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Implementation of GPU based MPEG-2 Decoder
Kyung Su Kim* Hong Sik Kim**, Cheong Ghil Kim***, Woo Chan Park****

Abstract

Recently the performance of GPU is increasing much faster compared to GPU and GPU is used
for various application programs. In this paper, MPEG-2 Decoder is implemented based on a GPU
programming language, CG. The proposed methodology is to perform block rendering with texture
data according to video standard with very high parallelism by using the pipeline of GPU which is
a stream processing structure. To reduce the data bandwidth between system memory and GPU,
local memory is used for graphic card. According to the experiment, the proposed scheme shows
performance improvement by more than 2 times compared to CPU based scheme.
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