[Toctymar. 2021. Ne8 ISSN 2414-4487
YJIK 004.42

HNcnoab3oBanue pa3mpiTus o I'ayccy B n300paxeHusix

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

[{enpio WicciemoBaHUs SBISETCS MCTIOIB30BAHKE AITOPUTMa Pa3MBITHS 1o [ayccy.
B pabore mpencraBneHo Hammcanwe mporpamMmbl Ha si3bike OpenGL Shading
Language, ucromas3yst anropuT™M pasMbeITis 1o ['ayccy. B pesynpraTe mporpamma
BBEIBOJUT Pa3MBITHIC H300paKEHUS.

Kawuessbie ciioBa: OpenGL Shading Language, GLSL, pasmeitre no ["ayccey.
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Abstract

The purpose of the study is to use the Gaussian blur algorithm. The paper presents
the writing of a program in the OpenGL Shading Language, using the Gaussian
blur algorithm. As a result, the program outputs blurry images.
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1 Beenenue

1.1 AxkmyanvHocmos ucciedosanus

JlaHHasi CcTaThs OMNMCBHIBAET BO3MOXXHOCTh HANMCAaHWE MPOrpaMMbl Ha
OpenGL Shading Language mist pa3mMbITus U300pakxeHUsl.

1.2 I]env uccneoosanus

Llenpro nccienoBaHus SBISETCS HAITMCAHUE TIPOTPAMMBI 110 UCIIOJIb30BAaHUIO
anropuTMa pasmeiTus 1o l'ayccy.

1.3 O630p uccneoosanuii

K. K. Xsanur, K. X. Pxee paccmarpuBarOT KpUMHUHAIACTHYECKOTO
oOHapyxxeHue ['aycca B u3MeHeHHbIX n3oOpaxenusix[1]. 3. dy, X. JIu, 1O. I'ya
paccMaTpuBalOT METO] BOCCTAaHOBJICHHE siipa pa3MbITus ['aycca st u300pakeHus
[2]. A. lac u ap. uccrneayroT UCIOIb30BAHUE HAa OCHOBE pa3MbITUs ['ayccy kak
oOHapykeHue ciefoB (OTOMOHTaXa W moanenku n3obpaxenus [3]. P. laitmxkap,
T. 3aBepu, A. lllykna moka3bIBalOT KJIacCU(PHUKAIIAIO pa3MbITUSI N300pakeHus [4].
C. Myuykymap wucciaeayeT BOCCTAHOBIIEHHE H300pakeHHue, KOTopoe ObLIo
pPa3MBITO U JIETpafupoBaio 1'ayCCOBCKMM M MMIYJbCUBHBIM IIyMoM [5]. B. I'. Xu
MOKa3bIBAaeT CMOCOO0 OLIEHKM ['aycCOBCKOro IIyMa pPaBHOMEPHBIM JIMHEHHBIM
Hae3/10M KaMepbl Pa3MbITOr0 U300pakeHUs [6].
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2. Pe3yabTaTsl U 00CyKACHHE

2.1 Aneopumm

PasmbiTie no ['ayccy - 3TO cnoco® pa3MbITHS M300pakeHUs ¢ MOMOUIbIO
¢ynkun ['aycca [7]. B ocHOBY (hopMyIibl B3SITO HOpMabHOE paclipeieseHue (puc

1)[8].
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Pucynox 1. HopmanbHOe pacnpeaesienue uiu pacrpenenenue ["aycca, rioe p —
MaTeMaTUYEeCKOe OXKHUJIaHue (CpeHee 3HAUCHUE), G — CPEIHEKBAAPATHICCKOE
OTKJIOHEHHE [§]

Opnaxko, npu p = 0 nonydaeM popmyiy (puc 2).
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Pucynoxk 2. ®yuknus ['aycca B 01HOM H3MEPEHUAX
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Pucynox 3. ®ynknusa ['aycca B 1ByX U3MEpPEHUSX, TJ€ X, Y — KOOPJIAUHATHI TOUKHU

Hcnonp3oBanue pasmbiTus 1o ['ayccy K n300paxeHnt0 HE0OXO0IMMO, YTOOBI
cymma BecoB (yHkimu ['aycca goimkHa ObITh PaBHO €IUHUIIE, TaK KaK TpeOyeTcs
n30exKaTh M3MEHEHUsS SIPKOCTH HM300pa)KeHUs, MOITOMY HCHOJB3YETCS CpeaHee
B3BemeHHoe (Puc. 4) [9].
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Pucynok 4. Cpennee apudmeTnieckoe B3BEIICHHOE

JI71s1 BBITIOJIHEHHSI pa3MbITH 110 ['ayccy i KaKI0TO MUKCEIs BBIYUCIISIETCS
CyMMa 3HAY€HUH BCEX IMHUKCeNeHd B W300paKeHHM, B3BEUICHHYIO 3HAYEHUSMU
["ayccoBoit (QyHKIMM A JAHHOTO THKcens. B pesynbrare MOmMyduTcss HOBOE
3HaueHue nukcens [10].

B nanHO# mporpamme wucnosib3dyemas ¢ynknus blur Gaussian, caawana
cymmupyetrcs ¢yHkuus ['aycca mosiywyaercs mepemMeHHass K Juisi onpeaeseHus
cymma BecoB. [lepemennast col (HOBBIN MHKCeb) MoJydeHHas U3 pyHKuus ['aycca
JIeJICHHbIA Ha K U YMHOXXEHHBIM Ha MCXOJIHBIA MHUKCENIb, KOOPAUHATHI UCXOIHBIN
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UKCeNb Bhruucisiercst (uv * size + vec2(i, i) * dir) / size. uv — koopauHAThI
sKpaHa 00bIYHO 3HayeHus oT 0 70 1 MoJy4YeHHBINH TEeKYIIMH KOOPIAUHAT MHUKCENS
PKpaHa JIeJICHHBIA Ha pa3Mep dKpaHa. size — pa3Mep uzoopaxenus. | — texymui
WHKPEMEHT 3Ha4YeHue oT -n 70 n (JIuctuur 4).

Jluctunr 1. dynknus ["aycca nucnonb3oBano dhopmyna (puc 2, 3).

SOOI WN -

float kernel_Gaussian(float s, float x) {
return 1.0 / sqrt(2.0 * PI * s * s) * exp(-(x*x)/(2.0*s*s));
}

float kernel_Gaussian2(float s, vec2 a) {
return 1.0 / (2.0 * Pl * s * s) * exp(-(a.x*a.x+a.y*a.y)/(2.0*s*s));
}

Jl1is 3amycka mporpaMMBl 1eiiaep ucrnons3yercs glslViewer [11].

glslViewer --fps 24 /filter_gauisee.frag ./texture/lena.jpeg

2.2 Ucnonvzosanue pazmvimus no Iayccy

Pucynok 5. BieBo ncxonnoe n300pakeHus, crpaBa pa3MbITOe U300pakeHMs,

pazmep dunbsTpa 20

B Pucynox 5 BneBo wucxomHoe H300pakeHWs, a CHOpaBa TPUMEHEHO

bynkmus (puc 3.) (nuctuHr 2 ctpoka 27) s TpUMEHeHue (QUIbTpa UMeEeT
BBIYUCINTENBHYIO cI0kHOCTE O(4n”). st cosmanms dyskuumst [aycca (puc 3)
nmeer ciaoxHocts O(4n”). Jlnst mpuMepa, pasmep dumbTpa aycca 20x20 €mcio
obparmenuii k Tekctype 400. cymma obmiee cinoxuocTe 800.

Jluctunr 2. [pumep ncnonn3zoBanus Gynkims ["aycca.

OO WN B

vec3 blur_Gaussian2(vec2 uv, sampler2D img, vec2 size, int n) {
if(n<2){
return texture(img, uv).rgb;
}

inti, j;
float k =0.0,d =0.0;
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7 vec3 col;

8 if (size.x <=0.0 || size.y <=0.0) {

9 size = textureSize(img, 0);

10 }

11 for(i=-n;i<n;it++) {

12 for(j=-n;j<n;j++){

13 k += kernel_Gaussian2(4.0*n*n, vec2(i, j));
14 }

15 }

16 for(i=-n;i<n;i++){

17 for(j=-n;j<n;j++){

18 d = kernel_Gaussian2(4.0*n*n, vec2(i, J)) / k;
19 col +=d * texture(img, (uv * size + vec2(i, j)) / size).rgb;
20 }

21 }

22 return col;

23 |}

24 |void main (void) {

25 vec2 uv = gl_FragCoord.xy/u_resolution.xy * 2.0 - 1.0;

26 vec3 col = vec3(0.0);

27 col = blur_Gaussian2(uv / 2.0+0.5, u_texO0, textureSize(u_tex0, 0), 10);
28 gl_FragColor = vec4(clamp(col, 0.0, 1.0), 1.0);

29 |}

Pucynox 6. Pazmbrtoe n3obpaxenue, pazmep puibtpa 20

B pucynke 6 mpumenena d¢yHkuus blur Gaussian2v2 (mmctuHr 3) s
MpUMEHEHUST (PUIBTPa, KOTOpasi UMEET BBIUUCIUTENBHYIO cloXHOCTh O(2(1+2(n-
1))). dusa co3nanms pyukuus [aycca (puc 3) umeer cioxHocth O(2(1+2(n-1)))
(mmuctunr 4). ns npumepa, pasmep punbtpa [Maycca 20x20 uncno obparmieHuii K
TekcType 78 ol1iee cymma cioxkHocTH 156.

Jluctunr 3. Coznanus ynkuus ['aycca u npuMmeHeHue 3pPexT pa3MbITHsl.

vec3 blur_Gaussian2v2(vec2 uv, sampler2D img, vec2 size, int n, vec4 dir) {
if(n<1){
3 return texture(img, uv).rgb;

N -
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4 }

5 inti, j;

6 float k = 0.0, k2 =0.0,d = 0.0;

7 vec3 col;

8 vec2 c;

9 if (size.x <=0.0 || size.y <=0.0) {

10 size = textureSize(img, 0);

11 }

12 k = kernel_Gaussian2(n, vec2(0, 0));

13 for(i=1;i<n;i++) {

14 k += kernel_Gaussian2(n, vec2(i, i) * dir.xy);

15 k += kernel_Gaussian2(n, -vec2(i, i) * dir.xy);

16 }

17 k2 = kernel_Gaussian2(n, vec2(0, 0));

18 for G=1;j<n;j++) {

19 k2 += kernel_Gaussian2(n, vec2(j, j) * dir.zw);

20 k2 += kernel_Gaussian2(n, -vec2(j, j) * dir.zw);

21 }

22 d = kernel_Gaussian2(n, vec2(0, 0)) / k;

23 col = d * texture(img, (uv * size) / size).rgb;

24 for(i=1;i<n;i++) {

25 C=uv * size;

26 d = kernel_Gaussian2(n, vec2(i, i) * dir.xy) / k;

27 col +=d * texture(img, (c + vec2(i, i) * dir.xy) / size).rgb;
28 d = kernel_Gaussian2(n, -vec2(i, i) * dir.xy) / k;

29 col +=d * texture(img, (c - vec2(i, i) * dir.xy) / size).rgb;
30 }

31 d = kernel_Gaussian2(n, vec2(0, 0)) / k2;

32 col +=d * texture(img, (uv * size) / size).rgb;

33 for=1;j<n;j++) {

34 C=uv *size;

35 d = kernel_Gaussian2(n, vec2(j, j) * dir.zw) / k2;

36 col +=d * texture(img, (c + vec2(j, j) * dir.zw) / size).rgb;
37 d = kernel_Gaussian2(n, -vec2(j, j) * dir.zw) / k2;

38 col +=d * texture(img, (c - vec2(j, j) * dir.zw) / size).rgb;
39 }

40 return col / 2.;

41 |}

Jluctunr 4. [Tpumenenue pa3mbiTus ['aycca.

1 |col = blur_Gaussian2v2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), 20);

Oyuknus blur Gaussian2v2 npumensier ¢uibTp l'aycca, BepTUKaIbHOE U
TOPU30HTAJIBLHOE Pa3MbITHUS B 3a1aHHON HamnpasieHue dir (JIluctunr 2).
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Pucynox 7. 'opuszoHTanpHOE pa3mbiTHE U300pakeHus pazmep puiibtpa 20

B pucynke 7 mnpumenena ¢yukuus blur Gaussian (ucTuHr 5) s
MpUMEHEHUsT PUIbTPa, KOTOPasi UMEET BBIYUCIHUTENbHYIO ClIoKHOCTh O(2n). s
co3nanusi pynkius [aycca (puc 3) umeer cinoxuocts O(2n) (iuctunr 6). s
npumepa, pazmep ¢uiabTpa 'aycca 20 ymncno oOpamenuii k Tekctype 40 oOiee
cymmMma citokHOCTH 80.

JIuctunr 5.
1 |vec3 blur_Gaussian(vec2 uv, sampler2D img, vec2 size, int n, vec2 dir) {
2 if(n<1){
3 return texture(img, uv).rgb;
4 }
5 inti, j;
6 float k = 0.0,d = 0.0;
7 vec3 col;
8 if (size.x <= 0.0 || size.y <=0.0) {
9 size = textureSize(img, 0);
10 }
11 for(i=-n;ji<n;i++) {
12 k += kernel_Gaussian(2.0*n, i);
13 }
14 for (i=-n;i<n;i++) {
15 d = kernel_Gaussian(2.0*n, i) / k;
16 col +=d * texture(img, (uv * size + vec2(i, i) * dir) / size).rgb;
17 }
18 return col,
19 |}
JluctuHr 6.
1 |col = blur_Gaussian(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), 20, vec2(1.0, 0.0));

Oynkuus blur_Gaussian npumensier ¢puibtp ['aycca, pa3MbITus B 3a1aHHOM
Hampasienue dir (JIuctunr 4).



[Toctymnar. 2021. Ne8 ISSN 2414-4487

Pucynok 8. IIpumep ncnons3oBanus blur Gaussian2v2.

Jluctunr 7. lpumep ucnonb3zoBanus dQQexra pa3MbITUS B JBUKCHUS.

OB~ wWwN -

void main (void) {

vec2 mv = u_mouse.xy/u_resolution.xy * 2.0 - 1.0;

vec2 uv = gl_FragCoord.xy/u_resolution.xy * 2.0 — 1.0;

vec3 col = vec3(0.0);

col = blur_Gaussian2v2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(length(mv)
*30), vecd(mv * 3.0, mv.yx * 3.0));

6 gl_FragColor = vec4(clamp(col, 0.0, 1.0), 1.0);
71}
Pucynox 9. [Ipumep ucnonb3oBanus blur Gaussian
Jluctunr 8. [Ipumep ncnonp3zoBanus dhPexra pa3MbITHSI B IBHKCHUS.
1 [void main (void) {
2 vec2 mv = u_mouse.xy/u_resolution.xy * 2.0 - 1.0;
3 vec2 uv = gl_FragCoord.xy/u_resolution.xy * 2.0 - 1.0;
4 vec3 col = vec3(0.0);
5 col = blur_Gaussian(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(length(mv) *
20), vec2(mv)*3.0);
6 gl_FragColor = vec4(clamp(col, 0.0, 1.0), 1.0);
71}

JInctuar 9. UcXoaHBIN KOO

~NOoO O wWwN

#version 330

#ifdef GL_ES

precision mediump float;
#endif

#define P1 3.14159265359
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uniform vec2 u_mouse;
uniform vec2 u_resolution;
uniform sampler2D u_texO0;

float kernel_Gaussian(float s, float x) {
return 1.0 / sqrt(2.0 * P1 * s * s) * exp(-(x*x)/(2.0*s*s));

float kernel_Gaussian2(float s, vec2 a) {
return 1.0/ (2.0 * Pl * s * s) * exp(-(a.x*a.x+a.y*a.y)/(2.0*s*s));

vec3 blur_Gaussian(vec2 uv, sampler2D img, vec2 size, int n, vec2 dir) {

if(n<1){
return texture(img, uv).rgb;
Foo
inti, j;
floatk =0.0,d =0.0;
vec3 col;

if (size.x <= 0.0 || size.y <= 0.0) {
size = textureSize(img, 0);
}

for(i=-n;i<n;i+t+) {
k += kernel_Gaussian(2.0*n, i);
}

for(i=-n;i<n;i+t+) {
d = kernel_Gaussian(2.0*n, i) / k;
col +=d * texture(img, (uv * size + vec2(i, i) * dir) / size).rgb;

return col;

vec3 blur_Gaussian2v2(vec2 uv, sampler2D img, vec2 size, int n, vec4 dir) {
if(n<1){
return texture(img, uv).rgb;
}

inti, j;

float k =0.0, k2 =0.0,d =0.0;

vec3 col;

Vec2 c;

if (size.x <= 0.0 || size.y <= 0.0) {
size = textureSize(img, 0);

}
k = kernel_Gaussian2(n, vec2(0, 0));
for(i=1;i<n;i++) {
k +=kernel_Gaussian2(n, vec2(i, i) * dir.xy);
k += kernel_Gaussian2(n, -vec2(i, i) * dir.xy);

}
k2 = kernel_Gaussian2(n, vec2(0, 0));
for j=1;j<n;j++) {
k2 += kernel_Gaussian2(n, vec2(j, j) * dir.zw);
k2 += kernel_Gaussian2(n, -vec2(j, j) * dir.zw);
}
d = kernel_Gaussian2(n, vec2(0, 0)) / k;
col = d * texture(img, (uv * size) / size).rgb;
for(i=1;i<n;i++) {
C=uv *size;
d = kernel_Gaussian2(n, vec2(i, i) * dir.xy) / k;
col +=d * texture(img, (c + vec2(i, i) * dir.xy) / size).rgh;
d = kernel_Gaussian2(n, -vec2(i, i) * dir.xy) / k;
col +=d * texture(img, (c - vec2(i, i) * dir.xy) / size).rgb;
}
d = kernel_Gaussian2(n, vec2(0, 0)) / k2;
col +=d * texture(img, (uv * size) / size).rgb;
for(j=1;j<n;j++) {
C=uv * size;
d = kernel_Gaussian2(n, vec2(j, j) * dir.zw) / k2;
col +=d * texture(img, (c + vec2(j, j) * dir.zw) / size).rgb;
d = kernel_Gaussian2(n, -vec2(j, j) * dir.zw) / k2;
col +=d * texture(img, (c - vec2(j, j) * dir.zw) / size).rgb;

return col / 2,;

vec3 blur_Gaussian2v2(vec2 uv, sampler2D img, int n) {
return blur_Gaussian2v2(uv, img, vec2(0.0), n, vec4(1.0, 0.0, 0.0, 1.0));

vec3 blur_Gaussian2v2(vec2 uv, sampler2D img, vec2 size, int n) {
return blur_Gaussian2v2(uv, img, size, n, vec4(1.0, 0.0, 0.0, 1.0));

vec3 blur_Gaussian2v(vec2 uv, sampler2D img, vec2 size, int n) {
if(n<1){
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147
148
149
150
151
152
153
154
155
156

return texture(img, uv).rgb;
b
inti, j;
float k =0.0,d = 0.0;
vec3 col;
if (size.x <= 0.0 || size.y <= 0.0) {
size = textureSize(img, 0);

}
k = kernel_Gaussian2(n*n+1.0, vec2(0, 0));
for (i=1;i<=n;i++) {
for(j=1;j<=n;j++) {
k += kernel_Gaussian2(n*n+1.0, vec2(i, j));
k += kernel_Gaussian2(n*n+1.0, -vec2(i, j));

}

}

d = kernel_Gaussian2(n*n+1.0, vec2(0, 0)) / k;

col = d * texture(img, (uv * size) / size).rgb;

for(i=1;i<=n;i++) {

for=1;j<=n;j++) {

d = kernel_Gaussian2(n*n+1.0, vec2(i, j)) / k;
col +=d * texture(img, (uv * size + vec2(i, j)) / size).rgb;
d = kernel_Gaussian2(n*n+1.0, -vec2(i, j)) / k;
col +=d * texture(img, (uv * size - vec2(i, j)) / size).rgb;

return col;

vec3 blur_Gaussian2v(vec2 uv, sampler2D img, int n) {
return blur_Gaussian2v(uv, img, vec2(0.0), n);

vec3 blur_Gaussian2(vec2 uv, sampler2D img, vec?2 size, int n) {
if(n<2){
return texture(img, uv).rgb;
}

inti, j;

floatk =0.0,d =0.0;

vec3 col;

if (size.x <= 0.0 || size.y <= 0.0) {
size = textureSize(img, 0);

}

for (i =-n;i<n;i++) {
for (j=-n;j<n; j++) {
k += kernel_Gaussian2(4.0*n*n, vec2(i, j));
}
}

for(i=-n;i<n;i++) {
for j=-n;j<n;j++) {
d = kernel_Gaussian2(4.0*n*n, vec2(i, j)) / k;
col +=d * texture(img, (uv * size + vec2(i, j)) / size).rgb;

return col;

vec3 blur_Gaussian2(vec2 uv, sampler2D img, int n) {
return blur_Gaussian2(uv, img, vec2(0.0), n);

void main (void) {
vec2 mv = u_mouse.xy/u_resolution.xy * 2.0 - 1.0;
vec2 uv = gl_FragCoord.xy/u_resolution.xy * 2.0 - 1.0;
vec3 col, colb = vec3(0.0);
/[col = blur_Gaussian2v2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0) * mv[1], int(mv[0] * 100));
/lcol = blur_Gaussian2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(50 * mv[0]));
/[col = blur_Gaussian2v(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(50 * mv[0]));
/[col = blur_Gaussian2v2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(50 * mv[0]));

/lcol = blur_Gaussian2v2(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(length(mv) * 30), vec4(mv * 3.0, mv.yx * 3.0));

/lcol = blur_Gaussian(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), 20, vec2(1.0, 0.0));

col = blur_Gaussian(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(length(mv) * 20), vec2(mv)*3.0);
/lcolb = blur_Gaussian(uv / 2.0+0.5, u_tex0, textureSize(u_tex0, 0), int(length(mv) * 30), vec2(mv.yx)*5.0);
/[col = min(col, colb);

gl_FragColor = vec4(clamp(col, 0.0, 1.0), 1.0);
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3 BuIBOJbI
B cratee paccmotrpena ¢opmyma pasmeiTHs [aycca W HCTONIB30BaH

QITOPUTM U1 HamucaHus nporpamMm Ha si3bike GLSL mo pasmeithio [Maycca B
N300PKCHUSX.
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