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6.3 [MobiCom’20|Heimdall: mobile GPU coordination platform for aug-
mented reality applications
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(a) MACE over LG V50 (immersive online shopping scenario). Flgure 3: Multi-DNN GPU contention example.
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(a) Average frame rate. (b) Frame rate over time.

Figure 4: Rendering-DNN GPU contention on MACE over LG
V50 (immersive online shopping scenario).
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Figure 6: System Architecture of Heimdall.
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6.3.3.1 Preemption-Enabling DNN Analyzer
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Figure 12: Operation of DNN partitioning.
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6.3.3.4 Additional Optimizations
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6.3.4 Evaluation
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Figure 14: Performance overview of Heimdall on LG V50.
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6.3.5 Evaluation
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Figure 16: Performance comparison of GPU coordination policies.
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