                         SAMPLING ONLINE SOCIAL NETWORK
ABSTRACT
            This Project, focus on improving the performance of information collection from the neighborhood of a user in a dynamic social network. By introducing sampling-based algorithms to efficiently explore a user’s social network respecting its structure and to quickly approximate quantities of interest. We introduce and analyze variants of the basic sampling scheme exploring correlations across our samples. As online social networking emerges, there has been increased interest to utilize the underlying network structure as well as the available information on social peers to improve the information needs of a user. Models of centralized and distributed social networks are considered. 

           This algorithms can be utilized to rank items in the neighborhood of a user, assuming that information for each user in the network is available. Using real and synthetic data sets, we validate the results of our analysis and demonstrate the efficiency of our algorithms in approximating quantities of interest. The methods we describe are general and can probably be easily adopted in a variety of strategies aiming to efficiently collect information from a social graph

 Existing System
        In the existing system performance of information collection from the neighborhood of a user in a dynamic social network is not possible. Models of centralized and distributed social networks are not considered. The algorithms cannot be utilized to rank items in the neighborhood of a user, assuming that information for each user in the network is not available.

Problems on existing system:

1. Using real and synthetic data sets, are not possible.

2. We cannot validate the results and the efficiency of our algorithms in approximating quantities of interest.
3. It is not possible to collect information from a social graph in an efficient manner.
4. The premise of collecting and analyzing information from a user’s explicit or implicit social network we cannot have to improve the accuracy of search results.

Proposed System
        Our research aims to offer performance improvements, via sampling, to the process of (almost) uniformly collecting information from user logs by exploring the underlying graph structure of a social network.  There has been increased interest to utilize the underlying network structure as well as the available information on social peers to improve the information needs of a user. Based on these observations we focus on improving the performance of information collection from the neighborhood of a user in a social network and make the following contributions:

Advantages:
· We introduce sampling-based algorithms that given a user in a social network quickly obtain a near-uniform random sample of nodes in its neighborhood. We employ these algorithms to quickly approximate the number of users in a user’s neighborhood that have endorsed an item.

· We introduce and analyze variants of these basic sampling schemes in which we aim to minimize the total number of nodes in the network visited by exploring correlations across samples.

· We evaluate our sampling-based algorithms in terms of accuracy and efficiency using real and synthetic data and demonstrate the utility of our approach. We show that our basic sampling schemes can be utilized for a variety of strategies aiming to rank items in a network, assuming that information for each user in the network is available.

IMPLEMENTATION

             Implementation is the stage of the project when the theoretical design is turned out into a working system. Thus it can be considered to be the most critical stage in achieving a successful new system and in giving the user, confidence that the new system will work and be effective.


       The implementation stage involves careful planning, investigation of the existing system and it’s constraints on implementation, designing of methods to achieve changeover and evaluation of changeover methods.

Main Modules:-
1. Information in Social Networks:

In social networking system information of a registered person will be stored in session. For each user in G we assume that a log accumulated overtime is available. Endorsement of an item is defined in a generic sense and it may have various instantiations, for example clicking on a url, rating a movie, etc. Endorsements of items by users in the neighborhood of v comprise valuable social information that may be utilized to provide personalized rankings of items to v. In many social information tasks (such as in social search) we are interested in the relative order or ranking of a set of items X in the social network of v. Designing and evaluating a reranking algorithm that increases the user satisfaction is out of the scope of this project.

2. Login and registeration Module:
In this module, Users are having authentication and security to access the detail which is presented in the Social network. Before accessing or searching the details user should have the account in that otherwise they should register first.
3. Sending and Receiving Requests:
        In this module, the users can send request to another user. If anyone send request means we can view and accept that request that will be added to  friend table. In is the main concept and users search the friends in the search box and they can send request to whom they needed.
4. Displaying Friend List:
 In this module, it will display the friend list only if the particular field matches. It is the important module and if we need we can add the particular user to our friend list.

Software Requirements:
· Operating system 
   :- Windows 07& XP 

· Front End  

   :-  Visual Studio 2008, ASP.net, C#

· Backend                   
   :-  SQL Server 2005

Hardware Requirements
· SYSTEM
   : Pentium IV

· HARD DISK  : 40 GB

· RAM
   : 512 MB
