
Latency Equalization as a New Network Service
                           Primitive
AIM: Reducing the delay difference in the Multiparty Interactive network applications like teleconferencing, network gaming, online trading.
Existing System: Multiparty Interactive network applications will have 2 or more client involve communication and these client are connected to server. As the client`s requests will travel in their own way towards the destination. Time taken for one client request will vary from one to other and server has wait or cannot process the response to the other client. Because server will not receive the clients request at same time. So these makes the multiparty interactive network application non-effective.
Proposed System: So we proposed the Latency Equalization(LEQ) architecture uses a few routers in the network as hubs to redirect packets of interactive applications along paths with similar end-to-end delay. First hub selection problem then proving its NP-Hardness  and then providing greedy algorithm to solve it.
Modules:
1.selecting Hub
2.Delay of time
3.Reducing Delay time
Software Requirements:
Framework :Dotnet 3.5
Languages:C#.net
IDE:Visual Studio 2008
Hardware Requirements:
Ram:1GB
Processor:1.5Mhz
