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Abstract:- A peer-to-peer (P2P) system contains a set of 

distributed applications which share computer resources 

by direct exchange between systems. The goal of a P2P 

system is to mixture resources on the market at the edge 

of the net and to share it hand in glove among users. Rapid 

development of mobile communication and web-based 

applications make the case for a peer to peer system a 

necessary one.. The projected system can seamlessly share 

any style of information between a pair of different peers 

while not using a server. In peer-to-peer (P2P) media 

streaming , network model nodes communicate with one 

another. With WebRTC, real-time communication 

capabilities may be additional to the appliance that works 

on high or associate open normal. It supports video, voice, 

and generic information to be sent between peers. 
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I. INTRODUCTION 

 

In a peer-to-peer (P2P) network model nodes share 

media directly with each other without using a centralized 

server. A P2P content primarily based media streaming 

system, for economical peer to peer media streaming, 

threshold takes advantage of node quality by designating 

stable nodes. With WebRTC, period of time communication 

capabilities may be additional to the appliance that works on 

high or associate open normal. Video, voice, and other 

generic information can be sent between peers. The resources 

in the network area are used for the media to be streamed. 

 

 Peer-To-Peer 

Peer-to-peer (P2P) can be a decentralized network in 

which every peer can initiate an exchange of information. 

Unlike the client/server model, where the user makes a 

service request and the server fulfills the request, the P2P 

network model permits every node to function as an 

individual user and server. Although uses for the P2P 

networking topologies have been explored since the times of 

ARPANET, the advantages of the P2P communications 

model did not become obvious to the final public till the late 

Nineties, once music-sharing P2P applications like Napster 

appeared. Napster and its successors, as well as Gnutella and 

BitTorrent, cut into music and movie industry profits and 

changed how people thought about acquiring and consuming 

media. In addition to docking bandwidth and presumably 

exposing the administrator's organization lawfully, P2P 

applications may be used to bypass firewalls and distribute 

malware. Networks are often set up to prevent peer-to-peer 

“side talk” by PCs. 

 

II. RELATED WORKS 

 

A. Multipath Mobile Multimedia Streaming Based on Peer to 

Peer Network  

 

 C. -H. Lee and Y. -C. Chen(2018, IEEE)   

Due to the speedy development of mobile 

communication and web-based applications, more and 

additional mobile devices will access the World Wide net 

(WWW) then enjoy various network services, especially 

multimedia streaming services. albeit the multimedia 

streaming standards, e.gMPEG-DASH will support 

dynamically adjusting video quality in keeping with the 

network condition, the video quality remains limited to slim 

information measure or network congestion. This paper 

proposes one multipath mobile transmission streaming (m 

three streaming) to integrate (1) HTTP/2 and (2) WebRTC. 

That is, the projected m three streaming will transfer required 

video segments at the same time from multiple edge servers 

and peers. Therefore, m 3 streaming will cut back video 

playback delay, increase the video quality and save the 

restricted battery power of mobile devices. Since 

HTTP/2 is in a position to multiplex many requests into one 

affiliation and M3 streaming uses several HTTP/2 

connections and P2P network, our main contribution in this 

paper is to exploit all possible multipath combinations to 

optimize the video delivery. 

 

B.Combining data trust in reputation systems to boost P2P 

security  

 

 J. Chen, X. Xu and S. D. Bruda.(2010, IEEE)  

Open and nameless verbal exchange networks like Peer-

to-peer (P2P) structures promise to remove the scalability 

issues and valuable vulnerability points. But P2P structures 

are often insecure and offer an possibility for viruses and 

disbursed denial of service (DDoS) sports to unfold because 

of the reality that there may be no approach to confirm the 

trustworthiness of customers and shared files. To make such 

P2P networks greater resilient in opposition to the attacks, 

this paper proposes using recognition structures in which they 
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consider will cowl each record and customers. Therefore, the 

recognition-primarily based totally P2P security can cause 

auto-adaptive steady operating structures that robotically 

alternate the consider stages of the person and the records that 

the person provides. 

 

C.A Cost-Effective Data Sharing System for Data Center 

Networks  

 

 Zhuang, H. & Filali, Imen & Rahman, Rameez & Aberer, 

Karl.(2015, IEEE)   

Numerous studies companies and different corporations 

acquire records from famous records assets including on-line 

social networks. This results in the hassle of records islands, 

in which all this record is remote and mendacity idly, with 

none use to the network at huge. Using present centralized 

answers including Drop field to mirror records to all 

fascinated events is prohibitively costly, given the huge 

length of datasets. A realistic answer is to apply a Peer-to-

Peer (P2P) method to duplicate records in a self-prepared 

manner. However, present P2P procedures consciousness on 

minimizing downloading time with out taking into account 

the bandwidth cost. In this paper, we present Co Share, a P2P 

stimulated decentralized cost powerful sharing gadget for 

records replication. Co Share permits customers to specify 

their necessities on records sharing duties and maps those 

necessities into aid necessities for records switch. Through 

extensive simulations, we demonstrate that Co Share finds the 

desirable tradeoffs for a given cost and performance while 

varying user requirements and request arrival rates. 

 

D.A Contract-Ruled Economic Model for QoS Guarantee in 

Mobile Peer-to-Peer Streaming Services 

 

 Yang, Libin & Lou, Wei.(2012, IEEE)   

Current industrial cell streaming packages name for 

revolutionary technology for solid QoS guarantee. In this 

paper, we offer a complete remedy of QoS guarantees via a 

agreement-dominated method. In particular, we envision a 

peer-assisted cell peer-to-peer streaming gadget as a QoS 

buying and selling marketplace, wherein all events worried 

withinside the gadget, i.e., Service Provider (SP), End User 

(EU), and Assisting Peers (APs), are actual economic entities 

which can be prepared with contractual constraints to attain a 

solid and guaranteed QoS output. The QoS buying and selling 

within the marketplace is divided into  parts. One is a 

fundamental agreement that establishes the commercial 

enterprise settlement among an fascinated EU and a SP. We 

endorse a QoS contingent price to mitigate the EU's problem 

at the uncertainty of QoS shipping and derive an most 

appropriate agreement that achieves Pareto performance. The 

different is a subcontract, in which we version transactions 

among the SP and shrunk friends as a main multi-agents 

hassle, that achieves a preferred joint QoS output. We in 

addition layout a sharing scheme with group penalty that 

might triumph over the free-using hassle that existed within 

the subcontract and display that Pareto performance can be 

finished through placing a right group penalty. Both 

numerical reviews and prototype experiments exhibit the 

effectiveness of our proposed scheme. 

 

III. PROPOSED METHOD 

 

We endorse a peer-to-peer community with none 

unmarried centralized server. This is a decentralized method 

of the present gadget. In decentralized structures, each node 

makes its personal decision. The very last conduct of the 

system is the combination of the selections of the character 

nodes. Note that there may be no unmarried entity that gets 

and responds to the request. This system overcomes a few of 

the limitations of the present gadget. Some of the benefits of 

a decentralized gadget are: 

● Minimal hassle of overall performance bottlenecks 

occurring – The whole load receives balanced on all of the 

nodes; main to minimum to no bottleneck situations 

● High availability – Some nodes(computers, mobiles, 

servers) are continually available/on-line for work, main 

to excessive availability 

● More autonomy and manipulation over resources – As 

every node controls its personal conduct, it has higher 

autonomy and greater manipulation over resources. 

 

A. Proposed Workflow 

In this system construction, we use WebRTC for the 

front end and socket.io for the signaling server. The system is 

split into three modules: 

 

1)SDP Creation: 

First the Session Description Protocol(SDP) is created 

through the person and saved within the nearby consultation 

description. After creation, the SDP is dispatched to the 

signaling server. 

 

2)Offering SDP: 

The SDP on the signaling server is obtainable to the 

alternative person.If the person accepts this, then it's miles 

saved within the far flung consultation description. 

 

3)Data Transfer: 

To switch records each customer input right into a 

handshake settlement to create a connection. After the 

relationship is created the customers can switch records. To 

flow media, those customers want to go into a handshake 

settlement as well. 

 

IV. EXPERIMENTAL RESULTS 

 

 
Fig.1. Home page 
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Fig.2.  Room Creation 

 

 
Fig.3.User Joining Room 

 

 
Fig.4.Video Call 

 

 

 

 

V. CONCLUSION 

 

Media streaming is at a height and it's miles speedy 

growing. The peer-to-peer community we created for 

streaming media turned into accomplished the usage of 

WebRTC and Socket.io turned into used for the backend. The 

peer-to-peer community is decentralized which gets rid of a 

valuable server and offers the manipulate of ways the records 

could be used to the person. It prevents bottlenecking of 

person site visitors and it backs up the person records. 

Backing up the records makes the restoration manner 

smoother every time a node failure occurs. This kind of 

community solves all of the troubles of the customer server 

architecture. Thus, the peer-to-peer community is a higher 

manner to flow media records among customers. 

 

FUTURE ENHANCEMENT 

 

The proposed gadget does assist the character to flow 

the media successfully. However, within the future, in 

addition improvements are anticipated to be made, including 

the person control gadget, a one to many flow in addition to 

file sharing. The person control gadget gives registrations to 

customers for identity and privacy. The one to many flow 

may be used for streaming to more than one customers on the 

identical time. File sharing may be utilized by the customers 

to percentage their files with every different. 
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