Steady state RTT:
[image: image1.emf]RTT vs. Number of Runs
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Steady state RTT with induced faults:

[image: image2.emf]RTT vs. Number of Runs (with Faults)
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Average failover time:

[image: image3.emf]Failover Time vs. Number of Runs
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Breakdown of an induced fault:
[image: image4.emf]Breakdown of Runtime with Induced Faults
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