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Design and Implementation of Remote Sensing Image Filter Mode Based on WebGL
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[ Abstract ] With the continuous development of remote sensing satellite technology, remote sensing data is applied in different industries.
Based on the problem of non photorealistic rendering of remote sensing image, this paper proposes a new mode of using WebGL. Through the
combination of JavaScript and WebGL technology, this mode realizes the business logic of generating remote sensing image oil painting filter
through the front end. Finally, experiments show that this mode can effectively use the GPU of user-end for image processing, which not only
shortens the processing time of a single image, but also saves the time consumed in network transmission. Therefore, the mode is suitable for
providing users with online remote sensing image processing service.
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