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Also in the new system by using
media streaming videos can be played
while the download process is being carried
out. Streaming video is a sequence of
"moving images" that are sent in a
compressed form over the Internet and
displayed by the user as they appear.
Streaming media is streaming video with
sound. With streaming video or streaming
media, a user does not have to wait to
download a large file before seeing the
video or hearing the sound. Instead, the
media is sent in a continuous stream and
is played as it appears. The user needs a
player, which is a special program that
uncompresses and sends the video data
to the display and audio data to speakers.

CONCLUSION
The application developed effective

video sharing and avoids the problems
encountered otherwise. This service is fast
as it does not depend on the network and
inter mobile video sharing takes place
using Bluetooth technology. Using
authentication mechanism integrity and
security of data is maintained. Also this
application involves media streaming thus
the video to be shared can be played while
the transfer takes place. Eff icient
compression techniques leads to effective
storage videos downloaded from the portal
or shared in between mobile users. And
added advantage is that this application
requires no initial setup.

REFERENCES
1. Andreas Schorr , Andreas Kassler and

Groan Petrovic, "Adaptive Media
Streaming in Heterogenous Wireless
Networks", IEEE 6th  Workshop on
Multimedia Signal Processing (2004).

2. Volker Hilt Martin Mauve, Jurgen Vogel
and Wolfgang Effelsberg, "Recording
and Playing back Interactive Media
Streams", IEEE Transactions On
Multimedia, Vol 7 October (2005).

3. Rongtao Liao, Shengsheng Yu, Jing
Yu," SecureCast: A Secure Media
Streaming Scheme over Peer-to-Peer
Networks", IEEE. (2007).

4. Ke Xu, Yong Cui, Zhao Li, Haiyang
Wang," MO-Video: An Application
layer infrastructure for live media
streaming," IEEE (2006).

5. Liang Li, Xinshe Wang" P2P File-
Sharing Application on Mobile Phones
Based On SIP", IEEE (2008).

6. Chao-Tung Yang, Chun-Jen Chen,
Chein-Jung Huang, Hung-Yen Chen,
A Video Sharing Platform with Data
Grid Technology for Mobile Devices,
IEEE (2008).

7. Chao-Tung Yang, Chun-Jen Chen,
Chein-Jung Huang, Hung-Yen Chen
"A Peer-to-Peer File Resource Sharing
System for Mobile Devices", IEEE
(2008).

8. Rune Hjelsvold, Roger Midtstraum and
Olav Sandsta " Searching and
Browsing a shared Video Database" ,
IEEE (1995).

Books
1. Jonathank Knudsen and Sing Li,

“Beginning J2ME:From Novice to
Professional" Apress Publishing, 3rd
ed , Inc. USA, (2005).

2. Timothy J. Thompson, Paul J. Kline
and C Bala Kumar," Bluetooth
Application Programming with the
Java APIs" Morgan Kaufmann
Publishing, Essentials ed, Inc. USA,
(2008).

627



Journal of Computer and Mathematical Sciences Vol. 1, Issue 5, 31 August, 2010 Pages (528-635)

N.Johnson Jessinth et al., J. Comp. & Math. Sci. Vol. 1(5), 618-627 (2010)

the mobile device.The video is captured
using the camera of the mobile device,this
video is then stored on the mobile phone
in 3GP format.The user is given the option
of storing video either in phone or memory
card.The name and details of the video ans
its format are storeds in the record store
of the mobile for each video respectivel.For
Playing,viewingdetails,deleting,renamingthe
video,the video details are extracted and
the operations are performed accordingly.
5.4 Inter mobile authenticated mobile
sharing

This module aims at the
authenticated sharing of video between
mobile devices.The user first searches for
the devices in range then selects the device
for sharing of videos. The selected device
sends its list of videos to the user and the
user in turn selects the required video.
Then the download and storage of the
selected video takes place.

PERFORMANCE ANALYSIS
The performance of the new

system has increased when compared to
the old system. The performance analysis
is stated as follows.
–  Application has a scalar architecture
which means it can be used both on large
scale and small scale networks.
– The video sharing functionality can be
used in areas with no network coverage
as it works on Bluetooth technology.
– Better compression techniques can be
used for effective storage.
– The authentication can be made more
secure by using more complex encryption
algorithm.

SHORTCOMINGS AND IMPROVEMENT
DESIGN

In the old system uses MPEG-1,
MPEG-2 compression techniques. MPEG-
1 and MPEG-2  compression technique
does not have system layers thereby as
compared to MPEG-4 which has better
compression standards for audio and
video. MPEG-1,2 does not act as a
wrapper and doesn't provide necessary
facilities specifying how audio/visual
objects can be composed together in a
terminal to form complete scenes. It does
not show how the user interacts with the
content. It doesn't show how a stream
should be managed for compression and
storage. However all this can be done
using MPEG-4 compression technique
Also previously the video could be played
only after complete download to the mobile.
The new system uses MPEG-4, 3GP
compression techniques. MPEG-4 is a
better compression standard for both audio
and video because MPEG-4 has many
other features that exist within the standard
which will be important to the video
broadcast industry. MPEG-4 adds the
ability to code animations, 3D
environments and images. It provides
streaming interactivity, provide digital rights
management, and allow for content
distribution on a variety of networks,
including Internal Protocol (IP) and MPEG-
2 transport stream.3GP is a simplified
version of MPEG-4(MP4) container format.
It's designed to decrease storage and
bandwidth requirements in order to
accommodate mobile phones. It stores
video streams as MPEG-4.
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Fig [4] explains that the mobile
phone contains the videos stored using
MPEG 4 compression technique. A
processing engine is used for storing and
compressing the videos. From these
videos their names are extracted and
stored in a separate database. This
database is used for matching and
accessing purpose, thereby making
access faster as the name database

contains less voluminous data.
Authentication scheme is used for security
purposes. The passwords are stored using
MD5 algorithm. The node 2 sends the
name of the video to be searched for. The
node 1 searches in its name database. If
match is found it is displayed on the node
2. The node 1 streams the video to node 2
and the video is shared.

Figure 4. Video sharing amongst mobile node

IMPLEMENTATION DETAILS
5.1 Access validation and New User
Registration.

This module aims at access
validation and secure registration of new
users online.The details of the user entered
are stored in a database for retrieval later.
During authentication the username and
password entered is matched with the
existing list of registered users and based
on whether the match is attained or not
the user is provided access to the available
videos.
5.2 Video Viewing and Downloading.

This module aims at the viewing and
download of the required video by the
mobile user.The Web Browser is installed
on the mobile.Then the video sharing
website is opened using this browser.The
user selects the video from the webpage
and has the option of downloading the
video to the mobile or viewing it directly
from the source.The video is downloaded
and added to the mobile record store.
5.3 Video Capture, Storage, Playback in
mobile devices.

This module aims at the
capture,storage and playback of video in

625



Journal of Computer and Mathematical Sciences Vol. 1, Issue 5, 31 August, 2010 Pages (528-635)

N.Johnson Jessinth et al., J. Comp. & Math. Sci. Vol. 1(5), 618-627 (2010)

The data flow diagram in figure [3]
explains the activities taking place between
the clients. At the client end the list of
videos with user1 is displayed to user2 and

 

Figure 2. Diagram showing the video sharing between the various client mobile devices

Figure 3 . Media streaming architecture for downloading videos from the portal

user3, also vice-versa. The chosen videos
are then shared by the users via media
streaming.
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log in only after proper access-validation.
They can have online video sharing after
they are verified. The administrator is
responsible for adding new videos to the
portal and ensuring safety and security of
all users. Moreover, search option available
within the online video sharing portal
guides one and all with best possible

search results.
Figure (2) explains the activities

taking place between the clients. At the
client end the list of videos with user1 is
displayed to user2 and user3,also vice-
versa. The chosen videos are then shared
by the users via media streaming.

Figure1. Diagram for downloading videos from the portal
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permitted to sign in, choose and download
the video. The name of video is put to
search and in case the name matches with
that stored in the database a message
stating the video availability is displayed.
The required video is then downloaded
from the portal via streaming to the user's
mobile device. These videos are stored
using MPEG-4,3GP compressing
techniques and then made available to the
users. The user can share this downloaded
video with other user's using media
streaming technology. An authenticated
connection needs to be established
amongst the mobile devices in range after
which they choose from the list available
on the mobile phone and share video via
streaming.

At the server end the Multi Media
items are stored on the system and the
server extracts the  names of the Multi
Media items and stores it on the Data Base
this forms the offline processing. The online
processing comprises comparison of
stored names against the queried video
names. The best match results are
displayed on the client screen and same
session is used to download the videos on
the client node using media streaming. The
separate database for names serves to
increase the server response as less data
needs to be processed. The chosen video
is taken from the storage on the server
machine.

The new users have to register
themselves before becoming legitimate

users of online video sharing portal. Each
user is given a unique id that will be valid
throughout the session. Existing users can
log in only after proper access-validation.
They can have online video sharing after
they are verified. The administrator is
responsible for maintaining user accounts,
adding new videos to the portal and
ensuring safety and security of all users.
Moreover, search option available within
the online video sharing portal guides one
and all with best possible search results.
The client end application is developed
using J2ME. At the client end the list of
videos with one user is displayed to the
other users, also vice-versa. The chosen
videos are then shared by the user's via
media streaming. The exchange between
the users involves the list of videos and
the choice of video. The client side involves
a processing engine which is responsible
for processing the query, compression and
storage of videos on the client's mobile
device.

THE SYSTEM ARCHITECTURE AND
DESIGN

Figure(1) explains the activities
taking place and their proper flow within
the proposed architecture at the client
server side. The new users have to register
themselves before becoming legitimate
users of online video sharing portal. Each
user is given a unique id that will be valid
throughout the session. Existing users can
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Protocol Issues
Designing a network protocol to support
streaming media raises many issues, such
as

Datagram protocols, such as User
Datagram Protocol (UDP) which sends the
media stream as a series of small packets.
This is simple and efficient. But the delivery
is not assured. It is up to the receiving
application to detect loss or corruption and
recover data using error correction
techniques. If data is lost, the stream may
suffer a dropout2.

The Real-time Streaming Protocol
(RTSP), Real-time Transport Protocol
(RTP) and the Real-time Transport Control
Protocol (RTCP) were specif ically
designed to stream media over networks.
The latter two are built on top of UDP1.

Reliable protocols, such as the
Transmission Control Protocol (TCP),
guarantee correct delivery of each bit in
the media stream. They manage to deliver
every bit with a system of timeouts and
retries, which makes them more complex
to implement. It also means that when
there is data loss on the network, the media
stream stalls while the protocol handlers
detect the loss and retransmit the missing
data. Clients can minimize the effect of this
by buffering data for display2.

Multicasting broadcasts the same
copy of the multimedia over the entire
network to all clients. Multicast protocols
were developed to reduce the data
replication and consequent server/network

loads that occur when many recipients
receive Unicast content streams
independently. These protocols send a
single stream from the source to a group
of recipients. Depending on the network
inf rastructure and type, Multicast
transmission may or may not be feasible.
One disadvantage of multicasting is the
loss of video on demand functionality.
Continuous streaming of radio or television
material usually precludes the recipient's
ability to control playback4.

3GP is designed for efficiency to
make it suitable for streaming across
mobile phone networks and storing on
mobile devices with very little storage
capacity.

Peer-to-peer (P2P) protocols
arrange for rerecorded streams to be sent
between computers. This prevents the
server and its network connections from
becoming a bottleneck. However, it raises
technical, performance, quality, business,
and legal issues3,7.

OVERVIEW OF PROPOSED SYSTEM

A mode of video sharing using
distributed architecture is being developed.
A website (portal) is designed using
ASP.NET which has the videos. The user
can log on to the website where the list of
all available videos is displayed. In order
to search for song and downloads
authentication is required, after matching
the username and password the user is
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group, MPEG-4 systems were developed
to "provide the necessary facilities for
specifying how audiovisual objects can be
composed together in an MPEG-4 terminal
to form complete scenes, how a user can
interact with the content, as well as how
the streams should be managed for
transmission or storage. The functionality
that MPEG-4 provides comes from the
systems part. As systems take care of
(among other issues) streams
management and scene description, it acts
as a wrapper to the source coding
technology.

There are a variety of MPEG-4
implementations like the DIVX; the popular
Internet video compression technology
cons fists of MPEG-4 video elementary
streams encapsulated inside of an .AVI file
format. Microsoft stores their MPEG-4
video elementary streams inside of a
custom container format called Advanced
Systems Format or ASF. The advantage
of using the MPEG-4 file format is the
ability to transmit effort lessly and
interchangeably across MPEG-4 terminals
be it mobile devices, desktop devices or
simply MPEG-4 TV terminals.
Video Streaming

Streaming video is a sequence of
"moving images" that are sent in
compressed form over the Internet and
displayed by the user as they appear.
Streaming media is streaming video with
sound. With streaming video or streaming
media, a user does not have to wait to

download a large file before seeing the
video or hearing the sound. Instead, the
media is sent in a continuous stream and
is played as it appears. The user needs a
player, which is a special program that
uncompresses and sends video data to the
display and audio data to speakers. A
player can be either an integral part of a
browser or downloaded from the software
maker's Web site. Major streaming video
and streaming media technologies include
Real System G2 from Real Network,
Microsoft Windows Media Technologies
(including its NetShow Services and
Theater Server), and VDO. Microsoft's
approach uses the standard MPEG
compression algorithm for video. The
program that does the compression and
decompression is sometimes called the
CODEC. Microsoft's technology offers
streaming audio at up to 96Kbps and
streaming video at up to 8Mbps. However,
for most Web users, the streaming video
will be limited to the data rates of the
connection up to 128 Kbps with an ISDN
connection. Microsoft's streaming media
files are in its Advanced Streaming Format
(ASF).

Streaming video is usually sent
from prerecorded video files, but can be
distributed as part of a live broadcast feed.
In a live broadcast, the video signal is
converted into a compressed digital signal
and transmitted from a special server that
is able to do multicast, sending the same
file to multiple users at the same time [2].
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videos by users logged on to their
computers over the internet. However no
such facility is available for the mobile
handheld devices.

There are still numerous limitations
which hinder effective and efficient video
transfer. Better compression techniques
are required to aid the storage of videos
after the transfer. The overall process of
video transfer must be fast and efficient.
Also the security threats during the process
of video sharing must be avoided by usage
of better authentication techniques by
using more complex encryption algorithms.
The application developed provides
effective video sharing and avoids the
problems encountered otherwise. This
service is fast as it does not depend on
the network and inter mobile video sharing
takes place using Bluetooth technology.
Using authentication mechanism integrity
and security of data is maintained. Also this
application involves media streaming thus
the video to be shared can be played while
the transfer takes place. Eff icient
compression techniques leads to effective
storage videos downloaded from the portal
or shared in between mobile users. And
added advantage is that this application
requires no initial setup.
BACKGROUND
MPEG-4

MPEG-4 is the term used for a
group of audio and video coding standards.
Uses of MPEG-4 standard are web
(streaming media) and CD distribution, and

broadcasting television.
The basic principle of MPEG is to compare
compressed images that are to be
transmitted over the network, using the first
compressed image as a reference frame
(called as I frame), sending it and only the
parts of following images that differ from
the reference image (B and P frames).
The network viewing station will then
reconstruct all images based on this I frame
and the "difference data" contained in the
B and P frames.

MPEG-4 Systems Layer
The major development of MPEG-4 over
MPEG-1 and MPEG-2 is its "systems"
layers.  MPEG-4 is simply a better
compression standard for both audio and
video because MPEG-4 has many other
features that exist within the standard that
will be important to the video broadcast
industry future. In addition to audio and
video compression, MPEG-4 adds the
ability to code animations, 3D
environments and images, provide for
stream interactivity, provide digital rights
management, and allow for content
distribution on a variety of networks,
including IP and MPEG-2 transport
streams (DVB). MPEG-4 encompasses 20
International Standards Organization (ISO)
specifications, as well as several industry
organization standards such as 3GPP and
the Internet Streaming Media Alliance
(ISMA).

According to the MPEG-4 working
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ABSTRACTS

This paper is an application where in we develop a website which hosts

videos. The website has a whole collection of videos which are displayed

on the homepage. The mobile users log in to the portal and download

the videos of their choice. Moreover, the users are provided with a

facility to share videos amongst them. The users exchange video

information via Bluetooth like a chat application. A list is displayed on

each users screen. The users select the video and the videos can be

transferred amongst them using Bluetooth technology. . The users

exchange requests for videos by sending messages using Bluetooth

technology. They have the functionality of playback forwarding and

rewinding videos.

Index Terms- Media Streaming, Video Sharing,Compression

Techniques.
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NTRODUCTION

In the present day world video
sharing is widely popular amongst the

masses. The internet provides us with a
number of solutions for video sharing.
There are many file sharing websites and
software which can be used to share


