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Budget-aware Video Crowdsourcing at the Cloud-enhanced Mobile Edge







ABSTRACT
With convenient Internet access and ubiquitous high-quality sensors in end-user devices, a growing number of content consumers are engaging in the content creation process. Meanwhile, mobile edge computing (MEC) can provision distributed computing resources for local data processing. The MEC-enhanced video crowdsourcing application will gather user-generated video contents and collectively distribute them to the viewers of interest. To empower the crowdsourced video streaming at the edge, we investigate how to efficiently transmit data from content generators to the viewers. In particular, for a group of collaborative mobile users willing to share their data with the viewers, the content generation and delivery scheme is designed by considering the cost incurred by the crowdsourcing application. By leveraging the cloud resources available at the wireless base stations, the uploading or downloading server site is chosen for each user. To minimize the system makespan, i.e., the overall data transmission time among the generators and viewers, the user association scheme is also designed to efficiently utilize the diverse wireless radio resources. As compared with traditional centralized/distributed content delivery schemes, the proposed algorithm can improve the cost-effectiveness of distributed radio/cloud resources deployed at the mobile edge.

                            
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· We survey the existing research on caching for IoV with vehicles taking different roles, i.e., Vehicle as a Client and Vehicle as a Server.
· By analyzing existing traffic models, it was shown in that Vehicular Cloud computing is technologically feasible in dynamic scenarios, e.g., highways.
· Existing works rely on traffic surveillance cameras, which are not available on many roads, or GPS-based speed estimation, which only provides coarse estimates. 
· Other existing studies on cloud-based SLAM for mobile robots, including DAvinCi  and Rapyuta, also provide valuable lessons for developing edge-assisted SLAM for intelligent IoV.
· Existing studies on decentralized SLAM are mainly for mobile robotics. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· Edge-clouds can be helpful in two major problem classes: when there is no connection at all to a major infrastructure (usually the Internet) and when the current infrastructure is not enough to support all the traffic generated by the hosting of a large event. 
· When we are talking about a network formed by mobile devices which have limited radio interfaces and power supply that communicate among each other via radio signals this problem becomes an important issue to tackle.
· Crowdsourcing is a distributed problem solving model in which a call to an undefined number of people is made in order to engage that same people in the process of solving a complex problem.
· Even though crowdsourcing is not fully adapted yet to the mobile phone workforce the widespread use of smartphones will reveal the full potential of this new problem solving approach. 
2.2. PROPOSED SYSTEM 
· To extend the capabilities of VANET, the Internet of Vehicles (IoV) has been proposed to form a global network of vehicles, evoking collaborations between heterogeneous communication systems to provide reliable Internet services.
· While Cloud-based SLAM algorithms have been proposed to alleviate the computation burden of vehicles, the propagation latency will not meet the real-time execution requirement.
· Focusing on temporal information services in IoV, a distributed edge caching mechanism was proposed in based on the cooperation of RSUs and vehicles, in order to optimize both the temporal data and real-time requests.
· In, edge caching according to the content size was proposed.
2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· They compare the performance of FemtoCloud to an oracle which assumes accurate knowledge of all connectivity and execution time for every task on every device.
· The authors implemented three applications using the Honeybee framework to evaluate the performance and feasibility. 
· Furthermore, smartphones’ multisensing capabilities as movement, geolocation, light, audio and visual sensors offer a variety of efficient new ways to collect data, enabling new crowdsourcing applications.
· They proved that the mechanism is computationally efficient, meaning that the winners and the payments can be computed in polynomial time (linear) which makes it scalable. 
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	Towards a middleware for mobile edge-cloud applications
	J. a. Rodrigues, E. R. B. Marques, L. M. B. Lopes, and F. Silva, 
	Their ubiquity fostered research on mobile edge-clouds, formed by sets of such devices in close proximity, with the goal of mastering their global computational and storage resources.

	Benefits of the big. little architecture
	H.-D. Cho, P. D. P. Engineer, K. Chung, and T. Kim, 
	The demand for performance from portable computing devices, such as tablet computers and smartphones, has been steadily rising.


2.3 FEASIBILITY STUDY
The feasibility Analysis is an analytical program through project manager determines the project success ratio and through feasibility study project manager able to see either project. The key considerations involved in the feasibility analysis are:
· Economic Feasibility
· Technical Feasibility
· Operational Feasibility
· Environmental Feasibility
2.3.1 ECONOMICAL FEASIBILITY
Hence this project is economically feasible there is no need to involve any cost for this project. 
2.3.2 TECHNICAL FEASIBILITY
Software Technologies used are PHP and MySql. In the educational institutions, it is possible to update the system in future. No special hardware is required for the purpose of using this system. Hence it is declared that this project is technically feasible.
2.3.3 OPERATIONAL FEASIBILITY
As the admin work mainly to maintain the Patient and Doctor .Doctor will predict patient cancer disease. Hence it is easy to operate with training. Therefore it is operationally feasible for implementation.
2.3.4 ENVIRONMENTAL FEASIBILITY
This project environment is correct as a admin has developed this system and no expenditure is involved under any head and this process is part of admin document management, this project environment is accessible.   

2.4 SYSTEM REQUIREMENTS
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse	: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard
2.4.1 HARDWARE REQUIREMENTS
             The Hardware of the computer consists of physical component such as Input Devices, Storage Devices, Processing & Control units and Output Devices.  Computer includes external storage unit to store data in programs.
           The Hardware Configuration involved in this project
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse 		: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard



2.4.2 SOFTWARE REQUIREMENTS 
 	Software is a group of programs that computers need to do a particular task.  It is an essential requirement of Computer System. The Software used to develop the project is
· Operating System	: Windows XP.
· Platform		: DOT NET TECHNOLOGY
· Front End		: ASP.Net 3.5
· Back End		: SQL SERVER 2005
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  SYSTEM DESIGN AND DEVELOPEMENT
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                                                      CHAPTER 4
TESTING AND IMPLEMENTATION

0. TESTING
 Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one.

 4.1.1Unit Testing
	Unit testing comprises the set of tests performed by an individual programmer prior to integration of the unit into a larger system. The module interface is tested to ensure that information properly flows into and out of the program unit. The local data structure is examined to ensure that data stored temporarily maintains its integrity during all steps in an algorithm’s execution. Boundary conditions are tested to ensure that the module operates properly at boundaries established to limit or restrict processing. All independent paths through the control structure are tested. All error-handling paths are tested.

4.1.2 Block Box Testing
Black-box testing is a method of software testing that examines the functionality of an application without peering into its internal structures or workings. This method of test can be applied virtually to every level of software testing: unit, integration, system and acceptance. It is sometimes referred to as specification-based testing.




4.2 SYSTEM IMPLEMENTATION
Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one. 

















                               CHAPTER 5
CONCLUSION:
    During this project we built all the things that we proposed ourselves to do in the beginning. We built an Android application that makes use of the Hyrax middleware and allows users to download and share video replays. We created a database capable of dealing with multiple Events at the same time and allow differed events to be subscribed in the Android application. An administrator interface was built as well for the UGR to allow the administrators to supervise replays, modify and set the event’s settings and add new replays to an open event. Last, the possibility for different groups to share contents among themselves was also implemented which allows devices from different edge-clouds connected to the same access point to share content without the need of Internet access. Based on the results gathered in our experiments with the network setups we set we can assume that the content sharing speeds among devices either in the same edge-cloud or between different edge-cloud is enough to make this system viable. We could easily see that the Group Owner is being a bottleneck when transferring the replays directly from the server to a peer connected to the Group Owner. 
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