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ABSTRACT
Social networking sites bring people from all over the world together. This project would use proximate point location to triangulate a specific member in a field in order to provide users with strong security measures for networks that are very important to them. It breaks my heart when someone desperately needs the services of a lawyer or a plumber to fix a leaking pipe in their home, but I do not have them in my contacts or as social network friends. It is frequently difficult to obtain one. For this study, a waterfall methodology was used. The proximate point location algorithm, HTML, CSS, JavaScript, PHP, and Netbeans were all used in this study. Finally, the proposed system allows users to network with anyone in any field or profession, status, or demographics from anywhere within a specified proximate location while maintaining maximum security.  
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CHAPTER ONE
GENERAL INTRODUCTION
1.1	INTRODUCTION
The World Wide Web is a global information space on an unprecedented scale, comprised of interconnected documents so numerous that they exceed human comprehension (Haythornthwaite, 2001). Social network sites (SNSs) like MySpace, Facebook, Cyworld, and Bebo have millions of users, many of whom have integrated these sites into their daily lives. As of this writing, there are hundreds of SNSs available, each with its own set of technological affordances and supporting a diverse range of interests and practices. While the key technological characteristics of SNSs are fairly consistent, the cultures that emerge around them are diverse. Most sites facilitate the maintenance of pre-existing social networks, but others connect strangers based on shared interests, political views, or activities. Some websites cater to a wide range of audiences, while others draw people together based on a common language or shared racial, sexual, religious, or nationality identities. The extent to which sites incorporate new information and communication tools, such as mobile connectivity, blogging, and photo/video-sharing, also varies (Boyd and Ellison, 2007).
Social networking sites connect people all over the world through a variety of features such as fairly static profile information such as job history and likes/dislikes, as well as more dynamic content such as what people are doing and how people are feeling at various points throughout the day (Cutinha et al.,2007). According to Boyd and Ellison (2007), social network sites are web-based services that enable individuals to (1) create a public or semi-public profile within a bounded system, (2) articulate a list of other users with whom they share a connection, and (3) view and traverse their list of connections as well as those made by others within the system. The nature and nomenclature of these connections may differ from one location to the next. While they use the term "social networking site" to describe this phenomenon, the term "social networking sites" appears in public discourse as well, and the two terms are frequently used interchangeably. They avoided using the term "networking" for two reasons: emphasis and scope. "Networking" emphasizes the establishment of new relationships, often between strangers. They went on to say that, while networking is possible on these sites, it is not the primary practice on many of them, nor does it distinguish them from other forms of computer-mediated communication (CMC).
What distinguishes social networking sites is not the ability of users to meet strangers, but rather the ability of users to articulate and make visible their social networks. This can lead to connections between people who would not have met otherwise, but that is not always the goal, and these meetings are frequently between "latent ties" (Boyd and Ellison) who have some offline connection. Participants on many of the large SNSs are not necessarily "networking" or looking to meet new people; rather, they are primarily communicating with people who are already a part of their extended social network. To emphasize the articulated social network as a critical organizing feature of these sites, (Boyd and Ellison, 2008) refer to them as "social network sites." 
Users are prompted to identify others in the system with whom they have a relationship after joining a social networking site. These relationships are labeled differently depending on the site. - "Friends," "Contacts," and "Fans" are all popular terms. Friendship on most SNSs requires bi-directional confirmation, but some do not. These one-way connections are sometimes referred to as "Fans" or "Followers," but many websites refer to them as "Friends." The term "Friends" can be misleading because a connection does not always imply friendship in the common vernacular, and the reasons people connect vary (Boyd, 2006).
People use online social network services to share information and knowledge with their real-life friends, to build online connections with new network friends, to follow celebrities and other network friends to get more and fresher news, and to release their own information to their followers or the general public. These behaviors can assist users in effectively strengthening their weak ties at a low cost (Granovette, 1973), and weak ties are generally thought to be beneficial for creativity (Meadche and Stab, 2001).
SNs, perhaps more than previous types of online applications, are blending in real life: companies are mining Facebook and Twitter trends to create viral content for shares and likes; employers are checking job candidates' Facebook, LinkedIn, and Twitter profiles (Protalinski, 2012). The problem of point location is a fundamental topic in computational geometry. It is used in areas that deal with geometrical data processing, such as computer graphics, geographic information systems (GIS), motion planning, and computer aided design (CAD).
In its most general form, the problem is to determine the region where a query point lies given a partition of the space into disjoint regions. As an example, in this project, every time a user clicks a mouse to follow a link, this problem must be solved in order to determine which legal practitioner is in that area. The point in polygon problem is a simple special case. In this case, we need to know if the point is inside, outside, or on the boundary of a single polygon. That is, in this project, we must determine the point or location of that individual user with whom you wish to network, whether it is inside, outside, or on the same boundary as you. In many applications, the user must determine the location of several different points with respect to the same partition of the space. This project would use proximate point location to triangulate a specific member in a field in order to provide a service with security measures to the user. 


1.2	STATEMENT OF THE PROBLEM
It breaks people’s heart when they desperately need the services of a lawyer or a plumber to fix a leaking pipe in their home, but they do not have them in their contacts or as social network friends. It is frequently difficult to obtain one. The issue is that no social network provides a feature that allows them to easily find a professional legal practitioner or a plumber in their current location who can provide them with the services they required. People cannot easily network with people who are not in their circle around a specific location, regardless of how many social network sites they belong to, how many friends they have, or how sophisticated the sites are.
1.3	AIM AND OBJECTIVES
	The aim is to create a social networking site that uses proximate point location. This project's objectives include the following:
i. Modification of the proximate point location algorithm for use in providing networks.
ii. PHP implementation of the adapted algorithm
iii. Enabling safe networking.
1.4	SIGNIFICANCE OF THE STUDY 
The significance of this project is to provide a platform for easy access to a professional legal practitioner, a plumber, and other service providers in my current location who can provide me with the services they provide.
1.5	SCOPE OF THE STUDY 
The project allows for the creation of profiles as well as the visibility of user relationships. It allows users to gain access to potential networks that can assist or provide for their needs or desires.
1.6	ORGANISATION OF THE REPORT
This is an overview of the work presented in this project. The first chapter focuses on the general introduction, problem statement, goals and objectives, significance of the study, scope and limitations of the proposed study. The second chapter is devoted to a review of the literature. The third chapter is about project methodology, which covers data collection methods, data analysis, problems with the existing system, a description of the proposed system, and the benefits of the proposed system. The fourth chapter deals with the system's design, implementation, and documentation. The design includes the system designs, output design form, and input design form, as well as the design procedure. The implementation includes the programming language used as well as the hardware and software support, while the system documentation includes system operations and maintenance. The fifth chapter is a summary of the work done, as well as the conclusion and recommendations.






CHAPTER TWO
LITERATURE REVIEW
2.1	REVIEW OF RELATED PAST WORK
A social networking service is a platform, online service, or website that focuses on facilitating the formation of social networks and relationships between people who can share their interests, activities, and real-life connections. A social network service includes a representation of each user's profile, social links, and a variety of other services. The following previous works are discussed:
Magoutis et al. (2015) presented the design and implementation of the PaaSage social networking platform, a novel professional networking platform aimed at the DevOps engineering community. To improve the configuration, deployment, and optimization of distributed multi-cloud applications, the network combines community knowledge with information from two repositories, Chef Supermarket and the CAMEL repository of application models and executions. Their professional network was designed using best practices to support the development of a vibrant community, to allow users to retrieve timely and relevant information, and to carry out actions in a limited number of steps. One of the main design concerns was tightly integrating professional and social content and actions, as well as providing personal information wherever and whenever it was appropriate.
Du et al. (2012) established a campus social networking system for their university. The system is divided into four sections: basic components, core components, application services, and open platform interfaces. To begin, the campus social network system, like most social networking systems, maintains personal social networks of campus users, which can be described using a massive social graph containing countless informal social networks. Using news feeds from informal social networks in a campus social network system will broaden the dissemination scope of digital resources where knowledge is stored. Second, users can evaluate digital resources and add new value to them by using unified labeling and a multi-scale evaluation method for digital resources. The collection of all users' tags and evaluations will not only result in collaborative tagging, classification, and ranking of digital resources, but will also provide a new opportunity for users to discover and access digital resources based on their content features and quality. Furthermore, fine-grained access control for digital resources via friend lists is expected to result in a better and more natural user experience, stimulating users' knowledge-sharing behavior. Finally, personalized recommendation, which is based on collaborative filtering, can assist users in finding more useful digital resources. Our future work will focus on the empirical study of user behaviors for knowledge sharing, system performance improvement, and the development of a more appropriate evaluation method for digital resources.
Cutinha et al. (2013) aimed to provide a platform for people to think, create, express, and share their thoughts, beliefs, and information with friends, family, and the business world in an easy and quick manner. This project is completely self-contained and runs smoothly. Because the system is based on an internet server, it can be accessed by any end user. It provides a clear database in which to store the information of users who have registered for this service. To gain access to his/her account and use the social networking services of his/her choice, the user must enter his/her username and password. In the most common implementation, after entering your password correctly, an online service will send you a text message with a unique string of numbers that you must enter to gain access to your account. In this project, in addition to sending an OTP (One Time Password) to the mobile number, an OTP is also sent to the registered email address to verify the email address provided. When a user logs in, his or her account information is displayed, which he or she can update. Information filtering is critical in order to create a healthy and secure environment. This project includes an information filtering feature for abusive or vulgar words based on the user's preferences. The user must specify the inappropriate words in the filter word list so that they do not appear in any of the user's posts or messages. This prevents the user from seeing unwanted bad words that would otherwise appear in the user's timeline.
According to Warner (2008), Facebook was initially thought to be a vanity site and a place for students to connect and trade goods, but it is now growing so quickly that anyone who wants to participate can join the site's community. Its professional clout grows in tandem with its ever-expanding audience. MySpace makes it simple to create a profile site, upload music, write a blog, and share as many photos as possible with the rest of the world. Its massive online audience makes it a popular place for musicians, performers, and others to promote themselves and their websites. 
2.2 	REVIEW OF GENERAL STUDY
 	Scholars from a variety of disciplines have investigated social networking sites in order to better understand their practices, implications, culture, and meaning, as well as their users' engagement with them. The main advantage of an Online Social Network (OSN) is its ability to provide more social networking opportunities than a traditional social network in a variety of geographical, social, cultural, or institutional settings. OSN does not replace traditional social networks; rather, it supplements them and initiates new social connections. The disadvantage of OSN is that people have low trust in the virtual environment and frequently feel nervous or uncertain (S. M. Lee & Chen, 2011). There are currently a plethora of OSN aimed at various target groups, both for business (e.g. Doostang.com, LinkedIn.com) and private (e.g. Facebook.com, MySpace.com). Furthermore, they differ in size and privacy, i.e. who can see your profile and how much of it is visible (Howard, 2008). Hundreds of OSNs have been launched, with similar technological features that support a wide range of interests and practices (Ellison, Steinfield, & Lampe, 2007c). These social network sites provide a dynamic and multimodal platform which enables discussions, sharing of multimedia content, organization of events, etc., amongst members with common interests, such as school, friendship, work, and hobbies (Cachia, Compañó, and Da Costa, 2007; Grabner-Kräuter, 2009). Most OSNs support the maintenance of already existing social ties, but there are also networking services that support the formation of new connections with strangers, based on shared interests, political views, or activities. Some OSNs are directed at diverse audiences, whereas others attract people based on common interests or shared racial, sexual, religious, or nationality-based identities (Boyd & Ellison, 2007).
Hundreds of OSNs have been launched, each with a similar set of technological features that support a diverse set of interests and practices (Ellison, Steinfield, & Lampe, 2007c). These social network sites provide a dynamic and multimodal platform for members with common interests, such as school, friendship, work, and hobbies, to engage in discussions, share multimedia content, organize events, and so on (Cachia, Compaó, and Da Costa, 2007; Grabner-Kräuter, 2009). The majority of OSNs promote the maintenance of existing social ties, but there are also networking services that promote the formation of new connections with strangers based on shared interests, political views, or activities. Some OSNs cater to a wide range of audiences, whereas others draw people together based on shared interests or racial, sexual, religious, or nationality-based identities (Boyd & Ellison, 2007).
For many people, social media has become an integral part of their daily lives. The network type used for various activities frequently varies depending on the desired purpose. LinkedIn and other professional networks are used to stay in touch with colleagues and coworkers. Personal social networks, such as the popular Facebook platform, allow people to interact with their friends and keep up with their news updates. People can follow celebrities and friends' short news updates (tweets) via news media and social network services such as Twitter. Another type of social network that has recently gained popularity and attracted millions of users is online social collaboration networks. These networks enable people to collaborate on projects. Github is one such social collaboration platform (Ahuja, 2000).
An online social network is a medium for communication and collaboration that brings together a large number of people. People in a social network stay together if their interaction dynamics result in the emergent property known as "community." Schall (2015) focuses on online development communities made up of people working together to create open source projects. In this paper, a topological analysis of the Source Forge community was presented (Golbeck, 2009). The work concentrated on user role detection and cluster analysis. (Gradison & Sloman, 2000) examined metrics for open versus private software development with a focus on source code aspects. In, measures were established to investigate the social-technical congruence in software development projects (Guha et al., 2004). Roger et al. investigated the interaction between network metrics, software failures, and software evolution (2005). Collaboration and influence on GitHub were investigated in (Juszczyk & Dustdar, 2010), with a particular emphasis on visualization techniques. In this paper, interesting directions for analyzing GitHub were presented (Eva et al., 2001). The authors presented evidence for social collaboration on GitHub and proposed algorithms to address the problem of team formation. 
A traditional social network is made up of a specific type of node, which are the network's users. The edges between these nodes represent the users' friendship ties. A location-based social network, on the other hand, has all of the properties of a social network, but we now have two types of nodes instead of one, namely (1) user nodes, which are the users in the network and can be friends with other users, and (2) location nodes, which are the locations users have visited or mentioned in their personal messages. As a result, a location-based social network has two types of edges or social ties: (1) user-user ties, which correspond to the edges between two users and are similar to the edges found in social networks in general, and (2) user-location ties, which correspond to the edges between users and locations and are derived from a user mentioning or visiting a specific location. Location-based social networks provide a wealth of information because they can be divided into two layers: one where users are connected to their friends, and another where users are connected to locations, with the latter serving as an intersecting layer through which one can identify the most visited locations (i.e., locations that are connected to a greater number of users) and, from a location standpoint, which locations exert more influence to a user.
2.3	A HISTORY OF SOCIAL NETWORKING SITES
Social networking began with Generation X (the generation born after the baby boom ended, spanning the early-to-mid 1960s to the late 1970s), and dozens of social networking sites cater primarily to that demographic. Friendster (www.friendster.com), the first site to really make a name for itself, launched in 2002 and quickly grew to 1 million users in less than a year. The site was initially aimed at 25- to 35-year-old urbanites, but as their social networks expanded, friends from all over the world began to join and network (Farkas, 2007).
Anyone can join Friendster; all they have to do is create an account, a profile, and upload photos. Members can add their friends to their network, but you can only add a friend if that friend also adds you. This is a safeguard intended to keep people from adding hundreds of "friends" to their profile who they do not actually know. Friendster will show you your "second-degree" friends, or people who are friends of your friends, once you have a group of friends. The assumption is that you will have more in common with your friends' friends than with a random person you might meet at a traditional dating site or networking event (Farkas, 2007).
Friendster allows users to post testimonials—things written about you by your friends that are often more telling than a profile. Friendster also allows users to create personal blogs, share photos and videos, participate in discussion boards, and chat with other Friendster users. Finally, the site allows users to create and join groups where they can meet people with similar interests from outside their social circle. This group membership information is intended to help you create a more detailed profile, which is central to the site (Farkas, 2007). 
In 2003, social networking was all the rage among people in their twenties and thirties. However, by 2005, the frenzy over social networking among Generation X members had subsided significantly. Not only did Friendster usage decline, but a number of social networking sites were forced to close due to a lack of a loyal user base. Surprisingly, the trend among Generation Y is quite the opposite (The Millennial Generation, young people born in 1980-2000). Social networking sites tailored to that demographic have flourished. Young people see websites like MySpace (www.myspace.com) and Facebook (www.facebook.com) as places where they can freely express themselves and connect with friends online (Farkas, 2007). 
MySpace launched in mid-2003, after Friendster had already established a sizable membership base. MySpace quickly added features that set it apart from Friendster and made it very appealing to teenagers and young adults. The ability to customize profiles is one of its most important features. MySpace users can use HTML and CSS to customize the look of their profiles, as well as add video and audio clips for visitors to view (Farkas, 2007). 
Hundreds of third-party websites assist MySpace users in customizing their profiles. A member's friends are displayed in his or her profile, just like on Friendster. Instead of member testimonials, a comments section attached to each profile functions similarly to a bulletin board where users can communicate with one another. Blogs are also an important component of MySpace. Each member has a personal blog, the posts of which are displayed on their profile. Because of these features, MySpace attracts people who are interested in both self-expression and networking. By mid-2006, there were approximately 61 million registered MySpace users, and in July 2006, it overtook the No. 1 Internet site in terms of traffic (Farkas, 2007). 
2.4	PROXIMATE POINT LOCATION
A point is a small, round mark used to indicate the location of something on a line, plan, or map: Draw a straight line connecting points A and B on the diagram. A compass mark that indicates direction, such as north, south, east, and west (Cambrige, 2019). The proximate point location indicates which position in the network of interest is very close to me.
In modern mathematics, a point is typically an element of a set known as a space. In Euclidean geometry, a point is a primitive notion upon which the geometry is built, which means that a point cannot be defined in terms of previously defined objects. In other words, a point is defined solely by the properties, known as axioms, that it must satisfy. The geometric points, in particular, lack any length, area, volume, or other dimensional attribute. According to one popular interpretation, the concept of a point is meant to capture the idea of a distinct location in Euclidean space. 
A point in two-dimensional Euclidean space is represented by an ordered pair of numbers (x, y), where the first number represents the horizontal and is often denoted by x, and the second number represents the vertical and is often denoted by y. This concept is easily generalized to three-dimensional Euclidean space, where a point is represented by an ordered triplet (x, y, z), with the extra third number representing depth and often denoted by z.
Point location is a fundamental subproblem in computational geometry that is frequently required as an ingredient in the solution of larger geometric problems. The city they are in will be partitioned into different precincts or districts in a system to assign lawyers proximate to the users who need their service. The system must determine which region contains a query point (the location) given a map of regions and a query point (the location). This is the problem of planar point location, with variations such as:
[bookmark: 19603]Is a specific point inside or outside polygon P? - The most basic version of point location involves only two regions, inside-P and outside-P, and asks which of these contains a given query point. This can be surprisingly difficult to tell by inspection for polygons with a lot of narrow spirals. The key to doing it by hand or machine is to draw a ray starting from the query point and ending beyond the polygon's furthest extent. Count the number of times the polygon intersects an edge. We must be inside the polygon if this number is odd. We must be outside if it is even. The case of the line passing through a vertex rather than an edge is obvious from context, as we are counting the number of times we pass through the polygon's boundary. It takes O(n) time to test each of the n edges for intersection with the query ray. Faster algorithms for convex polygons use binary search and take Olog time (n).  
How many queries will need to be run? - When we have a subdivision with multiple regions, we can always repeat the inside-polygon test on each region in the subdivision. However, if we are going to perform multiple point location queries on the same subdivision, this is a waste of time. Instead, we can build a grid-like or tree-like data structure on top of our subdivision to quickly get to the correct region.


CHAPTER THREE
METHODOLOGY AND ANALYSIS OF THE EXISTING SYSTEM
3.1	RESEARCH METHODOLOGY	
	For this study, a waterfall methodology was used. The following were the major steps for this project: the planning phase of the project involved identifying the requirements. Inquiries into similar case studies specific to online social networks were conducted during the research phase. During the data collection phase, discussions and meetings with prospective users were held to determine the availability of existing data and what data needed to be edited and constructed from scratch. During the implementation phase, the data had to be configured and the steps had to be repeated as needed until the desired results were obtained. The finalization phase entailed reviewing the results, documenting the procedures, and producing final deliverables.
3.2	ANALYSIS OF THE EXISTING SYSTEM
The existing system has implemented a wide range of technical features, the backbone of which consists of visible profiles that display an articulated list of Friends who are also system users. Profiles are one-of-a-kind pages where you can "type yourself into being" (Sundén, 2003). When a person joins an SNS, he or she is asked to fill out forms with a series of questions. The answers to these questions are used to generate the profile, which typically includes descriptors such as age, location, interests, and a "about me" section. Most websites also encourage users to include a profile picture. Some websites allow users to customize their profiles by adding multimedia content or changing the look and feel of their profile. Users are prompted to identify others in the system with whom they have a relationship after joining a social networking site.

3.3	PROBLEM OF THE EXISTING SYSTEM
	The existing system has the following flaws:
i. It does not allow people to meet strangers, but rather allows them to articulate and make visible their social networks. Meetings are frequently held between people with "latent ties" who have some offline connection.
ii. Regardless of how many friends users have, they are frequently unable to assist them, especially when they are in a foreign land. 
3.4	DESCRIPTION OF THE PROPOSED SYSTEM
	Unlike other networking portals, this project is a one-of-a-kind amalgamation of various networking requirements shared on a single platform. The website allows users to manage their personal and professional contacts on a single portal, which previously required them to use different portals for their various needs. It specifically allows users to reap the benefits of being in the company of people of various qualities. They would have social networks that would provide them with balance.
The easy-to-use Graphical User Interface (GUI) includes menus, icons, and hyperlinks to help with screen navigation and data entry. Appropriate interfaces are provided for users to login, create a profile, and view the activities of their friends. The user can easily switch between his work, friends, and family accounts. The software's user interface must be compatible with any browser, including Internet Explorer, Mozilla Firefox, and Google Chrome. To use the website, a user must first enter a phone number and password into the system. Only registered users can access the system. The registration process is fairly simple and intuitive, requiring only the user's basic information and the creation of a password for his or her account.

3.5	ADVANTAGES OF THE PROPOSED SYSTEM
	The proposed system has the following advantages:
i. The website allows users to manage their personal and professional contacts on a single platform.
ii. Users would have social networks that would provide them with balance.
iii. With maximum security, the proposed system allows users to connect to anyone in any field or profession, status, and demographics directly from anywhere within a specified location.



CHAPTER FOUR
DESIGN, IMPLEMENTATION AND DOCUMENTATION OF THE SYSTEM
4.1	DESIGN OF THE SYSTEM
	System design and specification are critical components of any software development project. At this point, the developer considers every possible factor when creating his design. During the design process, the system must be designed in such a way that the inputs and outputs have a close relationship. Furthermore, the design format must be created in such a way that it is acceptable to the end users. The conversion of a system's conceptual and logical designs into a physical implementation is referred to as system implementation. Implementation activities include language selection and installation, coding, debugging, testing, documentation, training, and user documentation. This chapter discusses the programming language that was used in the system's implementation. The software and hardware requirements are listed, as well as a detailed description of the system with screenshots. The system development tool used in the system's design, as well as the testing procedures, are also described.
4.1.1	OUTPUT DESIGN
	The output is referred to as a report, processing result, message, and so on, and is directly related to input files that are stored and processed, resulting in output. Here are some examples of some of the outputs:
[image: ]
Figure 4.1: A snapshot of the search results for the network of interest in the vicinity of the specified location
4.1.2	INPUT DESIGN
	The input to the new system is derived from the company's transactions and price entry for each product in a given year. These forms contain pertinent information based on the menu's requirements. The inputs are processed in order to produce the desired outputs. The following are the input forms:
[image: ]
Figure 4:2: Snapshot of input to sign in
4.2	SYSTEM IMPLEMENTATION
The conversion of a system's conceptual and logical designs into a physical implementation is referred to as system implementation. Implementation activities include language selection and installation, coding, debugging, testing, documentation, training, and user documentation. In this project, a WAMP server was installed on a system, and software was written in its IDE and deployed to a localhost. The coding process entails a systematic representation of the system's model in an automated form using a development environment of choice. Debugging and testing software entails removing errors from the system at various stages of development and running the system several times as each error is debugged. The software runs smoothly on a local server while adhering to the architectural structure specified in the design. HTML and the MYSQL database were used in the development environment for this project. The interfaces, forms, and logins were all created in HTML. It allows for the formal presentation of PHP code on the web and simplifies the creation of web pages. MYSQL server is web-based database software that supports multiple users.
4.2.1	CHOICE OF PROGRAMMING LANGUAGE 
	The programming language used is determined by the language's attributes' suitability to the scope and usage of the system developed. PHP is a programming language. It simplifies the development of a web-based program as well as the creation of web pages. The WAMP server includes scripts, logs, a SQL manager, and PHP code that allow communication between the MYSQL database and HTML. The system created is an online system that can be used in multiple ways. The wamp server allows data to be shared among users online while also protecting the data from unauthorized access. The cascading style sheet formats a web page's presentation to the end user. It provides a suitable and user-friendly appearance for the user interface. These characteristics influenced the language used.
4.2.2 	SOFTWARE REQUIREMENTS
i. Windows 2000/XP/7/8 (Client/Server)
ii. Web-Server: Apache
iii. Front-end: HTML, JavaScript, Java, PHP
iv. Database maintenance: MySQL
v. Client Browsers: Firefox, Chrome, Safari, Opera, UC, Internet Explorer or Netscape Navigator
4.2.3	HARDWARE REQUIREMENTS:
i. 2.0 GHz Intel Pentium IV Processor or higher.
ii. 1GB of RAM (4GB recommended).
iii. A minimum of 256GB of available disk space.
iv. Input devices (keyboard and mouse). 


4.3 	SYSTEM DOCUMENTATION
4.3.1	PROGRAM DOCUMENTATION
This write-up instructs the user on how to install and use the system. The software was created using a WAMP server. The PHP development environment, HTML, and the MYSQL database are all housed on the WAMP server. WAMP5 1.7.2 is the WAMP server used. It will be installed on a system using the standard installation procedure. 
4.3.2	OPERATING THE SYSTEM
During the installation process, a folder called www folder is created. Find the www folder and copy the developed software folder into it. Then, in the MYSQL server, create a database called SNS. Return to the software folder and look for the database queries that were saved in a notepad. Copy the contents of the file into the SNS query window one at a time. This creates the SNS database's various tables. Right-click anywhere in the SNS window and select reload. The system has been updated and is ready for use. The administrator, who has been given a password, navigates to the wamp5 server icon and selects a localhost. The localhost window appears, with the menus "Tools; Your Projects; Your Aliases" under "tools," select phpMyAdmin2.10.1 to access the database tables. Click on railway under "your project," and the software will launch.
4.3.3	MAINTAINING THE SYSTEM
The system is adaptable enough to accommodate any future changes that may be required if the need arises.


CHAPTER FIVE
SUMMARY, CONCLUSION AND RECOMMENDATION
5.1	SUMMARY
Social networking sites have become an accepted part of our daily lives. The increasing pervasiveness of instant messages has created a new development space for practical applications aimed at decentralized collaboration and coordination. This networking site application, a web development platform, allows you to connect with anyone in any field, just like the wealthy do. This will make networking easier in areas where you do not know anyone.
5.2	CONCLUSION
	This project presents a software application that allows users to network and find and meet people from various fields to work for them. For example, if someone has recently been transferred to a new location and requires the services of an expert to repair his car, which has broken down in the new location, he should not be concerned; instead, he should network through this platform. The application is simple to use, reasonably secure, and ensures data integrity as a result of its use of a relational database management system.
5.3	RECOMMENDATION
It is recommended that people use this system for their day-to-day instant message conversations and networking with people to work for them and provide them with balance.
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SOURCE CODE

timthumb::start();

class timthumb {
    protected $src = "";
    protected $is404 = false;
    protected $docRoot = "";
    protected $lastURLError = false;
    protected $localImage = "";
    protected $localImageMTime = 0;
    protected $url = false;
    protected $myHost = "";
    protected $isURL = false;
    protected $cachefile = '';
    protected $errors = array();
    protected $toDeletes = array();
    protected $cacheDirectory = '';
    protected $startTime = 0;
    protected $lastBenchTime = 0;
    protected $cropTop = false;
    protected $salt = "";
    protected $fileCacheVersion = 1; //Generally if timthumb.php is modifed (upgraded) then the salt changes and all cache files are recreated. This is a backup mechanism to force regen.
    protected $filePrependSecurityBlock = "<?php die('Execution denied!'); //"; //Designed to have three letter mime type, space, question mark and greater than symbol appended. 6 bytes total.
    protected static $curlDataWritten = 0;
    protected static $curlFH = false;
    public static function start(){
        $tim = new timthumb();
        $tim->handleErrors();
        $tim->securityChecks();
        if($tim->tryBrowserCache()){
            exit(0);
        }
        $tim->handleErrors();
        if(FILE_CACHE_ENABLED && $tim->tryServerCache()){
            exit(0);
        }
        $tim->handleErrors();
        $tim->run();
        $tim->handleErrors();
        exit(0);
    }
    public function __construct(){
        global $ALLOWED_SITES;
        $this->startTime = microtime(true);
        date_default_timezone_set('UTC');
        $this->debug(1, "Starting new request from " . $this->getIP() . " to " . $_SERVER['REQUEST_URI']);
        $this->calcDocRoot();
        //On windows systems I'm assuming fileinode returns an empty string or a number that doesn't change. Check this.
        $this->salt = @filemtime(__FILE__) . '-' . @fileinode(__FILE__);
        $this->debug(3, "Salt is: " . $this->salt);
        if(FILE_CACHE_DIRECTORY){
            if(! is_dir(FILE_CACHE_DIRECTORY)){
                @mkdir(FILE_CACHE_DIRECTORY);
                if(! is_dir(FILE_CACHE_DIRECTORY)){
                    $this->error("Could not create the file cache directory.");
                    return false;
                }
            }
            $this->cacheDirectory = FILE_CACHE_DIRECTORY;
            if (!touch($this->cacheDirectory . '/index.html')) {
                $this->error("Could not create the index.html file - to fix this create an empty file named index.html file in the cache directory.");
            }
        } else {
            $this->cacheDirectory = sys_get_temp_dir();
        }
        //Clean the cache before we do anything because we don't want the first visitor after FILE_CACHE_TIME_BETWEEN_CLEANS expires to get a stale image.
        $this->cleanCache();

        $this->myHost = preg_replace('/^www\./i', '', $_SERVER['HTTP_HOST']);
        $this->src = $this->param('src');
        $this->url = parse_url($this->src);
        $this->src = preg_replace('/https?:\/\/(?:www\.)?' . $this->myHost . '/i', '', $this->src);

        if(strlen($this->src) <= 3){
            $this->error("No image specified");
            return false;
        }
        if(BLOCK_EXTERNAL_LEECHERS && array_key_exists('HTTP_REFERER', $_SERVER) && (! preg_match('/^https?:\/\/(?:www\.)?' . $this->myHost . '(?:$|\/)/i', $_SERVER['HTTP_REFERER']))){
            // base64 encoded red image that says 'no hotlinkers'
            // nothing to worry about! :)
            $imgData = base64_decode("R0lGODlhUAAMAIAAAP8AAP///yH5BAAHAP8ALAAAAABQAAwAAAJpjI+py+0Po5y0OgAMjjv01YUZ\nOGplhWXfNa6JCLnWkXplrcBmW+spbwvaVr/cDyg7IoFC2KbYVC2NQ5MQ4ZNao9Ynzjl9ScNYpneb\nDULB3RP6JuPuaGfuuV4fumf8PuvqFyhYtjdoeFgAADs=");
            header('Content-Type: image/gif');
            header('Content-Length: ' . sizeof($imgData));
            header('Cache-Control: no-store, no-cache, must-revalidate, max-age=0');
            header("Pragma: no-cache");
            header('Expires: ' . gmdate ('D, d M Y H:i:s', time()));
            echo $imgData;
            return false;
            exit(0);
        }
        if(preg_match('/^https?:\/\/[^\/]+/i', $this->src)){
            $this->debug(2, "Is a request for an external URL: " . $this->src);
            $this->isURL = true;
        } else {
            $this->debug(2, "Is a request for an internal file: " . $this->src);
        }
        if($this->isURL && (! ALLOW_EXTERNAL)){
            $this->error("You are not allowed to fetch images from an external website.");
            return false;
        }
        if($this->isURL){
            if(ALLOW_ALL_EXTERNAL_SITES){
                $this->debug(2, "Fetching from all external sites is enabled.");
            } else {
                $this->debug(2, "Fetching only from selected external sites is enabled.");
                $allowed = false;
                foreach($ALLOWED_SITES as $site){
                    if ((strtolower(substr($this->url['host'],-strlen($site)-1)) === strtolower(".$site")) || (strtolower($this->url['host'])===strtolower($site))) {
                        $this->debug(3, "URL hostname {$this->url['host']} matches $site so allowing.");
                        $allowed = true;
                    }
                }
                if(! $allowed){
                    return $this->error("You may not fetch images from that site. To enable this site in timthumb, you can either add it to \$ALLOWED_SITES and set ALLOW_EXTERNAL=true. Or you can set ALLOW_ALL_EXTERNAL_SITES=true, depending on your security needs.");
                }
            }
        }

        $cachePrefix = ($this->isURL ? '_ext_' : '_int_');
        if($this->isURL){
            $arr = explode('&', $_SERVER ['QUERY_STRING']);
            asort($arr);
            $this->cachefile = $this->cacheDirectory . '/' . FILE_CACHE_PREFIX . $cachePrefix . md5($this->salt . implode('', $arr) . $this->fileCacheVersion) . FILE_CACHE_SUFFIX;
        } else {
            $this->localImage = $this->getLocalImagePath($this->src);
            if(! $this->localImage){
                $this->debug(1, "Could not find the local image: {$this->localImage}");
                $this->error("Could not find the internal image you specified.");
                $this->set404();
                return false;
            }
            $this->debug(1, "Local image path is {$this->localImage}");
            $this->localImageMTime = @filemtime($this->localImage);
            //We include the mtime of the local file in case in changes on disk.
            $this->cachefile = $this->cacheDirectory . '/' . FILE_CACHE_PREFIX . $cachePrefix . md5($this->salt . $this->localImageMTime . $_SERVER ['QUERY_STRING'] . $this->fileCacheVersion) . FILE_CACHE_SUFFIX;
        }
        $this->debug(2, "Cache file is: " . $this->cachefile);

        return true;
    }
    public function __destruct(){
        foreach($this->toDeletes as $del){
            $this->debug(2, "Deleting temp file $del");
            @unlink($del);
        }
    }
<?php

/**
 * Laravel - A PHP Framework For Web Artisans
 *
 * @package  Laravel
 * @author   Taylor Otwell <taylor@laravel.com>
 */

/*
|--------------------------------------------------------------------------
| Register The Auto Loader
|--------------------------------------------------------------------------
|
| Composer provides a convenient, automatically generated class loader for
| our application. We just need to utilize it! We'll simply require it
| into the script here so that we don't have to worry about manual
| loading any of our classes later on. It feels great to relax.
|
*/

require __DIR__.'/../bootstrap/autoload.php';

/*
|--------------------------------------------------------------------------
| Turn On The Lights
|--------------------------------------------------------------------------
|
| We need to illuminate PHP development, so let us turn on the lights.
| This bootstraps the framework and gets it ready for use, then it
| will load up this application so that we can run it and send
| the responses back to the browser and delight our users.
|
*/

$app = require_once __DIR__.'/../bootstrap/app.php';

/*
|--------------------------------------------------------------------------
| Run The Application
|--------------------------------------------------------------------------
|
| Once we have the application, we can handle the incoming request
| through the kernel, and send the associated response back to
| the client's browser allowing them to enjoy the creative
| and wonderful application we have prepared for them.
|
*/

$kernel = $app->make(Illuminate\Contracts\Http\Kernel::class);

$response = $kernel->handle(
    $request = Illuminate\Http\Request::capture()
);

$response->send();

$kernel->terminate($request, $response);
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