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Glenn Ricart. Application Latency . http://inlab.lab.asu.edu/nsf/files/NSF-workshop-2-Ricart.pdf November, 2016.
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Impact of Other Metrics
Bandwidth
• 5Mbps - HD streaming
• 25Mbps – 4K

Loss

• Critical in smart manufacturing
• Not much effect on game scores
• Affects speech recognition 

systems

Less bandwidth

U
se

r 
sa

tis
fa

ct
io

n Voice
Video
Bulk transfer

Siri Dragon (UDP)
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Lag in group Applications
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Eben How ard, Clint Cooper, Mike P. Wittie, Steven Sw inford, Qing Yang. "Cascading 
Impact of Lag on User Experience in Multiplayer Games," in ACM NetGames, December 2014
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Overcoming Tracker-to-Display Lag

Lincoln, Blate, Singh, Whitted, State, Lastra, Fuchs “From Motion to Photons in 80 Microseconds: Tow ards
Minimal Latency for Virtual and Augmented Reality” IEEE VR 2016 Conf. and IEEE TVCG
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