387.00 94.00 n/a n/a n/a 1899.41
c 2439.27 2354,00 85.00 n/a n/a n/a 1898.94
Texturing :
1 2881.01 2838.00 16.00 n/a n/a n/a 380.77
2 2845.16 2831.00 15.00 n/a n/a n/a 377.68
3 2862.36 2845.00 14.00 n/a n/a n/a 375.47
Texture Merge
1 3353.42 3299.00 25.00 n/a n/a n/a 2305.02
2 3323.49 3272.00 26.00 n/a n/a n/a 2312.34
3 3374.04 3327.00 26.00 n/a n/a n/a 2334.45
Texture Filter
1 3291.11 3230.00 26.00 n/a n/a n/a 2348.90
2 3380.60 3325.00 25.00 n/a n/a n/a 2422.92
3 3390.67 3325.00 24.00 n/a n/a n/a 2349.96
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m%ﬁ Direct Load& _ Compute Cuda Load time | Compute | Aforge
compute | Write time
; Grayscale
1 2440.31 2395.00 45.00 509.28 462.02 33.41 47.43
2 2487.89 2441.00 46.00 505.58 464.36 29.98 49.08
3 2410.97 2366.00 44.00 504.08 462.92 29.64 48.12
Sepia
1 2423.31 2368.00 55.00 n/a n/a n/a 179.18
2 2383.49 2340.00 43.00 n/a n/a n/a 18236
3 2314.37 2273.00 41.00 n/a n/a n/a 181.10
Hue Modifier
1 2347.49 2291.00 56.00 925.14 514.08 288.68 1865.82
2 2336.08 2283.00 53.00 675.01 506.74 50.28 1864.93
3 2381.33 2339.00 42.00 1474.41 505.81 49.25 1864.95
Rotate Channel
1 2220.51 2178.00 42.00 662.94 532.89 68.24 61.04
2 2357.15 2322.00 35.00 596.66 470.32 64.92 61.78
3 2292.32 2255.00 37.00 598.62 473.00 67.03 60.26




A5 4.18 WSpuMeunanlészning Aforge , Directcompute 182 CUDA (ms) (D)
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n?xﬁi Direct Loa.d& : Compute Cuda Load time | Compute | Aforge
compute | Write time
Invert
1 2433.65 2381.00 52.00 573.31 465.39 50.18 78.88
2 2222.51 2183.00 39.00 575.34 464.50 53.08 80.32
3 2235.61 2195.00 40.00 568.45 461.80 48.82 78.21
Color Reduction
1 2555.74 2451.00 104.00 n/a n/a n/a n/a
2 2450.38 2367.00 83.00 n/a n/a n/a n/a
3 2433.34 2348.00 §5.00 n/a n/a n/a n/a
Contrast Strecth
1 2402.49 2336.00 66.00 n/a n/a n/a 76.67
2 2281.99 2241.00 40.00 n/a n/a n/a 68.48
3 2396.08 2357.00 39.00 n/a n/a n/a 69.36
Gamma Correction
1 2615.42 2576.00 39.00 1764.98 662.81 435.34 92.32
2 2290.73 2248.00 42.00 1715.39 805.94 250.93 90.69
3 2550.15 2520.00 30.00 2229.12 668.85 256.65 90.93
Brightness Correction
1 2559.79 2513.00 46.00 578.87 465.04 55.29 105.12
2 2608.31 2575.0 33.00 568.77 465.61 48.66 103.68
3 2575.07 2543.00 32.00 576.59 459.78 48.63 104.15
Contrast Correction
1 2144.78 2043.00 101.00 635.13 503.21 72.43 107.03
2 1964.51 1931.00 33.00 627.47 501.04 68.15 102.93
3 1983.13 1950.00 33.00 630.79 502.93 69.10 104.68
Saturation Correction
1 2103.09 2027.00 76.00 945.29 531.08 281.46 2091.05
2 2357.47 2301.00 56.00 671.03 509.33 52.55 2091.05
3 2275.25 2214.00 61.00 843.89 507.84 60.85 2093.26




M3 4.18 Wsufsunmfl¥szyig Aforge , Directcompute #az CUDA (ms) (719)
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. %q 7 Direct Loa.d& _ Compute Cuda Load time | Compute | Aforge
compute | Write time
RGB Level Linear
1 2646.32 2564.00 82.00 n/a n/a n/a 105.16
2 2312.36 2269.00 43.00 n/a n/a n/a 105.06
3 2375.93 2332.00 43.00 n/a n/a n/a 104.22
YCbCr Level Linear
1 2254.71 2192.00 62.00 n/a n/a n/a 1573.53
2 2339.78 2295.00 44.00 n/a n/a n/a 1591.97
3 2294.35 2250.00 44.00 n/a n/a n/a 1594.88
HSL Level Linear
1 2499.57 2409.00 90.00 n/a n/a n/a 2121.39
2 2470.57 2409.00 61.00 n/a n/a n/a 2111.75
3 2433.59 2375.00 58.00 n/a n/a n/a 2152.67
Blur
1 2736.04 2583.00 153.00 1729.51 759.51 290.68 6680.80
2 2625.97 2491.00 134.00 1813.63 846.62 285.29 6670.41
3 2719.64 2580.00 139.00 2039.28 674.04 283.63 6670.75
Edge
1 2513.60 2405.00 108.00 1987.99 673.42 267.42 3172.45
2 2715.27 2619.00 96.00 1756.83 680.83 388.66 3179.75
3 2341.50 2250.00 91.00 1693.59 716.46 272.80 3181.47
Sharpen
1 2785.11 2660.00 125.00 1660.28 674.95 276.46 3020.56
2 2642.70 2538.00 104.00 | 1603.95 657.93 260.18 3208.31
3 2703.61 2602.00 101.00 1609.13 642.85 255.22 3021.39
Sobel
1 2457.15 2375.00 82.00 3041.14 1839.33 268.04 n/a
2 2261.83 2206.00 55.00 1698.08 654.23 269.42 n/a
3 2339.72 2286.00 53.00 1624.80 667.25 293.65 n/a




M3 4.18 1fFeumsunmiliszning Aforge , Directcompute 1182 CUDA (ms) (®)
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m'?qﬁ' Direct Loald& : Compute Cuda Load time | Compute | Aforge
compute | Write time
Motion Blur
1 2804.86 2696.00 108.00 1747.52 754.26 289.88 6710.09
2 2134.34 1936.00 198.00 1908.85 740.81 37727 6706.97
3 2693.68 2584.00 109.00 1976.56 746.87 275.43 6872.42
Gaussian Blur
1 2553.64 2404.00 149.00 613.75 494.43 61.28 3197.78
2 2773.75 2589.00 184.00 595.84 467.51 66.21 3088.85
3 3244.09 3080.00 164.00 589.48 467.51 69.03 3093.57
Mean Filter
1 2644.12 2527.00 117.00 212332 662.37 270.52 3063.58
2 2620.00 2534.00 86.00 1658.23 719.42 273.05 3145.53
3 2630.23 253700 93.00 162321 673.06 266.23 3105.98
: Median Filter
1 2413.78 1946.00 467.00 n/a n/a n/a 9150.82
2 2978.68 2528.00 450.00 n/a n/a n/a 9185.75
3 2781.28 2336.00 445,00 n/a n/a n/a 9271.33
Conservative Smoothing
1 2452.86 2355.00 97.00 n/a n/a n/a 1835.50
2 2383.03 2279.00 104.00 n/a n/a n/a 1793.62
3 2466.19 2379.00 87.00 n/a n/a n/a 1818.16
Texturing
1 2881.01 2838.00 16.00 n/a n/a n/a 397.96
2 2845.16 2831.00 15.00 n/a n/a n/a 423.14
3 2862.36 2845.00 1400 | n/a n/a n/a 400.65
Texture Merge
1 3728.92 3681.00 26.00 n/a n/a n/a 2312.64
2 2790.32 2732.00 25.00 n/a n/a n/a 2306.44
3 3353.42 3299.00 25.00 n/a n/a n/a 2307.61
Texture Filter
1 3736.18 3689.00 24.00 n/a n/a n/a 2049.62
2 2655.35 2604.00 25.00 n/a n/a n/a 2351.54
3 2815.00 2765.00 24.00 n/a n/a n/a 2351.01
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4.3.1 Directcompute 1) Aforge

4.3.1.1 Grayscale

3V 419 masasennann

4.3.1.2 Sepia

31 4.20 wamasznamn
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4.3.1.3 Rotate Channel

7Y 4.21 HOANIEH NN
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Tsunsu HLSL luaiumsyszaananiv

Tsunsa 1.1 Gray scale

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GroupIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : 8V GroupThreadID,
uint3 dispatchThreadId : SV_dispatchThreadID)

float4 sample input [dispatchThreadId.xy];
float3 target. = (sample.r+sample.g+sample.b)/3;
output [dispatchThreadId.xy] = float4d (target,sample.a);

Tusunsa 1.2 Sepia

Texture2D<floatd4> input : register(tQ);
RWTexture2D<float4> output : register (ud);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GroupIndex,
uint3 groupld : SV_GrouplID,
uint3 groupThreadld : SV_GroupThreadlD,
uint3 dispatchThreadid : SV dispatchThreadlD)
{
float4 sample = input [dispatchThreadId.xy];
float3 target;

target.r =
(sample.r*.393)+(sample.g*.769)+(sample.b*.189) 5
target.g = (sample.r*.349) + (sample.g*.686) +

(sample.b*.168) ;

target.b = (sample.r*.272) + (sample.g*.534) +
(sample.b*.131);

output [dispatchThreadld.xy] = float4 (target, sample

g

-a);
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (ul);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GroupIndex,
uint3 groupld : SV _GroupID,
uint3 groupThreadId : SV_GroupThreadlD,
uint3 dispatchThreadlId : SV_dispatchThreadlD)

float4 sample = input [dispatchThreadId.xy];
float3 hsl = 0;
Tloat u, wvi

u = -min(sample.r, min(sample.q, sample.b)) ;
vV = max(sample.r, max(sample.qg, sample.b));
hsl.z = (w/~ u) *0.5;

float C . ='v + u;

if (C ¥&/0)

{
N1y =N CRNArR Aks/(@r\ Hal /AT IN
float3 Delta = (hsl.z - sample.rgb) / C;
Delta.rgb -= Delta.brg;
Delta.rg += float2(2, 4);
ifo(sSamplesrt—r>= heyl1de)
hsl.x = Delta.b;
else if (sample.g >= hsl.z)
hsl.x = Delta.r;
else
hsl.x = Delta.g;
hsl.x = frac(hsl.x / 6);
}
h;
float hh = (fleat)h-/ 360;
hsl.x = hh;
float ic = (1 - abs(2-*.hsl.z - L hgl.v:
float3 rgb, dev;
rgb.r = abs(hsl.x * 6 3) =13
ragbh.qg = 2 = absihs]l % * 6 - )2
rgb.b = 2 - abs(hsl.x * 6 - 4);
dev = saturate(rgb);
float3 target;
target = (dev - 0.5)*ic + hsl.z;

I

output [dispatchThreadId.xy] = floatd (target, sample.
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T15unT3 1.4 Rotate Chanel

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS(uint groupIndex: SV_GroupIndex,
uint3 groupId : SV_GroupID,
uint3 groupThreadId : SV_GroupThreadID,
uint3 dispatchThreadId : SV _dispatchThreadID)
{
float4 sample = input [dispatchThreadld.xy];
float3 target;
target.r = sample.g;
target.g = sample.b;
target.b = sample.r;
output [dispatchThreadId.xy] = float4 (target, sample.a);

Nnm‘mﬁ 1.5 Imvert Color

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (ul) ;
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV GroupIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : SV _GroupThreadlD,
uint3 dispatchThreadId ' : SV _dispatchThreadID)
{
float4 sample = input [dispatchThreadId.xyl;
float3 target;

target.r = (sample.a-sample.r);
target.g = (sample.a-sample.g);
target.b = (sample.a-sample.b);

output [dispatchThreadId.xy} = float4 (target, sample.a);
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV Grouplndex,
uint3 groupId : SV _GroupID,
uint3 groupThreadld : SV_GroupThreadlID,
uint3 dispatchThreadId : SV_dispatchThreadID)

float4 sample = input[dispatchThreadId.ny;
float3 target;
float temp;

//blue

if (sample.b > 0 && sample.b <= 0.0625)

{
targetib =-073125}

}
else if (sample.b > 0.0625 &§& sample.b <= 0.125)

: target.b = 0.09375;

else if (sample.b > 0.125% && sample.b <= 0.1875)
takget b =<0{18%25¢

else if (sample.b > 0.1875 && sample.b <= 0.25)
target b = 0.218@5y

else if (sample.b > .0.25 g& sample.b <= (0.3125)
target.b = 0.28125;

else if (sample.b > 0.317%-g& sample.b <= (0.375)
earget .b = 0,34375

else if (sample.b > 0.375 &s& sample.b <= 0.4375)
target.b = 0.40625;

else if (sample.b > 0.4375 && sample.b <= 0.5)

target.b = 0.46875;




T1sunsadi 1.6 Color Reduction (Fia)
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}

else if (sample.b > 0.625 && sample.b <= 0.6825)
target.b = {.65625;

else if (sample.b > 0.6825 && sample.b <= 0.75)
target. b =0 TI1875;

else if (sample.b > 0.75&& sample.b <= 0.8125)
target.b =0 H#E8125;

else if (sample.b > 0:8125 && sample.b <= 0.875)
target/.b==0.843755

else if (sample.b > 0.875 && sample.b <= U48375)
target.b = 0.90625;

else if (sample.b > 0.9375)
target.b = 0.96875;

temp = (target.b — 'sample.b);
target.b = tatget.b + temp;

//red

if (sample.r >0 && sample.r <= 0.0625)

{ target.r = OWISL25;

else if (sample.r > 0.0625 && sample.r <= 0.125)
target.r = 0.083175;

else if (sample.r > 0.1875 && sample.r <= 0.25)
target.b = 0.21875:

else if (sample.r > 0.3125 && sample.r <= (0.375)

target.r = 0.34375;
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temp

target.r =

if (sample.

target.r =

if (sample.

target.r =

if (sample.

target.r =

if (sample.

target.r =

if (sample.

tatGetor ¥

if (sample.

target.r =
if (sample

target.r =

if (sample.

target.r =

if (sample.

target.r =

elase if (sampla.r > 0.375 s¢

0.40625;
E > D.4375
0.46875;
re> 0.5 &k
0.58125;
r > 0.5625

0.%9375;

sample.r <= 0.4375)

&& sample.r <= (0.5)

sample.r <= 0.5625)

&& sample,.r <= 0.625)

r > 0.625 && sample.r <= (0.6825)

0.65625;
Eon i e82%

0. T1 3257

&& sample.r <= 0.75)

r->0.75 && sample.r <= 0.8125)

0.78125;

8P = U, 8Ek28

0.84375;

&& sample.r <= 0.875)

r > 0.875-&& sample.tr <= 0. 92375}

0. 90625;
ro»*0:8375)

0.86875;

= (target.r - sample.r):;

target.r = target.r + temp;




11513319 1.6 Color Reduction (18)
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//green

}
{
}

target.g =

if (sample.g > 0.0625 && sample.g <= 0.125)

target.g =

if (sample.g > 0.125 && sample.g <= 0.1875)

target.g =

if (sample.g > 0.1875 && sample.g <= 0.25)

targetfig =

if (sample.g > 0.25 && sample.g <= 0.3125)

target.g =

if (sample.g > 0.3125 && sample.g <= 0.375)

target.g =

if (sample.g >:0.375 && sample.g <= 0.4375)

target.g =

if (sample.g >'0.4375 && sample.g <= 0:5)

target.qg =

if (sample.g > 0.5 && sample.qg <= 0.5625)

target.g =

target.g =

if (sample.g > 0 && sample.g <= 0.0625)

0:03125;

0.08375;

015625 ;

024875

Qs 28T2S ;

Qe3d3°15;

0.40625;

0.46875;

LieDa32 S

else if (sample.g > 0.5625 && sample.g <= 0.625)

G, 55375;
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{

}

else if (sample.g > 0.625 && sample.g <= 0.6825)

target.g = 0.65625;

else if (sample.g > 0.6825 && sample.g <= 0.75)

target.g = 0.71875;

else if (sample.g > 0.75 && sample.g <= 0.8125)

target.g = 0. 871285

else if (sample.g > 0.8125 && sample.g <= 0.875)

target.g = 0.84375;

else if (sample.g > 0.875 && sample.g <= 0.9375)

target.g = 0.90625;

else if (sample.g > 0.9375)

target.qg =.0.96875;

temp = (target.g - sample.g);
target.g = target.g + temp;

output [dispatchThreadId.xy] = float4 (target.rgb, sample.a);
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Texture2D<float4> input : register (t0);
RATexture2D<float4> output : register (u0);
[numthreads(THREADSX, THREADSY, 1)]
void DesaturateCsS (uint groupIndex: SV_Grouplndex,
uint3 groupId : SV_GroupID,
uint3 groupThreadId : SV_GroupThreadID,
uint3 dispatchThreadId : SV_dispatchThreadID)

brg;

float £ = (float)brg;

float f1 = £ / 255;

float4 sample = input[dispatchThreadId.xy};

float3 target = (float3) (sample.rgb +f1);

output [dispatchThreadId.xy] = float4 (target, sample.a);

T1sun339 1.8 Contrast

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint grouplndex: 8V Grouplndex,
uint3 groupld : SV_GrouplD,
uint3 groupThreadId : SV GroupThreadID,
uint3 dispatchThreadId : SV_dispatchThreadID)

¢o;
float cc = ((float)co#127);

float ¢ = cc * 10y

float4 sample = input[dispatchThreadId.xy];
float3 target;

target.r = ((sample.r - 0.5)*{ec)+0:5);
target.g = ((sample.g - 0.5 *{c)+D.5);
target.b = ((sample.b - D.3)*{e) 40050

output[dispatchThreadId.xy] = float4 (target, sample.a) ;
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TU5un33N 1.9 RGB Level

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GroupIndex,
uint3 groupId : SV _GroupID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadld : SV_dispatchThreadID)
{
float4 sample = input[dispatchThreadId.xy];
float kr = 0, br = 0, kg =.0, bg=.0, kb = 0, bb = 0;
float3 target;

if (mir != mas

{
kr =/ fomar =-emir) / (mar = mir);
br = omir - kr*mir;

}

if (sample.r >= mar)
target.r = omar;

else if (sample.r <= mir)
target,r =romir;

else
target.r = (kr*sample.r + Dbr);

if (mig != mag)

{
kg = (omag = omig) / (mag - mig);
bg = omig = kg*mig;

}
if (sample.g >= mag)
target.g =_omag;
else if (sample.g <= mig)
target.g = omig;
else
target.g = (kg*sample.g + bg);
if (mib != mab)
{
kb = (omab - omib) / (mab - mik).
bb = omib - kb*mib;
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Tusunsuii 1.9 RGB Level (i0)

if (sample.b >= mab)
target.b omab;

else if (sample.b <= mib)
target.b = omib;

Il

else
target.b = (kb*sample.b + bb);
output [dispatchThreadId.xy] =
float4 (target.rgb,sample.a);
}

Tsunsudi 1.10 YCbCr

Texture2D<float4> input-: register (t0);
RWTexture2D<float4> output : register (u0) ;
#define THREADSX 32
#define THREADSY 32
[numthreads(THREADSX, THREADSY, 1)]
void DesaturateCS(uint groupIndex: SV _Grouplndex,
uint3 grpupldl : SV_GroupID,
uint3 groupThreadld ; SV _GroupThreadilD,
uint3 dispatchThreadld : SV dispatchThreadID)
{
float4 sample = input{dispatchThreadId.xy];
float ky = 0, by '= 0;
float kcb =0, bch = 0;
float kar\="4l, ber = &:
float y = (sample.r*(.2989 + sample.g*0.5865 +
sample.b*0.1145);
float cb = (sample.r*(-.01687 )+ sampleig* (-0.3313) +
sample.b*0.500) ;
float cr = (sample.r*(0.500) + sample.g* (-0.4184) +
sample.b* (-0.0816)) ;
float miy = 0, may = 1;
float micb = (-0.276), macb = 0. lig3:
float micr = (-0.202), macr = 0.5;
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if (may != miy)

{

by =.{0) = ky*miy;
}
if (y >= may)

}

if (cr »= maor)

cr 3.5
else if (cxr <="micr)
er = =S
else
Cr = kor*cr Tt ey

float3 target;
target.r = y+0*cb+1.4022*cr
target.g = y - (0.3456*ch)

output [dispatchThreadId.xy]
float4 (target.rgb,sample.a);
}

-
r

ky = (1 - 0) / (may - miy);

Y=l
else if (y <= miy)
¥ =3
else
y = ky*y 45
if (macb != mich)
{
kcb =7(0.5 = (=0.5)) / (mach = micb);
bchb = (-0.5) - kcb*micb;
}
if (cb p= maghk)
cp =0 16;
else [if o (cly £=Fmich)
¢cb.= -0.,5;
else
cb.= “kcb*chb-+ "bcb;
if (macr !'=micr)
{
ker.= (0.5 = (-0.5)) / (macr - micr);
ber = (-0.5) = kcr*micr;

{cr*0.7145);

target.b = y * 1 + cb*1.7710 + cr * 0;
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GroupIndex,
uint3 grouplId : SV_GrouplID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadId : SV_dispatchThreadID)
{
float4 sample = input{dispatchThreadId.xy];
float k1l = 0, bl = D¢
float ks = 0, bs"s-0;
float3 hsl =_#@-
tloat u, vy
u = -min (sample.r, min(sample.g, sample.b));
vV = max(sample.r, max(sample.g, sample.b));
hsl.z = /(v =—u) * 0.5;
float /IC = v _+-u3
if (G f==1)
{
hsl.y = €7/ (1l —abs(2 * hel.z = 1))
float3 Delta = (hsl.z - sample.rgb) / G;
Delta.rgb -= Delta.brg;
Delta.rg += float2(2, 4);
if (sample.r >= hsl.z)
hsl.x = Delta.b;
else if (sample.g >= hsl.z)
hsl.x = Delta.r;
else
hsl.x = Delta.g;
hsl.x = frac(hsl.x / 6):
} 1f (mal !& il

kl = (omal S=githd). / (mal = mi L)
bl = omil - kl*mil:

}

if (mas != mis)

{
ks = (omas - omis) / (mas - mis) ;
bs = omis - ks * mis;
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Tusunsufl 1.11 HSL Level (f0)

if (hsl.z >= mal)
hsl.z = omal;
else 1if (hal.z <= mil)
hsl.z = omil;
else
hsl.z = k1l * hsl.z + bl;
if (hel.y >= mas)
hsl.y = omas;
else if (hsl.y <= misg)
hsl.y = omis;
else
hsl.y = _Ks#* hsl.y ¥ bs/
float ic = (1 - abs(2 * hsl.z = 1)~ hsINW
float3 rgb, dev;

rgb.r = abs(hsl,x * 6 = 3) '+ 13
rgb.g = 2 -.absthsl.x * 6 - 2);
rgb.b = 2 - abst(hsl.x * 6 = 4);

dev = saturate (rgb) ;

float3 target;

target =" (dévy s=aubhyddc)/+ Dol . 2

output [dispatchThreadld.xy] = float4 (target,sample.a) ;




Tsunsu 1.12 Saturation

133

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_GrouplIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadld : SV_dispatchThreadID)
{
float4 sample = input[dispatchThreadId.ny;
float3 hsl = 0;
Efoat u, ¥; ;
U = -min(sample.r, min (sample.g, sample.b)):;
vV = max(sample.r, max(sample.q, sample.b)) ;
hsl.z = f- u)y~*0,.5;
float C'= v + u;
if (C g+ 0)
{
hslly = C/ (/1-abs(2* hsl.z =003
hsl.y = hsl.y = 0.5;
float3 Delta = (hsl.z - sample.rgb) / C;
Delta.rgb -= Delta.brg;
Delta.rg += float2 (2, 4):;
if (sample.r >= hsl.z)
hsl.x = Delta.b;
else if (sample.g >= hsl.z)
hsl.x = Delta.r;
else
hsl.x = Delta.g;
hsl.x =cfracthsl.x 7 6):
}

S;

float ss = (fleat)s;

hsl.y = hsl.y+ss;

float ic = (l-abs (2* NETTEw=l)yy=* hsl.y:

float3 rgb,dev;

rgbh.r abs(hsl.x * 6 - 3) - 1;
rgb.g 2 - abs(hsl.x * 6 - 2);
rgb.b = 2 - abs(thsl.x * 6 - 4) ;
dev = saturate (rgb);

float3 target;

target = (dev - 0.5)*ic +hsl.z;

I

output [dispatchThreadId.xy] = float4 (target, sample.a);
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0) ;
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS (uint groupIndex: SV_Grouplndex,
uint3 groupld : SV_GrouplID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadId : SV_dispatchThreadlD)

float4 sample = input[dispatchThreadId.xy];
float3 target;

target.r = ((sample.r - 0.5) * 1.5) + G, %
target.g = ((sample.g - 0.5) * 1.5) + 050
target.b = ((sample.b - (0.5) * 1.5) + g5}

output[dispatchThreadId.xy] = float4(target, sample.a) ;

r

Tsun33f 1.15 Gamma

Texture2D<float4> input : register (t0):
RWTexture2D<float4> output : register (ul);
[numthreads (THREADSX, THREADSY, 1)]
void DesaturateCS(uint grouplndex: SV _GroupIndex,
uint3 groupld : SV_GrouplID,
uint3 groupThreadId : SV_GroupThreadlD,
uint3 dispatchThreadId : SV_dispatchThreadlD)
{
g
float gg = (float)g;
float4 sample = input[dispatchThreadId.xy};
float3 target = (float3) pow (sample.rgb, (1/g99));
output [dispatchThreadId.xy] = float4(target, sample.

a);
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);

#define FILTERTAP 9

#define FILTERRADIUS ((FILTERTAP-1) /2)

#define GROUPSIZE (THREADSX * THREADSY)

groupshared float4 FilterGroupMemX [GROUPSIZE + (THREADSY
*FILTERRADIUS * 2)];

008 0.2, 0, 8.2, 0 )
[numthreads (THREADSX, THREADSY e )]
void BlurFilterHorizontalCS (uint groupIndex: SV GrouplIndex,
uint3 groupld : SV GrouplID,
uint3 groupThreadld : SV._GroupThreadlD,
uint3 dispatchThreadId : SV _dispatchThreadID)
{
uint offsetGroupIlndex = grouplndex +. (groupThreadId.y
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex] =
input[min(dispatchThreadId.xy, input .Length.xy - 1)];
if (groupThreadld.x < FILTERRADIUS)
{
int x = dispatchThreadld.x - FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex = FILTERRADIUS]
input [int2 (max (x, 0), dispatchThreadId.y)];
}
if (groupThreadId.x >= THREADSX - FILTERRADIUS)
{
int x = 'dispatchThreadId.x + FILTERRADIUS;
FilterGroupMemX [offsetGroupIndex + FILTERRADIUS]
input [int2 (min (X, input.Length.x - 1) ,dispatchThreadId.y)];
1
GroupMemoryBarrierWithGroupSync () ;
float4 result = float4.(0, 0, 0, -0yt
int centerPixel = offsetGrouplndex;
[unroll]
ter (dnt 4

{

-FILTERRADIUS; i <= FILTERRADIUS; 55 o

int j = centerPixel + i;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX([j];

gtatic const float BlurKernel [FILTERTAP] = { 0, 2y 0y 0.2;
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GroupMemoryBarrierWithGroupSync () ;
float4 result = floatd (0, 0, B, 0);
int centerPixel = offsetGroupIndex;

[unroll]
for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++i)
{

int j = centerPixel + i;

result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX[j];

}
output [dispatchThreadId.xy] = result;
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Texture2D<float4> input : register(t0);
RWTexture2D<float4> output : register (u0) ;
#define FILTERTAP 9
#define FILTERRADIUS ((FILTERTAP-1)/2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemY [GROUPSIZE + (THREADSX
*FILTERRADIUS * 2)];
staltic const float BlurKernel [FILTERTAP] = {
a2, 0,0.2,0.2,0,2,0,0,2,0};
[numthreads (THREADSX, THREADSY, 1) ]
void BlurFilterVerticalCS(uint groupIndex: SV _Grouplndex,
uint3 groupld : SV GroupID,
uint3 groupThreadId : SV_GroupThreadID,
uint3 dispatchThreadId : SV _dispatchThreadID)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.x * 2
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemY [offsetGroupIndex] =
input[min(dispatchThreadId.xy, input.Length.xy - 1)];
if (groupThreadId.y < FILTERRADIUS)
{
inb g & dispatchThreadld.y - FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex = FILTERRADIUS] =
input [int2 (max (y, 0), dispatchThreadId.x)];
}

if (groupThreadld.y >= THREADSY — FILTERRADIUS)
{
int y =.dispatchThreadId.y + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex +oFIETERRADIUS] =
input [int2 (min(y, input.Length.y - 1), dispatchThreadId.x)];
}
GroupMemoryBarrierWithGroupSync();
float4 result = float 4 T0r=@y=0s=7) ;
int centerPixel = offsetGrouplIndex;
[unroll]
for  tants i

{

~FILTERRADIUS; i <= FILTERRADIUS; +F1)

Tt centerPixel + ij;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemY[7];
}
output[dispatchThreadId.xy] = result;




Tusunsui 1.18 Edge Horizontal

138

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (ul);
#define FILTERTAP 3
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemX [GROUPSIZE + (THREADSY
*FILTERRADIUS * 2)];
static const float BlurKernel [FILTERTAP] = { 1;-1:99999.1 1;
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterHorizontal€S(uint grouplndex: SV_Grouplndex,
uint3 groupId : SV_GrouplD,
uint3 groupThreadld : SV GroupThreadlID,
uint3 dispatchThreadld SV_dispatchThreadlD)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.y *
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemx[offsetGroupIndex] =
input{min(dispatchThreadId.xy, input.Length.xy - 1)];
if (groupThreadId.x < FILTERRADIUS)
{
int x = dispatchThreadId.x -~ FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex — FILTERRADIUS]
input [int2 (max (%,  0), dispatchThreadId.y)];
}
if (groupThreadld.x >= THREADSX - FILTERRADIUS)
{

int % = dispatchThreadId.x + FILTERRADIUS;
FilterGroupMemx[offsetGroupIndex + FILTERRADIUS]
input[int2 (min (x, input.Length.x = 1), dispatchThreadId.y)];
}
GroupMemoryBarrierWithGroupSync () ;
float4 result = floatd4(0;1 041 0;°0);
int centerPixel = offsetGroupIndex;

[unroll]
for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++1i)
{

int j = centerPixel + i;

result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX[j];
}
output [dispatchThreadId.xy] = result;
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Texture2D<float4> input : register (t0);
RWTexture2D<float4d> output : register (u0);
#define FILTERTAP 3

#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemY [GROUPSIZE + (THREADSX
*FILTERRADIUS * 2)];
static const Tloat BlurKernel [FILTERTAP] = { 0,-1.99999,0 };
[numthreads (THREADSX, THREADSY peeiko)ed
void BlurFilterVerticalCS (uint groupIndex: SV GrouplIndex,
uint3 groupId : SV" GroupID,
uint3 groupThreadId : SV_GroupThreadlD;
uint3 dispatchThreadid : SV_dispatchThreadlD)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.x * 2
*
FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex] =
input[min(dispatchThreadId.xy, input.Length.xy -
1)1:
if (groupThreadld.y < FILTERRADIUS)
{
intly = dispatchThreadId.y - FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex ~~FEILTERRADIUS]
input{int2 (max(y, 0), dispatchThreadId.x)];

}
if (groupThreadld.y >= THREADSY - FILTERRADIUS)
{
int WS dispatchThreadId.y + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex + FILTERRADIUS]
input[int2 (min(y, input.Length.y - 1),
dispatchThreadId.x)];

I

}
GroupMemoryBarrierWithGroupSync();
float4 result = float4 (0, Dy 0, DY

int centerPixel = offsetGroupIndex;
[unroll]
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for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++i)
{
int j = centerPixel + i;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemY (7] ;

}

output [dispatchThreadId.xy] = result;

Tulsun3uit 1.20 Sharpen Horizontal

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (uQ):
#define FILTERTAP 3
#define FILTERRADIUS ((FILTERTAP-1)/2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemX [GROUPSIZE + (THREADSY
*FILTERRADIUS * 2)1]:
static congtX186at BlurKernel [FILTERTAP] = { Fd e <2 ;
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterHorizontalCS (uint grouplndex: SV_GroupIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : SV _GroupThreadlD,
uint3 dispatchThreadld : SV dispatchThreadID)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.y
* FILTERRADIUS) '+ FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex] =
input[min(dispatchThreadId.xy, input.Length.xy - 1)];
if (groupThreadld.x < FILTERRADIUS)
{
int x = dispatchThreadId.x - FILTERRADIUS;
FilterGroupMemX [offsetGroupIndex - FILTERRADIUS]
input [int2 (max (x, 0) dispatchThreadId.y)];
}
if (groupThreadId.x >= THREADSX - FILTERRADIUS)

{
int x = dispatchThreadId.x + FILTERRADIUS;

woZ
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{

int x = dispatchThreadId.x + FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex + FILTERRADIUS] =
input[int2 (min (x, input.Length.x - 1), dispatchThreadlId.y)];
}
GroupMemoryBarrierWithGroupSync () ;
float4 result = float4(0, 0, 0, 0);
int centerPixel = offsetGroupIndex;

[unroll]
for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++1i)
{

int j = centerPixel + i;

result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX(j];
}
output [dispatchThreadId.xy]

result;
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Texture2D<float4> input : register(t0);
RWTexture2D<float4> output : register (u0);
#define FILTERTAP 3
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemY [GROUPSIZE + (THREADSX
*FILTERRADIUS * 2)1];
static const float BlurKernel [FILTERTAP] = { -1, 5, -1 };
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterVerticalCS(uint grouplndex: SV _GroupIndex,
uint3 groupld : SV_GrouplD,
uint3 groupThreadId : SV. GroupThreadlD,
uint3 dispatchThreadId : SV. dispatchThreadID)
{
uint offsetGrouplndex = groupIndex + (groupThreadId. x
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex] =
input [min (dispatchThreadId, xy, input.Length.xy. - 1)];
if (groupThreadId.y < FILTERRADIUS)
{
int .y = dispatchThreadId.y - FILTERRADIUS;
FilterGroupMemY [offsetGroupIndex - FILTERRADIUS]
input [int2 (max(y, 0), dispatchThreadid. %x)Y;
}
if (groupThreadld.y >= THREADSY - FILTERRADIUS)
{
int y.= dispatchThreadld.y + FILTERRADIUS;
FilterGroupMemY [offsetGrouplndex + FILTERRADIUS]

}
GroupMemoryBarrierWithGroupSync () ;
float4 result = float4d (0, 0, 0= ye

int centerPixel = offsetGroupIndex;
funroll]
for-(ink- i

{

-FILTERRADIUS; i <= FILTERRADIUS; <y

int j = centerPixel + i;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemY [j];
}
output [dispatchThreadId.xy] = result;

input [int2 (min(y, input: Length?, y»="135 dispatchThreadId.x)];

* 2

Ii
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0.

0.

Texture2D<float4> input : register (t0);
RWTexture2D<float4> output
[numthreads (THREADSX, THREADSY, 1)]
void SobelCS (uint grouplIndex: SV_GroupIndex,

uint3 groupld : SV _GrouplID,

uint3 groupThreadlId
uint3 dispatchThreadId

float3

S el

float3

syl .rab;

float3

s - rab;

Eloalrs

501 . rab;

float3
Q¥ 1. roh:

float3
0} .xagb;

float3

#1051 . rgly;

float3

+1.0) ] .rgbg

floatd

+1.0)] .xgb;

float3
float3
float3

v0

vl

v2

v3

v4

v5

V6

v7

v8

gx
oY

register (u0) ;

SV_GroupThreadlD,
SV_DispatchThreadID)

input [dispatchThreadId.xy + float2(-1.0, -

input[dispatchThreadId.

input [dispatchThreadld.

input [dispatchThreadId.

input [dispatchThreadId.

input [dispatechThreadid.

input [dispatchThreadId.
input [dispatchThreadld.
input [dispatchThreadId.

(VO &2 .0 0 ) - v2)54
(v2 + (2 * vd) + v8) -

target = sqgrt (gx*gx + gy*gy)
output [dispatchThreadId.xy] = float4 (target, 1);

xy +.float2(0.0, -

Xy

Xy

Xy

Xy

3y

Xy

+

+

+

+

fleat2 (+1.0, -
float2(-1.0,
fleoat2 (0.0,
float24+1.0,
float2 (-1.0,

fioat2 (0.0,

Xyt [ Eloat24(+1.0,

(v -+
(0 _+

.
r

(2 &Iy + v8);
(2-* w3) + v5);
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
#define FILTERTAP 9
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemX [GROUPSIZE + (THREADSY
*FILTERRADIUS * 2)];
gtatic const float BlurKernel [FILTERTAP] = 0.08167442,
0.1016454, 0.1188356, 0.1305153, 0.1346584, 0.1305153,
0.1188356, 0.1016454, 0.08167442 };
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterHorizontalCS (uint groupIndex: SV GroupIndex,
uint3 groupld : SV_GrouplD,
uint3 groupThreadId SV._GroupThreadlD,
uint3 dispatchThreadId : SV_dispatchThreadID)
{
uint offsetGroupIndex = groupIndex + (groupThreadId.y *
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex} -
input[min(dispatchThreadId.xy, input.Length.xy - 1)71;
if (groupThreadId.x < FILTERRADIUS)
{
int x = dispatchThreadId.x =~ FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex ~ | EILTERRADIUS] =
input [int2 (max (x, 0), dispatchThreadld.y)];
}
if (groupThreadId.x >= THREADSX - FILTERRADIUS)
{
int x = dispatchThreadld.x + FILTERRADIUS;
FilterGroupMemX[offsetGroupIndex + FILTERRADIUS]
input [int2 (min (x, input.length.x - 1), dispatchThreadId.y)];
}
GroupMemoryBarrierWithGroupSync ();
float4 result = float4(0y O Qe @Y™
int centerPixel = offsetGroupIndex;
[unroll)
Eor ~tintyd
{

I

~FILTERRADIUS; i <= FILTERRADIUS; bty

int j = centerPixel + i;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX[7j];
}
output [dispatchThreadId.xy] = result;
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (uQ);
#define FILTERTAP 9
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemY [GROUPSIZE + (THREADSX
*FILTERRADIUS * 2)];
static const float BlurKernel [FILTERTAP] = { 0.08167442,
0.1016454, 0.1188356, 0.1305153, 0.1346584, 0.1305153,
0.1188356, 0.1016454, 0.08167442 };
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterVerticalCSs (uint groupIndex: SV GroupIndex,
uint3 groupId : SV_GrouplD,
uint3 groupThreadId : SV. GroupThreadlD,
uint3 dispatchThreadId : SV_dispatchThreadID)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.x *
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex] =
input [min (dispatchThreadId.xy, input.Length.xy - 1)71;
if (groupThreadld.y < FILTERRADIUS)
{
int y = dispatchThreadld.y - FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex — FILTERRADIUS]
input [int2 (max (y, 0), dispatchThreadId.x)];
}
if (groupThreadId.y >= THREADSY - FILTERRADIUS)
{

int y = dispatchThreadid.y + FILTERRADIUS;
FilterGroupMemY [offsetGroupIndex + FILTERRADIUS] =
input [int2 (min(y, input.Length.y - 1), dispatchThreadId.x)];
}
GroupMemoryBarrierWithGroupSync();
floatd4 result = float 4 (O r=0ypudy=0T";
int centerPixel = offsetGrouplIndex;

[unroll]
for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++1i)
{

int j = centerPixel + i;

result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemY[7j];

}
output [dispatchThreadId.xy] = result;
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Texture2D<float4> input : register (t0);
RWTexture2D<float4> output : register (u0);
#define FILTERTAP 3
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemX [GROUPSIZE + (THREADSY
*FILTERRADIUS * 2)];
static const float BlurKernel [FILTERTAP] = FL0%, 002704 )3
[numthreads (THREADSX, THREADSY, 1)]
void BlurFilterHorizontalCS(uint groupIndex: SV_GroupIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : SV GroupThreadlID,
uint3 dispatchThreadId : SV dispatchThreadID)

{

uint offsetGroupIndex = groupIndex + (groupThreadId.y * 2
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemX [offsetGroupIndex] =
input[min(dispatchThreadId.xy, input.Length.xy - 1)1;:
if (groupThreadId.x < FILTERRADIUS)
{
int x = dispatchThreadId.x - FILTERRADIUS;
FilterGroupMemX{offsetGroupIndex - FILTERRADIUS] =
input [int2 (max (x, 0), dispatchThreadId.y)];
}
if (groupThreadId.x >= THREADSX - FILTERRADIUS)
{
int x = dispatchThreadId.x + FILTERRADIUS;
FilterGroupMemX [offsetGroupIndex + FILTERRADIUS]
=input (int2 (min (x, input.Length.x = 1), dispatchThreadId.y)];
}
GroupMemoryBarrierWithGroupSync() ;
float4 result = float40, 0, 0, ey
int centerPixel = offsetGroupIndex;
[unroll]
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for (int i = -FILTERRADIUS; i <= FILTERRADIUS; ++i)
{
int j = centerPixel + i;
result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemX[j];
}
output [dispatchThreadId.xy] = result:

Tusunsaii 1.26 Mean Vertical

Texture2D<float4> dnput : register (t0):
RWTexture2D<float4> output : register (ul) ;
#define FILTERTAP 3
#define FILTERRADIUS ((FILTERTAP-1) /2)
#define GROUPSIZE (THREADSX * THREADSY)
groupshared float4 FilterGroupMemY [GROUPSIZE + (THREADSX
*FILTERRADIUS * 2)1];
static consf laoak BlurKernel [FILTERTAP] = { .8\ 25084 );
[numthreads (THREADSX, THREADSY, '1)]
void BlurFilterVerticalCS (uint grouplndex: SV _GroupIndex,
uint3 groupld : SV _GrouplD,
uint3 groupThreadld : SV_GroupThreadID,
uint3 dispatchThreadId : SV dispatchThreadID)
{
uint offsetGroupIndex = grouplndex + (groupThreadId.x * 2
* FILTERRADIUS) + FILTERRADIUS;
FilterGroupMemY [of fsetGroupIndex] =
input[min(dispatchThreadId.xy, input.Length.xy - 1)];
if (groupThreadid.y < FILTERRADIUS)
{
int y = dispatehThreadld.y — FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex - FILTERRADIUS] =
input[int2 (max (y, 0), dispatchThreadlId.x)];
}
if (groupThreadId.y >= THREADSY - FILTERRADIUS)
{
int y = dispatchThreadld.y + FILTERRADIUS;
FilterGroupMemY[offsetGroupIndex + FILTERRADIUS] =
input [int2 (min (y, input.Length.y - 1), dispatchThreadId.x)];
}
GroupMemoryBarrierWithGroupSync();
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float4 result = floatd4 (0, 0, 0, 0);
int centerPixel = offsetGroupIndex;
[unroll]
for {(int 1

{

~FILTERRADIUS; i <= FILTERRADIUS; ++i)

int j = centerPixel + i;

result += BlurKernel[i + FILTERRADIUS] *
FilterGroupMemY [j];

}
output [dispatchThreadId.xy] = result;
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Texture2D<float4> input : register (t0);

RWTexture2D<float4> output : register (u0);

[numthreads (THREADSX, THREADSY, 1)]

void Median3x3TapSinglePassCS (uint grouplIndex: SV_GroupIndex,
uint3 groupId : SV _GrouplID,
uint3 groupThreadlId : SV_GroupThreadlID,
uint3 dispatchThreadlId : SV_DispatchThreadID)

float3 v[9];
float3 temp;

v[0] = input [dispatchThreadId.xy + float2(-1.0, -
1.0)1.xgb;

vil] = input[dispatchThreadId.xy + float2 N0, -
1.0)] .xrgb;

v[i2] = input[dispatchThreadId.xy + float2(+1.0, -
220 ) .xgb;

v([(3] = input [dispatchThreadld. xy + float2v=1.0,
0.0)].rgb;

v(i4] = input[dispatchThreadId.xy + float2 (0.0, 0.0)].rgb;

v[5] = input [dispatchThreadld.xy + float2(+1.0,
0.0)].rgb;

v[6] = input[dispatchThreadld.xy + fioat2(=1.0,
+1.0)] .xgby

v([7] = input [dispatchThreadId.xy + flgak 2. Q,
+1.Q}) ] .xgb)

v[8] = input [dispatchThreadId.xy + float2 (+1.0,
»1:0)].xagb;

int count, 'n“=.9, m;

for (count =03 count < n - 1; ++count)
for (m = 0y 'm < n =~ countz="1% ++m) {
if (vimlwr > v[m + 11 plef
temp.r = vim].xr;
vim].r = vim + 1].r;
vim + 1].r = temp.r;
}
}
for (count = 0p count < n < 1; ++count)
for (m = 0; m < n - count - 1; ++m) {
if (viml.g > vim + 1].g) {
temp.g = v[m].g;
vim].g = v[m + Llaas:
vim + 1].g = temp.g;
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}

}

for (count = 0; count < n - 13 +tcount)
for (m = 0; m < n - count - 1; ++m) {
if (vim]l.b > v[m + 1] .b){
temp.b = v[m].b;
vim].b = vim + 1].b;
vim + 1].b = temp.b;

}

output [dispatchThreadid.xy] = floatd (v[4].xgb, 1);
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+2

+2-,

+£2 5

+2.

+2.

+1-,

1

Hin

float3
3 e
float3
float3
float3

vi0] =
Ol .zgb;
wil] =

«03 egb;

v[2] =
0)].rgb;
v[3] =
0)].rgb;
vid] &
0)].rgb;
v[5] =

£.0) ). rgb;

vig] =
0)].rgb;
LR B T
@}l . rgb;
v[(8] =
0)].rgb;
v([9] =

+1.0)] .rgb;

v([10]

L 6 [ o e )

v[1ll]

0.0)].xgb;

v([l2]

0.0)].rgb;

vii3]

0.0)].rgb;

v[1l4]

O 0N s raty

Texture2D<float4> input
RWTexture2D<float4> output
[numthreads (THREADSX, THREADSY, 1)]

void SinglePassCS (uint groupIndex: SV_GroupIndex,
uint3 groupId
uint3 groupThreadId
uint3 dispatchThreadId

SV_GroupID,

vi25];

min;
max;
temp;

input [dispatchThreadId.
input [dispatchThreadld.
input [dispatchThreadId.
input[dispatchThreadId.

input[dispatchThreadId.

input[dispatchThreadId

input [dispatchThreadlId.
input [dispatchThreadid.
input [dispatehThreadId.

input [dispatchThreadId.

Y

Xy

Xy

Xy

2y

Xy

Xy

xy

Xy

register (t0);
register (ul) ;

+

+

SV_GroupThreadlID,
SV_DispatchThreadlID)

Floay? (-2.00
TiedtZ(~1,0,
float2 (0.0,

float2(+1.0,
float2(+2.0,
float2(-2.0,
£lpat? (-109,
float2 (0.0,

£¥aatgd4L.0,

X¥eab=Tlat2 (+2.0,

input[dispatchThreadId.xy + float2(-2.0,

input [dispatchThreadId.
input [dispatchThreadId.
input [dispatchThreadId.

input [dispatchThreadId.

£y

Xy

Xy

Xy

+

+

+

float2 (=-1.0,
float2 (0.0,
float2(+1.0,

float2 (+2.0,
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v[1l5] = input [dispatchThreadId.xy +
v[1l6] = input[dispatchThreadId.
1:0) 1. xgb;
v[17] = input[dispatchThreadId.
1.0)].rgb;
v[18] = input[dispatchThreadId.
1.0)1.xab;
v([19] = input([dispatchThreadId.
1203l crgb;
v[20] = input([dispatchThreadId.
2:0) 1) .xgb;
v[21] = input [dispatchThreadId;
2.0)].ragb;
v[22] = input|[dispatchThreadId.
2.0)].xgb;
v[23] = input{dispatchThreadId.
2005 . xgb;
v([24] = input[dispatchThreadId.
2:0)] .xgb;
min.n F R[0P283
min.g = v[0].r;
min.b = v[0}.qg;
max.r = v[0].qg;
max.g = v[0].b:
max.b =v[0].b;
temp.r AVG[®E2Nr;
temp.g = YN 25a.
temp.b = v[12] .b:
//red
for (1 = 0; i < 2% I4t) {
p 16 RN S R
if Amins e > wli]l.eid
min.r = v[i].r;
}
}
}
for {4 w0 i € 24y 144){
BEld =000
if (max.r < vii].2) 1
max.r = v[i].r;
}

float2 (-2.0,

Xy

Ly

Xy

Xy

> 44

Ry

Xy

Xy

Xy

+

+

=130
float2 (=1.0,

LloatZ(D.0, -
float2(+1.0,
float2(+2.0,
float2(-2.0,
float2y(-1.0,
float2 (0.0, -
float2(+1.0,

float2 (+2.0,

] .xgb;

1




Tdsunsun 1.28 Conservative (Fia)

153

if (wi12).x > max .z}
v([(1l2].r = max.r;

}

glse 1€ (vll2).r < min.e)d
vl 2] = min. ¥

}
//green
for (1= 0pF L. €.24; 1i+¥){

1€ {1 =320
if (mipeQ-»"v[i].qg){
min.g = w(il.g;
}
}
}
for (i #0; d—<"24; 34N
1 K1 = 190
Tt Qnéwh ~ Vil /g
max.qg = vi{i).g;

}

}

if (vii2¥ig > max.qg) {
v[l2).g ='max.qg;
}

else if (v[I2).g < min.g){
v[12).g = min:g;
}
for (i = 0; AR ZY;Sit+) |
if (i '= &)™
if (max.g.< w{i].qg){
max.g = Viidge
}

}

if (v[12].g9 > max.qg) {
v[12].g = max.g;
}
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else if (v[12].g < min.qg){
v[l2].g = min.g;
}

if (v[12].b > max.b) {
v[1l2] .b = max.b;
}

else Iif (vi12].b < min.b){
vildiz2l b="min . b
}
output[dispatchThreadId.xy] ¥/ floatd (v[i2h.rgb, 1);

Tsunsum 1.29 Texturer

Texture2D<floatd> input : register(t0):
Texture2D<float4> inputl: register(tl):
RWTexture2D<float4> output : register (u0) ;
[numthreads (THREADSX, THREADSY, 1)]
void TextureCS (uint groupIndex: SV GroupIndex,
uint3 groupld : SV_GrouplD,
uint3 groupThreadId : SV _GroupThreadID,
uint3 dispatchThreadld : SV_dispatchThreadlID)

P

£;

float4 pp = p;

floatd ff = P

float4 sample = input{dispatchThreadId.xy];
float4 samplel = inputl[dispatchThreadId.xy];
float3 target = ((sample*pp)+(sample*ff*samplel));

output[dispatchThreadId.xy] = float4 (target, sample.

aj):
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Texture2D<float4> input : register (t0) ;
Texture2D<float4> inputl: register(tl);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void TextureCS (uint groupIndex: SV_GroupIndex,
uint3 groupld : SV _GroupID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadlId : SV_dispatchThreadID)

float4 sample = input[dispatchThreadId.xy];
float4 samplel = inputl [dispatchThreadId.xy] ;
float3 hsl = Qg

float u, v;

U = -min (sample.r, min(sample.g, sample.b));
vV = max(sample.r, max(sample.q, sample.b) ) ;
hsl.z = /(% —w) *0.5;

float O F v + ug

1f (C J# ¥

{
hsl.y =/Ci/+1l = abs (2. * hsl =z - ‘o i

Delta.rgb -= Delta.brg;
Delta.rg += float2(2, 4);
if (sample.r >= hsl.z)
hsl.®x = Delta.b;
else if (sample.g >= hsl.z)
hsl.x = Delta.r;
else
hsl.x = Delta.g;
hsl.x =\frac(hsl.x"/ \8)s
}

h;

float hh = (float)h./360;

hsl.x = hh;

float ic = (1 - abs(2 * hsl.z - )y % ‘heliv:

float3 rgb, dev;
rgb.r = abs(hsl.x * 6 - 3) - 1;

rgb.g = 2 - abs(hsl.x * 6 - 2);
rgb.b = 2 ~ abs(hsl.x * 6 -~ 4};
dev = saturate (rgb);

float3 Delta = (hsl.z =~ sample.rgb) / C;
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Tsunsaii 1.29 Textured Merge (A0)

float3 targetl;
targetl = (dev - 0.5)*ic + hsl.z;
float3 hsll = 0;
float ul; vi;
ul = -min(sample.r, min (sample.g, sample.b));
vl = max (sample.r, max (sample.g, sample.b));
hsll.z = (vl - ul) * 0.5;
float Cl = v1 + ul;
if (€1 1= @)
{
hsll.y = ClL# 4~ abs(2 * hsMnwnive 1)¥):
float3 Deltal = (hsll.z + sample.rgb). / C1;
Deltal.rgb -= Deltal.brg;
Deltal .rg += float2 (2, 4):
if (sample.r >= hsll.z)
hsll<x = Deltal.b;
else if (sample.g >= hsll.z)
hsll.%x= Deltal.r;
else
hsll.x = Deltal.g;
hsll.x SEAOaS LY J K 00

}

8

float hhl = (float)hl / 360:

hsll.x® = hhls

float icl = (1 = abs(2 * hsli.z = 1) Qhslil. gl
float3 rgbl; devl;

rgbl.r = abs(hsll.x * 6 = 3) = 1;
rgbl.g = 2 Gbs (hs¥h.x ' *6- i
rgbl.b = 2 -.abs(hsll.x * 6 = 4);
devl = saturate (rgbl) ;

float3 target2;

target2 = (devl - 0.5)*icl + hs] 1 .=

float3 target = (samplel*target2)+(targetl)*(1.0—target2);
output [dispatchThreadId.xy] = float4 (target, sample.a);
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Ti.hunmﬁ 1.30 Textured Filter

Texture2D<float4> input : register (t0);
Texture2D<float4> inputl: register(tl);
RWTexture2D<float4> output : register (u0);
[numthreads (THREADSX, THREADSY, 1)]
void TextureCS (uint groupIndex: SV_GroupIndex,
uint3 groupld : SV_GroupID,
uint3 groupThreadId : SV_GroupThreadlID,
uint3 dispatchThreadld : SV_dispatchThreadID) {
float4 sample = input[dispatchThreadId.xy];
float4 samplel = inputl[dispatchThreadId.xy];
float3 hsl =-0;
float u,; o
u = -min (sample.r, min(sample.qg, sample.b));
V = max (sample.r, max (sample.qg, sample.b));
hsl.z = Wof- ul % U.9;
float C /='v +u;
if (C Y50){
hel.¥ = € _Fl = \abs (265 hal, 73 FPils
float3 Delta = (hsl.z ~ sample.rgb) / C;
Delta.rgb -= Delta.brg;
Delta.rg += float2 (2, 4);
if (sample.r >= hsl.z)
hsl.x = Delta.b;
else if (sample.g >= heY o7y
hsl.x = Delta.r;
else
hsl.x = Delta.g;
hsl.x = frac(hsl.x / 6);Vh;
float hh = (float)h / 360;
hsl.x = hh;
float ic = (1 . —-.abs{2 * hsl.z - 1)) ~* \tsleys
float? rgb, dev®
rgb.r = abs(hsl.x *.6 R
¥rgb.g = 2 - abs(hsl.x ¥ By
rgb.b = 2 - abs(hsl.x * 6 - 4);
dev = saturate (rgb);
float3 targetl;
targetl = (dev - 0.5)*ic + hsl.z;
float3 target = ((0.01* (sample*samplel)) + (targetl* (1 -
samplel)) + 0 + targetl);
output [dispatchThreadId.xy] = float4 (target, sample.a);

}






