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ABSTRACT
The social Internet of Things (IoT) (SIoT) helps to enable an autonomous interaction between the two architectures that have already been established: social networks and the IoT. SIoT also integrates the concepts of social networking and IoT into collaborative edge computing (CEC), the so-called CEC-based SIoT architecture. In closer proximity, IoT devices self-organize into a CEC-based SIoT computing cluster and provide social device-to-device (S-D2D) services, such as computation offloading, service discovery, and content delivery. In the CEC-based SIoT, however, cooperation based on social connections leads to a problem called social and spatial physical trade-off. This problem is also referred to as the mismatch problem, which arises because the spatial neighbors in the social layer cannot always be related. The spatial distance thus calls for additional multi-hop transmissions. This work presents a novel solution called 3-D-social identifier structure (3-D-SIS) model. The 3-D-SIS model is based on 3-D social space (3-D-SS) and considers social ties and physical connections (i.e., intra-neighbor) of the SIoT devices and utilizes a 3-D structure to evaluate that relationship. Moreover, it minimizes the end-to-end delay and communication cost to address the mismatch problem. To validate the performance of the (3-D-SIS) model, we use the real traces of social networks (INFOCOM06). The results show that the 3-D-SIS selects the best neighbor in S-D2D communication and improves performance in terms of end-to-end delay and throughput.                
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· The smart parking can be enabled via existing surveillance cameras and image detection systems.
· The passenger in a moving car might lose its connectivity with the existing RSU and moved to a new RSU range during the content downloading phase. 
· Therefore, to commercially deploy the edge computing infrastructure, the existing service providers will have to adopt new pricing models to generate more revenue while maintaining a better QoS.
· However, resource management of resources between coexisting slices is challenging, thus requiring novel resource management schemes. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· Despite the efforts done to make users understand the importance of reducing energy consumption in public spaces, work environments, or at home, this problem continues and it is necessary to find a solution to it.
· One of the main problems to be solved is the optimization of a distributed model that encourages as many users as possible to participate in Demand Response programs. 
· In their proposal, they address the problems associated with managing a large number of connected devices and the massive volume of data generated by them, as well as the problems related to the transmission, processing and storage of data.
· They solve this problem with a smart gateway between the edge and the cloud that manages the demand side dynamically. 
2.2. PROPOSED SYSTEM 
· The authors proposed evaluation criteria, such as heterogeneity management, scalability, mobility, federation, and interoperability.
· A comprehensive survey proposed in discussed fog computing architecture, applications, key technologies, and research challenges.
· In addition, the proposed architecture provides the benefits of efficient data sharing, ubiquitous mobile interaction, and reliable resource cooperation.
· To enable resource intensive and latency sensitive web-based AR applications, web-based AR assisted by edge computing is proposed by the authors.
· We derived that novel and lightweight security mechanisms must be proposed for AR-based industrial applications.
2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· Edge Computing allows for improving the performance of computer systems by lowering latency, reducing the cost of resources and increasing responsiveness, scalability, reliability, security or privacy.
· To overcome those challenges, they propose to process data at the edge, improving performance and reducing the volume of transmitted data. 
· More specifically, this case study examines how the performance of the CAFCLA framework improves through the addition of an Edge Layer, following the Global Edge Computing Architecture. 
· In this new work, the independent performance of the CAFCLA framework is assessed. 
· Then, the performance of CAFCLA is measured when it operates under the design rules and features of the Global Edge Computing Architecture. 
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	Cloud computing and multiagent systems, a promising relationship
	De la Prieta, F.; Corchado, J.M. 
	A cloud computing platform can be considered as an open system because it is dynamic, heterogeneous and unpredictable.

	IoT-based big data storage systems in cloud computing: Perspectives and challenges
	Cai, H.; Xu, B.; Jiang, L.; Vasilakos, A.V. 
	We also report a study of critical IoT application publications and research topics based on related academic and industry publications.

	Edge computing technologies for Internet of Things: A primer
	Ai, Y.; Peng, M.; Zhang, K. 
	This paper comprehensively presents a tutorial of three typical edge computing technologies, including the mobile edge computing, cloudlets, and fog computing.

	The promise of edge computing
	Shi, W.; Dustdar, S. 
	Edge computing could address concerns such as latency, mobile devices' limited battery life, bandwidth costs, security, and privacy.



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

CHAPTER 3
  SYSTEM DESIGN AND DEVELOPEMENT
SYSTEM ARCHICTURE
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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:
     In conclusion, this work has demonstrated the benefits of applying the design rules and the functionalities of the Global Edge Computing Architecture to the CAFCLA framework, especially in scenarios that involve the use of IoT and Social Computing technologies for greater energy efficiency. This has been the case with this new proposal, where an existing energy efficiency system has been improved notably with the application of CAFCLA and GECA, reducing the data traffic that enters the Cloud, especially lessening the amount of information that needs to be transmitted from the ZigBee beacons to the locating engine running in the Cloud. The inclusion of the new Edge hardware (based on low-cost Raspberry Pi 3 Model B devices) makes sense to reduce the recurrent Cloud provider costs in terms of Cloud computing, storage and network resources. Moreover, the Edge layer allows for continuing to provide users with data analytics and not lose data if the communication with the Cloud is temporally interrupted. Furthermore, with this first step, we have set the basis for a further research on testing how this new Edge layer can provide new features such as Machine Learning techniques at the Edge (similarly to the RTLS engine). However, we hypothesize that there is still a lot of room for improvement in the reduction of traffic that enters the Cloud from the Edge. This would be possible if a part of the engine were deployed to calculate the positions of users in the Edge itself. In this regard, a future work will consider deploying a part of the components of the locating engine in the Edge layer instead of the Business Solution layer. Once this development has been completed, new tests will be carried out in the same scenario to compare the potential improvement. 
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