Computers and Electrical Engineering 28 (2002) 447–464
www.elsevier.com/locate/compeleceng

Video data storage policies: an access frequency based
approach
Athena Vakali *, Evimaria Terzi
Department of Informatics, Aristotle University, Box 114, 54006 Thessaloniki, Greece
Received 20 July 2000; accepted 25 September 2000

Abstract
Video applications are characterized by their increased requirements for huge storage spaces and timing
synchronization. Video data storage is a critical issue due to the so-called I/O bottleneck problem in relation to the quality of service while accessing video applications. The main contribution of the paper is that
it considers video data dependencies, access frequencies and timing constraints in order to introduce a video
data representation model which guides the storage policies. Two video data representation levels are
considered to capture the frequencies of accesses at external (video objects) and internal (video clips) levels.
A simulation model has been developed in order to evaluate the placement strategies. Video data placement
is performed on a tertiary storage subsystem by both constructive and iterative improvement policies. Iterative improvement placement has been proven to outperform the other video data placement approaches.
 2002 Elsevier Science Ltd. All rights reserved.
Keywords: Multimedia data storage; Video data processing; Video data representation; Video physical layout; Data
placement algorithms

1. Introduction
Video data are characterized by timing relations and constraints imposed by users interactions.
The main objective of video applications is to support a hiccup free display of video data. If only
disk-based secondary storage systems are used to store and manage this huge amount of data, the
system cost would be extensively high. A tape-based storage system seems to be a reasonable
solution for lowering the cost of storage and management of continuous data. The most important design issues of a video storage server is to provide jitter-free video services as well as to
*
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promote utilization of the storage bandwidth to accommodate more users. In Ref. [3] the issues of
placing continuous objects on a tape-based tertiary storage system and also the ensuing replacement and scheduling policies have been considered. A new performance model for a video
storage server, which takes into account striping strategies, disk scheduling policies, data placement schemes, block sizes, buﬀer requirements and initial delay time simultaneously, is proposed
in Ref. [22]. The conﬁguration of a storage system that supports diﬀerent video data types is
studied in Ref. [14], whereas in Refs. [17,18] the conﬁguration of a system to support sharing for
continuous media type is studied. Placement techniques and scheduling algorithms that guarantee
continuous display of objects within a heterogeneous disk storage system are introduced and
evaluated in Ref. [24]. Tertiary storage devices and tape libraries in particular, have been pointed
out in Refs. [5,6,15]. The physical structure of multimedia data storage subsystems is described in
Ref. [10]. It is interesting to note that tertiary systems have diﬀerent and diverse performance
factors not applicable to all technologies as indicated in Ref. [15]. Data placement has been
studied for tertiary storage subsystems, in Refs. [6,16,23]. Iterative improvement placement
algorithms, and simulated annealing in particular, have also been implemented in Ref. [4]. A
detailed description of the simulated annealing algorithm is given in Ref. [21] while its implementation on database systems has been discussed in Ref. [20].
Representation models for multimedia data have been introduced to represent the temporal
relations among objects and specify the timing at which discrete events occur. In Refs. [1,2] a
classiﬁcation of the representation models, based on the notion of time is presented. The main
classes been discriminated are the timeline, the interval-based and the constraint-based models.
Also, a number of diﬀerent representation approaches have been also introduced in Refs. [1,2,7]
and classiﬁed into three main categories: graph models, Petri-net models and object-oriented
models. In Refs. [9,11] video objects representation models are categorized into stream-based
models and structured models with respect to their physical requirements and from the perspective
of the database management system. In Ref. [19] a diﬀerent multimedia data representation model
is proposed under a considered database schema based on a hierarchical tree structure for video
objects representation. Furthermore, a new timeline model is proposed in Ref. [12] which captures
userÕs interactivity on a set of multimedia documents.
This paper presents a model for video data placement on a considered tertiary storage subsystems, under speciﬁc video data representation. The paperÕs main contribution is related to the
following key issues:
• The navigation path among various video objects is considered for video data representation
and their storage. The relationships among various video objects capture the userÕs access patterns on a considered multimedia storage server. These access patterns are considered to guide
the storage policies and video data are no longer considered to be independently accessed.
• The physical objects corresponding to the video clips (included at a particular video data object)
deﬁne the actual storage units involved in the data placement policies. Then, the frequency of
access of a particular video clip speciﬁes the popularity of the corresponding storage unit such
that the data placement favors the most popular frequently accessed video clips.
The structure of the remainder of the paper is organized as follows. In Section 2 the proposed
representation model is introduced. Section 3 provides a description of the data placement criteria
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and both constructive and iterative improvement placement algorithms are further discussed. The
main modules of the simulation and the storage system model are brieﬂy described in Section 4.
Experimentation and results are given in Section 5 with discussion and result comments. Finally,
conclusions and future work topics are discussed in Section 6.

2. Video data representation model
2.1. Video data representation – preliminaries
A video application is based on the interaction and interconnection of video objects. For example, in a video movie application each user/client navigates (in an interactive way) through
several video objects which correspond to a set of video clips. Video clips consist of video frames
which are the last level of granularity in video structuring. Some deﬁnitions (in relation to the
modelÕs deﬁnition) follow:
Deﬁnition 1. Video clip is a sequence of video frames. Each video clip has its own size, duration,
presentation rate and is stored as an entity in ﬁles or blocks of the storage system.
Deﬁnition 2. Video object is a set of n video clips characterized by temporal constraints. A video
object is deﬁned as a set of tuples:
video object ¼ fðvc1 ; s1 ; e1 Þ; ðvc2 ; s2 ; e2 Þ; . . . ; ðvcn ; sn ; en Þg
where vci represents the identity of the ith video clip belonging in the video object and si , ei are its
start and the ending times (within this particular video object).
Deﬁnition 3. The browsing graph is a directed graph G ¼ ðN ; AÞ where N ¼ f1; 2; . . . ; kg is a set of
k nodes corresponding to k video objects and A is a set of directed edges connecting speciﬁc pairs
of N. Additionally, every edge in A is weighted by an access or transition probability. Any
browsing graph can be uniquely deﬁned by the so-called transition matrix.
Deﬁnition 4. The transition matrix P associated with the graph G, is a ðk  kÞ matrix of access or
transition probabilities, where pij ði; j 2 f1; 2; . . . ; kgÞ denotes the probability of accessing node j
when currently being at node i at a single step.
Pk
Pk
Deﬁnition 5. A vector f ¼ ðf1 ; . . . ; fk Þ, where
i¼1 fi ¼ 1 and fP ¼ f or fj ¼
i¼1 fi pij for j ¼
1; 2; . . . ; k, is called vector of access frequencies of the video objects 1; . . . ; k and its elements
provide matrices to identify the popularity of each video object involved in the browsing graph.
Theorem 1. If P is the transition matrix of a homogeneous ergodic Markov chain, then there is a
unique vector f ¼ ðf1 ; . . . ; fk Þ, such that
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lim P k ¼ f

k!1

Proof. A thorough study and classiﬁcation of ﬁnite Markov chains and the proof of this theorem
is given in Refs. [8,13]. The theorem gives us a way of approximately evaluating the access frequencies of the nodes, by simply calculating powers of the transition matrix. Theorem 1 gives a
way to evaluate the relative frequency of accessing (retrieving) nodes 1; . . . ; k respectively in a long
run, based on the transition probabilities of the initial browsing graph. It is known that in the
theory of stochastic processes the vector f is called the equilibrium or stationary distribution of the
Markov chain since any element represents the limiting probability of accessing the node i after
inﬁnite number of steps (in the long run). 
2.2. The nested-graph representation model
In our case a graph model has been considered to represent video data as well as the overall
access pattern among diﬀerent video objects. The basic idea of the proposed model is depicted in
Fig. 1. A user ‘‘moves’’ from one video object to another and this navigation can be represented as
arcs in a directed graph. The nodes of the graph correspond to distinct video objects. For example, such a seven-node graph is depicted in Fig. 1 for a set of seven video objects. The model
considers a further representation analysis for each of the nodes since each node consists of a
number of video clips. The structure of the internal node is represented by a graph model as well.
The nodes of this second graph correspond to the video clips (participating in the video object)
while the arcs represent userÕs navigation preferences within the video object. It is obvious that the
assumed model is a homogeneous Markov chain since the transition probabilities are timeindependent. The notion of the ‘‘system’’ in the Markov chains terminology stands for the user’s
actions while the ‘‘states’’ of the system are the video objects or the nodes of the graph. It is also
clear that the transition matrix P is a stochastic matrix, i.e. its elements are either zero or positive

Fig. 1. The nested-graph representation model.
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and its row sums are all ones,
supported in our model:

Pk

j¼1
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pij ¼ 1 for each i. Thus, two representation levels will be

• External level: UserÕs interaction can be represented by using the browsing graph as a ‘‘map’’ of
nodes (video objects) visited by the user. Each node in the browsing graph corresponds to a
video object itself, while the directed arcs represent the relationships among the various nodes
(based on the idea of Ref. [4]).
• Internal level: At this level each node of the global view structure is further described. Since timing relations and constraints arise among clips within a node, there is a need to focus on the
node content with respect to clips relationships over time and users’ access pattern. A video object (i.e. a movie) can be represented as a collection of video clips. Each video clip is considered
to be the actual storage object and storage objects may have variable sizes and durations. Notice
that a clip may be part of more than one video objects. These storage objects are members of
continuous media data and should be retrieved and displayed at a prespeciﬁed continuous rate.
Based on the idea of Ref. [17], a video object is represented by a graph model as well. This graph
is called the internal browsing graph, is a directed weighted graph (Deﬁnition 3) and each node
corresponds to a video clip itself, while the directed arcs represent the relationships among the
various clips. Therefore, a vertex in the graph represents a link from one video clip to another.
The external level browsing graph principles, still hold for internal level browsing graph of a
single video object. Therefore, the internal browsing graph of a node (video object) x is related to
a transition matrix Pint , (as the transition matrix P, Deﬁnition 4), the elements of which correspond to the transition probabilities among the n clips of video object x.
Deﬁnition 6. The vector of access frequencies of video clips will have as elements vx;j which deﬁne
the popularity of clip j within node x. This clip popularity vector has the same properties with the
video objects access frequency vector f (Deﬁnition 5).
The above described (two level) model will be referred to as nested-graph representation model.
Thus, the nested-graph representation model refers to a two-level representation model with
browsing graphs used to represent video data relationships and constraints both in the external
and the internal levels. A complete example of a nested-graph model is depicted in Fig. 1.

3. Video data placement algorithms
3.1. The placement criteria
Certain criteria are needed to guide the placement of video clips in order to propose eﬀective
video data physical layout. As mentioned in the previous section, the video objects include a
number of video clips which speciﬁes a ‘‘pool’’ of physical objects. The same video clip may be
included in more than one video objects. However, only one copy of each video clip is kept in the
storage system. Each video clip should be placed eﬀectively and appropriately to guarantee high
quality of service.
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Deﬁnition 7. The popularity of a video clip j in the nested-graph representation model is deﬁned by
pop½j ¼

k
X
fi mij
i¼1

where fi is the frequency of access (Deﬁnition 5) of the video object corresponding to node i
(estimated by the formula given in Theorem 1), and vi;j is the popularity of video clip j within node
i (Deﬁnition 6). The popularity value of a video clip is higher when the clip is part of a ‘‘popular’’
node and when it should be played for several times within this node. Therefore, all objects included in popular nodes have a high popularity value.
The popularity of video clips within the nested-graph representation model is the basic criterion
which will be used to guide the implementation of the data placement algorithms on a tertiary
storage subsystem. Tertiary storage systems and tape libraries in particular, are quite appropriate
to accommodate voluminous video data as they are characterized by high storage capacity.
Furthermore, recent technological advances have reduced the seek and service times of these
devices and thus they can be seriously considered as an active part of the storage hierarchy even in
the case of video data where certain timing constraints are imposed. Our data placement problem
is to store C video clips onto T tapes. We perform placement on tapes with Z zones. The considered data placement algorithms are of two main categories: constructive placement and iterative
improvement placement.
3.2. Constructive placement
The organ-pipe and the camel placement algorithms are considered as indicative policies under
the constructive placement approach. Fig. 2 presents these algorithms as applied in a tape library
storage system with T tapes.
The organ-pipe and camel placement policies as implemented within a tape consisting of Z
zones are summarized next:
Organ-pipe placement
(A) Place the most popular object on the middle zone (Z/2) of the tape
(B) Allocate the next two popular objects on either side of the middle zone
(C) Go to (B) until all objects are placed.
Camel placement
(A) Divide the tape into two consecutive tapes consisting of (Z/2) zones
(B) Implement organ-pipe placement alternatively on the two consecutive tapes
(C) Go to (B) until all objects are placed.
3.3. Iterative improvement
The iterative improvement placement, commences with an initial placement determined by a
constructive placement procedure and is repeatedly modiﬁed in search for cost reduction. If a
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Fig. 2. Constructive placement.

modiﬁcation results in a reduction, it is accepted (otherwise it is rejected). This algorithm is based
on simulated annealing algorithm which is a popular algorithm for combinatorial optimization
used in our placement problem. A description of the algorithm is given in Fig. 3. The initial
placement of the physical entities within the tapes can follow either one of the constructive
placement methods described above, or a random policy.
The rearrangement (perturbation) of the clips within the tapes can be applied following two
strategies.
1. Interchange: Select two clips of the current conﬁguration randomly, and interchange their positions.
2. Rotation: Make a left (or right) circular shift of current conﬁguration.
The expected service time is an indicative measure of the cost of the placement indicated by the
end of each perturbation, and is evaluated by the following formula:
N X
N
X
pop½i pop½j ðsj srate þ tj trate Þ
expected service time ¼
i¼1 j¼1

where i, j refer to the current head location (i) towards the requested location (j). Notice that sj
and tj are the number of bytes to search and transfer (respectively), while srate and trate are the
search and transfer rates (respectively). Finally, N refers to the total number of storage entities.
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Fig. 3. Iterative improvement algorithm.

4. The simulation model
4.1. Simulator’s modules
Our simulation model consists of the three main modules (Fig. 4):
• The data representation module: The browsing graph is constructed based on users access patterns. Representation is performed in both internal and external levels and the access frequen-
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Fig. 4. The modules of the simulation model.

cies are evaluated by using the formula given in Theorem 1. The video clipsÕ popularity estimation is based on Deﬁnition 7.
• The data placement module: One of the data placement algorithms (described in Section 4) is
applied according to the selected tape topology and the location of each physical object is identiﬁed.
• The request servicing module: The request workload refers to speciﬁc nodes of the external
browsing graph. When such a request arrives, the video clips that correspond to the video object been pointed by the user are retrieved from the tapes on which they are stored on. These
clips are elevated on the cache memory such that the request could be serviced. Requests referring to a number of video clips that do not necessarily belong to the same video object as well as
randomly created requests can also be cases for further experiments.
4.2. Simulator’s tertiary storage model
The tertiary storage subsystem used for our simulation studies is a tertiary storage library.
These libraries come in many diﬀerent sizes and conﬁgurations and despite their signiﬁcant differences, they all contain: drives, robot arms and tapes or disks. Our library is thought to have one
robot arm, which is assumed to be capable of moving between any tape stored in the library. The
robot arms are involved in:
• Pick and place: A pick operation refers to the robot picking up a tape from its storage space in
the library and taking it into the drive.
• Move: A move operation refers to the robot moving between diﬀerent locations on the shelf.
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Although there is variation in the times required for these operations, they are generally
modeled as constant times. This is acceptable because the variation is much smaller than the total
time required to exchange tapes or disks on drives:
Robot arm service time ¼ Pick time þ Move time þ Put time
The drives, which are also assumed to be identical, perform the following operations: seek,
rewind, read, write, load and eject. The seek and rewind operations for tapes are modeled as
constant startup times followed by a constant transfer rate. Therefore the tape access time is
deﬁned by the times involved in the servicing main actions:
Drive service time ¼ Rewind T þ Eject T þ Load T þ Seek T þ Transfer T
Therefore the total access time for a tape operation which includes a tape switch operation is
deﬁned as follows:
Total service time ¼ Robot arm service time þ Drive service time
The tapes of the tape library are thought to be linear surfaces divided into a certain number of
ﬁxed-size segments, which are the smallest accessible parts of the tape. Sections consist of a
number of consequent segments, while tracks consist of a number of consequent sections. The
number of segments that will be allocated to a data object mainly depends on the object’s and the
segment’s size. Thus the number of segments s reserved for a single stored clip is given by


size of object
s¼
size of segment
If the object’s size is not exactly divided by the segment’s size, then the last segment allocated to an
object is not full, and therefore some space remains empty.
5. Experimentation – results
We have run the simulator under workloads for Zoned tapes as long as they are widely used
and they tend to replace PBOT tapes. Numerous sets of requests were generated in order to
evaluate the previously described placement schemes. Simulation results refer to both seek and
service time. More speciﬁcally, random, organ pipe, camel and iterative improvement placement
strategies have been implemented and the system’s performance has been estimated for a system
with a varying number of tapes ð2; . . . ; 10Þ and a constant number of nodes of the external
browsing graph and vice versa (Figs. 5–8).
The artiﬁcial workload of the video objects been stored has been created as follows:
• the total number of clips of the pool increases with the number of nodes of the browsing graph;
• the number of clips each node contains is uniformly distributed between 1 and the total number
of clips in the pool;
• each clip’s size varies from some hundreds of KB to hundreds of MB.
It is obvious that the total size of video objects is equivalent to the size of real video data.
Furthermore, the workload was created in a way that a large percentage of the total tape space to
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Fig. 5. Seek time versus number of tapes.

Fig. 6. Service time versus number of tapes.

be occupied. More speciﬁcally, for storage systems containing small number of tapes (2,4 tapes)
75–90% of the total available storage capacity is occupied. This percentage inevitably decreases
when the number of tapes increases, as the workload is constant. This approach allowed us to
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Fig. 7. Seek time versus number of nodes.

Fig. 8. Service time versus number of nodes.

experiment on the system’s performance when the stored objects are either scattered among the
available tapes or stored on a small number of them and therefore to lead up to conclusions
relative to the impact of seek and tape exchange times to the total system’s performance.
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The results indicate that iterative improvement considerably improves system’s performance.
Both seek and service times increase with the number of tapes, which can be easily explained since
the larger the number of tapes the more tape exchanges (and therefore higher delays). The number
of nodes of the external browsing graph aﬀects the system’s performance, however its inﬂuence
does not follow a speciﬁc pattern since the ﬁnal values of the expected seek and service time
depends of the internal structure of the video objects. We should notice that organ pipe placement
scheme proves to be better than both camel and random placement. Camel placement has not
been proved beneﬁcial to the performance improvement since it has resulted in worse seek and
service times than random placement.
Finally, Figs. 9–14 show the system’s performance when organ-pipe, camel and simulated
annealing placement policies are applied. These ﬁgures refer to the expected service time for
systems with varying number of tapes ð2; . . . ; 10Þ and multimedia applications with constant
number of external graph’s nodes and vice versa.
Figs. 5–8 are further discussed, since they are indicative for the placement policies relative
performance. More speciﬁcally, Figs. 7 and 8 show that service (seek) time obtained by camel
placement worsens system’s performance by a rate reaching even 5% (7%). On the other hand,
organ pipe placement signiﬁcantly improves system’s performance since the respective service
times obtained are better than those obtained by random placement by a percentage ranging from
15% (for external graph consisting of 20 nodes) to 22% (for 60-node external graph). The respective improvement rates that are related to seek time vary from 19% (20-node external graph)
to 28% (60-node external graph). Finally, the placement indicated by the implementation of the
iterative improvement algorithm leads to further improvement of the system’s performance since
the service (seek) times obtained are better than those obtained by random placement at an

Fig. 9. Organ-pipe versus number of tapes.
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Fig. 10. Organ-pipe versus number of nodes.

Fig. 11. Iterative-improvement versus number of tapes.

average rate of 26% (33%). Table 1 summarizes the resulted improvement percentage for service
and seek times under the diﬀerent storage polices, as compared to the random placement.
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Fig. 12. Iterative improvement versus number of nodes.

Fig. 13. Camel versus number of tapes.

Figs. 5 and 6 show how the expected values of the chosen performance metrics change for a
storage system with a varying number of tapes ð2; . . . ; 10Þ. In this case the number of nodes of the
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Fig. 14. Camel versus number of nodes.
Table 1
Service–seek time improvement rates between proposed policies and random placement
Camel
Service time
20
40
60
80

nodes
nodes
nodes
nodes

5%
1%
3%
1%

Organ-pipe
Seek time
7%
1%
4%
1%

Iterative improvement

Service time

Seek time

Service time

Seek time

15%
21%
22%
16%

19%
27%
28%
21%

20%
31%
26%
27%

27%
38%
34%
34%

external browsing graph remains constant. No signiﬁcant variance is indicated by the implementation of the camel placement policy. Organ-pipe placement improves service (seek) time by
an average rate of 19% (25%). The experiments indicate that even in this case the implementation
of the iterative improvement algorithm, further improves the values of expected service and seek
times. In this case, the improvement rates reach 25% and 32% for each one of the performance
metrics respectively. A more detailed comparison of the placement algorithmsÕ performance is
depicted in Table 2.
6. Future work
A two level (nested-graph) video data representation model has been introduced and based on
this model we have adopted certain criteria that guided the placement of data on a tertiary storage
system. Experimentation concerning both constructive placement and iterative improvement
placement algorithms indicate that iterative improvement considerably improves system’s per-
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Table 2
Service–seek time improvement rates between proposed policies and random placement
Camel
Service time
2 tapes
4 tapes
6 tapes
8 tapes
10 tapes

–
3%
0.1%
1%
1%

Organ-pipe
Seek time
1%
1%
1%
2%
1%

Iterative improvement

Service time

Seek time

Service time

Seek time

20%
22%
18%
17%
17%

28%
28%
23%
22%
22%

24%
26%
26%
25%
27%

31%
34%
37%
31%
33%

formance. Organ pipe placement scheme proves to be better than both camel and random
placement. Camel placement has not been proven to be beneﬁcial and it has even resulted in worse
seek and service times that random placement. Further research should extend the video data
representation models so as to meet the demands of speciﬁc video applications, while adopting
diﬀerent criteria to guide video data layout in the overall storage system. Furthermore, information placement algorithms should also be implemented for other types of tertiary and secondary storage systems, including optical and magnetic disks. Moreover, we could extend our
model in order to exploit all levels of the storage hierarchy in order to both improve response/
service times. For example, we can propose a data placement approach based on objects access
frequencies and dependencies, in order to ‘‘split’’ the browsing graph among secondary and
tertiary storage levels.
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