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Virtual Instrument Software System of Cross Platform Based on GPU
GUO Yun, KANG Tao
(National Engineering Laboratory for Special Display, State Key Laboratory of Modern Display, Shanghai 201114, China)

Abstract: We have developed a virtual instrument software system of cross platform based on graphics processing unit
(GPU) and OpenGL® ES. This software system can do real-time rendering graphics context according to the external
event trigger. It includes event driver, graphics display, embedded system entry and embedded system hardware modules
which have the flexibility and extendibility. We take some key technologies to optimize the flow of embedded graphics
application. \

Key words: embedded GPU (OpenGL® ES); graphics dlsplay, virtual mstrument optimization technology for
embedded graphics
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