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Questions about the EDTM dead time

1. Some of the runs can have a very low live time

2. The EDTM live time can be larger than 100%

3. The EDTM live time is always close to 100% with 

the increase of trigger rate, even for runs about 1 

million Hz
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All the runs with 
EDTM LT < 0.9
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Why EDTM live time could be larger than 100% ?

All ps3 and ps6 runs
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Pre-scale factor > 0

Ø End-of-run problem❌
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All ps3 and ps6 runs

Ø End-of-run problem❌

Ø Noise in EDTM_tdcTimeRaw ❌

Ø Document from PionLT shows 

the EDTM LT can also be larger 

than 100 % …

Ø Other explanations?

Why EDTM live time could be larger than 100% ?
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Questions about the EDTM dead time

1. Some of the runs can have a very low live time✅

2. The EDTM live time can be larger than 100%

3. The EDTM live time is always close to 100% with the 

increase of trigger rate, even for runs about 1 million 

Hz

The last two questions could be related to the same issue

I’m worried whether the EDTM system is working well…


