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EUC Score measures and quantifies 

perceived end -user experience in Windows 

remoting and digital workspace environments, 

both on premises and in the cloud ïfast, 

precise, repeatable and intuitive

...and with a globally unique data visualization



Screen Videos + Telemetry Data Combined

User Experience

Telemetry Data



From a Userôs Perspective: Quality Criteria

Boot and logon duration
Measure boot time + logon time + user session load time until it is ready for user 

interaction. Includes identity management and authentication methods.

Application and content load time 
Measure time from user starting an application until the content appears and the 

application is ready for user input, including access to the storage system.

User input delay (ñLagò)
Measures responsiveness of graphical elements after user-initiated triggers = ñtime from 

mouse click to screen updateò (lag, latency, system response time).

Graphics APIs supported
Detect incompatibilities when running graphics applications using the DirectX, OpenGL, 

Vulkan and WebGL APIs.

Media formats supported
Detect incompatibilities when opening and playing media files, such as MP4, MPEG, 

MOV, WMV or AVI.

Distortion of media
Measure media and screen output quality. Detect image, animation, and audio/video 

compression and decompression artifacts and anomalies.

Screen refresh rate
Measure the number of times per second that the desktop or application can draw 

consecutive images on the screen and in the host frame buffer (frames per sec = fps).

Endpoint specs and quality
Determine the screensô number of pixels, density, and visual dimensions ïframe buffer 

requirements grow with resolution and screen number. Detect periphery incompatibilities.

Application reliability and stability
Detect application hangs, freezes, crashes or unhandled exceptions. Measure 

consistency, dependability and robustness of applications.

Session consistency and resilience 
Check if user state is preserved across subsequent sessions. Measure session 

disruptions, hangs, disconnects/reconnects, availability, timeouts and redundancy.



Six Benefits of Using EUC Score
Diagnose end-user pain symptoms and solve IT support sorrows with proactive synthetic testing

Identify potential pain

Pre-production capabilities, 

performance and load testing

Examine existing pain

Ad-hoc diagnostics in 

production environments

Prevent new pain

What-if analysis and 

comparison of system designs 

and migration scenarios

Quantify pain relief success

Before-after analysis of system 

optimizations and software updates

Measure chronic pain

DaaS and VDI service level 

agreement management

Deliver less pain by design

EUC software quality assurance 

and quality control



User Experience Benchmarking

Simulated 
Workloads

Telemetry 
Data

User 
Activities

Screen 
Recording

Toolset

Scientific Data Analysis and Visualization



EUC Score Benchmarking ïStep-by-Step

1. Install the EUC Score toolset on the system under test

2. Open Simload Runner and collect system information

3. Run Score Simloads on the system under test

4. Run Primary Simloads, record screen videos and collect

telemetry data

5. Use Sync Player to visualize and analyze screen videos and

telemetry data



https://eucscore.com/freeware/

https://eucscore.com/freeware/


More Simloads

Better Control

Visualization



EUC Score Basic Lab

Primary Device
+ Synthetic User

System Under Test

Simulated Workloads ñSimloadsò

Simload Runner

.ref

.csv

Ad-hoc Observation of Perceived User Experience

No admin 

privileges



Endpoint 

WAN Zone

EUC Score Enterprise Test Lab

Primary Device Video Recorder

Screen 

Capture 

Device

OBS 

Studio

System Under Test

ñSUTò

.ref

.csv

.mp4

Simulated Workloads ñSimloadsò

Avatar with Telemetry Collector + PoSh

Simload Runner + Sync Player
Activity Log

Telemetry Data

Screen Video

Bandwidth

Latency

Packet Loss

WAN

Emulator

Playbooks



EUC Score Test Lab





Type Description

Type 1

Primary

Test run with an application that highlights a specific graphic or 

multimedia format (GDI, DirectX, OpenGL or video) ïmay require a 

pre-installed application.

Type 2

Persona

Sequence of chained or overlayed user activities, orchestrated in 

such a way they generate the characteristic behavior and consistent 

load pattern of a predefined interactive user type.

Type 3

Score

Measures predefined system metrics used to produce a number that 

represents the remoting protocol-independent performance. Typically, 

each Score Simload is associated with a specific theme.

Run Simulated Workloads ïñSimloads ò

NOTE: Each Simload stores system and user activities in a .ref file 

and may collect telemetry data into a .csv file if configured accordingly

EUC Score Simload Gallery : https://eucscore.com/gallery.html

https://eucscore.com/gallery.html


Score Simloads

AppDialog

Windows Dialog

AppStart

Windows App Start

FractalsDragon

GDI+ Perf Test

FractalsPythagoras

GDI+ Perf Test

GDIPlusGraphics

GDI+ Perf Test

GDIPlusRect

GDI+ Perf Test

WhiteNoise

GDI Perf Test

UserProfileLarge

Storage Perf Test

UserProfileSmall

Storage Perf Test

IOPS

Storage Perf Test

GDI / GDI+Windows / Storage

https://eucscore.com/results/scores.html

https://eucscore.com/results/scores.html






Score Simloads ïNoisy Neighbors



Simulated Workloads (GPU not required )

TestScreen

System info

NotepadEdit

Simple typing

NotepadMove

Moving app window

WordpadScroll

Office app scrolling

JPEGViewAnim

Simple animation

WMPlayer480MP4

480p MP4 video

MSEdgeAquariumWebGL

Demanding WebGL app

MSEdgeCarVisualizer

Demanding WebGL app

MSEdgeGifScroll1 / 2

Medium animation

MSEdgeHtmlScroll

HTML doc scrolling

WMPlayer720MP4

720p MP4 video

WMPlayer180MP4

1080p MP4 video

MSEdgeVideoConf4

4 separate videos

MSEdgeVideoConf6

6 separate videos

MSEdgeVideoGrid9

9 separate videos

MSEdgeMonsterHTML5

Simple HTML5 app

MSEdgeFishbowlHTML5

HTML5 app

RollercoasterDX9

Medium DirectX 9 app

BSPBlendingDX11

Demanding DirectX 11 app

MSEdgePhotoGalleryJS

JPG photo gallery

MSEdgeWaterWebGL

Demanding WebGL app

Simple / Continuous Videos / HTML5 Animations



Simulated Workloads (GPU required )

ClothOpenGL

Humus

DominoOpenGL

Humus

ShadingDX11

Humus

FurMarkOpenGL

Geeks3D GpuTest

GiMarkOpenGL

Geeks3D GpuTest

PixMarkOpenGL

Geeks3D GpuTest

Plot3dOpenGL

Geeks3D GpuTest

TessMarkOpenGL

Geeks3D GpuTest

CinebenchOpenGL

Maxon

GoogleEarthDX9

Google

Geeks3DHumus / Maxon / Google



Visual Data Analytics ïSync Player

User Experience

Telemetry Data

User Activities

Remoting

Protocol

System Under Test

Primary User Endpoint

Title Specs Button Maximize Button

Timeline and 

Video Controls
Report 

Button

Screen Video Activities

Telemetry Charts

https://eucscore.com/results






Call to Action

info@eucscore.com

NOTE: The EUC Score toolset is free for  

community benchmarking tests when the 

results are made freely available to the public

https://eucscore.com

https://eucscore.com/results

If you want to learn more about 

EUC Score, send me an email

https://eucscore.com/
https://eucscore.com/results


EUC Score Links

Å Blog articles: https://drtritsch.com

Å Toolset documentation: https://docs.eucscore.com

Å Test Methodology: https://eucscore.com/methodology.html

Å Simload Gallery: https://eucscore.com/gallery.html

Å Test Results (Sync Player): https://eucscore.com/results

Å Terminology (Glossary): https://eucscore.com/terminology.html

Å Lab Equipment: https://eucscore.com/equipment.html

Home Page Freeware Download

https://eucscore.com https://eucscore.com/freeware

https://drtritsch.com/
https://docs.eucscore.com/
https://eucscore.com/methodology.html
https://eucscore.com/gallery.html
https://eucscore.com/results
https://eucscore.com/terminology.html
https://eucscore.com/equipment.html
https://eucscore.com/
https://eucscore.com/freeware


EUC Score Testing Methodology

Test Setup Details



EUC Score test phases

1. Design & Build: Pose testable question, state hypothesis, design 

experiment, and setup test environment (target system with test 

toolset, network, client device and test user accounts)

2. Perform & Test: Connect to target system from client device, 

select test workloads, prepare data collection, perform controlled 

and reproducible experiments, and collect/record test datasets

3. Visualize, Analyze & Publish: Review test results, visualize 

datasets, analyze test results, draw conclusions, and publish 

findings (and sometimes start all over again)

EUC Score Testing Methodology

NOTE: Benchmarking experiments or simulations may not reflect the real world, but they help us to 

understand certain aspects of the real world



Build & Test: Secure by Design

Digitally signed 

installation packages

Digitally signed 

GUI tools

Digitally signed 

Simloads

No data upload to 

the internet

Digitally signed 

PowerShell scripts

No admin privileges 

required for single-

user test sequences



Simload Runner

Run Freeware simulated workloads Run Enterprise simulated workloads



EUC Score Avatar

ÅThe Avatar is a light-weight 

Windows system tray program 

that represents a Windows 

user in a test situation

ÅThe main purpose of the Avatar 

is to control (run and start/stop) 

registered simulated workloads 

(ñSimloadsò) and collect 

telemetry data

ÅThe PowerShell console 

controls all Avatar features 

from the command line

5:15 PM

04/25/2025

Simload Runner

Telemetry Viewer

PowerShell console

Start Telemetry Collector

Avatar preferences

Telemetry settings

Get help

Check for updates

About

Connect/Disconnect

Close Avatar



EUC Score PowerShell Commands

ÅList-EucSimloadItem

ÅRun-EucSimload -SimloadName

-Seconds [-Telemetry] [-x -y 

[-width -height]]

ÅStart-EucSimload -SimloadName

-TempObject [-x -y [-width -height]]

ÅStop-EucSimload -SimloadName

-TempObject

ÅStart-EucTelemetryCollector [-Id]

ÅStop-EucTelemetryCollector



Screen Video Recording Options

Primary Device Video Recorder

Screen 

Capture 

Device

System Under Test

Primary Device

System Under Test

OBS Studio

ClipChamp

OBS 

Studio

.mp4

.ref

.csv

.ref

.csv

.mp4



Adding a WAN Emulator

LAN A Management

LAN B

Primary Device

Router

Controller

192.168.0.100

LAN/WAN/Internet

Bandwidth, Latency, Packet Loss

SUT





Name Bandwidth Limit Round Trip Time Packet Loss

Baseline (Unconstrained) 100 Mbit/s 10 milliseconds 0%

High packet loss 100 Mbit/s 10 milliseconds 2%

High round trip time 100 Mbit/s 110 milliseconds 0%

Low bandwidth 8 Mbit/s 10 milliseconds 0%

Very high packet loss 100 Mbit/s 10 milliseconds 5%

Very high round trip time 100 Mbit/s 310 milliseconds 0%

Very low bandwidth 2 Mbit/s 10 milliseconds 0%

WAN Emulator Network Profiles



Perceived User Experience Analysis

Test Data Visualization



Left Title ïSingle View Mode Right Title ïSingle View Mode

Left Media Tile

ñScreen Recordingò

[.mp4]

Description

System & User Activities

[.ref]

Telemetry Data ïSession Metrics

ñPerformance Countersò [.csv]

ñReportò Popup Form [.html]

Video & Data Animation Controls Report

(i)(z) (i)(z)



Left Title ïSide-by-Side View Mode Right Title ïSide-by-Side View Mode

Left Media Tile

ñPacemakerò Video

[.mp4]

Right Media Tile

Comparison Video

[.mp4]

Color-Coded Telemetry Data ï2 x Session Metrics

ñPerformance Countersò Overlay [.csv]

ñReportò Popup Form [.html]

Video & Data Animation Controls Report

(i)(z) (i)(z)



Left Title ïSide-by-Side View Mode Right Title ïSide-by-Side View Mode

Left Media Tile

ñPacemakerò Video

[.mp4]

Right Media Tile

Comparison Video

[.mp4]

(i)(z) (i)(z)

Video & Data Animation Controls Report

Left System & User Activities

[.ref]

Right System & User Activities

[.ref]



éAND 

ARTIFACTS

DO



Block Artifacts or Tiling



Smear Artifacts (Airbrush Effect) 



Striping



Blurriness 



Mosquito Noise 


