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Introduction to Future Networking 
Applications and QoS
• Future networking applications have high demands in communication

• Industry 4.0
• Haptic applications
• Virtual Reality (VR)

• Present QoS-Mechanisms can prioritize network traffic

• IntServ can prioritze particular traffic

• Clemm and Eckert propose the novel approach Delay-Based
Forwarding (DBF) with using packet metadata

• DBF wants to provide fairness in the network

• We proof our simulation results against the paper results
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Delay-Based Forwarding Concept

Clemm and Eckert, High-Precision Latency Forwarding over 
Packet-Programmable Networks
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Implementation with OMNeT++/INET

OMNeT++ 5.6.2

INET 4.2.0

DBF

Dependencies on INET:
• StandardHost
• Router
• Ipv4NetworkLayer
• ITrafficConditioner

• ingressTC
• egressTC

• PriorityQueue
• PriorityClassifier
• PacketQueue
• PriorityScheduler
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Conclusion & Outlook

Conclusion

• Transparency to higher Layers with using DBF at Layer 3 and 2

• Differences in results but similar behavior

Outlook

• Figuring out the differences between emulation and simulation

• Further investigations with TCP in a heterogeneous network

• Modification of DBF which increases priority using eDelay


