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Informationalized radar terminal display system based on programmable GPU

ZHANG Hui, SUN Li-guo, LI Shi-dan, WANG De-sheng
(Department of Electronic Engineering, Tsinghua University, Beijing 100084, China)

Abstract: The rapid development of programmable Graphics Processing Units(GPU) provides a new
technical platform for the development of informationalized software radar terminal system. In this study,
the powerful parallel processing capability and high computational efficiency of GPU were applied to
improve the display system based on CPU, which greatly reduced the CPU utilization, reduced the burden
of the system and obtained excellent display comparable with the hardware implementation of radar image
display.
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Fig.2 Process of persistence
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Fig.3 Comparison of the effect of persistence
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Fig.4 Schematic diagram of multi-layer stacking
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