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Network

QoS Requirements and Goal Model
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QoS Requirements and Goal Model

enell
o« DN _
D'(k)=10r0

‘ pz
\ ‘ aZ ’ qz
z a;E|D;'(0)]

a;,q

Optimization Problem:

EWST (@) = max
nell -
l:



. Solution
Dynamic Program

For t and for §;:

Je(Se) = u?ggﬁ_)E[gt(-) + Je+1 ()]
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Feasible Throughput Region
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Feasible Throughput Region
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Feasibility Optimal Algorithm Algorithm
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Feasibility Optimal Algorithm Algorithm

Frame-Based Max-Weight Algorithm
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Simulations — Opt. and Heur.
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