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Server capacity: 
•  SecondLife: ~40 clients/server 

Second Life and the New Genera2on of Virtual Worlds. 
S. Kumar et al.  2008. IEEE Computer, 41(9):46‐53 
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than new servers 
purchased each year by MicrosoV 

=> a lot of 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and 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at 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that are greatly 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or 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Conclusions 



1.  Cloud and edge technologies can work together… 
…but we need a new storage abstracCon. 

2.  Checkpointed Channels (CCs) 
a)  Support a variety of protocols: client‐server, P2P, 

distributed replicaCon, append log files, etc., 

b)  Can be used at any level of the protocol stack, at 
the fronted and at the backend,  

c)  Can efficiently store structured mashup content, 

d)  Can be hyperlinked into webs of CCs; these could 
serve as a basis for a new Web architecture. 

Conclusions 



Thanks 


