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Abstract

TCP Reno is widely used in the current Internet as a de facto standard. On the other hand, TCP Vegas, which is able to
achieve higher throughput than Reno, has been proposed. However, it has been also indicated that Vegas can't achieve
comparative performance when Reno and Vegas co-exit. In this paper, we improve the window update algorithm of TCP
Vegas at its congestion avoidance phase. In this method, Vegas's parameters are automatically updated and the throughput
unfairness is expected to be solved, leading to Reno friendliness. Furthermore, we show effectiveness of the proposa by
computer simulations.
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