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An Adaptive Z-buffer Algorithm for PDA Platform
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ABSTRACT

This paper aims to improve the efficiency of a 3D~graphic software engine in a PDA platform and
the performance of a rasterizer. There are many problems in implementing a software engine in a mobile
platform, due to its relatively weak processing power. Taking the advantages and complementing
weaknesses of the depth-sort algorithm and the Z-buffer algorithm, we implemented an adaptive Z-buffer
algorithm and proved its performance on several PDA platforms. Our algorithm was evaluated to have
midway speed compared with two conventional algorithms. It also removed reversal errors in comparison
with the depth-sort algorithm.
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