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Two facts about networking from Stuart Cheshire’s famous rant “It’s the latency, stupid” [1]

#1 Once you have bad latency you are stuck with it
#2 Making more bandwidth is “easy” (we can use this to our 
advantage)

[1] http://www.stuartcheshire.org/rants/Latency.html
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Lost packets

px  denote the uncoded packet x

Source

Ʃp denotes a coded packet (linear combination of other 
packets)

Receiver
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Using coded packets long delays can be avoided. In the above example the receiver is able to 
recover from the two packet losses when receiving the second coded packet.

If delays are long (e.g. such as in satellite networks) the tradeoff between bandwidth and delay can 
make sense. 
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