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Abstract This paper proposes the method for extracting the area which exists attractive objects, events, or hap-
penings, from the projected direction of multiple video cameras nearby. To do so, the authors use P2P Delaunay
Network, in which nodes and edges refer to as computers and their connections, processing the computation dis-
tributively. The proposed method first divides the plane nearby the camera and allocate to multiple computers
using P2P Delaunay Network. Then, each camera forwards its projected area for necessary nodes, and each node
thus processes distributively. The node which has received multiple information of projected area, computes and
manages the attractive areas only within its own Voronoi region. Moreover, we proposed a method which can
construct P2P Delauny Network by cellular phones with location information. Thereby, a P2P Delaunay network
can be constituted, without using the computer resource of other settlements. Finally, the mostly focused region
is determined, from the managed regions among all nodes by the circular network generated a priori. The authors
also evaluate the computational load and network load of each node through numerical simulation.

Key words Video aggregation, P2P, Delaunay network, Multimedia , Parallel computation
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Fig.1 Projected area and gazing area in 2D
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Fig.2 Generation of ring-like network
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Fig.3 The Nodes that receive an infomation of shooting area
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Fig.4 Division of Voronoi area
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Fig.5 Procedure of generation of an overlay network
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Fig.6 Procedure that nodes leave the network

Algorithm 1 00000000000

1: List myID, rightID, leftID

2: int myMean, rightMean, leftMean

3: while rightID != myID or leftID != myID do
4: Get rightMean

5:  Get leftMean

6:  if rightMean > myMean or leftMean > myMean then
7 Lock(MyID, leftID, rightID)

8: connect(leftID, rightID)

9: leave

10:  else if rightMean == MyMean and leftMean == myMean

then

11: Lock(MyID, leftID, rightID)
12: SendData(rightID)

13: connect(leftID, rightID)

14: leave

15:  end if

16: end while

17: if rightID == myID and leftID == myID then
18: return myID

19: end if
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