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A Scheduling Method on Selective Contents Broadcasting
Considering Wait for Receiving Data

YUSUKE GOTOH," TOMOKI YOSHIHISATt and MASANORI KANAZAWA tt

Due to the recent popularization of digital broadcasting systems, selective contents, i.e.,
users watch their selected contents, have attracted great attention. For example, in a news
program, after a user selects his/her desired content, the user watches the content. In se-
lective contents broadcasting, users often wait for receiving the next content after playing a
content. Although conventional methods reduce necessary bandwidth for playing the data
without wait, they do not consider the upper limit in the bandwidth. When there is an upper
limit in the bandwidth, users have to unit for receiving the data. In this paper, we propose
a scheduling method to reduce the waiting time. In our proposed method, by producing
an effective broadcasting schedule according to the available bandwidth, the waiting time is
reduced.
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Fig.1 An example of a broadcast schedule under the
CCB scheme
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Fig.5 An example of a broadcast schedule under the
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Fig.8 A watching-order graph for evaluating waiting time
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