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Edge-Assisted Short Video Sharing with Guaranteed Quality-of-Experience







ABSTRACT
As a rising star of social apps, short video apps, e.g., TikTok, have attracted a large number of mobile users by providing fresh and short video contents that highly match their watching preferences. Meanwhile, the booming growth of short video apps imposes new technical challenges on the existing computation and communication infrastructure. Traditional solutions maintain all videos on the cloud and stream them to users via contend delivery networks or the Internet. However, they incur huge network traffic and long delay that seriously affect users' watching experiences. In this paper, we propose an edge-assisted short video sharing framework to address these challenges by caching some videos highly preferred by users at edge servers that can be accessed by users via high-speed network connections. Since edge servers have limited computation and storage resources, we design an online algorithm with provable approximation ratio to decide which videos should be cached at edge servers, without the knowledge of future network quality and watching preferences changes. Furthermore, we improve the performance by jointly considering video fetching and user-edge association. Extensive simulations are conducted to evaluate the proposed algorithms under various system settings, and the results show that our proposals outperform existing schemes.

                          
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· Access histories to large VoD services are not public for obvious privacy reasons, and it would be unethical to exploit the lack of privacy of existing services to collect such data. 
· However, the processing of the request is performed inside an SGX enclave and the attacker may only learn the co-existence of the request and flows to video servers and assisting peers, and not determine which precise video was requested, and if it was a legitimate or fake request.
· Supporting the VoD model requires being able to quickly discover a specific video in a catalog, and ensure that copies of each video exist in the system at all times, making it less amenable to a fully decentralized implementation. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· We survey solution techniques that solve the resource allocation problem of MEC-based video streaming.
· Different from traditional networks, MEC has many significant advantages, which can effectively solve the problems of high delay and low efficiency in traditional networks.
· With the distributed-based approach, each node/user can make the decision individually, and the optimization problem can be divided into some subproblems. 
· Several distributed approaches are adopted to solve the resource optimization problem, such as the alternating direction method of the multipliers (ADMM), multiuser-based game model (MGM), and blockchain-based approaches. 
2.2. PROPOSED SYSTEM 
· This is also not compatible with VoD bandwidth requirements. Some video streaming services with privacy as a design goal have been proposed.
· All these solutions target fully peerto-peer approaches, without core servers.
· Several authors proposed to complement a limited set of servers with edge peer resources as we do in PrivaTube. 
· Push-to-Peer targets a deployment on controlled networks, including for instance set-topboxes deployed by an ISP.
· Previous approaches have proposed to add noise to legitimate traffic in order to conceal the interests of users, as fake requests allow in PrivaTube.


2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· In terms of video transmission, the content delivery network (CDN) is adopted to distribute in cloudmanner content, enhancing media availability and distribution performance.
· Macro-cellular networks performance can be increased by increasing the efficiency of the transceiver.
· In the wireless cellular networks, the joint framework considering computation offloading, spectrum resource allocation, and content caching are proposed to improve the performance of video streaming with MEC.
· The performance of a on/off switching strategy can be evaluated by implementing the proposed algorithm into a real network.
· Moreover, a novel algorithm is designed to group players into clusters to optimize the performance. 
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	Mec-assisted immersive VR video streaming over Terahertz wireless networks: A deep reinforcement learning approach
	J. Du, F. R. Yu, G. Lu, J. Wang, J. Jiang, and X. Chu, 
	In this article, we propose to minimize the long-term energy consumption of a THz wireless access-based MEC system for high quality immersive VR video services support by jointly optimizing the viewport rendering offloading and downlink transmit power control.

	Edge caching and computing in 5G for mobile AR/VR and tactile internet
	S. Sukhmani, M. Sadeghi, M. Erol-Kantarci, and A. El Saddik, 
	Edge caching and mobile edge computing are among the potential 5G technologies that bring content and computing resources close to the users, reducing latency and load on the backhaul.

	The disruptions of 5g on data-driven technologies and applications
	D. Loghin, S. Cai, G. Chen, T. T. A. Dinh, F. Fan, Q. Lin, J. Ng, B. C. Ooi, X. Sun, Q.-T. Ta et al., 
	 In this paper, we analyze the impact of 5G on both traditional and emerging technologies and project our view on future research challenges and opportunities.

	Standardization status of immersive video coding
	M. Wien, J. M. Boyce, T. Stockhammer, and W. Peng, 
	Based on increasing availability of capture and display devices dedicated to immersive media, coding, and transmission of these media has recently become a highest-priority subject of standardization. 



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 this work, an exhaustive survey and research outlook of applying MEC to video streaming was presented. To this end, at first, the details about overview and background were introduced. At first, the categories of resource allocation schemes were presented, which included manageable resources, optimization criteria, and optimization approaches. Next, enabling technologies for video steaming applications ware summarized. Then, the taxonomy for MEC enabled video streaming applications was provided, from the perspectives of intelligent video acceleration, video streaming analysis, augmented reality service, and connected vehicles. Finally, some challenges were discussed. 
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