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Abstract. Online games and location-based services now form the potential application domains for the P2P paradigm. In P2P systems, balancing the workload
is essential for overall performance. However, existing load balancing techniques
for P2P systems were designed for stationary data. They can produce undesirable
workload allocations for moving objects that is continuously updated. In this paper, we propose a novel load balancing technique for moving object management
using a P2P network. Our technique considers the mobility of moving objects
and uses an accurate cost model to optimize the performance in the management
network, in particular for handling location updates in tandem with query processing. In a comprehensive set of experiments, we show that our load balancing
technique gives constantly better update and query performance results than existing load balancing techniques.
Keywords: P2P Data Management, Spatial Data, Load Balancing.

1 Introduction
Decentralized distributed systems, in particular peer-to-peer (P2P) systems, are an increasingly popular approach for managing large amounts of data. These systems do
not have a single point of failure and can easily scale by adding further computing
resources. They are seen as economical as well as practical solutions in distributed
computing. For example, a police department could deploy a P2P system of hundreds
of generic, cheap low-end processing units (nodes) for a traffic monitoring system.
With similar constraints and needs, massively multi-player online games as well as
new location-based services now form the potential application domains for the P2P
paradigm. With recent research in P2P data management, managing complex data and
queries is now a reality and such new P2P applications that go beyond file sharing are
about to emerge [1].
In this paper, we consider a large set of moving objects maintained by a P2P network
of processors. A moving object data management system typically assumes that objects
either periodically report their locations or their location changes [2]. The workload of a
moving object data management system mainly consists of two parts: handling location
updates and processing queries. As it is the case for any distributed system, in a P2P
system for moving objects, balancing the workload is essential to optimize the overall performance. However, existing P2P load balancing techniques were designed for
stationary data and can produce undesirable workload allocations for moving objects.
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We show two examples for processing updates and queries that highlight different
workload allocations. Fig. 1 shows two different approaches to partition the load from
updates for two processing nodes, P1 and P2 . Fig. 1 (a) shows the initial state with only
one node, P1 , managing the entire load (20 updates). The thick lines represent roads and
the numbers adjacent to them represent the number of location updates from objects,
e.g., cars, moving on the roads during a period of 5 minutes.
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Fig. 1. Examples of workload partitioning for updates

A traditional load balancing scheme might partition the data space as in Fig. 1 (b) for
the nodes P1 and P2 , which results in a perfectly balanced load for P1 and P2 . The cars
on the vertical roads require 5 updates per node. The cars on the horizontal road move
from one partition to the other partition and cause two updates: a new update message
for the node entered and another update message to delete the object from the node left.
As a result, we get a total of 5 + 10 + 5 + 10 = 30 updates for both nodes, where
each node handles 15 updates. However, if the data space is partitioned as in Fig. 1 (c),
although the load is not balanced among the two nodes, we only get a total load of 20
updates instead of 30 updates. This interesting example shows that a traditional load
balancing scheme can result in higher total workload than unbalanced load partitioning
that optimizes the total load with respect to the movement of objects.
Unbalanced partitioning can also improve query processing. Assume the same data
distribution as in Fig. 1 (a) and suppose the rectangles shown in Fig. 2 (a) represent
two-dimensional range (window) queries. A traditional load balancing scheme might
partition the space similar to the previous example leading to the partitioning as in
Fig. 2 (b). In this case, node P1 has to process 8 queries because the data space completely includes 3 query windows and overlaps with 5 query windows; correspondingly
node P2 has to process 7 queries, which leads to a load of 15 queries in total. If we partition the data space as Fig. 2 (c), P1 has to process 6 queries and P2 4 queries, which
leads to a total load of 10 queries, significantly less than the more balanced partitioning.

10

8

P1
(a)

P1
(b)

7

6

P2

4

P1

P2
(c)

Fig. 2. Examples of workload partitioning for range queries
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These examples show that a traditional load balancing scheme can be inefficient for
moving objects if their movement is not taken into account. This inefficiency applies
to both updates and queries in dynamic spatial settings that use multiple processing
nodes. Motivated by these observations, we propose a novel load balancing technique
for moving object management in a P2P network. Our technique considers the mobility of moving objects to model and minimize the average cost of handling updates
and processing queries. To optimize the overall system performance, we make a tradeoff between balancing the workload and minimizing the extra workload overheads for
crossing updates and overlapping queries. We propose to model nodes and their workloads using an undirected weighted graph, which allows us to use a graph partitioning
algorithm for load partitioning. We then develop an accurate cost model that estimates
the cost of handling updates and the processing of queries in order to optimize the performance of the management network. Through an extensive experimental study, we
show that our spatial approach to load balancing gives constantly better update and
query performance results than existing P2P load balancing techniques.

2 Related Work
Moving object data management in centralized systems has been extensively studied
in [3,4,5,6,7]. Recently, for static spatial data, decentralized systems have been developed [1,8,9,10]. In addition, recent research also focused on moving objects in distributed settings [11,12]. None of these existing systems address load balancing issues
for moving object data management in P2P systems.
Distributed algorithms and data structures for P2P systems have become the
main research topic for large scale distributed data management since early 2000s
(e.g., [13,14]). These systems rely on distributed hash tables (DHTs). DHTs maintain
logical neighbor relationships between the nodes of a P2P system and each node maintains only a small set of logical neighbors for routing messages closer to the destination
nodes. Among these DHTs, the Content Addressable Network (CAN) [13] uses a space
partitioning mechanism that can be easily adapted for spatial data. We use CAN as a
base approach for large scale moving object data management.
In CAN, with a two-dimensional setting, the data space is mapped onto a [0, 1]×[0, 1]
virtual coordinate space and is divided among the nodes in a P2P system. Thus, the
virtual coordinate space is used as an intermediate space to map the data space onto
node addresses. Data is stored as (key, value) pairs, in which the key is deterministically
mapped onto a point p in the coordinate space and the corresponding pair is stored
at the processing node that owns the subregion containing p. The same mapping is
used for data retrieval. For two-dimensional spatial data the mapping onto the virtual
coordinate space is straightforward. For routing, each node in CAN maintains a routing
table containing the IP addresses of the nodes and the extent of the sub-regions adjacent
to its own subregion. A node routes a message towards its destination by forwarding it to
the neighbor with coordinates which is closest to the destination coordinates. A CANbased system is built incrementally, where a new node can randomly select an existing
node to join in the system by taking over the half of the region from the existing node.
Since CAN does not perform any explicit load balancing, a dedicated load balancing
strategy is necessary to improve the performance.
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Godfrey et al. in [15] propose a load balancing strategy for P2P systems using the
concept of virtual servers. The storage and routing occurs at virtual nodes (virtual
servers) rather than real nodes (processing nodes) and each real node can host one
or more virtual servers. Each virtual server maintains a sub-region. Every virtual server
has its own logical address defined by its sub-region and data such as the neighbor table.
A virtual server uses a similar greedy algorithm as CAN. An overloaded node transfers
some of its virtual servers to an underloaded node. In [15] some nodes in the system act
as a load balancer. All nodes send their load information to a randomly chosen load balancing server. Based on the workload of each node, the balancers distribute the virtual
servers among the participating nodes to achieve a load balanced system. It is assumed
that the overheads for transferring virtual servers among the participating nodes is commonly accepted as negligible in comparison with the benefits that the system can get
from load balancing. We use the virtual server based approach for moving object data
as a starting point.
Recently, several proposals aim to address the load balancing issues for range partitioned data sets and to preserve the locality of the data. Aspens et al. [16] adopt a pairing
strategy in which heavily-loaded machines are placed next to lightly-loaded machines
in the data structure to simplify data migration. Similarly, Karger and Ruhl [17] achieve
load balancing by periodically moving underloaded nodes next to overloaded nodes.
Ganesan et al.’s [18] online load balancing algorithm achieves load balancing by adjusting partition boundaries of range partitioned data and moving data among participating
nodes. These techniques are designed for static non-spatial data.
It is important to note that some earlier works [19,20] in spatial database focus on
load balancing using parallel systems or a cluster of workstations. Based on the access patterns of the data these systems distribute an index to balance the workload for
optimizing the query response time. However, none of these techniques consider the
movement patterns of objects and thus are unable to handle extra workload overheads
from moving objects.

3 Mobility-Aware Load Balancing
In this section, we propose our load balancing technique that considers the movement
of objects. We named our method as Mobility-Aware Load Balancing (MALB). Our
technique makes a tradeoff between balancing the workload and minimizing the workload overheads from moving objects to minimize the cost function of the system. In this
section, we first give a brief overview of modeling the workload. Then we define a cost
function for the system. Finally, we will describe our load balancing technique.
We use CAN as the underlying distributed P2P system. Fig. 3 (a) shows the assignment of four subregions to four processing nodes (or nodes) P1 , P2 , P3 , and P4 in CAN.
Furthermore, we adopt the concept of virtual servers (Section 2) for load balancing, i.e.,
each node maintains one or more non-contiguous subregions resulting from CAN subdivision. Each subregion is called a virtual server or virtual node. Fig. 3 (b) shows the
assignment of a set of virtual nodes {vs4 , vs5 }, {vs1 , vs2 , vs3 , vs6 }, {vs7 , vs10 , vs11 },
and {vs8 , vs9 } representing different subregions to the nodes P1 , P2 , P3 , and P4 , respectively. Note that in the virtual server approach, the load balancer does not consider
the movement of objects and queries among subregions while distributing loads. For
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Fig. 3. Region assignment

example, a scenario where a large number of objects cross between vs4 in P1 and vs6
in P2 , the above possibly highly balanced assignment shown in Fig. 3 (b) can result in
poor performance due to communication overheads. MALB reduces these communication overheads by only allowing the assignment of virtual nodes from one node to the
other if the desired transition optimizes the cost given in Section 3.1 (see equation (1)).
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Fig. 4. Workload representation with a graph

Fig. 4 (a) shows a set of virtual nodes hosted at the node P1 . Each virtual node keeps
track of its own load, its neighbors’ loads, the number of objects leaving or entering each
neighboring virtual nodes, and the overlapping queries with its neighbors. We model
the virtual nodes, their relations within a node, and the load relations with neighboring
processing nodes as a weighted graph, G = (V, E). Each vertex v ∈ V represents a
virtual node or a neighboring processing node. The weight of a vertex representing a
virtual node is the total load of updates and queries of that virtual node and corresponds
to the load of its subregion. If a vertex represents a neighboring processing node, its
weight reflects the total load obtained from all maintained virtual nodes. An edge e ∈ E
between two vertices in V indicates that the regions represented by these two vertices
share a border. Each edge e has a pair of weights (eoc , eqc ): eoc represents the number
of crossing objects and eqc the number of overlapping queries.
Fig. 4 (a) shows initial assignments of four subregions to four nodes P1 , P2 , P3 ,
and P4 . Five virtual nodes {vs1 , vs2 , vs3 , vs4 , vs5 } hosted at the node P1 are shown
inside thick border lines. The vertices {v1 , v2 , v3 , v4 , v5 } represent five virtual nodes of
P1 and the vertices v6 , v7 , and v8 represent three neighboring nodes P2 , P3 , and P4 ,
respectively, as shown in Fig. 4 (b). The vertices v1 and v2 having weights 60 and 40
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represent the total update and query load for the virtual nodes vs1 and vs2 , respectively.
The edge between these two vertices is labeled as (20, 5), where 20 is the number of
crossing objects and 5 is the number of overlapping queries between vs1 and vs2 . Since
each crossing object results in an update operation to each of the two virtual nodes, and
each overlapping query is also counted on both of the virtual nodes, the total load of
these two virtual nodes is 60 + 40 − 20 − 5 = 75. Similarly, the total load of a node is
obtained by combining all loads from the virtual nodes hosted at that node.
3.1 Update and Query Costs
The performance of a moving object management system is determined by its two major
tasks: handling updates and processing queries. The performance can be measured by
the average response time for handling an update Tu and for processing a query Tq . The
system performance can be measured by the following weighted cost function:
cost = w × Tu × Nu + (1 − w) × Tq × Nq ,

(1)

where Nu and Nq are the total number of update requests and queries, respectively, for a
period of T time units; w is a weight between 0 and 1 that adjusts the relative importance
of the two operations in the system. In certain applications, immediate precise location
information about the objects may be important requiring a higher weight for the update
response time. A higher priority for an immediate prompt answer of a query, needs a
higher weight for the query response time.
The goal of our load balancing scheme is to distribute the workload among the nodes
in a P2P network such that the cost function (1) is minimized. To calculate the value of
(1) for a given workload partitioning, we need to calculate Tu and Tq (Section 4).
3.2 Algorithm
In this section, we describe an algorithm, named RegionAdjustment (Algorithm 1),
that every node runs to trade its load by transferring some of its virtual nodes to a neighboring node. If there are multiple neighbors of a node, the node selects the neighbor that
result in the highest performance improvement using the cost function. Note that we do
not use any explicit load balancing servers. Instead, every node acts as its own load
balancing server using only local information.
A node constructs and updates its load interaction graph G = (V, E) periodically.
Let V1 and V2 be the two initial partitions of V . V1 is a set of vertices representing a
set of virtual nodes of that node and V2 is a set with a single vertex for the selected
neighboring node. Algorithm 1 refines the initial partitions and returns two new partitions that minimizes the cost in equation (1). The cost function is minimal for V1 and
V2 when their load is equal and they have no crossing objects and overlapping queries.
The algorithm determines the vertices to be migrated from V1 to V2 .
Algorithm 1 pair-wise adjusts the load of virtual nodes between two neighboring
nodes by estimating a local approximation of the global cost function equation (1). We
show an example run of the algorithm in the workload scenario given in Fig. 4. Suppose
node P1 runs the algorithm to adjust its regions with a neighbor P2 . Initially, the algorithm creates two partitions V1 and V2 , where V1 = {v1 , v2 , v3 , v4 , v5 } represents the
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Algorithm 1. RegionAdjustment
1.1
1.2
1.3
1.4
1.5
1.6
1.7
1.8
1.9
1.10

1.11
1.12
1.13
1.14
1.15
1.16
1.17
1.18
1.19
1.20
1.21
1.22
1.23
1.24
1.25

Let X be the set of border vertices between V1 and V2 ;
Let Y be an empty set of vertices;
improving = true;
Let initcost be the value of cost using equation (1) for the initial partitions;
mincost = initcost;
while improving do
improving = f alse;
while X is not empty do
for each border vertex x ∈ X do
Let cost[x] be the value from equation (1) for the partitions assuming x is
transferred to the other partition;
Let v be a vertex in X, such that cost[v] = minx∈X cost[x];
Transfer vertex v from the current partition to the other partition;
if cost[v] < mincost then
improving = true;
mincost = cost[v];
Confirm the vertex migration from the current partition to the other;
Clear set Y ;
else
Put vertex v in a temporary set Y ;
Remove v from X and set visited flag for v;
Update X by adding non-visited new border vertices to X and by removing
non-border vertices from X;
for each vertex y ∈ Y do
Transfer the vertex y from the current partition to the other;
Clear visited flag for all the vertices;
Populate X with border vertices excluding the vertices in Y for the next iteration;

set of virtual nodes of P1 and the set V2 = {v6 } corresponds to the neighboring node
P2 . In this scenario, X contains the border vertices {v4 , v5 }, i.e., the set of vertices
that shares a border with a vertex in the other partition. Initially, the workload of nodes
P1 and P2 are 160 and 70, respectively, and the crossing objects and the overlapping
queries between these two nodes are (20 + 5) and (5 + 1). The workload of these two
nodes can be calculated from the two sets of vertices V1 and V2 . The response time for
each of the 25 crossing updates is determined by the sum of the required update time
in the two participating nodes. The response time for each of the 6 overlapping queries
is determined by the maximum response time of both nodes. Again, the response time
of all other non-crossing updates and non-overlapping queries only depends upon the
service time of the corresponding node. Using these workload conditions, the algorithm
determines the cost using equation (1) as initcost and determines the initial mincost.
The algorithm calculates the cost for each of the vertices in X in Line 1.9 and 1.10.
The cost of a border vertex is the cost in equation (1) for the modified partitions if
the vertex migrates to the other partition. If v5 migrates from V1 to V2 , the load of V1
and V2 would be 123 and 95, respectively, with 9 crossing updates and 4 overlapping
queries. Assume the cost for v5 , cost[v5 ], is the minimal cost for all candidate vertices.
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If cost[v5 ] is less than the previous value mincost, then we expect that the migration
of v5 from V1 to V2 reduces the overall weighted cost function. Therefore, v5 migrates
from V1 to V2 and we update the cost variables in lines 1.14–1.17. This process continues as long as it minimizes the cost function. This algorithm aims to balance the load
while minimizing the overhead for crossing updates and overlapping queries.
In summary, the outer loop refines the two initial partitions (lines 1.6–1.25). The
inner loop (lines 1.8–1.21) checks for each border vertex if its migration minimizes the
cost function. To avoid local minima in Algorithm 1, vertices can temporarily move
from one partition to the other (lines 1.18–1.19) even if this move does not immediately
optimize the cost. If the algorithm does not find any minima, these vertices are put back
(lines 1.22–1.23). Then, the variables are re-set for the next iteration of the outer loop
(lines 1.24–1.25). The algorithm stops if no vertex is found whose migration further
minimizes the cost.
Our balancing scheme considers both periodic and emergency load balancing measures. Each node periodically wakes up after a time period tp and runs Algorithm 1
to balance its load with its neighbors. A carefully chosen value of tp can balance two
extreme conditions: a small value can lead to oscillations among participating nodes,
and a high value may result in an imbalanced system. To avoid emergencies such as
a sudden burst of traffic load, each node ensures that its load does not become higher
than some threshold kn in comparison with the load of its neighbors. A node locks all of
its neighbors before running Algorithm 1 to avoid inconsistencies that may arise from
concurrent load adjustment procedures among neighbors.
The sole use of local load balancing measures cannot guarantee an optimal load balance among all nodes, specially at dynamic load conditions (e.g., large traffic load for a
city center in the morning hours). However, in a P2P system, an all-to-all communication based global load balancing scheme may be problematic in itself. Thus, we adopt a
scheme from [18] where the system maintains a skip-graph data structure built on load
conditions of the nodes, and can find the nodes with a maximum or minimum load in
O(log n) time. Then, an overloaded node can share the load with the minimum loaded
node if the load of the overloaded node is kg (a threshold value) times higher than the
minimum load. Similarly, an underloaded node can share the load with the maximum
loaded node. If a new node joins the system or an existing node changes its position to
split an overloaded node, the serving node for this request splits its virtual nodes into
two sets of virtual nodes. It then retains a set of virtual nodes and gives the other set to
the requester. The Split procedure is very similar to Algorithm 1. In this paper we do
not consider the costs for transferring virtual nodes among the participating processing
nodes because this cost is negligible in comparison to total workload for handling large
updates and processing queries for a period of time.

4 Cost Model
In algorithm RegionAdjustment, we need to calculate the cost function (1) given a workload partitioning. To calculate the value of (1), in this section, we derive a model to
estimate Tu and Tq based on the system knowledge of updates, queries, and the service
rate of the processing nodes for a period of T time units.
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When update or query requests arrive at a high rate, these requests are queued up in
different nodes in the form of messages. In our system, a message is an operation that
can be served in one node, while a request may consist of (or create) several messages.
A request (update or query) may need to travel several nodes for the desired objective in
a P2P system. For example, a range query request that spans over four nodes generates
four messages (one message per node). Similarly, an update request may generate two
messages (a delete message to the leaving node and an insert message to the entering
node) when an object crosses the border of two nodes. A new update or a query message
in a node has to wait until all the pending messages are served by the node. We assume
that the objects in a node are maintained in a in-memory structure (disk-based structures
are not suitable for a very high update rate) so that an update or query message can
be processed in a very short amount of time, which is much faster than the queuing
time of the message. Therefore, the response time of a message is actually the average
queuing time; and the workload is proportional to the number of messages. Given this
assumption, we can derive the average response time of a message in a node i as follows.
Let λui and λqi be the update and query message arrival rates, respectively, at node
i. The total arrival rate at node i is λi = λui + λqi . Let the service rate of node i be μi ,
that is, node i can serve messages at the rate μi and assume μi > λi . A node can be
seen as a M/M/1 queue [21] (where M stands for “Markovian”, implying exponential
distribution for service times or inter-arrival times). According to Little’s law [22], the
average queue length (Q) and Average Queueing Time (AQT) of node i are given by
the following equations:
Qi =

λi
μi

1−

λi
μi

(2)

Qi
(3)
λi
According to the analysis given in the previous paragraph, the average response time of
a message in node i is also given by (3).
During a period of T time units, λui ×T update messages (including update messages
created due to objects crossing nodes) arrive and the average response time of a message
is AQTi , so the total time to process the update messages is λui × T × AQTi . If there
are n nodes in the P2P system and the update request rate of the whole system is γ (the
actual update requests from data sources), then there are γ × T update requests. So the
average service time for an update request Tus is given by:
n
n
(λu × T × AQTi )
(λu × AQTi )
= k=1 i
(4)
Tus = k=1 i
γ×T
γ
AQTi =

However, objects that cross the borders of nodes cause communication overheads
from extra update messages. Assume an object crosses the border of a node with a
probability p (i.e., the number of objects that crosses the border / the total number of
objects) and the average communication time between two nodes is Tc . Then average
communication overhead of an update request Tuc is Tuc = p × Tc .
By adding the service time and the communication time of an update request, we get
the average response time of an update request as follows:
Tu = Tus + Tuc

(5)
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Similarly, a query may create several messages for all the intersected nodes by the
query. Every intersected node processes its query message and return the answer to the
query originating node. The query originating node combines the answers from all the
intersected nodes to obtain the answer for the query. Therefore, the response time of the
query is the maximum of the response times of all the messages created by the request.
In our system, the total geographic space is normalized into a [0, 1]×[0, 1] coordinate
space and is partitioned among n participating nodes. A window query q of size w × h
whose top-left corner is at (x, y), may intersect 1 to n nodes depending on the location
and the size of the query. Let function f (qx,y ) return the number of nodes k that q
intersects. Thereby q creates k query messages and the response time of these query
messages are RT1 , RT2 , ..., RTk , respectively, from k participating nodes. Then the
response time of q is max{RT1 , RT2 , ..., RTk }. The other cost involved for q is the
communication overhead Tcj→i from a source node j (query originating node) to a
destination node i. Thus, the response time to the query q, that intersects f (qx,y ) many
nodes can be defined as:
g(x, y, q) =

max

1≤i≤f (qx,y )

[Tcj→i + RTi (Qi , qx,y )]

(6)

Given a query size w × h, if we sum up the response time of queries of all possible
query locations in the data space and divide the sum by the total number of queries, we
find the average response time of the queries for query size w × h as follows:
Tq =

1
(1 − w) × (1 − h)



1−w



1−h

g(x, y, q)dxdy
0

(7)

0

We have derived both Tu and Tq . Substitute Tu and Tq in function 1 by 5 and 7,
respectively. We can calculate the cost for a given workload partitioning given the information on crossing objects, update rate, query rate, service rate, etc. However, as in
a P2P network each node only has information about its own load and the load of its
neighbors, we can only locally calculate the cost and optimize the performance.

5 Experimental Study
We compare the performance of our load balancing algorithm MALB with the virtual
server (VS) load balancing technique from [15] on an experimental setup for locationbased services.
5.1 Experimental Setup
We use both synthetic and real road networks as shown in Fig. 5. The synthetic road
networks are constructed by connecting a large number of small, grid-like, road networks, modeling a set of suburbs connected to each other with freeways. A larger embedded grid is also used as a metropolitan city center. The real road network is from
the city of Stockton in San Joaquin County, CA. Again, the density of the network is
more at the city center in comparison to the other areas. The movements of the objects
within the road networks are generated by the Network-based Generator of Moving
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(a) Synthetic
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(b) Real

Fig. 5. Road networks

Objects [23]. We have used J-Sim [24] to develop our simulation environment, and also
used BRITE [25] topology generation tool to create a communication network topology. Each of our nodes are connected with its neighbors through high bandwidth lines
(2Gbps). We build the network in an incremental fashion, where each node contacts an
existing node to join the system. A summary of experiment parameters (default parameters are shown in bold) are given in Tab. 1. We run each simulation multiple times and
give the averages in our results. As we shall see, simple CAN cannot scale well for a
skewed load distribution, we present the performance of our technique in comparison
to the VS load balancing technique.
Table 1. Summary of parameters for the experiments
Parameter
Road network data
No. of nodes
Update arrival rate (per sec.) (λu )
Query arrival rate (per sec.) (λq )
Service rate in a node (per sec.) (μ)
No. of crossing updates in % of all updates
Query size in % of whole data space
Average no. of virtual nodes per node
Periodic load balance timeout (sec.)
Emergency load balance parameters

Value
Synthetic, Real
100
4K, 6K, 8K, 10K, 15K
200, 400, 800, 1600
400
5, 15, 25, 35, 45
1, 5, 10, 20
8
10
kn = 2, kg = 4

5.2 Evaluation of the Cost Model
We have measured the accuracy of our cost model given in equation (1) using a two
node setting. We have chosen a two node setting as our algorithm works on individual
nodes and only uses the local neighborhood information available to that node to calculate the cost. For various arrival and service rates, we first calculate the value of the cost
function (1), Fest . Then we run the experiments to find the experimental values, the
|F −F
|
actual cost Fexp . Finally, we obtain the accuracy of the cost model by using estFest exp ,
that is, the relative error, as the metric. The accuracy of the cost function depends on
how well we can estimate the average update response time (AURT) in equation (5) and
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Fig. 6. Accuracy of the cost model

the average query response time (AQRT) in equation (7). We plot these two values as
functions of different arrival rates in Fig. 6 (a) and 6 (b), respectively. We found that the
deviation of the cost function from experimental values is always less than 10%.
5.3 Scalability
Fig. 7 shows that the AURT increases with an increase in update arrival rate and CAN
cannot sustain its performance with the increasing load. The graph also shows that the
improvements from our approach over the VS remains constant up to an arrival rate of
6000. The improvement increases with the increase in the update arrival rate (up to 28%
from the VS approach). The reason for this is, more updates would mean that there are
more crossings of objects in the system. In this case, the VS load balancing needs to
handle more load due to overhead crossings. Our technique continues to scale better by
reducing the overhead crossings from updates.
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Fig. 7. Effect of update rate

5.4 Effect of w
We measure the value of the cost function defined in (1) by varying the weight, w. As
w increases, the value of the cost function increases as we put more weight on updates
and the number of updates is much more than the number of queries in the system
(Fig. 8). We get a reduced average response time for location updates if w = 1.0 and,
interestingly, also a good query performance. As we reduce the updates between regions
this also reduces the total load in the system leading to good query performances.
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5.5 Effect of the Number of Region Crossing Object Updates
In this experiment we study the relative performance of the various techniques as the
number of crossings among neighboring regions is varied from 5% to 45%. The AURT
and AQRT with varying crossing updates are shown in Fig. 9. In Fig. 9 (a), we set
w = 1.0 because we want to optimize the update performance in the system. Here the
x-axis represents the percentage of crossing updates with respect to the total number
of updates and the y-axis shows the average response time for an update. The results
show that as the number of crossings is increased from 5 to 45 percent, our approach
outperforms VS load balancing technique by a large margin, up to 40%. Since the extra
workload overheads increase with the increase of crossing updates in the system, and
traditional load balancing techniques (e.g., VS) are not aware of these overheads, the
performance of the system degrades sharply with larger crossings. On the contrary,
MALB reduces crossing overheads while balancing the workload, and thus perform
much better than VS. Similarly, Fig. 9 (b) shows the comparison of two load balancing
techniques over queries. This figure shows that even for a small number of crossings
(i.e., 5%), the improvement is 19%, and as we reach to 45% the improvement becomes
equal to 36%.
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Fig. 9. Effect of crossing objects

5.6 Effect of Query Size
We have also run experiments by varying the query sizes. Fig. 10 (a) shows that the
AQRT increases with an increase in the query size because larger queries overlap with

264

M.E. Ali et al.

more nodes and thereby generate more load for the system. MALB performs 35% better
than the VS approach for 5%, whereas the improvement is only approximately 20%
when the query size is 20%. By using a pair-wise only local decision making method
we can find better load balancing solutions for smaller query sizes (i.e., 5% -10%). Also,
we see that in the case of update performance as shown in Fig. 10 (b), the improvement
remains almost constant over the VS approach while the query size varies.
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Fig. 10. Effect of varying the query size

5.7 Effect of Update to Query Ratio
We vary the update to query ratio from 5 to 40. We keep the update rate constant (8000)
while varying the query rate. Fig. 11 (a) shows that our system achieves high performance gains for queries when the update to query ratio is small. As the number of
queries increases, MALB can optimize more on the query performance. Fig. 11 (b)
shows that the performance gain for updates does not vary as much with the increasing number of queries in the system. Therefore, our technique can achieve high query
performance while still being very efficient for updates.
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Fig. 11. Effect of update to query ratio

5.8 Experiments on a Real Road Network
We have run our experiments on a real city road network Stockton in San Joaquin
County, CA. We use 32 nodes to share the load for this small setting where the update
and query arrival rates are 2000 and 200, respectively. The rest of the parameters are
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same as in the previous experiments. This setting presents a challenge for our local
load balancing algorithm as the city has a dense center with many small roads, only a
few highways, and no suburbs (Fig. 5 (b)). Thus, local decisions on the center have a
smaller impact on the global load balance. However, we still see in Fig. 12 that MALB
outperforms the VS approach and the gains can be up to 20%.
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Fig. 12. Effect of crossing objects in a real road network

6 Conclusions and Future Work
In this paper, we proposed a novel mobility-aware load balancing (MALB) technique
for moving object management in a P2P system. MALB considers the movement
patterns of objects and achieves better performance than traditional load balancing
schemes, which were designed for stationary data. In addition, we optimized the performance of handling updates in tandem with the processing of queries. Through experiments, we show that our load balancing scheme results in constantly better update and
query performance results than existing load balancing techniques and the improvement
is up to 40%. We show that we can find better load partitions that reduce communication and processing overheads by reducing object updates and queries that span multiple
processors. However, accessing information available only at the neighbors can lead to
suboptimal results in comparison to a global optimization strategy. Yet, it is not practical to devise a trivially centralized load balancer for a large-scale P2P system. As a
direction for future work, we plan to build on our existing pair-wise load balancing
scheme to include clustering-based techniques.
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