
Japan Advanced Institute of Science and Technology

JAIST Repository
https://dspace.jaist.ac.jp/

Title
グラフィックスハードウェアを活用した画像処理手法

の開発支援システムの提案

Author(s) 高橋, 誠史

Citation

Issue Date 2005-09

Type Thesis or Dissertation

Text version author

URL http://hdl.handle.net/10119/588

Rights

Description Supervisor:宮田　一乘, 知識科学研究科, 修士



350203

2005 8

Copyright  2005 by Masafumi Takahashi



 i

GPU

2 GPU         
 GPU

1  6 
2   11 
3  12 

 13 
 ViewFrame 3
 LuminaStudio  16 
 RoboGamer  21 

3         
GPU 24

27
1 27
2 GPU 27
3 29

        



 ii

31
33
34

1 34
35

3 36

        
 37 
 38 

         
          

       



 iii

 8 

9

 10 

 12

 12

 13 

ViewFrame  15

ViewFrame  15 

GPU  16 

LuminaStudio 19 

LuminaStudio 20

RoboGamer  22 

RoboGamer  23 

23

24

GPU 25

25 

26

  27 

29
3   30 

 GPU PC  31 

33
 35 



 1

1.1



 2

1.1



 3

1.2 GPU

1.3



 4

1.4



 5



 6

GPU

GPU
GPU

2.1 GPU
GPU 3

GPU 3DCG

2.1.1
GPU 2 1 4

4

1 GPU

GPU 3

GPU GPU



 7

GPU

2 2.1 2.3
2.1 8

(a) (c) (b)

2.2
2.2 (a)

(d)
(e) (b) (c)

2.3
2.3 (a) (d)

(b) (e)
(c)



 8

2.1
(a) (b) (c)



 9

2.2
(a)  (b) (d) (c) (e)

 (d) 4  (e) 8



 10

2.3
(a)  (b)  (c) 

 (d)  (e) 



 11

2.1.2

2.1
(As, Rs, Gs, Bs) = (Ap1 + A p2, R p1+R p2, G p1 + G p2, B p1 + B p2)
(As, Rs, Gs, Bs) = (Ap1 A p2, R p1 R p2, G p1 G p2, B p1 B p2)
(As, Rs, Gs, Bs) = (Ap1 A p2, R p1 R p2, G p1 G p2, B p1 B p2)
(As, Rs, Gs, Bs) = (Ap1 A p2, R p1 R p2, G p1 G p2, B p1 B p2)

 (2.1)  

A R G B
(As, Rs, Gs, Bs)

1 A p1 ,R p1 ,G p1 ,B p1),
Ap2 ,R p2 ,G p2 ,B p2)

GPU GPU

2.4 2.5 2.4

2 2.5



 12

2.4

2.5

2.1.3
GPU

[5]

2.6
2.6



 13

2.6

2.2

60 /

CPU

GPU ViewFrame[6]
LuminaStudio[7] RoboGamer[8] 3

2.2.1 ViewFrame 
ViewFrame

ViewFrame 2.7 IEEE1394



 14

DV 1 PC
DV

ViewFrame
2.8

RGB CIE L*a*b CIE L*a*b

CPU
CPU

CIE L*a*b HSV

CIE L*a*b
2 2

2.9
ViewFrame GPU CPU

1
Pentium 4 3.0GHz(HT ) RAM 1GB RADEON

9800 XT 256MB Windows PC . GPU
148 CPU 38 4



 15

2.7 ViewFrame

2.8 ViewFrame



 16

2.9 GPU



 17

2.2.2 LuminaStudio 
LuminaStudio

CG
CG

LuminaStudio
2.10

2.10 2.10
BLUE SCREEN

LuminaStudio

LuminaStudio RGB
YCbCr

YCbCr Y Cb
Cr 2.2



 18
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