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Abstract— In the proposed system a social-network-aided efficient P2P live streaming is performed, To prove that system
outperforms other representative systems in terms of overhead, video streaming efficiency and server load reduction, and the
effectiveness of the system two strategies. Reducing the cost of system in structure maintenance and node communication. The
files can be moved from a centralized files to a decentralize server to distribute load and solve shutdown problems. Also cloud
can be used for faster availability of files. Identity of peers in a private network remains hidden behind their global endpoint,

P2P applications cannot run between two peers in separate private networks.
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L INTRODUCTION

In that we ensure a video download with peer to peer
network approach including social network techniques.
Propose a Video on demand approach for P2P. Once
connected, a peer downloads bits of the files in small pieces,
downloading all the data it can get. Once the peer has some
data, it can then begin to upload that data to other peer in the
connected network. In this way, everyone downloading a file
is also uploading the same file. These speeds up everyone’s
download speed. If 10,000 people are downloading the same
file, it doesn’t put a lot of stress on a central server. Instead,
each downloader contributes upload bandwidth to other
downloaders, ensuring the file download stays fast.

II. MOTIVATION

Now a days download the data from internet is most
common part .everyone can download data from internet.
many user download the same video from internet or many
user already have that video.at the same time network traffic
creates well as server slow down speed. In previous system
peer to peer network server does not store data or if any peers
delete data that time loss the data. Direct download from
server may affect download speed. Also more downloads
may affect server speed. In order to avoid the glitches created
from direct download, our approach will be effective.so i
think to do better for data downloading.

II. LITERATURE SURVEY

They propose an AQCS, adaptive queue-based chunk
scheduling that can support the maximum streaming rate
allowed by a P2P streaming system with small signaling
overhead and short startup delay. AQCS is a distributed
algorithm with minimum requirement on peers. Queue-based
design enables peers to be self-adaptive to the bandwidth
variations and peer churn, and automatically converges to the
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optimal operating point. The prototype of AQCS is
implemented and various implementation issues are
examined. The experiments over the Planet Lab further
demonstrate AQCS’s optimality and its robustness against
changing system/network environment [1].

The problem of broadcasting in a live streaming is an
unstructured network. The broadcasting problem has been
studied extensively for edge-capacitated networks. They
study through simulation the delay that users must wait in
order to playback a video stream with a small number of
skipped packets, and discuss the suitability of algorithms for
live video streaming [2]. In this paper they answer that
question by showing that a carefully-designed mesh-based
system can achieve close-to-optimal stream rates.
Specifically, implement and evaluate a design based on a
mesh-based algorithm called DP/LU. Contrary to tree-based
designs, DP/LU uses an unstructured overlay, which is easier
to construct and is highly resistant to churn. In addition, they
introduce mechanisms for overlay rewiring and source
scheduling that lead to  significant performance
improvements[3,4].The success of file swarming mechanisms
such as Bit Torrent has motivated a new approach for
scalable streaming of live content that we call mesh-
based Peer-to-Peer (P2P) streaming. In this  approach,
participating end-systems (or peers) form a randomly
connected mesh and incorporate swarming content
delivery to stream live content. The main design goal of
PRIME is to minimize two performance bottlenecks, namely
bandwidth bottleneck and content bottleneck. This
leads to effective utilization of available
resources to accommodate scalability and also minimizes
content bottleneck[5]. The success of swarming content
delivery has motivated a new approach to live peer-to-
Peer (P2P) streaming that call mesh-based streaming. In this
approach, participating peers form a random mesh and
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incorporate swarming content delivery to stream live content.
Despite the growing popularity of this approach, neither the
design tradeoffs nor the basic performance bottlenecks
in mesh-basedP2P streaming are well understood[6,7]. This
paper presented in mesh network[8]. That paper represents
one can build multi-tree systems with simple and scalable
algorithms, and can still yield fast convergence and
robustness. This paper presents Chunky spread, a multi-tree,
heterogeneous P2P multicast algorithm based on an
unstructured overlay. Through simulation, show that Chunky
spread can control load to within a few percent of a
heterogeneous target load, and how this can be traded off for
improvements in latency and tit-for-tat incentives[9,10]. In
this paper, they suggest a novel hybrid tree/mesh design that
leverages both overlays. The key idea is to identify a set of
stable nodes to construct a tree-based backbone, called tree
bone, with most of the data being pushed over this backbone.
The results demonstrate the superior efficiency and
robustness of this hybrid solution[11].

In this paper, it support for video streaming a step further by
presenting extensions to Bit Torrent for supporting live video
streaming, which we have implemented in our Bit Torrent
client called Tribler. tested that extensions both by running
simulations and by deploying our implementation in a public
trial in the Internet, using the optimal values of several
parameters as found in the simulations[12,13]. The Bit
Torrent protocol is by far the most popular protocol for
offline peer-to-peer video distribution on the Internet. Bit
Torrent has previously been extended to support the
streaming of recorded video, that is, Video-on-Demand
(VoD)[14].

In this paper, theoretically study the impact of this inherent
delay constraint and derive the minimum delay bounds for
P2P live streaming systems. They show that the bandwidth
heterogeneity among peers can be exploited to significantly
improve the delay performance of all peers. They further
propose a conceptual snowball streaming algorithm to
approach the minimum delay bound in a dynamic P2P
networking environment. Propose system analysis and
simulation suggest that the proposed algorithm has better
delay performance and more robust than static balanced
multi-tree-based streaming solutions. Insights brought forth
by study can be used to guide the design of new P2P systems
with shorter streaming delays.[15] In this paper, they
performed a detailed analysis on 400 GB and 7 months of
run-time traces from UUSee, a commercial P2P streaming
system, and observed that available capacities on streaming
servers are not able to keep up with the increasing demand
imposed by hundreds of channels. they propose a novel
online server capacity provisioning algorithm that proactively
adjusts the server capacities available to each of the
concurrent channels, such that the supply of server bandwidth
in each channel dynamically adapts to the forecasted demand,
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taking into account the number of peers, the streaming
quality, and the priorities of channels. The algorithm is able
to learn over time, and has full ISP awareness to maximally
constrain P2P traffic within ISP boundaries. To evaluate the
effectiveness of our solution, our experimental studies are
based on an implementation of the algorithm with actual
channels of P2P streaming traffic, with real-world traces
replayed within a server cluster.[16,17,18] In that paper, they
propose a new protocol for multi-view P2P streaming, called
divide-and-conquer (DAC), which efficiently solves the inter-
channel bandwidth competition problem using a divide-and
conquer strategy at the channel level, and thus is flexible to
work with various streaming protocols. This makes DAC
more suitable for upgrading current single-view P2P live
streaming systems to multi-view P2P live streaming systems.
Our extensive packet level simulations show that DAC is
efficient in allocating the overall system bandwidth among
competing channels, is flexible in working with various
streaming protocols, and is scalable in supporting a large
number of users and channels.[19,20,21]

paper describes a framework for future IPTV systems where
millions of viewers can select multiple channels, view them
in a customized way, and cooperate with each other in a peer-
to-peer fashion for TV program deliver.[22,23,24] they
propose a novel peer selection algorithm, called Channel-
Aware Peer Selection (CAPS), where a peer selects its
neighboring peers based on the channel subscription of the
system, in order to efficiently utilize the bandwidth of all
peers in the system, especially those peers watching multiple
channels. The results of a large-scale simulation with 10,000
peers and 4 channels shows that CAPS can significantly
improve the system performance over the straightforward
Random Peer Selection (RPS), which is widely, used in
single-view P2PMMS networks [25]They develop infinite-
server queuing network models to analytically study the
performance of multichannel P2P live video systems. models
capture essential aspects of multichannel video systems,
including peer channel switching, peer churn, peer bandwidth
heterogeneity, and Zip file-like channel popularity. they
apply the queuing network models to two P2P streaming
designs: the isolated channel design (ISO) and the View-
Upload Decoupling (VUD) design. For both of these designs,
we develop efficient algorithms to calculate critical
performance measures, develop an asymptotic theory to
provide closed-form results when the number of peers
approaches infinity, and derive near-optimal provisioning
rules for assigning peers to groups in VUD. It uses the
analytical results to compare VUD with ISO. they show that
VUD design generally performs significantly better,

particularly for systems with heterogeneous channel
popularities and streaming rates.[26]
II1.Problem Statement
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Client server create bottle neck for bandwidth of server
multiple download. Resulting in low download speed to
every client. Also this may lead to server crash. The transfer
speed is affected by a number of variables, including the type
of protocol, the amount of traffic on the server and the
number of other computers that are downloading the file. If
the file is both large and popular, the demands on the server
are great, and the download will be slow.

IV. Propose System

This paper are summarized as follows dissertation work falls
into the category known as Peer to peer networking. Peer-to-
peer (P2P) computing or networking is a distributed
application architecture that partitions tasks or workloads

Between peers
Download From
server

Store Video
Information
Read Peer Info
Input to system File
Sture Peer

Information File Ininrmatmn

If Available Take . .

Live Streaming
From Peer
Ask From Peers
forFile

Else Take From . .

] Live Streaming
Server
Fig Architecture diagram for video on demand for peer to
peer network

The user will select the video that he/she wants to
download. For e.g. that video size is 3.37 MB. The user will
get a Meta file which will contains the information about the
video. Meta file contains all the information of the file
including its size and the other users that are downloading the
video. User will automatically get joined to the network. If
there is no peer for downloading the video then user will get
joined directly to the server[27,28].

After downloading the metafile server will divide the video
into chunks. Large files are broken into pieces of size
between 64 KB and 1 MB. We consider 3.37 MB video is
divided into 13 parts. If 6 peers are available in network that
time peer5 want to download one 3.37 MB video that time
peer2 send some available parts(i.e.3 parts) other side peer 1
also send some available parts(i.e.2 parts) to peer 5& peer
3will send other parts(i.e. 4 parts) and remaining parts(i.e.4
parts) will be send server that parts does not available on
peerl...peer6 If any user uploading content gets
disconnected directly from network then the wuser
downloading that part gets directly connected to server in
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order to avoid time delay. After download is complete, it will

merge all the video parts.

1. Connect To server: Peer connects to server when the
application executes. Connection takes places by client
sending its Ip address and the information of video parts it
has.

2. Peers Information. Server stores basic information of all
peers including its Ip address and the last active time.
When peer interested in live streaming connects, the server
provides all the information to the peer[29,30].

3. Connection with other peers: After getting all the
information about other peers, server tries to connect with
other peers. But sometime it is impossible to connect to a
particular peer due to Network address translation systems.

4. 3 way handshake: A peer node sends a SYN data packet
over an IP network to a other peer on the same or an
external network. The objective of this packet is to
ask/infer if the other peer is open for new connection.

e The target peer must have open ports that can accept
and initiate new connections. When the server
receives the SYN packet from the client node, it
responds and returns a confirmation receipt - the
ACK packet or SYN/ACK packet.

e The client node receives the SYN/ACK from the

target peer and responds with an ACK packet.

5. data wupload & download: After connection
establishment, peer starts asking data. This leads to
exchanging of video chunks among peers.

6. Live steaming: User can anytime starts live streaming
of videos. Since live streaming runs on different thread
& takes data from above module.

A Initialization.

Consider a set of 5. Is An multimedia

Let S be server.{S1}

Let P is a number of peers {pl,p2,p3...... Pn}
U is a video uploaded speed

Dy is a video Downloaded speed

T, is a Total number of Peers connected

E, is a Estimated time for Downloading video
V is a Video.

B Distributed hash table algorithm

A distributed hash table stores key-value pairs by assigning
keys to different computers (known as "nodes"); a node will
store the values for all the keys for which it is responsible.
find. Successor (k) the basic approach is to pass the query to
a node's successor, if it cannot find the key locally. This will
lead to a O (N) query time. To avoid the linear search, Chord
implements a faster search method by requiring each node to
keep a finger table containing up to m.the Successor ((n+2"
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"mod2™). Whenever a new node joins, three invariants
should be maintained (the first two ensure correctness and the
last one keeps querying fast). To ensure correct lookups, all
successor pointers must be up to date. Stabilization protocol
running periodically in the background [31,32].

C Routing algorithm

Routing algorithm is most important becase Choosing the
next neighbor to request content from is an important part of
freenet's behavior, as it is this that it allows it to adapt to
usage patterns and network changes .

1. Node n, Table t
2. For each n If( request = = t.value)

{

Return n.key

} //Tt is important to note that it is the keys which
are being compared for closeness, not the files, so
there is no semantic similarity implied.

3. File f=get File(n.key)// When the network is set up
there will be no performance records for any nodes,
so requests are sent to node which is essentially
chosen at random.

/I If it successfully returns the requested file, then
an entry will be created for that node with the
relevant key. Requests for similar keys will then be
routed towards the successful node, and as a result
it will eventually start to specialize in these keys.

V Experimental result

1.Total parts of video Available on Different Peers

or one Peer

Sr.No. Video size Total size
1 20MB 102

2 15 MB 76

3 40 MB 205

4 100 MB 512

5 5 MB 26
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2.Total time required to initialize connections for download
3.37 MB video

Teioa

Sr.No | Network type bandwidth Time(ms)
1 2G 25kbps 4010
2 3G 1024 kBps 1580
3 WI_FI 256kBps 2530
4 Lan 128 Mbps 2410

3.Time required to download and upload parts for live

streaming(Consider parts of 200 Kb each)

Sr. | Network bandwidth Download Upload
No | type time(ms) time(ms)
1 2G 25kbps 28.57 66.66
2 3G 1024kBps 3.63 8.05
3 WI-FI 256kBps 1.85 2.06
4 | Lan 128kBps 1.44 2.04
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VI Conclusion

In this paper, propose peer to peer live streaming system. It
is social network aided video on demand for peer to peer
network and it used for downloads the media from more than
one peers as well as server.it reduce the server load and
increases the download speed. Also reduce the establishment
cost. Distributed hash table and routing algorithm is used. In
Our approach help to manage user preferences.in our work
more accuracy in Delivering the media. Also costs can be
reduced In future a cloud can be used for faster availability
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