A NOVEL ECONOMIC SHARING MODEL IN A FEDERATION OF SELFISH CLOUD PROVIDERS

ABSTRACT:
This paper presents a novel economic model to regulate capacity sharing in a federation of hybrid cloud providers (CPs). The proposed work models the interactions among the CPs as a repeated game among selfish players that aim at maximizing their profit by selling their unused capacity in the spot market but are uncertain of future workload fluctuations. The proposed work first establishes that the uncertainty in future revenue can act as a participation incentive to sharing in the repeated game. We, then, demonstrate how an efficient sharing strategy can be obtained via solving a simple dynamic programming problem. The obtained strategy is a simple update rule that depends only on the current workloads and a single variable summarizing past interactions. In contrast to existing approaches, the model incorporates historical and expected future revenue as part of the VM sharing decision. Moreover, these decisions are not enforced neither by a centralized broker nor by pre-defined agreements. Rather, the proposed model employs a simple grim trigger strategy where a CP is threatened by the elimination of future VM hosting by other CPs. Simulation results demonstrate the performance of the proposed model in terms of the increased profit and the reduction in the variance in the spot market VM availability and prices.



EXISTING SYSTEM:
In existing, model of a cloud federation can be found introduced a market-oriented VM exchange model among clouds. The proposed work complements these approaches by deriving closed form formulations for the sharing strategies among the CPs that, if followed, leads to optimal revenues. Federations of hybrid clouds were also discussed in. Gore et al. proposed novel federation management architecture and focused on building an accurate revenue function of CPs when taking one of the following decisions: participate in the federation by outsourcing or in-sourcing capacity or turning off spare capacity. Similarly, Torsi et al. provided a comprehensive analysis of the related costs and revenue associated with the various decisions of the CP in the federation. A mechanism to dynamically allocate resources of distributed data centers among different spot markets with the objective of maximizing the total revenue is introduced in. Similar to the proposed approach, the authors necessitate the need to model or forecast the CPs demand.  
DISADVANTAGES:
· A mechanism to dynamically allocate resources of distributed data centers among different spot markets with the objective.
· Provided a comprehensive analysis of the related costs and revenue associated with the various decisions of the CP in the federation.




PROPOSED SYSTEM:
	In proposed system, we derive the capacity sharing strategies that maximize the long-run revenue of the federation, dubbed as socially optimal spot market allocations, and demonstrate their enforcement limitation. Using a formulation based on multistage games, we introduce a set of self-enforceable CPs capacity sharing strategies that maximize the federation’s long-term revenue yet can achieve more revenue than what the individual CP can achieve outside the federation. We prove that the profit obtained from the aforementioned repeated game can derive higher revenue using a simple grim trigger punishment strategy. We derive a simple update rule to find the sub game perfect Nash equilibrium values for the spot market allocations. This rule is only dependent on the observed current state and a single variable that summarizes the history of previous interactions. We also develop a simple dynamic program that can be employed to obtain the exact values for these allocations in practice.
ADVANTAGES:
· The capacity sharing strategies that maximize the long-run revenue of the federation, dubbed as socially optimal spot market allocations.
· Using a formulation based on multistage games, we introduce a set of self-enforceable CPs capacity sharing strategies that maximize the federation’s long-term revenue.




SYSTEM SPECIFICATION
HARDWARE REQUIREMENTS:
· [bookmark: _GoBack]Processor		:	Intel Core i3 Processor
· Speed			:   	2.5 GHz
· RAM			:   	2GB(min)
· Hard Disk		:	500MB
· Key Board		:   	Standard Windows Keyboard
· Mouse	        	:    	Two or Three Button Mouse
· Monitor		:    	LCD

SOFTWARE REQUIREMENTS:
· Operating System	  	:	Windows7/10.
· Application Server  	: 	Tomcat6.0/7/8.X.
· Front End			: 	Java , HTML,CSS
· Scripts 		  	:	JavaScript.
· Server side Script	  	:	Java Server Pages.
· IDE		      		:	Net beans 
· Back End			:	MYSQL 5.0/ Heidi SQL 8.1 
· Database Connectivity	:	JDBC
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