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Imaging is an important step in the systems echoscopy. The quality of 
the image processing depends on the quality and recognizability of defects in the 
output acoustic image of the object. The differentiation of tasks on two levels allows 
full use of hardware and software graphics cards to address them. Elaboration 
algorithms and programs imaging in holographic imaging system, using hardware and 

software graphics cards  this vertex and pixel shaders.  
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. A regular expression (sometimes called a rational expression) is, in 
theoretical computer science and formal language theory, a sequence of characters that 
define a search pattern. Usually this pattern is then used by string searching algorithms 
for "find" or "find and replace" operations on strings. 
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