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Main-sub STEREOSCOPIC SYSTEM

DirectD3D9 registration;
Getting CDUA and D3D9 devices;
2D texture Creation;

WHILE(1) DO
IF(QUIT) THEN
Program exit;
ELSE
Stereo images acquisition;

//CDUA & ©]&3 F&¢
Images registration with CDUA;
CUDA kernels starting;
//DirectX & ©]-&3% ~HH L 4 =9
Mapping stereo images to vertex;
LPNVSTEREOIMAGEHEADER application;
Getting the back buffer about stereo images;
Presenting back buffer in swap chain;
ENDIF
ENDWHIDLE

END STEREOSCOPIC SYSTEM
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