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Abstract

Emerging wearable computer has tremendous potential applications, and the use of GPU render-
ing rich, intuitive and highly interactive human-machine interface is the core technology for many
wearable applications. This survey of wearable graphics processor describes the current state of
research and development in the field, analyzes the trend of GPU for wearable device, and gives
key technologies of GPU implementations for wearable computer.
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R, B RO IR RSO E A, NERET R T, WREESE T 7 Bk a5 I 3R
REZKJE . RBRIRZE. DTS T2 MU, A - ST R4 i) AL 1 D) e Ay v 2 A% (1 4k
ARER . WEEBB S AN EEH RS B R AR R ER. B, HEE T,
NIX S PRI A 2 (A S — AN T . BRI IR A R BEARE RN, FTE R B E B nscA. Bg. B
B PRAISE) R 5 22 113 7 U R E B 4 b, (RN B H A B A W AL BERE D 5, MR, 1EN
—/NELS ] SoC ALBESS, FHAMN TR E SR e O A B . HORE S B EEHE BT b s, B
SERHH P ST, DR AT 5 5 A A 2R F IR Ab B 2% (graphic process unit, GPU) S #E, A RESE T 75
R SIS BRI

FHEEZ S GPU, Al GPU MAA A CfF s, B Tl gl 2 it pti, MEFL
NEFH, AT R A T A TAER A], H B RoR % KEIUHE, B LA TRl 28 80k %1 GPU
WK 2 MO E AT AR DA AL B, fRIE T 2% AT LUK (8] A . FRA] 2 BB & A B R BN AL,
HURSFEN . #kLbill of material, BOM)Ei /b, [RIL AT 27 5% % % 1 GPU IP T FRAZREL /N, RS 0 75
/b GPU Y& Y 75 1 4M5 DDR A7ifi . 1R H 38 F 10 3 GPU SLBln] 28 8 4 M AN LR THE 3, /77E
WE ARG, Wz GPU SR TR K, SCRMETE IR KE S, i DDR fEiEECK, TAER Thke
BWRKSERMNE, BT ER. SHRGTHEER. & ORI MR K. BT AR 24T
AR GPU Bk, BTN HMEIIFERT GPU 1K REEMIIRETE, X P X a2 d 5 4 /1
A EBIRIHFER) GPU FRATFR 2 Al %88 GPU.

2. AT ER GPU XK RIVIK

2014 4£ 3 1, Google & A5 | o] F &% 4T 4 Android Wear [1] [2]#1F R4, %484F RS KK B Gk
Gy BRI GPU SCHFE, A Re SN 1] 2 Bk & B Won ) Z FifliAt, FrLL, M Google i) Android
A AL A FE R RFIX AN 8, 1247 Android Wear $:4F 2 Gt 1) 5 7R S TR 96 (1] 5 308 4 U SRR AR K
K FE, SR GPU JE & « B A8 B SR I AHL I DR A2 A 2 1] 28 30 4% A% O SRR
H A1 > #F Android Wear #:/E R4 BEF £ 77 A i1 MOTO 360. LG G Watch . HUAWEI Watch %,
XU R TR AR, (H— R LAE— R, MHREERAR, B s & 0ot & —1
T BRI )

2.1. GPU E#F =K
FRAE STk, #0H OpenGL ES 3D KEIJE IP #% I ELH 24 H] (Vivante Corporation), B 2009 44 7E 1
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HETH X% mfExT GPU M RIH Z/E 2009 E4F I, FHT At KD
U F—FA RS, HoRA 013 um 1 T 2528, 3D BT ALER M REFa A ik 21) 5 10 50 T 2% P T
PEDIE P7KF . PG 22l K 2% A 2009 AEHF46 F R 7T GPU, $&H T SCHR[3] [41FTR 248047 B2,
ZEEALER B SC P LAZE SIMD A1 MIMD PRI R 14T, HeA m b PATHLE, & nT DLSEE 70 A 048 4
FEATALEE . BCERME S OpenGL1.3 F12.0. ¥ J&#) OpenCL [5]i& & Mgwik. FEATHRFEI K385 IDE Al
iE#. [F5E e A OpenVX HLASHL W 2R 45[6]. IR B EWFA K H4h—ZK AR GPU [7] [8]: A,
T BE NI B A ] A BF 5 BT 03k 2% 1 B I A Ko B U BB e 0 . AR ERHE R
PG 22 LR R SR [9155 s . BRI, [N 9% GPU IR RETERE S BL, Rl xt T 7 25k GPU
= RGHER .

2.2. ATEE GPU ESMATTIR

[E 4 £ 3 GPU i 7t LA B, H2 W] 5 8% GPU LA HILAN A, Jit LLER X W] 28 8 GPU ¥ 72 #5
AT P B B AMIT TR O T R 57 3 GPU X — 3 X AU 1 K B 7T

2.2.1. Think Silicon 2 &]#9 NEMA|t100 7] 2 & GPU

201546 H 4 H, /i Think Silicon A "] & A 7 Tk A A /MUK DIFER) 3D GPU NEMA|t100
[10], =5 Z ) ] 2 f kAT 3 S B T 3% . NEMAEL00 I ShFE4s 1 mT LICKS W] 2 s gt 46 1) i it
M RIEKF TR . A 28 nm LF, NEMA|t100 (HEAYA 0.1 mm?, A LUZATAE 400 MHZ.
NEMA|t100 K F P A7 20E IR 46 1 R F 3D B A IEE AR, i 1217 OpenGL ES API, NEMA|t100 71 DDR
AE IS THFENA 0.07 mW, T AL EE 85 A B THFEANA 0.03 mW. 4 1 25 NEMA|tL00 [fIZ2 4, %484
R RN DR F AR SR se i, D AT Z Buffer FNSCHRZE 1 X R F X R A4 206 A0 A 45 55
%, RS ZAFTR, PS54 DDR A&, MIKRSTRE: B ML R AR SEl.
NEMAt100 Y — W%, B VLIW #5484, R 2B r a2,

2.2.2. DMP A TR ANT AT Z & GPU

HA DMP A#]T 2014 4 6 H 31 HRAG 1% 1] 28 AN 132 £ 1) GPU IP #% ANT [11]. ANT X%
H TSMC 28 nm HPC L5z, Wiy 0.25 mm?, 32 B ) o] 5 s st &6 /RS on st &b, Bl Hift
YIRS R R B T o AZ A BR AR SEI 1 AE /N RS B B IR DI FE AN & 1 BE 1Y) 2D/3D Ul IR 8R4 &

2.2.3. Imagination AF]HY PowerVR GX5300 AJ & & GPU

J<[H Imagination /A 7T 2014 £ 7 A R AT T — 35 Android 28 FI4E AT 28 3R B I 3 4 1) GPU 1P
% GX5300 [12]. GX5300 = ZAxI ] o Wik w4 AR DI FE oK it RA TSMC 28 nm T2, AN
0.5 mm?, T A8 T 28 B4 4% A R T GPU BT RE TR SR, SCHF 480 p 31 720 p /3983, DL AIR/INT
OpenGL ES 2.0 EJE4E . GX5300 ZEkanls] 2 frux, KA PowerVR Z 41 X LR E Gy(tile based deferred
rendering, TBDR)4i— 3 A28 44Mg L H], 1228 AT B Bk GPU S AMAAE it 28  [A] (I EHE Bk &, I
S RGIIFE: EHXT OpenGL ES 2.0 bt ANFR B miks FEIg 5, R AMIKIIAE 16 A0 s BOR =k FE 32 £ 3%
RERES SRS B H ST, wbiehies, FBIRTIFE: RH PVRTC E4520384& 0, b A7
MIpHE, #H—DwEb REEIAFT K.

2.2.4. Vivante 22589 GCNano A& GPU
% [ Vivante 5] T 2014 45 6 H 2 H ARATE 00T 28 BFIP R = 5 B2 1) GPU 7= i £, 945 GCNano
Lite. GCNano 1 GCNAno Ultra [13]. %7 fh£kEH % MCUIMPU 7= #4717 #-F0 4k, KA 28 nm LP T
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Figure 2. The internal architecture of Imagination PowerVR GX5300 GPU
[l 2. Imagination 2} Ef4 PowerVR GX5300 H] Z & GPU %244

2iszI, M GCNano Lite HAMY )y 0.3 mm?, I HLIIFEIC )y 0.3 MW, iZALFI 28 - BAF W REH AR . 1KTh
K. AR R, B RSE. A vi kb DL EoR BRI S B, 3T T KEMR.
2.2.5. INGS

BN 7R GPU N AMKIhEE. /NEAL. EEM LSS, AT GPU & it TE Hil—8CR
FH 28 nm BT 200 s sE B, e 1 . B 1Rl A, AT EE R GPU 75 S RF OpenGL ES 2.0 B FriE,
NTEEAFRBEANA, W48 GPU & A THARE /N, IHFEE(R, GPU BITHIRKIK, A 75 26 A
BFE AR B4 HR, AIE> GPU WG AR AR 7 58, FRREEAA R hFE .
3. ATFEIREM GPU X RiaT M ke 8

5&4: 151 GPU FITF-HL GPU #ELL, 7% 8 GPU A& AR Hir. A LIRSS . 400
B A xR A B, 10 5 2 00 DA ] 28 8 2% B AL T D Gy, 75 B — Rl NHITAR GPU R R 45/ SR,
X 5E H AR 8 GPU BT — AN BT W o RO 5 s & — R A st (i e, L8 PSS R — IRk 78
MG, BRI A AR, 1B R R RETRTE FE 5 W& TOREI R B4y, Wi 200 SRS 2E Kk & AR R
(B RN T T 2 8 GPU A% 0 i) B, X A4 T GPU Sy Mok 002 kb A7 0 AU A4 17 190 () 5048 s
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Table 1. Wearable GPU performance analysis
= 1. AEE GPU 1HREELEE

GPU #5 RATI 8] TZ A (mm?) TR L IHFE (mW) IBAT 4% (MHz)
NEMA]|t100 2015.6.4 28 nm 0.1 0.07 400
NEMA|t200 2015.6.4 28 nm 0.15 400
NEMA|t400 2015.6.4 28 nm 0.25 400
DMP ANT 2014.6.31 28 nm 0.25

GX5300 2014.7 28 nm 0.5 250
GCNano Lite 2014.6.2 28 nm 0.3 0.3 100~200
GCNano 2014.6.2 28 nm 0.6 0.5 200
GCNano Ultra 2014.6.2 28 nm 1 0.9 200~400
FLOPS 14 K IHFEFE (MPixel/s) HFINETE API ol R 4
32G 400 OpenGL ES 2.0 SR, SUHL. Zbuffer 4
6.4G 800 OpenGL ES 2.0 BoRGEhE. S0, Zbuffer JE4H
128G 1600 OpenGL ES 2.0 BRGNS, S, Zbuffer B4
1G 250 OpenGL ES 2.0 PVRTC 43 £ 45
VGA/WVGA, >60Hz Vector Graphic, Nano Ul
VGA/WVGA, >60Hz OpenGL ES 2.0, Nano GL
>720p, >60Hz OpenGL ES 2.0, Nano GL

AT, DAL R BOSR B R AR DG BT A M A A BRI RSN, eI T W] % 8 GPU 928 — A
70 W TC A o BeAh, — L8 5 N TR DA OQ I SRR 12 W] 25 W GPU SRRt 72 1 = 2220 i 2
e A B A5 S o 2 1) P TR T e 3 S DD Bk, T 27 B GPU T G T A 1) 22 S PR RO FE 55 - AT H o,
FRATIXS T 2280 GPU B IR R A5 (IRDIFESEERI TN SR . [TV e S ma B DA W] 52 8 GPU HVE
Gl K B 2 e TR T, IROYIX e JE ] 5 8 GPU A% L STHERUR

3.1. TR GPU ERRM

H B R A GPU Y& L4 52 [X By 4k (tile based rendering, TBR) [14 1420 A157 I T&E % (immediately
mode rendering, IMR)#::. Hih TBR KBRS N AT, 0132 x 32 8K, R nliERs MER
B, %07 0T LA S GRS IR U 1], (ER RE R AT R N X R AR O A5 R AR 4 IMR
B, GPU #:52 Bl A #ir RIAAT,  [FIS IMR 0 n] LUK 22 b B B st sk g v, dan B i 915 ik
Early-Z 550K, MIEFI/KEIE G EE, (8 DIFER % K. TBR 544 IMR HIRZ X A1, (Hx2
IMR . [FIFE R i 2058 i TETE G, BT DATE SEBR ) AT 28 8k GPU BT 2R R e T E o, i Al s B ml F i i AT
EIREG,, R b EREs AR R 251, i GPU AR/, 2 /FE P 2R & M, X LEHR 2 n] 7 3 GPU
BTk B2 LR 1 )

3.2. AR GPU REEER M e RThENEE

SR Rt 4t F R 2 RBE 2%, B v TR e M RE M PR DO AR A 5005 5 SRS A2 i 220 7 [l W] %7 #k GPU
TE R R g A B BT E G, W DARRAR B R TSR, HE— Db DI RE, IR SR B R IR FE A BR [15]

O,



bl 5%

BEEHER. =MIGEIRER[16]. W RmEMGIRIEHE R IC[17)5 5%, T8 GPU #2m KR ae
R THFEI 53— AN SR 2 ok o> N 3038 SR R0 A A7 2 A (R A7 LR A, TRk P A7 o DA LL v B T RE R i 5
Gk [18]. 5AEG KIS GPU FFHUEFH KI#5h GPU MLL, it TS B Aa AN, S 9E B A8 L 46[19]
FORI R DAl 5 A 2 B AF IR, TS B T SO R AR, R EM RO RRgmX . ®
JE G2 X [20 RIS I 22 it X RO PR He 4 5005 o SO R A8 R RN L SR & W] DL R AR v v A e 4
S, SRJETE T SRR R, BT DARRSCEE e 46 B2 A B () P 46 5% T 9 v DX P 406 A0 e EAE
O R SE G R AR PO R RIS, BT DA X R 4R VA ONS BRI 4R 50 . XSS R AR Sk
A AT DAY 38 SRR A7 2 B AP B e i, RIS D I E el i, 3 mT DA/ 76 17 ) 51 kS
ITh#E, IFRE WD S DDR /A&, AT RICR SR bill of material, BOM)JAS, XX A 7
WS R REL, BN/ & AT BERAE AR AR AR Th#E. R nl %8 GPU HIHEEWTIT,
A AT PAYE/D GPU VE YR it e i PR 5 B A7 it 1 B0 22 B, 18 mT LA/ GPU Ii#E, k2> BOM
AR, DR IR B B T 2 GPU BRI AR BTy sl MR S

3.3. ATEHE GPU REEMARE SRR

BIRTT DR 2 PR R BRI DDA T 7 i, BRIRAR G ThHE, b R #y, (HRFIZF M GPU 51
GPU M HIEA B ARE, P GPU M /e — M E 1. AT HBRG RS TR, Br
PAT] 55 8% GPU 75 EE AR P 1) 55 Ah—A~ F2 B [ gk 285 i R Bz il [21] [22]0 O id vt o AN R 5 AR
FISZM . 2%, O A IR R IhFE(Leakage Power) 2B THa b K, 3 ot ok . Hak, O
Frl RS BT B 2 S ECE R A, T3 B0 2 B A SO LEBENL . R R ZE R GPU /R AT R A
R ER B s, 2RISR R OB KA E K EOR AN, BT DR T PRS2 5 5)
25 HL R A4 29/ 5 (dynamic voltage and frequency scaling, DVFS) [23]4LHI 28400, 75 B8 hinats Fr (1936, B 4% %
A ARG R R IR 2R AR 2, gl 25 MR A A TTIR, 256K H DVFS FIHJE T 142 D #E(Power Gating)
[24] 50, DACRUES 7 22 IR FEVE BBl N IR TAE. [RItk, GPU (1) RE AN A FVE B SR B IR A 7068 A
73 GPU M R E

3.4. ATEE GPU BiF = IRITE#

BIAL B et 1 8 2 AEAF IR S AN ] SAe et g, IR GREFRUK A LA R, &
— R AV L TERALIPIREAF B o bR ST THUK M 5 2 AR H R AR ) % T 7] % 3 GPU
K, ERSCUIEIER AR, D9/ B 1045 B R I B b T T A R g,
FEUE BIRBA L, X RN 7 AR B . PRI i ROt AT R B R SO s el D4,
H 2 T 2 ST N FH AT T g2 FR G BT

3.5. ATZFHE GPU B M

BEE T o W K, T R RE B I I A R AE . S N FERL B S (T 7E R 25 R 2 B LR
WU RS T AT 2R S e 7 A FE S PR I . AE — /) o WA ST SoC . GPU AR AR F GE i
PRI B K B s T FEE, W BSOS — AN B e 07 . O ARSI B2 4x, TR 20 P
MIVGIE I P62 AR DUR AT AE XA S, XS HROR H AT e AR B, ER] 57 5 GPU Hiffs %
A ERAAEFT DA PRI, T E s A B fE Qe R i Bt 22 sk, g TP SN & &= RO A8 T3 A
Bi. 5 GPU AHRMBSFAEIE GG : (EFTFTALINTE GPU P IXIERIZAEE, WHrr. ib. 2Ry
FIRLBE . FLP A ) 2 4 X3, PLRAE RGiAF i ds . w2 phd i GPU Hdla il GPU 1 REFLAL il -
KK I TR B AR RGEh R e AR 2 4 XK, AnT7E GPU P RBEEAT R, IXSEHR R R ZEWE FUIR R

®
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(R T R st A e O, A PR T T bR vEE ZH 21 Khronos: Group fE 1 A\ 3% 22 4t K JF % (Embedded systems
graphics library, EGL)Fri#fEH: D H#H T — /M #7 1 EXT_protected_surface [2513 EThAE, GPU {1t
FOE %I O, WL EAT RO A Y R DR, (S ERE RS IKBNEFN GPU R g L T A
I, RPREEE e . PONEEEE B eI, GPU %R 24 A g, GPU H2Hi
NTEGE F 3D B BT I EAT S I G b B35 . (HREEARCR, B il o e RE Je, o)
ZEE GPU TRY Bl 22 4 1 R BRI, W iy vl 28 SRR 22 4 B PR e AR DR

g LATR, PR GPU HEE AR AR S . BRI R R4 . IR RN, DU
SR ) SRR 2 A B DS IR B R SCRI R, AR B, HLRI AT 28 B GPU MURe A4 AR LSRN £ R 2K,
A SN B —FOE & AT RN . ANHRLG . AR R IIFER) . BOM AR mml Stk rseid
M 2 (1) GPU THI I AS 7> (1 Bk i o

4, B4

B2, REEIL—FNEN, MHX—HriRE@ a5t e F 150 84, Think Silicon. Imagination.
Vivante Fl DMP 24 =] 3k H T &1 %6 o] 2 88 ) GPU, (HER 2 s/ (77— LB 5 AL, FEaREEE
BEITHAR. fektm. nT R REA B A, PR H i X — IR I A AR kb T8
MIREM B, BRI BB B, W rTRETFR EE B AP R 7t, s KaEgnsud ses TIE.
75 B A A o] 2 8D R BT 9T H T AR T 5t 1, &S 3T 5 GPU A RSB I B BRI
T RTHFEAUR T SRS, L B PR TR R ) 7 RS 2 A 2 O SRR IO SR 0 i HL b
o

EHEmHE

[ 2% 5 SR 4 = s H (No. 61136002)
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