1. Writing retrieval function:
*Use HttpRequest abstract class to create HttpWebRequest object. Using this class gives you more functionality over  WebClient class (such as timeout configuration).

HttpWebRequest request = WebRequest.Create(i_Uri) as HttpWebRequest; 
*In order to retrieve zipped files (by the server), "Accept-encoding:  gzip, deflate" header should be added. 

request.Headers.Add(HttpRequestHeader.AcceptEncoding, "gzip,deflate"); 
If the server cannot compress the files, uncompressed stream would be returned, therefore a response header should be checked to determine what kind of content returned.

response = request.GetResponse() as HttpWebResponse;
If(response.Headers.ToString().IndexOf("gzip") != -1)

{


//unzip;

}

*Decompressing a response stream should be direct without converting it to string or byte array:
Stream stream = response.GetResponseStream();

And then just pass to this funcion (or variation of it..):

        private static void DecompressGzipStream(Stream i_GzipStream)

        {

            using (StreamReader reader = new StreamReader(i_GzipStream))

            {

                using (BufferedStream gzipStream = new BufferedStream(new GZipStream(reader.BaseStream, CompressionMode.Decompress)))

                {

                    using (StreamReader gzipReader = new StreamReader(gzipStream))

                    {

                        string streamBody = gzipReader.ReadToEnd();

Console.WriteLine("File Content: " + streamBody);

                    }

                }

            }

        }

*Save files as UTF8 (if saving is relevant).

*Some times after donloading a gzip and trying to save it directly to file, it is possible that you won't be able to open the file later on. The solution to this is to decompress the stream, compress it once again and then save.

