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ABSTRACT
Deploying a mobile edge computing (MEC) server in the mobile blockchain-enabled Internet of things (IoT) system is a promising approach to improve the system performance, however, it imposes a significant challenge on the trust of the MEC server. To address this problem, we first propose an untrusted MEC proof of work (PoW) scheme in mobile blockchain networks where plenty of nonce hash computing demands can be offloaded to the MEC server. Then, we design a nonce ordering algorithm for this scheme to provide fairer computing resource allocation for all mobile IoT devices/users. Specifically, we formulate the user’s nonce selection strategy as a non-cooperative game, where utilities of the individual user are maximized in the untrusted MEC-aided mobile blockchain networks. We also prove the existence of Nash equilibrium and analyze that the cooperation behavior is unsuitable for blockchain-enabled IoT devices by using the repeated game. Finally, we design the blockchain’s difficulty adjustment mechanism to ensure stable block times during a long period of time. Compared with the weighted round-robin algorithm, our proposed nonce ordering algorithm can provide fairer computation resources and optimal nonce selection strategies for all mobile users. Network stability is gained through the proposed blockchain’s difficulty adjustment mechanism. The analysis and optimization results provide valuable design insights for practical mobile blockchain IoT systems.
           
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· Many existing and deployed sensing devices usually do not use the cellular network.
· There exists a great amount of sensing devices in the urban environment, the sensing devices in WSNs can sense the environmental data.
· However, the sensing devices exist shortcomings such as low computing power, limited storage capacity and limited battery power.
· Our scheme is better than the existing scheme. We can see that our performances on reward, packets and delay are better compared with the comparison schemes. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· To solve this problem, researchers have started to make efforts to place the computing close to mobile devices to reduce network latency.
· They formulate this problem as a global optimization by minimizing energy consumption while satisfying latency constraints.
· Then, an iterative algorithm based on successive convex approximation is proposed to solve this problem. 
· As a solution to connected autonomous driving, AVE enlarges the benefit of vehicle-to-vehicle communication and solves the job assignment problem based on Ant Colony Optimization.
· It gives rise to the problem of seamless offloading service migration across edge nodes, i.e., migrating services from the current edge node to the nearest edge node based on the user’s location. 
2.2. PROPOSED SYSTEM 
· Researchers proposed to adopt mobile vehicles to collect data sensed by the sensing devices distributed in the city. 
· Te mobile edge computing is proposed to provide computation services for edge devices. 
· In order to speed up the training process of the AC algorithm, asynchronous advantage actor-critic (A3C) algorithm is proposed.
· A computation ofoading scheme through mobile vehicles (COTV) in IoT-edgecloud network is proposed in this paper, which solves the computation task ofloading problem for widely deployed sensing devices in the smart city.
· In order to provide low processing delay for devices, MEC is proposed to improve the performance of the system.

2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· These works show how to achieve performance improvement and energy saving of mobile devices by offloading computation to the cloud according to the network connectivity and resource provisioning.
· The network connectivity has a significant impact on the performance of offloading for both the latency and energy consumption.
· Offloading with WiFi is usually considered to have better performance than with 3G and 4G LTE, as WiFi has higher downlink and uplink in practice.
· Latency has a great impact on the game performance, especially for firstperson shooter games.
· Leveraging the power of edge computing by offloading compute-intensive tasks to edge nodes can significantly reduce the latency, distribute data traffic, and finally improve the performance. 
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	Mobile computing: The next decade
	M. Satyanarayanan, 
	Ubiquitous email and Web access is a reality that is experienced by millions of users worldwide through their BlackBerries, iPhones, Windows Mobile, and other portable devices.

	Above the clouds: A berkeley view of cloud computing
	A. Fox, R. Griffith, A. Joseph, R. Katz, A. Konwinski, G. Lee, D. Patterson, A. Rabkin, and I. Stoica, 
	Developers with innovative ideas for new Internet services no longer require the large capital outlays in hardware to deploy their service or the human expense to operate it.

	The nist definition of cloud computing
	P. Mell and T. Grance, 
	This cloud model promotes availability and is composed of five essential characteristics, three service models, and four deployment models.

	A survey of mobile cloud computing: architecture, applications, and approaches
	H. T. Dinh, C. Lee, D. Niyato, and P. Wang, 
	This paper gives a survey of MCC, which helps general readers have an overview of the MCC including the definition, architecture, and applications. 


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
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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:
    Edge computing is a technology that computing takes place at the edge of the network, close to the data source (e.g., end devices). Intrinsically, edge computing can be viewed as a distributed computing paradigm associated with computation offloading, which is initially designed for mobile cloud computing. Since this paradigm will reduce latency and distribute network traffic, there is a significant trend of computation offloading towards edge computing. However, edge computing happens in distributed and heterogeneous environments, leading to new challenges for computation offloading in terms of application partitioning, task allocation, resource management, and distributed execution. In this paper, we investigate recent efforts made on these challenges and clarify their solutions. We envision computing flows smoothly across the hierarchical architecture of edge devices, the edge, and the cloud. To realize this vision, we explore potential technologies towards this trend, such as serverless computing, blockchain, NFaaS, and integrated domain-specified programming models. Furthermore, we illustrate typical application scenarios that demonstrate the benefits of edge computing and computation offloading. We hope all the insights provided will serve as a valuable guide of the academic community in edge computing. 
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