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Problem and Motivation Dynamic Color Palettes Evaluation

O Mobile devices spend significant amount of energy to access otf-chip memory. d Dynamic Color Palettes (DCP) collects the most common pixel values in O We evaluated DCP using a set of frames from mobile UI and 3D
b . 1 ¢ offchi . . . each frame to predict a compression palette (dictionary) that will be used workloads.
O Graphics operations are a large consumer of off-chip bandwidth for operations to compress the next frame. Ul Workloads oD Workloads
like framebuffer reading/writing. . . . . . .
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d Also we evaluated the rate of creating new CCD dictionaries.

. Where we construct a new compression dictionary every Nth
DCP Alg()rlthms frame instead of every frame.

O Our main goal is to design a framebuffer compression scheme that is more
effective to the most common use cases in mobile devices.

O We use a simple elegant scheme that exploits temporal coherence in graphics.
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