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How to ensure universally smooth gaming experience? 

Bounding the tail performance! 



4 



5 



6 

interaction gap 



• Unfortunately, many messages arriving late 
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• US/CAN & Europe only 

• Imagine what’s next 
• open to all markets 

• launch on mobile 
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* picture by courtesy L. Rizzo 10 
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60% 

Pangolin redundancy – only 6.1%! 
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BACKUP SLIDES 
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• Pangolin address this class of problems 
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