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Abstract— In this paper I am are going to discusses about 

send and receive the data in an secure way. We are going to 

use the D2D network for a mobiles, computers to access the 

data in this D2D network. So for that to create a new an 

android application for a new way of giving the secure data 

transformation. The D2D network means the only two 

devices is going to send and receive the data in between those 

devices, it may be a mobile or the computers. We are using 

the algorithm minimum-cost crowdsourcing (MCC). If the 

crowdsourcing is used to online and offline way of send the 

data. In this paper I am going to send the data in the online 

way of transferring the data in D2D networks. The result the 

way of transferring the document and used to design a new 

way in D2D-based crowdsourcing.  

Key words: A* Algorithm, Uniform-Cost Search, Pure 

Heuristic Search 

I. INTRODUCTION 

In a virtualization environment that serves multiple tenants 

(independent organizations), storage consolidation at the 

filesystem level is desirable because it enables data sharing, 

administration efficiency, and performance optimizations. 

The scalable deployment of filesystems in such environments 

is challenging due to intermediate translation layers required 

for networked file access or identity management. First we 

define the entities involved in a multitenant filesystem and 

present relevant security requirements. Then we introduce the 

design of the Dike authorization architecture. It combines 

native access control with tenant namespace isolation and 

compatibility to object-based filesystems. We introduce 

secure protocols to authenticate the participating entities and 

authorize the data access over the network. We alternatively 

use a local cluster and a public cloud to experimentally 

evaluate a Dike prototype implementation that we developed. 

At several thousand tenants, our prototype incurs limited 

performance overhead below 21%, unlike a solution from 

industry whose multitenancy overhead approaches 84% in 

some cases. 

II. RELATED CONCEPTS AND WORK 

By instead encompassing all this new capability in a single 

application-layer Bundling service, we are able to develop, 

debug, and exercise the technology without impact on the 

lower layers of existing hosts and routers. Porting to different 

platforms is relatively easy, often little more than a matter of 

recompilation. As a result, we can fairly rapidly and 

inexpensively configure large and complex DTN networks 

for our research. In short, the simplicity of the current 

Bundling architecture appears to have practical benefits as 

well as offer the prospect of easier expansion and extension. 

Work on the architecture for the Interplanetary Internet, 

which has since been generalized to DTN architecture, began 

in early 1998. 

A new Research Group for Delay Tolerant 

Networking was chartered within the Internet Research task 

Force in October 2002. Two editions of an Internet draft 

describing our architecture (in far more detail than this 

article) have been offered for peer review, and an initial 

specification for the Bundling protocol has been drafted. In 

addition, prototype implementations of Bundling and 

supporting software have been developed over the past year. 

The end-to-end prototype system has been demonstrated to 

be tolerant of system reboots and simulated regional 

connectivity lapses lasting up to 60 min, and we know of no 

structural obstacle to tolerating much longer interruptions. 

We plan to make the source code for these implementations 

publicly available as open source. 

In a crowdsourcing system, it is important for the 

crowdsourcer to engineer extrinsic rewards to incentivize the 

participants. With mobile social networking, a user enjoys an 

intrinsic benefit when she aligns her behaviour with the 

behaviour of others. Referred to as network effects, such an 

intrinsic benefit becomes more significant as the number of 

users grows in the crowdsourcing system. But should a 

crowdsourcer design her extrinsic rewards differently when 

such network effects are taken into account? In this paper, we, 

for the first time, consider network effects as a contributing 

factor to intrinsic rewards, and study its influence on the 

design of extrinsic rewards. Rather than assuming a fixed 

participant population, we show that the number of 

participating users evolves to a steady equilibrium, thanks to 

subtle interactions between intrinsic rewards due to network 

effects and extrinsic rewards offered by the crowdsourcer. 

Taken network effects into consideration, we design 

progressively more sophisticated extrinsic reward 

mechanisms, and propose new and optimal strategies for a 

crowdsourcer to obtain a higher utility. Via extensive 

simulations, we demonstrate that with our new strategies, a 

crowdsourcer is able to attract more participants with higher 

contributed efforts; and participants gain higher utilities from 

both intrinsic and extrinsic rewards. 

For the future work, we plan to consider a dynamic 

setting where a user needs to make online network selections, 

while considering the time varying network conditions and 

mobility patterns. Moreover, we have remarked that the 

complexity of implementing the DNS algorithm in the 

random mobility pattern case can be high. Thus, it is 

important to design a low-complexity DNS algorithm to 

converge to an approximate equilibrium of the game, while 

still taking into account the network congestion, 
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III. GENERAL WAY OF TRANSMIT THE DATA 

Now a days the data can be send and receive is very hard, 

because the data can be hacked by hacker easily. So the 

sender and the receiver are doing more way to transmit the 

data. Some of the are encapsulation at the side of transmit and 

de-capsulation at the receiver side of the data. It is not but the 

using of the TCP/IP layers in the transmit of the data. If the 

data will be encapsulated will sending and de-encapsulated 

will receiving. So there are more number of techniques used 

for the data security. So at that time the data security so 

discussed more and used in more place. They are more 

techniques came to the field for giving the secure for the data. 

The data security means not allow to access the data the 

unauthorized person without the knowledge of the who send 

the data and the who receive the data. After some data we 

have more security types of data transmit the value or a data. 

They are data Anonymization, data authentication, data 

backup, data breach, data control, data in rest, data in 

transmit, data in use, data masking, data status, data subject. 

Etc. 

The data can be extended while send the data means 

the duplicate data can be attached in the place of the orginal 

data so it cannot be able to take the data. In so of the data will 

be included the value inside the data in the given place and 

also used to send the data and the receive the data in the other 

side. So other person can not able to get the data in the correct 

ways of the place. If the data will be secure in many ways to 

exchange in the network. So it is also used to get the data 

values in the given place of storing and retrieving place of the 

information. 

A. Using A* algorithm data transmit 

Using this algorithm we are going to transmit the Device-to 

Device transmit the data value of the receiving the data from 

the other side of the network. If all the device will be 

connected in the single network called the internet. If we are 

going to transmit using the more data in this internet. So the 

unauthorized user can be access the data without the 

knowledge of the server and a client so it can be able to not 

found in that way of hacking the data in easy way. 

In this A-star algorithm we are going to give the 

secure ways of the data transmit by using the A-star 

algorithm. it is a combination of the uniform-cost search and 

the pure heuristic search. 

f(n)=g(n)+h(n) 

n=node 

g(n)= cost of the path starting from the node n 

h(n)=cost of the cheapest node from the node n. 

We can calculate the cheapest node from the starting 

node to the finishing node. So it can be the minimum-cost for 

sending the data system in the D2D network. So it can be easy 

to find the destination node in the network. So the data will 

be reached to the correct node without the leakage of the path 

in the network. And also it will calculate the value of the path 

starting so the time will be reduce the data will be received in 

the other end of the network. 

In our algorithm is used to find the fewest value for 

the data to transmit the data in the given place of the node to 

transmit the data in a network. For this the algorithm will 

search the shortest ways for the destination and used to get 

the value of the path and then it will deliver the data in the 

network. 

B. A* search algorithm pseudocode 

Initialise 

Open_list={start} 

Closed_list={} 

g(start)=0 

h(start)=heuristic_function (start,end) 

f(start)=g(start)+h(start) 

while open_list is not empty 

m=node on top of open_list, with least f 

if m==end 

return 

remove m from open_list 

add m to closed_list 

for each n in child(m) 

if n in closed_list 

continue 

cost=g(m)+distance(m,n) 

if n in open_list and cost < g(n) 

remove n from open_list as new path is better 

if n in closed_list and cost < g(n) 

remove n from closed_list 

if n not in open_list and n not in closed_list 

add n to open_list 

g(n)=cost 

h(n)=heuristic_function(n,end) 

f(n)=g(n)+h(n) 

return failure 

C. Properties of A-Star Algorithm 

It is also like the breadth search algorithm. In this the A-star 

algorithm is used to complete and will always find a solution 

for the given problem if one exists provided d(x,y)>∈>0 

fixed ∈.This means that for any pair of adjacent nodes x and 

y, where d(x,y) denotes the length of the edge between them, 

we must have: 

h(x)≤d(x,y)+h(y) 

This ensures that for any path X from the initial node to x: 

L(X)+h(x)≤L(X)+d(x,y)h(y)=L(Y)+h(y) 

L=length of the path 

Y is the path X extended to include y.(Total distance so far + 

estimate remaining distance) 

In heuristic searching algorithm is used ot solve the 

large problem. It will added more efficiency for solving the 

problem. So it will be having more ways to reach the goal so 

it can be able to calculate the starting node to the ending node. 

For this we are using this formula for calculating the heuristic 

searching algorithm 

h(f)≤d(f,v1)+h(v1)≤d(f,v1)+d(v1,v2)+h(v2)≤….≤L(P)+h(g)=

L(P) 

h=heuristic value 

p= shortest node from where you are starting from node to 

ending node. 

It can be able to added in the given problem and also 

used to get the all the paths for the single solution for this the 

h is used in this place of A* algorithm. 
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D. Implementation of A* Algorithm 

So it will be the password (key bob value) for the exchange 

the data in a network. So it can be used to send to the user 

who is receiving the data in other end of the network. So it 

can be used to given to only the receiver.   If someone is 

access the account they cannot able to access the password, if 

they got the password also means they cannot able to put the 

ways of the password is stored in the sender side so it is very 

hard to hack the data in the network. In this the algorithm is 

used for the searching the path to solve or reach the 

destination. 

The A* algorithm is used to find the shortest way for 

the destination to the source path unit to the destination path 

unit. It will find soon by travelling the single-single node in 

the network. First it will search the node with is shortest in 

the network and also used to after find the data it will send 

the information in the finder path of the way in the network. 

After that only the key value will be used in the place of the 

network. If the fewest node will be searched in the algorithm. 

In this value only have two values: 

 A* uses an admissible heuristic. It is used to expand the 

fewest node in the network 

 A* use to search only one solve problem in this place, it 

is a incremental heuristic searching algorithm. 

E. Complexity for the A* Algorithm 

The time complexity of A* depends upon the heuristic in an 

expanded exponential depth of the solution will be 

unbounded for the each and every search 

N+1=1+b*+(b*)2+…+(b*)d 

In this we have to use the value of the all node to 

send the data in this given place of the data to be used in the 

giving place of the sending and receiving data in an efficiency 

ways of the data can be used in this placed of the searching 

algorithm so we are using the less depends of the heuristic in 

this place where we have to make it for a new value in this 

place. So it can be used to make a large value for the A* 

algorithm. 

In  this we are going to help the data in the giving 

place of the data I n  the value of the data to be used in this 

place of the data can be used in this placed of the used in these 

where heuristic and the data transfer. 

 
Fig. : Over lall diagram 

In this we can used to exchange the data in the 

different ways of the new place of the exchanging the data in 

the network of Device-to-Device. So the data can be able to 

easy to send and receive the data. 

The diagram show the way of the data path is finding 

the values of the introduction of the diagram. If the file system 

is used for upload and download the file by using the separate 

key of the BOB key is used in this place. So the data transfer 

in the Device-to-Device network for mobile communication 

of data in the securied way of the data can be used in this A* 

algorithm. 

In this paper we are going to give the hexa value for 

the each and every value of data transmit in the given place. 

So it should be secure and safe of the all the place where we 

are going to work. The device have a unique number to 

display the unique vale in this place. If we are transmiting the 

data in the single device it will set that device number in this 

place. At the receive side of the data can be used to tell the 

same number of the data to be used in the receiver side to get 

the displayed value. If the device change also can not able to 

accept the values in the given place of the used data in the 

new place of the device unique address in the network. 

IV. CONCLUSION 

I have concluded that with the ubiquitous learning is used to 

improve the mobile devices learning for easy way to use the 

function and to learn mobile devices easier in this learning. 

The ubiquitous learning can be learned in various context and 

situation for using the mobile in a more efficient way for 

transfer the data into Devices-to-Devices. If the learning is 

used to understand the how can send the data in more efficient 

way for the data in device-to-device network using keeping 

the any unique key to use the data transmission in the D2D 

network. If the data is need to user to upload and download 

they must need a key value. To download or upload the data 

in a unique way by using different way of security. By using 

this u-learning we can transfer the file system can be unique 

way of using the key value will be set in different way of the 

hexadecimal value so it can be used to change the key value 

will the data can be refer to send and receive the file. 
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