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ABSTRACT
In this paper, we propose DRL Track, a framework for target tracking with a collaborative deep reinforcement learning (C-DRL) in Edge-IoT with the aim to obtain high quality of tracking (QoT) and resource-efficient performance. In DRLTrack, a huge number of IoT devices are employed to collect data about a mobile target. One or two edge devices coordinate with the IoT devices and collaboratively detect the target by using the C-DRL approach and form an area around the target by a group of IoT devices. To maintain such an area during the tracking time, we employ a deep Q-network (DQN) to track the target from one group to another. An EdgeAI sitting on the top of the edge devices has the control of the C-DRL approach during tracking and can identify a sequence of tracks. We validate the performance of DRLTrack through simulations and it shows superior performance compared with existing work.




                            
                          CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· Mobile edge computing can then complement the goals of the access network to solve existing challenges including quality of service/experience, security, and power consumption as part of the necessary network transformation.
· The coexistence of eMBB and URLLC with different service requirements is also a challenge.
· It is quite a challenge for 5G networks to meet URLLC specifications and this will entail major changes to the system architecture of the existing telecom infrastructure.
· Both architectures are designed to perform real-time analytics for traffic engineering and monitoring alongside existing protocols, such as BGP. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· One critical problem in MEC is to decide which edge servers should their computing tasks be offloaded to.
· The tradeoff between the communication overhead and the computing capability increases the complexity of the server assignment problem.
· To achieve this objective, we firstly formulate a task partition and scheduling optimization problem, which allows all received tasks in the network to be executed with minimized latency given the offloading strategy.
· A heuristic task partition and scheduling approach is developed to obtain a near-optimal solution of the non-convex integer problem. 
2.2. PROPOSED SYSTEM 
· The mobile edge computing supports different network infrastructures including those proposed by 3GPP for 5G in particular. 
· ETSI proposes a platform that creates a multi-access edge system, which uses several heterogeneous access technologies, such as those proposed by 3GPP, and local or external networks, among others. 
· The mobile edge computing and NFV architectures proposed by ETSI are complementary. 
· In, the authors propose an effective approach for collecting globally available resource information through a mobile network architecture based on the SDN.
2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· We investigate the task partition and scheduling under the collaborative computing framework, in which the adjustment on workload allocation for a task can affect the performance of other tasks, which makes the problem more complex.
· We evaluate the performance of the proposed AI-based collaborative computing approach in a vehicular network simulated by VISSIM, where TPSA is applied to schedule computing tasks according to the policy given by the DDPG algorithm.
· The proposed TPSA algorithm can achieve a performance very close to the brute-force scheme.
· The proposed TPSA algorithm can achieve a near-optimal performance for task partition and scheduling with low computation complexity. 
Literature Survey:
	             TITLE
	            AUTHORS
	     DESCRIPTION

	Opportunistic spectrum access for CR-VANETs: A game-theoretic approach
	N. Cheng, N. Zhang, N. Lu, X. Shen, J. W. Mark, and F. Liu, 
	In this paper, we investigate the opportunistic spectrum access for cognitive radio vehicular ad hoc networks. 

	Deep reinforcement learning based resource management for multi-access edge computing in vehicular networks
	H. Peng and X. Shen, 
	In this paper, we study joint allocation of the spectrum, computing, and storing resources in a multi-access edge computing (MEC)-based vehicular network.

	Contention intensity based distributed coordination for V2V safety message broadcast
	J. Gao, M. Li, L. Zhao, and X. Shen, 
	It is shown that the proposed change in the initial counter selection leads to a system model completely different from the classic Markov chain based model.

	Deep learning empowered task offloading for mobile edge computing in urban informatics
	K. Zhang, Y. Zhu, S. Leng, Y. He, S. Maharjan, and Y. Zhang, 
	To cope with this challenge, we adopt a deep Q-learning approach for designing optimal offloading schemes, jointly considering selection of target server and determination of data transmission mode.



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:
      We have introduced a novel collaboration computing framework to reduce computing service latency and improve service reliability in MEC-enabled vehicular networks. The proposed framework addresses the challenge of maintaining computing service continuity for vehicle users with high mobility. As a result, our collaborative computing approach is able to support proactive decision making for computation offloading through learning the network dynamics. Our work can be applied to offer low-latency and high-reliable edge computing services to vehicle users in a complex network environment, such as urban transportation systems. In the future, we will investigate multi-agent learning approach to compute the optimal computing strategy under the limited information collected by the edge servers. 
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