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1 APPENDIX 

 

 
Figure 1: UI distribution time for three device setups 

 

 

 
Figure 2: UI response time for three device setups 

 

UI distribution time. Figure 1 illustrates UI distribution time 

measured for 20 legacy apps using different device setups: phone-

to-phone, phone-to-tablet, and tablet-to-phone. The result of each 

setup shows a similar tendency such that serialization and 

restoration (de-serialization) have large overhead although its 

absolute values depend on hardware specs of used devices. As 

mentioned in our paper [1], we have utilized a serialization library 

called Kryo [2] in our current prototype. Its current 

implementation has deep and frequent recursions, which may lead 

to significant performance overhead when serializing / restoring 

UI objects. We expect that we can optimize it by avoiding deep 

and frequent recursions. 

UI response time. Figure 2 shows the average UI response 

times in updating five most popular UI widgets with FLUID, 

compared to an open-source screen mirroring, SCRCPY [3]. 

FLUID-PP, FLUID-PT, and FLUID-TP denote UI response times 

for phone-to-phone, phone-to-tablet, and tablet-to-phone 

respectively. We observed FLUID outperforms the screen 

mirroring approach by 2x to 4x for three device setups. 
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