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58379 ¥
A7 1

A7 g4 AYE Y3 4y S 328 E HE AFH(floating point)e] #laxe] dAow AgdE

Aoz s} o] el ZHUWH A (FBO: Framebuffer Object)E Edl 7] ¥4 e A% v AAHH &
2EEFS A7 J8 Gl dis st o AaE g2A dolEEA EY5te IS TS 5Ho= )
g G A Wy

A1l koA, Z71 FBOE S8l A7 ¥ Gl die dudss Fdsk= 7/\% 7']ET}‘:](COHV01U1:IOH) 7]
wkel o]zt ¢lo] &3l W (Discrete Wavelet Transform: DWT)el™, 7F2wak(h

el DWTE #fste] 24zt shuke] FBOZE wig] vids ], & 5o dHd& ‘F@OPU% &7 741‘2” 71%ke] DWT
i oF7] kA 59F ek 6ol JHAE x(n)ol Wste] 2992 FE h(i)e} stelsix AE(I)E o83t
de Az AFI AR v 259 AL wn)s 78hs BAYS SR sk ag g4 A U

784 5

;-1

v (m) =" h(i)x(2n—i)

754 6

vy ()= HZ_: 2()x(2n—1)

00‘I

A1gol dAA, 7] FBOE F3l 7] 948 G dd dugss Fdste A FEZH (lifting) 719k o]
2 gJo]E3 WM3k(Discrete Wavelet Transform: DWT)o]™, 7}=Wr&k(horizontal)¥ M ZWek(vertical )9 DWT
= o]

Slste] 7tz shite] FBOZE WlE wheEo] o]F %ﬁ};ﬁ Ada S s, A7) HZ-(lifting) 71wk
DW= 8ha] 7 whe WAQls 5AoR st a% 4 A= W
T4 7
(51) Y, =X, +ax(X,, +X,,.,) o =-1.586134342
(82) ¥,, =X, +Bx(¥,, +Y, ) B =-0.052980118
(88) B, =X, +¥%(E 4%, 5) 7 =0.882911075
(54) Y,, =Y, +5x(,,  +%.,) 5 = 0443506852
(85) Y,,.,=—Kx¥,,, K =1.230174105
(s6) %, =K, /K
AT 4

= 7RE7] Zlnke] ad gk e Aol gloiA,
Ll
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Me ARshe A7 Aol s,
A7) A% Aot £29 ol ® JaAste] TelTWE (frament) 2 VR o) 2E 2ol s,

47 drEjEtol Aol ABWe THINES wgor wde MuddA Baq dolgE olgstel ol
AW A fa Aot s EFE,

A7) skAa ol e 7] 93 AelE A 48 I4S 329 E FF &% (floating point)9] ¥l 9] 32
o2 Agutol, 7] G4 AEE g vg AAE duEES 48 Gl dEl st O AAE "HaA
HolH2A E83lo] AALE 7HE3E S st Aok 3k o] AW AA(FBO: Framebuffer Object)&
RS ERoR sl 1 I A A

A7 5

Al4gko] QloiAl, 7] FBOE Bdl 7] 94 Jiol gt dagES Fdste 32 #EF M (convolution) 7]
Hko] o4k 1

o) E2 W3 (Discrete Wavelet Transform: DWT) T3 #ZE(lifting) 7]¥ke] o)Al ¢lo]&3 W3l
ol 7}2W3k(horizontal)¥ AN 2Wak(vertical)d DWTE 93te] z+zF slibe] FBOZF mlg] midge EX o

f

A5l lojA, 7] AEFH ZNke] DT 817] F28k4) 89 52814 9ol A dHAE x(n)oll hste] =9
ZE} h(i)9 sholdlz FE()E olgste] U A5 AFd A8 y(n)H 1573 ¥

b
W, 7] F29(lifting) 7]Rke] DIT= 78H4] 100 e WAeds SH o= b= af F4 A9 &A.

7544 8

v (n)= rLZ_:I:’;(J')X(EH )

74 9

vy ()= HZ_: a(i)x(2n—1i)

78+4] 10

(S1) Y,y =Xy +ax(X,, + X,,.0) a=-1.586134342
(s2) Y,, =X,,+8xX +%,.0) B =-0.052980118
(88) X, =¥, +¥*(E +XE_5) 7 =0.882911075
(84) X, =T +8%( L +05s) 5 =0.443506852
(85) Y,,., =—KxY,,., K =1.230174105
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£ e ady kS vlvke] g G A #d vleRA, 53 a9y 7}+7M 485
JPEG2000 A 9739 & oF Lo FES 7R S shr] g il 33 13}

ol

] datal GPU AHAle] T 7hs e
E]8}(rasterization) ©]9]9] W& HZ
[9]1, [10] =), HZ GPUS AAHA
Z A1 GPU =ZoJ<1 NVIDIA G80(GeForece
ko] Fpsa, 71E HolEel

< 238 7}47](Graphics Processing Unit: GPU)9 A %ol 3
Edo] dak e uwet 32k 2P o] 7EH 7]t e
o2 GPUE &8 F & 7FeAol uFHdu (] F=Ed(7],
S = ey es HA CPUL AsS 107) 7H7ke] 5718k}, o
8800GTX) 2l 4% 79 72 Efx e FH A=} 350 GFLOPSO
A vusi S u o] e Xxe FUEE 5T Tk ),

GPUel FH & FA9 v dhves GPU WF go]xERle] 75& AMEA7E 22 g & F RS
th= Zolt). o]gfd WS A 4ol (vertex shader)®} 3tA 4ol (pixel/fragment shader) 59

A k. o E Eol, FWHE o 2 EY k= " ug o] FFHE WS AY 71E9
ol Lol A= thE 4 Y FY ARAAQ g a3t 4ot (shader)E o] &3ke] GPUAA 2
glo]zglele] 7]5S AMAe o= JMesA HAuk. <ol DirectX 9.0% OpenGL 2.00] WE
HLSL(High Level Shading Language)®¥ GLSL(OpenGL Shading Language)©]2}+= ilg 4l°]9(shading) 21¢]
23 dlojt] T2y Wo] DirectX®} OpenGLY XEF AbFol] EdHgo] whgl GPUY AT A2 o] 83 ¥
ZE Aol e] o] Kt 743t & Hgoltt.

o9} e EAS o|gsle] AFEH agdx RotiAE W w3 (bumpmapping), 37 vlld (environment
mapping), E]E &I (particle effect), % ¥ (collision detection)SI} #o] OpenGLolY DirectX2
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Fiokell A Fe] A4

o

7R Al Al A st & Aol

Ho] (PUE ZEagiwE(programmable) 3t S40] HAH F7lste FAlolH gt AREATE g4 Aol EA
GPU9] Tolzigl 7ls& WAT F ALF Fvh. & 1o FHio A dho]xelle] GPU FxollA EE 2
do] Hg¥= R W E(programmable) Ipo]xZeljle]l GPU FEREE EASUT. & 1& FxsHd,
GPU(12)+= CPU(10)9] o] Z&|Alel A (100) o2 AFH A (Vertex) HOIE( R HA] dlo]H)E A|lFwto} 3 A<
AAE 2 A4 g ARAR B3I 3 A4 78 IS Egob— gk 29 W WAL 540l oa] A e
As ARSI AA dlold(122)9F, AH 4olu(122)e] &=€® doleHE tr] st Fokeo] shi 4oy
(126)0l X AHEd 4 J=F ZHIHE(fragnent) = WHI33}= EH’\HE}O]X%MZI)Q} B =g ko] A (124) o4 A
e Y IWUES ulg o vt wWEF(128)dA BAA HolHE ol&3te 4oy dAks T sta
dAelel(126) 5 FHIE. o)) kA o]y (126)= ol# gt 4oly] AihE Falate] 23 st FHEA A, v
Z+8 (polygon) W5 k4o s AASA vt ol 4 4oy (126)&= & E°] OpenGL 40]% doj=
e Z2O9EE FddE & o, ZYIUE oy, BEE ZHIOUE Z2AXNGIE ). olg 7

< JHEZE, GPU(12)9] 7] AA ¢ﬂ01E1(122)3: 329 T&L(transformation and lighting) T+&& Hl&E 4=
o, ska 4oy (126)= ki @9 Hold FEE vhE & ATt

A7l g Hold dojEE 2004 3¥€ EA|E DirectX9.0014 A=+ HLSL(high-level shading
language) 3} 2005 10€ OpenGL 2.0 3ol ¥3F% OGLSL(OpenGL shading language, ZZ&E31[13])°] tEH
ojt}. FZolli= OpenGLe] EndE FF9 OpenGL ES(embedded system) 2.00] 9A] Tz s Hojrr} £
ghejo] pCot Eukd 7171¢] RE Hyuto] 7)7]elA dojuE o]&3k i, dHuH| o] Az ofEFgAlA
o] &go] et FREA]AE OpenGL ES 2.09] ZZamE vfo]Ze}el F27F /A ot

s s dadse delglel delts o
sl

18 o
Aoz ol Hﬁ% B 4 ogle dad
il

[k

O

oo, & wo = ApE 4o)d Ao E o] &3 PUQ HE T8-S Ta JPEG2000 FA| gt 1 b o
&S FAsA ). JPEG2000S o] E3 (Wavelet) W 7wke] X A} ¢t=S 93 2 =4 %
O RA 7|9 JPEG A 9He MM A @ 45 daEseld, AT gAY e, =Rk 717,
og FA 7171, 9F FAF 9 717 T e S8 EorolA AMEEH] fd AR 9 THem wge #4l
S Wb QIok(FEREE (2], [3], [4]). w3F JPEG20002 ISO/IEC 2 ITU¢ =A] ZFo® T2ro] Qo (Hx
= [1])

o|9} Zo], I Ao A= JPEG2000 Z9E GP 2 old olojZ o]g&3dle] T 3 7B G T 7
S P&, o= 7|HEo R JPEG20009] 8 EE, E3] DWT(Discrete Wavelet Transform) EES 3}A4 49]
& olgste] Fdstaa gt

= 2% 499l JPEG2000 2ol dlmule] B pAERA, & 28 Fxde] wiA 2 awex yastuAdhs
JPEG20000ﬂ e A™e7|2 3ol & 25 FFslo] JPEG20009] ¢lxY IAS Auud, e dE oJab
tfate] AX 2 (202)N A BFLH (tiling)d 2 Ay AAHE AXA Ha, Ae)HSHE(204)0 4 RGB AL

Al
YChCr2 WEslH |, 23 DNT(206)ol4 U3 Al5ol thdk DT WEko] ¢ F a1, o]F AxF3}4-(207)0l Ao U=}
AE=ZH =Y

3 (quantization) I}AHS X3 'Tier-1'(208), 'Tier-2'(209)o]4 dE 9 JAS AXA HH HEH
S 2 JPEG20009] ZE /3 (code image)S ¥& & AT, oldf HOlE AH(210)F F3 HE HOJE XHo]
o|FoZtt, tiyd FAHL s B 20 EAE J3Y A Ao Hgste] e diE s S

T A,

[ 3}4& 4lo]](Fragment shader, pixel shader)?] & ]

F71gk JPEG20009] DWT REE GPUClA F&3tel] lojA, & Iy 53] 3 4oy E
ok o]t ska 4ol s B s Awsi, oE 5o OpenGLAlA dEe] Az
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39 F, sk Aot Zay wale 7} shae] AF A ARt 9L 5 2

Blge] Zp7be] WAl wel2 ol FolA:, oleld Fr: B4 HolHE olgdle A4 AR e dol ¢

249 4He AFHh G B Mot A AE Fuh 2o AwrH 4 Aol A%, Azt s

of tstel MO Aito] o] FolAm Aol B EW 2A%e] sha AgH] Wl Sk B Akl

ool Ba dolde) FxE olgste] G4 AUR pAshs Aol v ATt olu, A I 9

sASste] PUS) B2A] MEY R golSolu Ba doldi ol YHow shol 23 fas AYSA v,
3 ]

1 Aol A AR Aot 94 A7 daglFol dold Aoz FAH o F3Hr)
olggt A 4eldE ol&dte] I HEE Fsr] gt WHELS A =
rendering) ¥ X233 % AHH(off-screen rendering)?] F e
3*31394 A7 2 W EE€Eo] A stHd gdEE WHell, &

S U540 Wy Aggo=a Ady Ayt e gdYA i UFHoR wgEe] o]F

2223 AYE S o] g3t G HBE AL F9, AP g Zd Wl A
g2 B B A B Azte] a3, oe wAe 9A A s o] F
o = Eis

el g oAl Ay e
A B9 old@ 5ol wEAow dojupy] wie] s SEsolR o §@ FAAL] FHS dolu A
SN

ol gt EAHE Hesty] fste] SxZ AT AHPE o] &3k G AYTE dAE ol FA HIYA, olejgt o=
234 AYFPL AGHP e AARE gaxHqz HY AASH7] wio A F YA (render-to-texture: RIT) 2=
aeA Adrk. GPUo ZEadw 7hsd ol7|EA e} o]F AdatE dlold doi7b HAF wbdghe] whel, ke
T e FE A Sl AvfE o grt. o]d e AW th53 2.

WA, dyge] 2daE 9xAq2 AFsr] A HHOoZ 'CopylexSublmage' #<+E o83l Zd W] W
|5 "H2AE Ak ol vk 2Ey olgfgk WRle] Ag sl ZHd) B WES YR HAL

s Tpgoly] Mol £33 AvYAA s BANE TUR 24 9o,

Y22 Habshs 71 9ds S8WA exaad dugds Fdstr] 9stke] 'pbuffer' = 7ol &
shoith. 'pbuffer'o] A5 ??iZHJ Zeql WAL E W (context)o] TH HHE UF-Hom At A9
ANE pbuffero] E9st= #2lolth. 22y phufferdt Z#H S WH Afolo] WHAHOR €2 taEy

Y 2E(display list)Z %% b ogla, AYEe] eAlE v e FgolA 1 29 (context switching

we A7te] 2ast FARE 23 9

ol
SO
2

it

r“

olgldl EAIHS A3 ] st M Eo] T AW AA (framebuffer object: FBO)Z= WHol S3435HA
A

Ao, ZHIHE AA ] A9 el T (context)The] EASFY] wliZol| pbufferel] B]ste] &9 =9 Xof A
85= Azbe] © #a, 27t ZHEJAdWHAA "HA2HIE FRE7] wiid wWEE 9 4£ﬂ ZolE Bk

ofugl, dArjye] A#E the A"l gEow g A3 F gl7] uiEe] A4 AYE & do B
THE Awa.

oj¢} 22 A HolrE &85t
JPEG2000° 4= 974E
A 7 W2 FTrekA Ha o)z
o]g3le] DITE T3 H$
HH o] An A= o) A=

Atk olHF FIF DAY ¢ oA 443 =49 %%%SWE3$E
&g A (floating point)e] BAX 2 XAste] DITE Tttt o]¢ Zo] HAXE 32HE Hg &Lgd 2
2 ARFoRA FHo (8 AEErt FrletA Hal, "X E GehE Q] o] ofd HolH o FHE o] &
o] GPUANA A&7} 78l Rk, 328|E RHE 247 "AxE A3 984l 'ARB_texture_rectangle' 3
'"ARB_texture_float'&4S AME-Sir).

4 9 Jo o

= 3—8— B oo w2 GPUSt 3tA 4AoldE o] &3 JdHE ZYdYae] v txEolth, & 38 RS,
oo w2 GPUoA 3ta 4lolH(30)+ WA YHOo R 2HE J5 A5F dolEel #lax dolE(302)E
ﬂl%ﬂéﬁﬂ olE

=
=
=

sl wn, ol sa Aol el Aztel AP A4E /5 Fdste] 1 FHow |
24 HelH g 29

3t Aol® 3k o] 4be] FBO(333)E F-H]ghr}.

A
=
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%, Qg dgel Nt 48 e uad delHz v Mrd 2gHe, sk delddAs 94

q Fol e el wal A 1 ARE 82 delEzA eu s AA (RO A

Sk g7lolAsh ol of HPe emraY WYY EE AUFOsAG S0, sha Aot A Az
o]

= o

g 718 =9 gl =z wWEE ddsts slo] ofyal ¥ax W E Hujo] ALgo] ThsdtEE S
H ) (feedback) T-Zolth. ol Zg]Alol Aol E 3 AAS} dAats Azt e dAugS askal FBOS &
S HAHR wRIYEA W, A3 dkh oyt ae gAdH e At HEE(viewport) 2 WWH =
Aolth., md, e Y gxxeo] P& RHE AF U XGste] GAAE Gl ALHE F &
74 dolHE BdY 4+ vk, 1elal, FBOS #&3% 54 F shEA 94F "HaHel &Y "aAE U
AR 4 dovz, HIHHQl B4 §lo] &8 ANE adE JYgoR o] &Fo A FPrzte] dHH F 9l
om wEe AMEHS adE 4 gl

AE St AEZA 7)Nke] DTy kAl Az A e AERA Wy v 2

= 29 92~ FE(low pass filter)9} sto]sll2~ ¥ (high pass filter)9] #& 4 A&
HA w87 =8k 13} 2= AaFA 7Iuke] DT

sk2) 2014 4EAls x(n)ell thate] 25312 HH h(i)2l ste]df

|83t 99 2lso] AT AE () 159 A y(n)S Fahe AHS BAE

ol9} o], FHE A HolHE o885t & wtio] wmE DITE Td3sH7] flsld= DIT 73S 93] duby e
2 2 dEA g F 7R wEe AEFAH(convolution) 7]1Wke] DWTSF 2]Z®) (lifting) 7]Wke] DWTE T3 &}
o] AF9] H 4 )

=

84 1
-1

v, (n)= Zh )x(2n—i)

7314 2
Ty—1
vy ()= Z e(i)x(2n—1)

i=0

B odygel it DITE 595 9% © v wow ¥4Iy swe NI FAFHIAZEDS]). @2d 7]
wke] DITE ARFA 7] Aol £8 FomA FH WE FAANTS AFDL. % 4x sty

H]71e) WM3H(Irreversible transform)= 2J7]sl= 9/7 ¥(tab) DWTY th9At wlE= ~(polyphase matrix)E 3}
3

T84 3
}3(_)71 a(l+z [ 1 0] 1 y(l+:‘1 0 0
“lo 1 |+ 1o 1 5(1+ ) 1|0 UK
A7) Sra) 39 AARE Bh7) oha) sk e el Yo ANg S 4 Uk,
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T84 4

(51) Y, =X, +ax(X,, +X,,.0) o =-1.586134342
(82) Y,, =X,,+8x%, +%,.) B =-0.052980118
(88} B, =T AFHE 4T 5] 7 =0.882911075
(s4) ¥,, =Y, +x(Y,, +Y,,.,) 5 =0.443506852
(85) Y,,.,=—Kx¥,,, K =1.230174105

at7] & lelAE AEFA 7)9ke] DiTet 2] X¥ 7]8ke] DIT Afolo] Axbsrel] tigh #AE HoljFi Qv & 1
oA K= mpeh o], 2]x® kel DNT7F =4 7uke] DTl wlste] 1/3 o] Adbar) fashs s

¥ 1
Convolution Lifting Scheme
Filter Multiplications Additions Multiplications Additions
5/3 4 6 2 4
o7 9 14 6 8

gze sluke] DIT 78 4L AHEgS o g o
o2 o] 546wt 32HE Rg A5y FAo] " ® Ao Hrt.
W Wrel 7A<$- 7F29ak(horizontal) T M 2Wak(vertical)S] DWIE 98l %
HOL

_C’:_
& 9 A=Ee] DITE 98 22k ahutke] FBO7F wlE] whd =™, ojd ¢
ﬂl

(¢}
=]
=

2 oA A%E "gxAz A4 F AnYol FPATh. oF AP H4 F Azte] Ao

HAS 7|For AT FARe HE FF Ardo] o]Foxin

2y s)gke] DITe] ASelw sbEw W M=ol DTS 98l 22 shitel FROZE viel vidse] % sje]
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