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We improved a tons of Android sub-systems: from sensor, to thread scheduler, 

from IPC mechanism to window manager.

But since this is SIGGRAPH, I guess it’s better to focus on graphics.
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- Not sure about you guys, but it definitely sounds like my Mom when I 

was 15.

- What if you cannot render frame in time? Please do triple buffering.

- What if your render loop crash? Please draw in a different process.

- What if your hardware doesn’t support hardware compositing? Let’s 

wait for GL fallback.
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Now, we understand why Android graphics pipeline introduces huge latencies, 

just like our over protecting mom. What can we do in the meantime? Just like 

most teanagers, we tried to workaround the system our parents set up for us.
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The priority is so high that I’m not allowed to publicly talking about it.
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Single buffer can still be supported to achieve sub-frame latency.
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