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Key Novelty 1 - On-the-fly transcoding
This works in allot of scenarios:
* Virtual worlds, where users subscribe
to updates for virtual objects at different
How Gradient system works rates
* Stock updates, where updates about
some portfolios more important than
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Experiment on PlanetLab. GRADIENT uses substantially Simulation. The GRADIENT optimization is effective
less bandwidth without sacrificing end-user utility compared to the compared to and MST even as system sizes scale up. Error bars
MST approach. represent one standard deviation over 25 trials.

Live stream is strictly defined as fresh stream generated within 1 second

Running a distributed variant of the bootstrap is preferable. we currently use a centralized server but a distributed implementation is in the works

Each Gradient node has a utility list. Numbers following the rate is to measure how users want this rate: the larger the number is, the more strongly users want this rate
] The result rate cannot exceed the maximum bandiwidth of the link. The bandwidth cost on the link = selected stream rate * bandwidth cost/G

Y-axis is total cost (bandwidth cost - utility gain), measured by $; X-axis is number of Gradient nodes.
Our simulation results agree with an experimental evaluation on PlanetLab and show an improvement at scale.
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