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GPU ARCHITECTURE
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GPU ARCHITECTURE
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GPU ARCHITECTURE
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GPU ARCHITECTURE
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Core

redTint (image, pos) {

(r,

g, b) = image[pos]

N g b I D r=r % 2
106 | 127 | 78 || 386 23 (r > 255)
“
r g b r g D 1mage[pos] = (r, g, b)
468 | 37 | 167 32 149 | 45 !




METAL FOR BEGINNERS — ALEX HOPPEN

GPU ARCHITECTURE

Core

redTint (image, pos) {

(r,

g, b) = image[pos]

N g b I D r=r % 2
106 | 127 | 78 || 255 28 (r > 255)
“
r g b r g D 1mage[pos] = (r, g, b)
255 37 167 32 149 | 45 !




METAL FOR BEGINNERS — ALEX HOPPEN

GPU ARCHITECTURE
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METAL WITH COMPUTE SHADERS

UEMO
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SAMPLING A LOWER RESOLUTION
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SAMPLING A LOWER RESOLUTION

Original image



COMPUTE SHADERS WITH TEXTURES INSTEAD OF BUFFERS
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OUR GOAL
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METAL WITH VERTEX/FRAGMENT
SHADERS

UEMO




METAL FOR BEGINNERS — ALEX HOPPEN

METAL PERFORMANCE SHADERS

» Precompiled Metal shaders highly optimised for every GPU
» Applications

» Extract statistical data from images

» Neural networks

» Matrix operations including equation system solving

» Ray tracing
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THANK You

Alex Hoppen
https://alexhoppen.de




