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Abstract While the requirement of graphic processing keeps increasing significantly, GPU
(Graphic Processor Unit) became mandatory component in embedded system today. To achieve low
cost and energy consumption with reasonable graphic performance, khronos group introduced OpenGL
ES 2.0 which is graphic standard API for embedded system. To use GPU processing with OpenGL
shading language, the role of compiler is very important for performance and cost. In this paper we
present compiler implementation for embedded GPU with OpenGL ES 2.0 shader program and
optimization techniques for target processor. In evaluation, our optimization techniques are reduced
code size to 10%, and execution cycle to 10~15%.
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