University of Windsor

Scholarship at UWindsor

Electronic Theses and Dissertations Theses, Dissertations, and Major Papers

2008

Game theoretic approach in routing protocols for wireless mobile
ad hoc networks

Mohammad Naserian
University of Windsor

Follow this and additional works at: https://scholar.uwindsor.ca/etd

0 Part of the Electrical and Computer Engineering Commons

Recommended Citation

Naserian, Mohammad, "Game theoretic approach in routing protocols for wireless mobile ad hoc
networks" (2008). Electronic Theses and Dissertations. 5883.
https://scholar.uwindsor.ca/etd/5883

This online database contains the full-text of PhD dissertations and Masters’ theses of University of Windsor
students from 1954 forward. These documents are made available for personal study and research purposes only,
in accordance with the Canadian Copyright Act and the Creative Commons license—CC BY-NC-ND (Attribution,
Non-Commercial, No Derivative Works). Under this license, works must always be attributed to the copyright holder
(original author), cannot be used for any commercial purposes, and may not be altered. Any other use would
require the permission of the copyright holder. Students may inquire about withdrawing their dissertation and/or
thesis from this database. For additional inquiries, please contact the repository administrator via email
(scholarship@uwindsor.ca) or by telephone at 519-253-3000ext. 3208.


https://scholar.uwindsor.ca/
https://scholar.uwindsor.ca/etd
https://scholar.uwindsor.ca/theses-dissertations-major-papers
https://scholar.uwindsor.ca/etd?utm_source=scholar.uwindsor.ca%2Fetd%2F5883&utm_medium=PDF&utm_campaign=PDFCoverPages
http://network.bepress.com/hgg/discipline/266?utm_source=scholar.uwindsor.ca%2Fetd%2F5883&utm_medium=PDF&utm_campaign=PDFCoverPages
https://scholar.uwindsor.ca/etd/5883?utm_source=scholar.uwindsor.ca%2Fetd%2F5883&utm_medium=PDF&utm_campaign=PDFCoverPages
mailto:scholarship@uwindsor.ca

Game Theoretic Approach in Routing Protocols
for Wireless Mobile Ad Hoc Networks

by

Mohammad Naserian

A Dissertation
Submitted to the Faculty of Graduate Studies through the
Department of Electrical and Computer Engineering in Partial Fulfillment
of the Requirements for the Degree of Doctor of Philosophy at the
University of Windsor

Windsor, Ontario, Canada
2008



Bibliothéque et
Archives Canada

l*l Library and
Archives Canada

Direction du

Patrimoine de I'édition

Published Heritage
Branch

395 Wellington Street
Ottawa ON K1A ON4

395, rue Wellington
Ottawa ON K1A ON4

Canada Canada
Your file Votre référence
ISBN: 978-0-494-47096-1
Qur file  Notre référence
ISBN: 978-0-494-47096-1
NOTICE: AVIS:

L'auteur a accordé une licence non exclusive
permettant a la Bibliothéque et Archives
Canada de reproduire, publier, archiver,
sauvegarder, conserver, transmettre au public
par telécommunication ou par I'internet, préter,
distribuer et vendre des theses partout dans

le monde, a des fins commerciales ou autres,
sur support microforme, papier, électronique
et/ou autres formats.

The author has granted a non-
exclusive license allowing Library
and Archives Canada to reproduce,
publish, archive, preserve, conserve,
communicate to the public by
telecommunication or on the Internet,
loan, distribute and sell theses
worldwide, for commercial or non-
commercial purposes, in microform,
paper, electronic and/or any other
formats.

L'auteur conserve la propriété du droit d'auteur
et des droits moraux qui protége cette these.
Ni la thése ni des extraits substantiels de
celle-ci ne doivent étre imprimés ou autrement
reproduits sans son autorisation.

The author retains copyright
ownership and moral rights in
this thesis. Neither the thesis
nor substantial extracts from it
may be printed or otherwise
reproduced without the author's
permission.

In compliance with the Canadian
Privacy Act some supporting
forms may have been removed
from this thesis.

While these forms may be included
in the document page count,

their removal does not represent
any loss of content from the

thesis.

Canad;

Conformément a la loi canadienne
sur la protection de la vie privée,
quelques formulaires secondaires
ont été enlevés de cette these.

Bien que ces formulaires
aient inclus dans la pagination,
il n'y aura aucun contenu manquant.



© 2008 Mohammad Naserian

All Rights Reserved. No Part of this document may be reproduced, stored or otherwise
retained in a retreival system or transmitted in any form, on any medium by any means

without prior written permission of the author.



Declaration of Co-Authorship and

Previous Publication

I. Co-Authorship Declaration
I hereby declare that this thesis incorporates material that is result of joint research, as
follows: This thesis also incorporates the outcome of a joint research undertaken in col-
laboration with Mohammed Tarique under the supervision of professor Kemal Tepe. The
collaboration is covered in parts of Chapter 3 of the thesis. In all casés, the key ideas, pri-
mary contributions, experimental designs, data analysis and interpretation, were performed
by the author, and the contribution of co-authors was primarily through the provision of
discussing the simulation results.

I am aware of the University of Windsor Senate Policy on Authorship and I certify that
I have properly acknowledged the contribution of other researchers to my thesis, and have
obtained written permission from each of the co-author(s) to include the above material(s)
in my thesis.

I certify that, with the above qualification, this thesis, and the research to which it
refers, is the product of my own work.

I1. Declaration of Previous Publication
This thesis includes 6 original papers that have been previously published/submitted for

publication in peer reviewed confjerances/journals, as follows:

iv



DECLARATION OF CO-AUTHORSHIP AND PREVIOUS PUBLICATION

Thesis
Chapter

Publication title/full citation

Publication
Status

Chapter 3

Mohammad Naserian, Kemal Tepe, Tarique Mohammed, “On
the connectivity of nodes in wireless ad hoc and sensor
networks”, In the Proceedings of IEEE Canadian Conference
on Electrical and Computer Engineering, Saskatoon, Canada,
pp. 2073-2075.

Published

Chapter 4

Mohammad Naserian, Kemal Tepe, Tarique Mohammed
“Routing Overhead Analysis for Reactive Routing Protocols in
Wireless Ad Hoc Network”, In the Proceedings of IEEE
International Conference on Wireless and Mobile Computing,
Networking and Communication (WIMOB), Montreal, Quebec,
Canada, pp. 87-92, August 2005.

Published

Chapter 5

Kemal Tepe, Mohammad Naserian, Tarique Mohammed, “A
New Hierarchical Architecture for Wireless Ad Hoc Network”,
In the Proceedings of Wireless 2004, Calgary, Alberta, pp.
246-254.

Published

Chapter 5

Mohammad Naserian, Kemal Tepe, Tarique Mohammed
“HDSR: Hierarchical Dynamic Source Routing for
Heterogeneous Wireless Mobile Ad Hoc Networks”, In the
Proceedings of the 10th IFIP International Conference on
Personal Wireless Communications (PWC), Colmar, France,
pp. 125-132, August 2005.

Published

Chapter 6

Mohammad Naserian, Kemal Tepe, “Game Theoretic
Approach in Routing Protocol for Wireless Ad Hoc
Networks”, submitted to Elsevier Journal of Ad Hoc Networks.

In press

Chapter 7

Mohammad Naserian, Kemal Tepe, “Game Theoretic
Dynamic Probabilistic Forwarding in Wireless Ad Hoc

Networks”, submitted to Elsevier Journal of Ad Hoc Networks.

In press




DECLARATION OF CO-AUTHORSHIP AND PREVIOUS PUBLICATION

I certify that I have obtained a written permission from the copyright owner(s) to include
the above published material(s) in my thesis. I certify that the above material describes
work completed during my registration as graduate student at the University of Windsor.

I declare that, to the best of my knowledge, my thesis does not infringe upon anyone’s
copyright nor violate any proprietary rights and that any ideas, techniques, quotations,
or any other material from the work of other people included in my thesis, published or
otherwise, are fully acknowledged in accordance with the standard referencing practices.
Furthermore, to the extent that I have included copyrighted material that surpasses the
bounds of fair dealing within the meaning of the Canada Copyright Act, I certify that I
have obtained a written permission from the copyright owner(s) to include such material(s)
in my thesis. I declare that this is a true copy of my thesis, including any final revisions,
as approved by my thesis committee and the Graduate Studies office, and that this thesis

has not been submitted for a higher degree to any other University of Institution.

vi



Abstract

Mobile Ad hoc Networks (MANETS) are becoming popular as a means of providing com-
munication among a group of people. Because of self-conﬁguring and self-organizing char-
acteristics, MANETs can be deployed quickly. There is no infrastructure defined in the
network, therefore all of the participating nodes relay packets for other nodes and perform
routing if necessary. Because of the limitations in wireless transmission range, communica-
tion links could be multi-hop. Routing protocol is the most important element of MANET.
Routing protocols for MANET can broadly be classified as proactive routing protocol and
reactive routing protocol. In proactive routing protocols like Destination Sequence Distance
Vector (DSDV), mobile nodes periodically exchange routing information among themselves.
Hence proactive routing protocols generate high overhead messages in the network. On the
other hand, reactive routing protocols like Ad hoc On-demand Distance Vector (AODV)
and Dynamic Source Routing (DSR) work on-demand. Hence reactive routing protocols
generate fewer number of overhead messages in the network compared to proactive routing
protocols. But reactive routing protocols use a global search mechanism called “flooding”
during the route discovery process. By “flooding” mechanism a source node can discover
multiple routes to a destination. “Flooding” generates a large number of overhead packets
in the network and is the root cause of scaling problem of reactive routing protocols. Hier-
archical Dynamic Source Routing (HDSR) protocol has been proposed in this dissertation

to solve that scaling problem. The DSR protocol has been modified and optimized to imple-

vii



ABSTRACT

ment HDSR protocol. HDSR. protocol reduces the “flooding” problem of reactive routing
protocols by introducing hierarchy among nodes. Two game theoretic models, Forwarding
Dilemma Game (FDG) and Forwarding Game Routing Protocol (FGRP), is proposed to
minimize the 'flooding’ effect by restricting nodes that should participate in route discovery
process based on their status. Both FDG and FGRP protocols reduce overhead packet and
improve network performances in terms of delay packet delivery ratio and throughput. Both
protocols were implemented in AODV and the resulting protocol outperformed AODV in
our NS-2 simulations. A thorough connectivity analysis was also performed for FDG and
FGRP to ensure that these protocols do not introduce disconnectivity. Surprisingly, both
FDG and FGRP showed better connectivity compared to AODV in moderate to high node

density networks.

viii
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Chapter 1

Introduction

Wireless communication has become more and more popular in recent years. Today, cellular
networks, satellite systems and wireless Local Area Networks (WLANS) are part of our daily
life. In these kinds of wireless networks, there is a fixed infrastructure that establishes and
maintains connections. There is another type of wireless network that has been under
development, called the wireless ad hoc network, that is infrastructure-less, i.e. without
a wired backbone. An ad hoc network is self-starting and self-maintaining, and can be
formed on the fly. Wireless nodes can have mobility and can join or leave the network
any time. Therefore, the network topology is changing dynamically. Ad hoc networks are
very attractive if there is no existing network infrastructure or the current infrastructure is
damaged. Some example applications are in a battle field, disaster relief, search and rescue
operations as well as sensor networks. Generally, the Mobile Ad hoc Networks (MANET)
could be a suitable solution for any application that requires a kind of temporary wireless

network.




1. INTRODUCTION

1.1 Applications of Ad Hoc Networks

Applications of wireless mobile ad hoc networks ranges from the military and disaster
response applications to connecting a group of computers in a classroom. Some can be

listed as following:

e Sensor Networks
Within the ad hoc networking field, wireless sensor networks assume a special role. A
sensor network is composed of a large number of small sensor nodes which are ran-
domly deployed inside an area where a phenomenon is being monitored [1] and [2].
Sensor devices are cheap to manufacture and each of them possesses identical capabili-
ties. Such devices can be located into places like volcanic eruptions, chemical hazards,
surfaces of planets, or generally where it is impossible or difficult for humans to enter.
Such networks can then form a network of their own to collect data, compute, and

acquire the desired information and relay them.

e Emergency Services
During times of emergency, when the existing infrastructure is damaged or out of
service, there will be a loss of network connectivity. Emergency workers may need
to share data with each other during their operation and they may also need some
information from the wired network. Deploying a base station is not a feasible solution,
as it may take several hours until a mobile base station can be made operational.
In such cases, ad hoc networks remain the only possible solution for the network

connectivity problems.

e Home Networking

Ad hoc networks can also be appropriate for applications in home networks where

devices can communicate directly in order to exchange information.

e Personal Communication
Personal laptops, personal digital assistants (PDA), televisions, stereos, and other

devices can form a MANET for multimedia communications.




1. INTRODUCTION

1.2 Challenges in Deploying MANETSs

There are many unique characteristics in ad hoc networks such as mobility, bandwidth
constraint, error prone shared medium, congestion, and other resource constraints that do
not exist in other networks. These characteristics, and the shared nature of the wireless

channel, create some challenges for wireless ad hoc networks.

e Mobility
Participating nodes in a MANET can have mobility that could result in frequent route
breakages, packet collisions, transient loops, stale routing information, and difficulty
in resource reservation. An eflicient routing protocol should be able to address all

issues related to node mobility.

e Scalability
When the number of nodes increases, the number of routing messages in the network
also increases. That increases the number of control messages in the network to the

point where the network can not transfer data packets.

¢ Energy Management
In ad hoc networks, the mobile nodes operate on battery power. A mobile node in an
ad hoc network not only generates its own traffic, but also forwards packets for other
node’s of the network. Therefore, loss of battery power will affect individual node as
well as the network. When the battery of a node is exhausted, all of the routes that
have been established through that node would no longer be valid. Nodes utilize their
energy in the processing of the control messages from other nodes. That requires the

mobile node to be active most of the time in order to listen to the channel.

e Location dependent contention
The load on a wireless channel varies with the number of nodes present in a given
region. Contention for the channel becomes high when the number of nodes increases
in the given region. The high contention for the channel causes a high number of

collisions and a subsequent wasting of bandwidth. A good routing protocol should
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avoid forming a high contention region in the network.

e Wireless channel reliability
Errors are higher due to the wireless medium and the multi-hop nature of the ad hoc

networks. This degrades the end-to-end throughput significantly.

e Quality of service
Because of the lack of infrastructure, ad hoc networks are not very friendly towards

applications that require stringent service requirements.

e Security
Traffic in an ad hoc network is highly vulnerable to security threats. Most network
security solutions that rely on a Centralized Authority (CA) do not exist in an ad hoc
network, which makes security in an ad hoc network a more challenging task. Shared

wireless medium exposes the network to denial of service attacks.

1.3 Problem Statement

All of the routing protocols in wireless ad hoc network utilize some sort of flooding (data
or control messages). For instance, in Ad Hoc On-Demand Distance Vector(AODV) and Dy-
namic Source Routing (DSR) protocols, Route Request (RREQ) messages are re-broadcasted
by every node. The ultimate outcome of this re-broadcasting is “flooding” of overhead pack-
ets that consumes network’s bandwidth. Although some precautions, such as the “ring zero
search” mechanism in [7] and [8], have been proposed in order to limit the flooding, flood-
ing is still an issue in DSR and AODV routing protocols when the size of the network is
large. When RREQ packets are received by the neighbors of a transmitting node, neigh-
bors attempt to re-broadcast the RREQ packet in their own neighborhood soon thereafter.
Because all neighbors contend with each other to get access to the wireless medium, this
may increase number of collisions. It may also be likely that a node can receive multiple
copies of the same RREQ packet from its neighbors that do not give any new information.

Therefore, “flooding” generates a large number of redundant packets in the network that
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consume network resources. Since flooding is a fundamental method in almost every routing
protocol for wireless ad hoc networks, a more efficient flooding algorithm could significantly
improve the performance of the routing protocol. However, reducing the number of redun-
dant flooding messages may cause disconnectivity in the network. Therefore, a delicate
balance must be maintained between routing overhead related to flooding and connectivity.

Some disadvantages of flooding are:

¢ Redundant re-broadcast: When a mobile node decides to re-broadcast a flooding

packet, all of its neighbors may already have received that message from other nodes.

e Contention: After receiving a flooding packet by neighbors of the originator, those
neighbors may severely contend with each other in order to get access to the medium

to re-broadcast the flooding packet.

e Collision: Collisions are more likely to occur when all neighboring nodes attempt to

re-broadcast at the same time.

Proposals to limit the “flooding” phenomenon in literature can be broadly classified as
(1) location based schemes [26], (2) cluster based schemes [27, 28, 29, 30, 31, 32, 33] and [34],
or (3) probability based schemes [35, 36, 37, 38] and [40]. Flooding in location-based
schemes is performed according to the physical location of the nodes. In order to provide
the location information, nodes are equipped with Global Positioning System (GPS). GPS
requires additional hardware and software which increase the cost. That cost increase is not
desirable for some applications such as sensor networks. In cluster-based method a group of
nodes in close proximity form a cluster. In a cluster, there are three types of nodes: (1) the
cluster-head (2) ordinary nodes, and (3) the gateway node. The cluster-head coordinates
the communications of ordinary nodes. An ordinary node that is located in the radio range
of two cluster-heads is called a gateway. Gateways pass data between clusters. Establishing
and maintaining clusters requires additional overhead packets, which consumes additional
network resources. Cluster-head and gateway nodes should dedicate all of their resources

for the cluster members.
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In a probabilistic scheme, a mobile node broadcasts a flooding packet based on a prob-
ability p < 1. The simplest approach in this class is pure probabilistic flooding, in which
nodes that receive a broadcast packet retransmit that packet with probability p or discard
(drop) this packet with probability (1 — p) [39] and [36]. Through extensive simulations,
it was shown in [36] that a simple probabilistic forwarding used up to 35% fewer overhead
packets than flooding and could improve the performance of AODV even in small networks
of 150 nodes. A critical value for forwarding probability depends on the number of neigh-
bors of a node. As the number of neighbors of each node increases, the critical value of p
should decrease [37]. The major problem of probabilistic schemes is that the probability
at which a node should rebroadcast is not universal, but specific to network topology and
there is no analytical formula to obtain that probability, p. In some studies, node density,
or the number of neighbors, has been used in a function to calculate forwarding probabil-
ity [41, 42, 43] and [44]. Zhang and Dharma [45] introduced a dynamic probabilistic schemes
where every node calculates p based on the node density and the number of broadcasts of
the same flooding packet. Forwarding is performed after a random delay, which increases
the latency.

Another problem of reactive routing protocols such as DSR or AODV, is congestion.
Nodes located around the center of the network carry more traffic compared to other nodes
located around the perimeter of the network [46] making a part of the network more con-
gested. Congestion information, obtained from queues of the network interfaces, have been
used to improve ad hoc routing protocol [47] and [48]. Mobile nodes have limited battery
capacity; and battery exhaustion is one of the reasons of node failure. In some applications
replacing or re-charging the battery is not feasible. Limiting the flooding messages will help
the nodes to save energy and extends the network life. Because of the multi-hop nature of
the communication links in ad hoc networks, individual node failures may affect the net-
work performance. Energy aware routing protocols were proposed to save energy in mobile
nodes. These protocols can be classified as: (1) transmit power control [49, 50, 51, 52, 53]
and [54], (2) load distribution [55] and [56], and (3) sleep/power down [57] and [58]. In

the transmit power control approach, the wireless nodes’ transmission power is controlled
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to maintain a connected topology while saving energy. Selecting a route that minimizes the
total energy consumption is the main objective of this approach. In the load distribution
approach, network traffic is distributed among the nodes in order to increase the life of
the network nodes. In sleep/power-down approaches, nodes have the option to switch to
sleep mode in some time period to save energy. Some energy aware routing protocols incur
additional overhead packets in the network that degrade the performance [52]. Therefore,
there is always a trade off for these type of protocols between the energy saving and the
performance. Recently, it has been suggested that a fixed protocol stack like Open System
Interface (OSI) model is not suitable for ad hoc networks. An interaction among protocol
layers, called the Cross Layer, is essential to optimize the performance [59, 60, 61, 62, 63, 64]
and [65]. The authors of [63] proposed a cross layer design concept that improves network
performance significantly by using cross layer information interaction among physical, MAC
and network layers. Interaction between the physical layer and the MAC layer has been
investigated in [62] to achieve automatic transmission rate adaptation that improves spec-
tral efficiency and minimizes packet delay. In [65], the joint effect of physical and MAC
layers on power efficiency and the appropriate transmission power level was investigated.
An energy efficient scheme based on cross layer design was introduced in [61]. Authors of
[64] proposed a cross layer routing protocol. They used physical layer Signal to Interference
and Noise Ratio (SINR) and MAC layer delay in routing decisions. Choosing appropriate
routing decisions at the network layer affects the performance of the MAC layer and the
physical layer. The authors of [64] suggested that cross layer interactions among those three
layers are essential for making efficient routing decisions. We use the cross layer information

in Chapter 7 to select the forwarding nodes.

1.4 Contributions

This dissertation addresses the problem of efficient reactive routing protocol for wireless
ad hoc networks through limiting the “flooding” effect by introducing hierarchy among the
network nodes. The performance of the routing protocols for ad hoc network deteriorates

with the increasing the network size and node density (scalability). In this dissertation, we
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address the scalability problem in AODV and DSR routing protocols by modifying these
protocols. We first show that the severity of the flooding phenomena in reactive routing
protocols with a mathematical model and NS-2 simulations. Qur mathematical model,
verified through NS-2 simulations, shows that any reactive routing protocol is sensitive to the
increase of size and number of nodes in the network. We show that reactive routing protocols
are not scalable. Also the performance of the reactive routing protocols deteriorate with
increasing traffic. The first proposed routing protocol to improve the scalability is called the
Hierarchical Dynamic Source Routing (HDSR) protocol [75]. The Dynamic Source Routing
(DSR) protocol is modified to implement the HDSR protocol. In the HDSR protocol,
network nodes are classified into Mobile Node (MN) and Forwarding Node (FN). MN can
only be the source or the destination. FN participates in the packet forwarding operation.
Because only forwarding nodes (FN) participate in the route discovery phase of the protocol,
a large number of overhead packets are eliminated. That is why there are less contention
and collisions caused by overhead packets generated during the route discovery process.
Therefore, network resources such as bandwidth and battery power are used more efficiently
in HDSR protocol compared to DSR protocol. That enables better utilization of shared
wireless medium, hence transmission of more data packets instead of overhead packets.
After receiving request packet from a source node, a few of the neighboring nodes, of the
source, which are FNs, re-broadcast the request message, which reduces the chance of packet
collision and reduce network overhead. FNs are randomly distributed and pre-selected
in the HDSR protocol, which is the case for heterogeneous networks. We utilize game
theory as a decision making tool in dynamically selecting FNs based on the desired network
performance. FDG and FGRP are the proposed game theoretic hierarchical protocols. A
Neighbor Discovery Protocol (NDP) is proposed to determine the number of neighbors
for each node without additional overhead. Game theory is used in forwarding decisions.
Forwarding Dilemma Game (FDG) is a simple protocol that uses proposed NDP to identify
the number of players of the forwarding game. The outcome of the forwarding game is the
forwarding probability that the node would use to forward the flooding packet.

Forwarding Game Routing Protocol (FGRP) utilizes cross layer information in a defined
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availability parameter inside the utility function of the nodes. Here the proposed NDP is
also utilized with some modifications. In FGRP, the strategy of the players of the forwarding
game is their forwarding probability. The strategy selected by other neighbors (players) is
also included in the FGRP utility function. Availability parameter makes FGRP model
flexible to different applications. In FDG model, the forwarding probability is dictated
only by the number of players of the game (node density). While in FGRP, the strategy
(forwarding probability) is selected based on node’s availability, other nodes participation
and node density.

At a glance, the proposed HDSR, FDG and FGRP protocols have the following unique

advantages compared to other 'flood’ minimizing protocols:

e No additional hardware (i.e., GPS) is required.

e No additional control message is required. Existing control messages such as RREQ

packet has been used.
e Proposed protocols work on-demand.

¢ Routing overhead is reduced. Therefore, network resources such as energy and band-

width are saved.

FDG can be integrated with any routing protocol that implements “flooding”. In addition

to the above advantages, FDG has also the following improvement:
e FDG is aware of node density by utilizing NDP.
e FDG protocol performs well in low and high node densities.
e Connectivity of the nodes is not compromised by limiting the flooding.
FGRP brings addition improvement by utilizing the cross layer information:
e FGRP is aware of node density by utilizing NDP.

e FGRP protocol performs well in low and high node densities.




1. INTRODUCTION

e Connectivity of nodes is not compromised by limiting the flooding.

e Cross layer information such as congestion, residual battery level can be utilized to

implement FGRP protocol to tailor the system for desired performance.

e The FGRP protocol ensures energy consumption distribution among nodes in the

network.

e The FGRP protocol uses node energy efficiently. Hence network life is maximized.

1.5 Thesis Organization

In this dissertation, we propose algorithms that limit the packet flooding in ad hoc network.
An overview of the ad hoc networks and routing protocols is provided in Chapter 2. Since
game theory will be utilized, an introduction to game theory is provided in Chapter 2 as
well. Limiting the flooding packets can cause network disconnectivity and isolated nodes.
That is why we first investigate connectivity conditions in Chapter 3 through extensive
NS-2 simulations. In Chapter 3, we show that the probability that every node has at
least one neighbor, namely local connectivity, is a fairly good approximation for the global
connectivity. The result of Chapter 3 can be used by ad hoc network protocol designers in
hierarchical protocols like the one proposed in Chapter 5.

A method for quantizing the overhead packets in an ad hoc network with reactive routing
protocol is presented in Chapter 4. The result of Chapter 4 is helpful to validate the
computer simulations. The results of the proposed model are compared with those of the
NS-2 simulations; and they match quite well.

The HDSR protocol is introduced in Chapter 5. The advantages and disadvantages of
HDSR protocol are explained in detail. A comparative performance analysis between the
DSR protocol and the HDSR protocol is presented in Chapter 5. The forwarding node
selection in HDSR is random.

The decision to forward a flooding packet, based on the outcome of the FDG game, is

proposed in Chapter 6. A wireless node in FDG has a strategy set S = {Forward, Not Forward}.

10
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To limit the number of flooding packets, probability of selected strategy is calculated based
on the mixed strategy Nash equilibrium of the game. A novel Neighbor Discovery Protocol
(NDP) presented in Chapter 6 provides the number of players of the FDG game. We will
show in Chapter 6 that FDG applied to AODV improves the scalability performance of the
AODYV routing protocol.

A dynamic probabilistic forwarding protocol for wireless ad hoc networks based on game
theory will be presented in Chapter 7. In FGRP, wireless nodes of the ad hoc network are
the players of the game and the forwarding probability of the nodes is the strategy of the
players. Each node has a utility that is a function of its strategy and its availability to
forward packets for other nodes. Parameters such as energy, congestion and the distance
from the source of the received packet can be included in a node availability parameter.
A node enters the forwarding game upon receipt of a flooding packet. In Chapter 7 we
show that utilizing FGRP improves the performance of AODV. The performance figures
will be measured by varying three network parameters: scalability (node density), packet
generation of source nodes, and mobility of nodes.

Chapter 8 will provide a summary of this work. Some future research directions is also

discussed in Chapter 8 .

11



Chapter 2

Background

2.1 Routing Protocols for Ad Hoc Networks

The main purpose of a routing protocol is to create and maintain a routing table that
contains information on how to reach a certain destination in the network. Nodes use
this information to forward packets that they receive to other nodes. Routing is not a
new issue in computer networking. Routing protocols such as distance vector routing (e.g.
Routing Information Protocol; RIP [3] and [4]) and link-state routing (e.g. Open Shortest
Path First protocol; OSPF [5]) have existed for a long time and are broadly used in wired
networks. These routing protocols are not suitable to be used in mobile ad hoc networks for
the following reasons: First, they were designed with a quasi-static topology assumption.
In ad hoc networks, mobile nodes can join and leave the network at any time. Nodes are
battery operated and may run out of power at any time. Therefore, the network topology
changes frequently and those routing protocols may not reach a steady state and be able to
construct routing tables. Second, those routing protocols were designed for wired networks
with bidirectional links that may not be always the case in mobile ad hoc networks. Other
than wireless channel, different radio range of wireless nodes could be the root cause of

uni-directional links. Third, those routing protocols try to maintain routes to all reachable
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destinations in the network, and that is not feasible in typical mobile ad hoc networks with
large numbers of nodes, such as a large wireless sensor network. In MANETS, because of the
shared wireless medium, broadcasting the routing information periodically would occupy
bandwidth and reduce network throughput. Therefore, special routing protocols are needed
for MANETs.

Since wireless nodes perform routing for other nodes of the network, the dynamic topol-
ogy of the ad hoc network causes frequent route breakage. The shared wireless medium,
high packet loss, inherent unreliability and high interference and noise contribute in the
degraded performance of the routing protocol in MANETSs. Nodes that are located in
each other’s radio range can not transmit at the same time because of the shared wireless
medium and this limits the bandwidth and increases delay. Routing protocols provide self-
organizing and self-configuring properties of the ad hoc network. That makes routing one
of the most important elements of ad hoc networks. Specifications for many existing ad
hoc routing protocols have been developed and prepared by the Internet Engineering Task
Force (IETF) MANET working group [6]. That group has published drafts for the following

ad hoc routing protocols:
e AODV (Ad hoc On-demand Distance Vector) [7]
e DSR (Dynamic Source Routing) [8]
e ZRP (Zone Routing Protocol) [9]
e OLSR (Optimized Link State Routing) [10]
e LANMAR (Landmark Routing Protocol) {11]
e 'SR (Fisheye State Routing) [12]
e IERP (Interzone Routing Protocol) [13]
e JARP (Intrazone Routing Protocol) [14]

e TBRPF (Topology Broadcast based on Reverse-Path Forwarding) [15]

13
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In literature, MANETS routing protocols are usually classified by the approach they use for

acquiring and maintaining routes. Two main approaches used today are:

1. Proactive (table-driven) routing:
In this approach, routing protocol tries to keep a routing table with routes of the
nodes in the network. Network topology changes are propagated in the entire net-
work to ensure that all nodes update their routing tables. In proactive routing pro-
tocols, like Destination Sequence Distance Vector (DSDV) [16], routing information
is periodically exchanged among the wireless nodes and a node would have a route
to any destination in the network. DSDV routing protocol is based on the classic
Bellman-Ford routing algorithm [17]. In DSDV, while network resources have been
spent (i.e. used) to acquire routes, some of the routes may not be used for the life
of the network. Exchanging routing information periodically generates huge number
of overhead packets in the network, which makes the proactive routing protocols not
suitable for MANETS especially in high mobility scenarios. The advantage of this
approach is that routes are available all the time and there would not be any route

discovery delay.

2. Reactive (on-demand) routing:
A route to a certain destination is acquired via a route discovery process when it is
needed. When the route is found, it is maintained by a route maintenance process
until it has been determined that the route is no longer needed. The advantage of
this approach is the saving of network resources, as the periodic exchange of routing
information is no longer necessary. The disadvantage is that the route discovery
process could take some time, and this adds to the packet delay. For some applications,
this may not be acceptable. There are also hybrid approaches that combine both the

proactive and the reactive routing protocols together.

In this section, a brief overview of two popular routing protocols, AODV and DSR, is

provided.
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2.1.1 Ad hoc On-demand Distance Vector (AODV)

Ad hoc On-demand Distance Vector (AODV) [7] is one of the most popular routing pro-
tocols for ad hoc networks. AODV performs very well both during high mobility and high
network traffic load, making it one of the most interesting candidates among the existing
ad hoc routing protocols. AODV offers low overhead and quick adaptation to dynamic link
conditions ([21] and [22]). Different AODV implementations, such as AODV-UU (23], have
been developed. Three different types of message control packets are defined in AODV:

1. Route Request (RREQ)
2. Route Reply (RREP)
3. Route Error (RERR)

AODYV is a reactive protocol where routes to destinations are acquired in an on-demand
fashion. When a node needs a route to a destination, it broadcasts a RREQ packet. The
RREQ packet is propagated throughout the network and every node that receives it sets
up a reverse path, i.e., a route towards the requesting node. When the RREQ packet is
received by the destination or a node with a (fresh) route, a RREP packet is sent back to the
originator of the RREQ packet. The intermediate nodes utilize the reverse route that has
been generated in the RREQ for forwarding RREP messages. If the route is provided by the
intermediate nodes, the destination node never learns about a route back to the source node
and does not have a route if it needs to communicate with the source node (e.g. to reply
to a TCP connection request). To address this issue, the originator of a RREQ packet can
set a gratuitous RREP flag in the RREQ packet to notify the intermediate nodes to send
a gratuitous RREP to the destination node if they have a route. This way, the destination
node learns the route to the source node. Routing table entries maintained by AODV nodes

contain the following fields [7]:
e Destination IP Address

e Destination Sequence Number
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Valid Destination Sequence Number

Interface

Hop Count (number of hops required to reach the destination)

Next Hop

List of Precursors (described below)

Lifetime (expiration or deletion time of the route)

Routing Flags

State (valid or invalid)

For route maintenance, every node monitors the status of the link to the next hop. This can
be done by monitoring periodic HELLO messages (beacons) from other nodes or link layer
notifications such as those provided by IEEE 802.11 [24]. A list of unreachable destinations
is sent via a RERR packet to the neighboring nodes when a link failure is detected. Routes
are only kept as long as they are needed. If a route is not used for a certain period of time,

its corresponding entry in the routing table is deleted.

2.1.2 Dynamic Source Routing (DSR) protocol

The Dynamic Source Routing (DSR) [8] protocol is another reactive routing protocol that
is based on source routing. Source routing means that every packet contains the route
through which it should pass to reach its destination. This route is embedded in the header
of the packet. There are two main mechanisms in DSR: (1) route discovery and (2) route

maintenance. These mechanisms have been designed based on the following assumptions.
e Nodes of the network are willing to participate in network operation.

e Mobile nodes may move at any time in any direction without notice. It is assumed
that the node’s speed is moderate with respect to transmission latency and wireless

transmission range.
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e The network card of a mobile node can operate in ’promiscuous receive’ mode. This
mode causes the hardware to deliver every received packet to the network driver

software without filtering based on link-layer destination address.

e Wireless links are bidirectional. It is assumed that Medium Access Control (MAC)
layer utilizes a mechanism like four-way handshaking. The four-way hand shaking
involves exchanges of Request to Send (RTS), Clear to Send (CTS), Data and Ac-

knowledgment (ACK) packets between a transmitting and receiving mobile nodes.

If a node, called source, wishes to send some packets to another node, called destination,
it first searches its route cache for a route to that destination. A route discovery mechanism
to find a route to the destination is initiated if a route does not exist in the cache. In route
discovery, the node transmits a route request (RREQ) packet that is received by other nodes
that are located in its wireless transmission range. Each route request contains addresses
of source and destination nodes, and a unique identification number (request ID). Each
node that receives the RREQ appends its address to the header of the RREQ and re-
broadcasts the RREQ if it is not the destination. If the receiving node is the destination
of the RREQ), it sends a route reply packet (RREP) to the source node after copying the
accumulated routing information located in the header of the RREQ to the header of the
RREP. When the source node receives the RREP packet, it records the new route into
its cache and utilizes that route to send data packets. Intermediate nodes that receive
the RREQ more than once and have already forwarded would ignore subsequent RREQ’s.
Source and destination addresses and request ID help to identify a duplicate RREQ.

Network topology changes are detected by the route maintenance mechanism. If an
intermediate node on the route detects a broken link, it initiates the route maintenance
mechanism and sends messages to the source and other nodes that are on this route. Ac-
knowledgment messages can be used to provide assurance about the link existence. MAC
protocol acknowledgment messages can be utilized for this purpose. For instance, in the
IEEE 802.11 Wireless LAN MAC layer [25], acknowledgments are provided for every packet
(data or control). If a node does not receive any acknowledgment after sending a packet

several times, it considers the link broken, and marks all the routes containing that link as
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“invalid”. A route error RERR packet is broadcasted when a node discovers a broken link.
Nodes that receive the RERR packet, update their route caches. When a RERR packet is
received by the source node, a route discovery mechanism is initiated by the source node if

there is no alternative route in the cache for that certain destination.

2.2 Network Simulator (INS-2)

Network Simulator(NS-2), an open source discrete event simulator, was developed at the
University of California, Berkeley. NS-2 originated from Real Network Simulator [70] and
was developed at Cornell University, Ithica, New York in 1989. Network Simulator evolved
while it was supported by Defense Advanced Research Project Agency (DARPA) through
the Virtual InterNetwork Testbed (VINT) project at Lawrence Berkeley National Labora-
tory (LBNL) in Berkeley, Xerox Palo Alto Research Center (PARC), University of California
at Berkeley (UCB), and Information Science Institute (ISI) of the University of Southern
California (USC). NS-2 includes contributions from researchers working at UCB, Monarch
projects of Carnegie Mellon University (CMU) and Sun Microsystems. NS-2 is an appro-
priate tool to simulate and test the performances of network protocols. The simulator takes
a network scenario as input, which consists of network topology, protocols, workload and
control parameters. It produces performance results such as throughput, queuing delay
and number of dropped packets. NS-2 can simulate Transport Control Protocol (TCP)
and User Datagram Protocol (UDP), traffic source behavior such as File Transfer Protocol
(FTP), Telnet, Web, Constant Bit Rate (CBR), router queue management mechanism such
as Drop Tail, routing algorithms such as Dynamic Source Routing (DSR) protocol, Ad hoc
On-demand Distance Vector (AODV), Destination Sequence Distance Vector (DSDV) and
MAC protocol such as IEEE 802.11. Because NS-2 is open source, it provides the researcher
the flexibility to modify the implemented protocols. This makes NS-2 a very powerful tool
for research and development.

NS-2 code is written in C++ and Object Oriented Tcl (OTcl). OTCL is based on
Tcl script language with object oriented extensions developed at MIT. Figure 2.1 shows

a simplified model of NS-2. OTcl script consists of a simulation event scheduler, network
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Figure 2.1: NS-2 model

component object libraries, and network setup libraries. The NS-2 users write programs
in Tecl script to setup and run network simulations. Every packet generated in NS-2 has a
unique identification (id). The record of every packet is stored in a trace file. Trace files
contain information like time packet generation time, source ID, an’d packet arrival time
at the destination. Network Animator (NAM) is an additional tool to NS-2 that depicts
network activities graphically. Packet dropping, node movement, energy levels and other
network parameters can be viewed in NAM.

The Monarch project of Carnegie Mellon University extended NS-2 to simulate wireless
networks. The extended version of NS-2 provides new elements at the physical, link and
routing layers to simulate wireless networks. An overview of a wireless network proposed by
the Monarch project is depicted in Figure 2.2. Mobile nodes are independent of each other
and a network interface connected to the common channel, is provided. Wireless channel
carries packets between different mobile nodes. When a packet is transmitted, it reaches
all nodes that have network interfaces connected to the same channel. A predefined power
level is utilized in transmitting packets. The other mobile nodes receive that packet at a
certain power level which is determined by radio propagation model. A packet received at a
power level greater than a threshold value is acceptable. If the received power of the packet
is smaller than the threshold value, the packet is lost.

The architecture of a mobile node in the NS-2 is shown in Figure 2.3. Network interface

records the interface properties of the packet and invokes the propagation model upon
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Figure 2.2: Mobile node model in the NS-2

receiving a packet from the channel. Interface properties and propagation model determine
whether that mobile node can receive the packet successfully or not. A successfully received
packet by the network interface is sent to the MAC layer. If the MAC layer verifies that
the received packet is error free and collision free, the packet is then sent to the node’s
entry point. If the receiving mobile node is the final destination of the packet, the address
multiplexer gives the packet to the port demultiplexer and the port demultiplexer hands
it over to the sink. If the receiving mobile node is not the final destination, the address
multiplexer will hand over the packet to the default port. The routing agent determines the
next hop address that the packet should be forwarded to and sends the packet back down
to the logical link layer. Once the hardware address is available, the packet is put into the
interface queue. Then the MAC layer takes the packet from the interface queue and sends

it to the network interface.

2.3 Simulation Model

In order to evaluate the performance of routing protocols proposed in this dissertation, NS-
2 [71] simulations were performed. In all simulations, the effective transmission range of the
wireless radio was 250 meters and MAC protocol was [EEE 802.11 with 2 megabits per sec-
ond channel capacity. IEEE 802.11 MAC was in distributed coordination function (DCF)
mode and used Request-To-Send (RTS) and Clear-To-Send (CTS) control packets [25] for
unicast data transmission to neighboring nodes. The RTS/CTS exchanges precede the data

packet transmission and implement a form of virtual carrier sensing and channel reservation
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to reduce the impact of the hidden terminal problem. Data packet transmission is followed
by an acknowledgment (ACK). In all of our simulations, two ray ground propagation model
was utilized. In the simulation set ups, unless specified, wireless nodes are distributed ran-
domly over a flat area according to the uniform distribution. To compare the performance

of the proposed protocol, the following performance metrics were considered:

e Throughput
Throughput is measured as the number of bits of the successful received data packets
at the destinations and reported values are the average throughput for the duration

of the simulation time.

¢ Average end-to-end delay per packet

The end-to-end delay (in seconds) for successfully received packets.

e Packet delivery ratio

The ratio between the number of successfully received packets and the number of
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generated packets by the CBR sources.

e Normalized routing overhead
The number of routing packets per one data packet that is successfully received at

the destination.

2.4 Introduction to Game Theory

Application of game theory in ad hoc networks will be introduced in Chapter 6 and Chap-
ter 7. In this section I briefly introduce elements of game theory. Game theory is a part
of applied mathematics that describes and studies interactive and multi-person decision
making problems. Decision makers follow certain well defined objectives and consider their
knowledge or expectations of other decision makers. Many applications of game theory are
related to economics. Game theory has been applied to numerous fields such as law enforce-
ment, business management, power and stability in politics, models for bargaining, voting |
procedure, evolutionary biology and models of peace and war [76]. The field of game theory
dates back to the early days of World War II, when British naval forces playing cat and
mouse with German submarines needed to understand the game better so that they could
win more often. They discovered that the right moves were not the ones pilots and sea cap-
tains were making intuitively. By applying concepts later known as game theory, the British
improved their hit rate enormously. Their success against submarines led them to apply
game theory to many other war activities. Thus, game theory was proven in practical life
and death situations before it was actually laid out on paper as a systematic theory. Game
theory can be used either to analyze an existing system, or as a tool when designing a new
system. Existing systems can be modeled as games. The models can be used to study the
properties of the systems. For example, it is possible to analyze the effect of different kinds
of users on the system. Another approach is implementation theory, which is used when
designing a new system. Instead of fixing a game and analyzing its outcome, the desired
outcome is fixed and a game ending in that outcome is looked for. When a suitable game is

discovered, a system fulfilling the properties of the game can be implemented. Game theory
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has also been utilized in decision making [80] and [81]. There is a clear distinction between
a game that involves multiple decision makers and an optimization problem, which involves
only a single decision maker. A shopper at a grocery store performs optimization by trying
to maximize satisfaction (utility) with the purchased items. One store may enter a pricing

game with other stores to determine the prices for the items [82].

2.4.1 Classifying Games

There are three classes of games: games of skill; games of chance; and strategic games [80].
Games of skills are one-player games. Optimization problems are categorized in that class.
The single player has complete control of the outcome of the game. Games of chance are
one-player games against nature that is a second player. The player does not completely
control the outcomes of the game and strategy selections do not lead to a certain outcome.
Those type of games are usually involve risk and uncertainty. Strategic games are games
with two or more players, not including nature. Each player has partial control over the
outcome of the game. Strategic games are subdivided into two-player and multi-player

games.

2.4.2 Strategic Game

A game has three elements:
1. A finite set of players n > 2.
2. The pure strategy space S; for each player ¢

3. Utility (pay off) function, u;, for every player. The utility function u; depends on 4’s
strategy and strategies selected by other players.

The players other than some given player i are referred as “player i’s opponents”. They are
play Y play p Y

denoted by —7 and their strategy can be denoted as S_;.
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2.4.3 General Terms and Definition

When players of the game try to increase and maximize their payoff they are called rational
players. In cases where the players are computers and machines, the rationality assumption
always holds. If players have knowledge about each other’s moves the game has perfect
information. Games in which players make simultaneous moves (i.e. choose their strategies
at the same time) are called static games and have always imperfect information. If strategy
is played in a certain order, the game is referred to as dynamic or extensive form game.
If the player’s interest coincide, the game is called a cooperative game. Strategic games
where the players’s interests are in conflict with each other are called zero-sum games. In
zero-sum games, the sum of the payoff of the players is constant or equal to zero. In a

zero-sum game, a player can not increase his or her utility without hurting other players.

2.4.4 Nash Equilibrium

Nash Equilibrium is the most commonly used solution concept in game theory. Here we use

the notation and definition provided in [77] and [78].

Definition:

In the n-player game G = {51, 52, -+, Sn;u1, U2, -+, up}, the strategies (S7,55,---,Sy) are
a Nash equilibrium if, for each player i, S} is player i’s best response to the strategies
specified for the n — 1 other players, (ST, --,5f_ 1,55 1,-**,55): Any choice of strategies
for all players is said to be a Nash equilibrium, if no player has an incentive to deviate from
that strategy in order to improve its utility. In other words, the utility of the players will

not increase if they select a non-equilibrium strategy.
Ui(STa Tty :—I,S'?as;+1’ e ’S;) 2 Ui(Sfa ) :—hS’i’ ;—|—1a Tt 75:1) (2'1)

The strategy that provides a higher utility regardless of other players action, is called
dominant strategy. When players have no dominant strategy, playing a mized strateqy may
be considered, where each of the various pure strategies is played with some probability. In

mized strategy, players select play each strategy with some probability.
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2.5 Summary

In this chapter, Mobile Ad hoc Network (MANET) is described. It is shown how MANET
differs from a traditional wired network, and why a good routing protocol is important for
MANET. The operations of proactive and reactive routing protocols have been explained.
“Flooding” problem of reactive routing protocol has been defined and explained. An intro-
duction to game theory was also provided. We will use game theory in Chapter 6 and 7 to

solve the flooding problem in routing protocols of ad hoc networks.
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Chapter 3

On the Connectivity of Nodes in
Wireless Ad Hoc and Sensor Networks

The transmission range of the nodes in ad hoc networks affects the connectivity and routing
overhead. Therefore, in the process of selecting the transmission range, knowledge about
the connectivity of the network is crucial. We consider an ad hoc network with n nodes
that are randomly located in a region of known dimensions. We create a model for the rela-
tionship between the number of nodes, n, and the transmission range so that the resulting
network topology is connected with high probability. We utilize NS-2 to investigate the
effect of transmission range, the number of nodes, and the dimensions of the network on

the connectivity.

3.1 Introduction

In this chapter, we investigate a very fundamental and important property of wireless
multi-hop networks, namely their connectivity. Whereas in wireless networks with fixed
infrastructure (e.g., cellular telecommunication networks or wireless LANS), it is sufficient

that each mobile node has a wireless link to at least one base station, the situation in a
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decentralized ad hoc network is more complicated. To achieve a fully connected ad hoc
network, there must be a wireless multi-hop path from each mobile node to all other mobile
nodes. The connectivity therefore depends on the number of nodes per unit area (node
density) and their radio transmission range. Each single mobile node contributes to the
connectivity of the entire network. In an ad hoc network, if the transmission power of a
node is increased, a higher transmission range is achieved and therefore, more other nodes
may be reached through a direct link. On the other hand, if we reduce the transmission
power of a node, the node may become isolated without any link to other nodes. Selecting
a higher transmission range causes more routing overhead and more interference to other
nodes and therefore reduces the overall capacity of the network. Gupta and Kumar [66]
consider random deployment of the nodes inside a disk with a unit area. The authors show
that in order to have a asymptotic connectivity there us a critical transmission range for
the nodes O(\/%—;), where n is number of nodes in the unit area. In [68] the minimum
node degree (the probability that every node has at least k& neighbors) is introduced and
the k-node connectivity has been investigated. Authors of [67] provide bounds for critical
transmitting range for connectivity in wireless ad hoc networks. In this chapter, we answer
to the following questions: For a given area A, how many sensor nodes, n, with what radio
transmission range, rg, is required to achieve a network with a global connectivity with a
probability p? How large must the transmitting range, v, be to ensure that the resulting
network is connected with high probability? We investigate the global connectivity of the

network by extensive NS-2 [71] simulations.

3.2 Background and Simulation Environment

A node is called isolated when there is no other node in its wireless transmission range.
The existence of isolated nodes is an undesirable characteristic of a wireless network. When
the wireless transmission range of the nodes is constant, increasing the number of nodes
in a network with constant size will raise the probability of connectivity. Figure 3.1 shows
results from NS-2 simulations for connectivity of the network with constant area. When

the number of nodes is increased from 70 to 150, the network connectivity moves from 25
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Figure 3.1: Increasing the number of nodes

to 90 percent.
Let us consider a set of n nodes, each with a wireless transmission range of ry, that are
randomly distributed in an area A (A > 7rr(2)), probability of having no isolated node in the

network can be written as [68] and [69)] :

P(No isolated Node) = (1 — e_p’"g)", (3.1)

where p = % is the node density. From the above equation, if we want to be sure that
with a probability of at least p, no node in this ad hoc network is isolated, we must set the

wireless transmission range of the nodes at least equal to:

1

ro = L(llm“ﬂl. (3.2)
Equation (3.1) yields the probability that every node in the network has at least one neigh-
bor. We refer to this as the probability of local connectivity. We define the probability of
global connectivity as the probability that every node in the network can have a single or

multiple path communication link with any randomly chosen destination. Unfortunately, no
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exact formula for the probability of global connectivity is known. We would like to measure
the minimum wireless transmission range of the nodes so that the network is connected
with probability p. Another goal is to verify the validity of Equation (3.1) as a lower bound
for global network connectivity in a practical situations. We use extensive simulations with
NS-2 network simulator. We assume that the path loss in the access medium is described

by the following expression:

Py

e’

Pr=vy (3.3)

where v is a constant and Fp is the transmitted power and « is medium loss exponent
where « > 2. DSR [8] is used as the routing protocol in our simulations and we run a
range of simulations by varying the wireless transmission range of the nodes from 150 to
500 meters. We run the simulations in a way that source node 7 originates 100 data packets
with the rate of 4 packets per second which then tries to send data packets to a randomly
chosen destination j. In all scenarios the nodes are static and uniformly distributed in
the rectangular area and there is only one source-destination pair. We define the function

Con(i, j) as follows:

o 0; If no path between node 7 and j exists
Con(i,j) = . (3.4)
1; Otherwise

Since the route cache of the source node ¢ is empty, a route discovery function of the routing
protocol is called to find a route for the data packet. If a route is found to forward the
data packets with the assigned transmission range, the path for the selected pairs of source-
destination is considered to be connected (e.g. Con(i,j) = 1). If the route discovery part
of the routing protocol fails to find a path Con(i, 7) = 0. In order to increase the statistical
accuracy of the results, simulations are repeated 1000 times with different random seeds
and different node distribution patterns. The reported probability of connectivity is the

average value of Con(i, j) functions.
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3.3 Simulation Results

We would like to show that the local connectivity equation not only is a lower bound for
the global connectivity, but also can be used as an approximation. We created scenarios in
the NS-2 to test this idea. In the area of 2000 by 2000 meters, 100 and 150 wireless nodes
are randomly distributed in separate scenarios with differing transmission range. Figure 3.2
compares the result of the NS-2 simulations and probability of having no isolated node
(local Connectivity) described by Equation (3.1). As it can be seen from that figure, for
the case of 150 nodes the local connectivity and global connectivity (determined from the
NS-2) are completely matched when the wireless transmission range of nodes are greater
than 200 meters.

In order to estimate the critical transmission range, we created scenarios in which dif-
ferent numbers of nodes are randomly scattered in networks within a constant area (e.g
2000 by 2000 meters and 3000 by 3000 meters). Simulations are repeated with increasing
wireless transmission range of the nodes (from 100 to 500 meters). The results are depicted
in Figures 3.3 and 3.4. If global connectivity of 80% is needed for the network of size 2000
by 2000 meter, the wireless transmission range of nodes (sensors) must be set to 250 meter
when there are 150 nodes and it must be set to 200 meter when there are 200 nodes. These
figures also highlight the fact that the probability of connectivity decreases with increasing
transmission range in dense networks. When the number of nodes are high (e.g. 200-300)
in the designated area, the high transmission range of the nodes (e.g. 400 or 500 meter)
yields lower probability of connectivity compared to lower transmission ranges (e.g 250 or
300 meter). We monitored the routing overhead for these scenarios when the connectivity
is greater than 80 percent. Figure 3.5 depicts the routing overhead for a 2000 by 2000 meter
network. Although the connectivity is the same for all cases, the routing overhead for a

300-node network is two times greater than that of a 150-node network.
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Figure 3.2: NS-2 simulation result for connectivity compared with probability of having no

isolated node from Equation (3.1).

3.4 Summary

We used extensive NS-2 Simulations to obtain the global connectivity of the network with
different transmission range of the nodes. We also showed that the probability that every
node has at least one neighbor, referred as local connectivity, is a fairly good approximation
for the global connectivity. We observed that in highly dense networks, if the wireless
transmission range is set very high, the global connectivity will deteriorate. The result
of this chapter can be used by ad hoc network protocol designers in developing hybrid or
hierarchical protocols like the one proposed in [75]. The results of this chapter, can be a
guide for the rest of this dissertation. We would like to keep the network connectivity the
same when the routing protocol is modified. In other words, a routing protocol should not

compromise the connectivity in order to save energy or reduce routing overhead.
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Chapter 4

Routing Overhead Analysis for Reactive

Routing Protocols

Although several routing protocols have been proposed that can be used in mobile ad hoc
networks, there has been very little formal analysis of communication overhead or, more
specifically, routing overhead for these procedures. This chapter provides a new mathemat-
ical framework for quantifying the overhead of reactive routing protocols such as Dynamic
Source Routing (DSR) and Ad hoc On-Demand Distance Vector Routing (AODV) in wire-
less ad hoc networks with random locations of the nodes. The analysis was compared with
the simulations, and these were found to match. The results of this study can be used to

predict scalability properties of routing protocols.

4.1 Introduction

In this chapter, we investigate routing overhead in reactive routing protocols. In reactive
routing protocols the node that needs a route to a destination floods the network with
broadcasting route request messages. Since radio propagation is omni-directional and the

physical location of a node may be covered by the transmission ranges of several other
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nodes, many rebroadcasts are considered to be redundant. Although this method of routing
provides multiple paths, it will occupy bandwidth and makes the ad hoc network unscalable.
Scalability is an important problem in ad hoc networks. The number of nodes and the size
of the network affect the network performance. The more crowded the network is, the more
serious the contention is and there are more redundant broadcasts. When the hosts are
mobile, the broadcasting is expected to be performed more frequently due to link breakage.

The authors of [72] used the Manhattan grid with uncertain (unreliable) nodes to quan-
tize the routing overhead. The nodes were located at the intersection of the grid. Although
the topology of random ad hoc networks is much different from that of a Manhattan grid,
this kind of approach provides insight into routing overhead.

In this chapter, we are interested in finding an analytical model for the routing overhead
in reactive protocols in ad hoc network with random locations of the nodes. By constructing
such a model we will be able to predict the behavior of the routing protocol in different
scenarios without doing the time consuming computer simulations, which can be sometimes
impossible for large scale networks. This model is also helpful to validate the results of
computer simulations for ad hoc network scenarios. The result of this research can be
useful for mobile ad hoc network protocol designers in the evaluation of scalability limits of
the protocols.

Our observations showed that there are two important network parameters that con-

tribute to the routing overhead:

1. The number of neighbors of any node,
2. The number of hops from source to destination.

Number of neighbors depends on the node density in the network. Due to considerations
such as radio power limitation, channel utilization, size of the network, and power-saving
concerns, a mobile node may not be able to communicate directly with the other hosts in a
single-hop fashion. In this case, a multi-hop scenario occurs where the packets sent by the

source node are forwarded by several intermediate nodes before reaching the destination.
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Therefore, the second important source of the routing overhead is the number of interme-
diate nodes, or number of hops. Obviously, we can observe the case of the combination
of these two sources where the intermediate nodes may also have neighbors that broadcast
the routing packets. The combination of these three effects contributes to routing over-
head in the network the most. We should emphasize that routing overhead due to network

congestion and route error packets are not the target of this study.

4.2 Routing Overhead Analysis in Ad Hoc Networks

In our observations, routing overhead in ad hoc networks originates from two major sources:
(1) number of neighbors, and (2) number of hops. “Neighbors” of a wireless node is defined
as nodes that are in wireless transmission range of that node and participate in route
discoveries originated or broadcasted by that node. The authors of [39] have shown that
if there are k nodes in the wireless transmission range of node X, the expected additional
coverage that node X gains from the k™ node is below five percent if £k > 4. They also
showed that contention is expected to be higher as k increases and the probability of all
nodes experiencing contention increases quickly over 0.8 as k > 6.

Another parameter that affects the routing overhead is the number of hops that a packet
travels through until it reaches the destination. The number of hops is related to the size
of the network and wireless transmission range of the nodes.

In order to investigate the effects that number of neighbors and hops have on routing
overhead, we conducted two experiments with NS-2 [71]. In this chapter, Dynamic Source
Routing (DSR) is used as the routing protocol in the NS-2 simulations. The simulations are
run in a way that the source node originate only one data packet. Since the route cache of
the source node is empty, route discovery function of the routing protocol is called to find
a route for the data packet. In the next subsections, the impact of those two parameters

on routing overhead will be discussed.
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4.2.1 Effect of Number of Neighbors

We created a simulation scenario where there is a pair of source and destination nodes (SN
and DN), and an intermediate node (IN), that relays the data packet from the source node
to the destination node. Figure 4.1 shows such a scenario. The destination node is not in the
wireless transmission range of the source node. The intermediate node is located between
the source and destination. We created some arbitrary randomly distributed nodes in the
wireless transmission range of the source node, called neighbors. We should emphasize
here that only one neighbor will participate in the data packet relaying and that is the
intermediate node. Although other neighbors won’t participate in data packet relaying,
they will take part in the route discovery process and flooding of the route request (RREQ)
packets. We increased the number of neighbors of the source node and recorded the number
of routing overhead packets. Results are reported in Figure 4.2, which shows that overhead

grows linearly with increasing number of neighbors of the source.

Figure 4.1: Effect of the number of neighbors
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Figure 4.2: Routing overhead versus number of neighbors

4.2.2 Effect of Number of Hops

The number of hops is directly related to the size of the network and the location of the
source and the destination. In order to test the effect of the number of hops on the overhead,
we created a scenario with a chain of wireless nodes. The source and the destination are
located at the ends of that chain. Figure 4.3 shows such a scenario with three intermediate
nodes. We increased the number of intermediate nodes from no intermediate node to fifteen
intermediate nodes. We reported the number of overhead packets versus the number of hops
in Figure 4.4, which shows a linear relationship between the number of overhead packets
and the number of hops. In that particular case, the number of overhead packets, O, is
given by O = 2I, where [ is the number of hops. In this experiment, the intermediate nodes
do not have neighbors other than the next or previous intermediate node. The effect of the
number of hops on the routing overhead becomes more important when the neighbors of

intermediate nodes are present. We will investigate this problem in the following section.
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Figure 4.3: Effect of number of hops

4.3 Mathematical Analysis of Routing Overhead

Earlier, with our simulations, we showed that there are two parameters that affect the
routing overhead. Those are number of neighbors and number of hops. In this section, we
will find routing overhead using a probabilistic model. The physical distance between any
two communicating nodes of the network will determine the number of hops required for
relaying the data packets from a source to a destination.

Let’s assume a wireless ad hoc network with n wireless mobile nodes that are uniformly
distributed in a field of size a x b square meter. The wireless transmission range of nodes are
equal and is r meters. Dimensions of the network are a and b meters where a,b > r . The
location of the source node S can be considered anywhere in the field. We can calculate the
probability that an arbitrary node A is located in the wireless transmission range of node

S or the probability that an arbitrary node A can hear node S is p, and this is given by

p=—-. (4.1)
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Figure 4.4: Routing overhead versus number of medium nodes (Hops)

In the above equation, the border effect is ignored. If we distribute (n—1) nodes in addition

to node S in the field, the probability that node S has k neighbors can be written by

Pet = (", V) -pr (12)

In Equation (4.2), k is the binomial random variable. Since S is arbitrary and can be any
node in the network, E[k] will represent the average number of neighbors for any node in
the network. Hence,

Elk] = (n— 1)p. (4.3)

Now we would like to focus on the number of hops or intermediate nodes required to relay
a packet from source S to destination D. In order to reach this goal, it is sufficient to find
the Euclidan distance d between any two arbitrary nodes S and D. The number of hops, I,

will be
5 .

where the [.] is the ceiling operator. Assume that the coordinates of node S and D are

(x1,¥1) and (x2,y2), respectively. Random variables z1, z2 and y1, y2 are independent and
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uniformly distributed between [0,a] and [0, b], respectively. The random variable d defines
the distance between the nodes S and D, and can be written in terms of z1,x3 and 41,y

as:

d=+/(z1 - 22)2 + (41 — 12)*. (4.5)

We denote x = z1 — 29 and y = y1 — y2. Since z1, z2 and Y1, y2 are uniform random

variables, the probability distribution function (PDF) of z , y can be obtained by

EX

1_ —a<z<a
fx@)=4{ ¢ @ a (4.6)
0 Otherwise
and
1 _pcz<t
frig)=% " pl B (4.7)
0 Otherwise

Now we have d = y/2% + 32, where the PDF of z, y is known. If we denote z = 22 , w = y?

then PDF's of z and w can be obtained as follow:

= | wETw 0<zsd (48)
0 Otherwise

and

1 1 V)
wa o w Oswsh (4.9)
0 Otherwise

With some manipulation, we can obtain PDF of random variable v = d? from random

variables z and w. Since z and w are independent the PDF of u can be obtained by:

fu(uw) = fz(2) * fw(w), (4.10)

where * is the convolution operator. From that we can obtain the PDF of d, and it is given

by:
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From Equation (4.11), the expected value of d, F[d], can be calculated as
Eld = / o fy(z)dz. (4.12)
The expected value of the number of hops, E[l], is
Elll = [E[d]/r]. (4.13)

Where r is the wireless transmission range of the nodes.

We would now like to calculate the average number of overhead packets in terrns of
the average number of neighbors and the average number of hops for one communication
link. The routing overhead consists of two parts route request (RREQ) and route reply
(RREP). When a node receives a RREQ in order to eliminate duplicate RREQs, it will
check the request id and the originator address of that request. The nodes also keep a
record of the recently received RREQs. Therefore in the worst case scenario when all nodes
of the network are connected together and there are no nodes, the number of the RREQ
packets propagated in the network for one communication pair will be (n — 1) when n is
the number of nodes in the network. In order to reduce the number of times that a single
request is broadcasted by different nodes, there is a parameter in the header of the RREQ

packet which will inform the receiver about the maximum number of times that this request
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Figure 4.5: Effective neighbors in a two-hop-scenario

can propagate. This maximum number is increased by one if the originator does not hear
anything back. So on average the RREQ packets will propagate up to the depth of E[d] in
the network. All the nodes that are in this area will broadcast the request propagated by
the initiator.

Previously, we said that the average number of neighbors for any node in the network
is (n — 1). Since each node broadcasts the request only once, we would like to eliminate
the common neighbors. Figure 4.5 shows a simple scenario with two hosts. Nodes 4 and B
have (n — 1)p neighbors on average but there are also common neighbors. We refer to the
area that is covered by the transmission range of nodes 4 and B as S4 and Sp respectively.
The common neighbors will be located in the area of S4 N Sp. If we consider D as the
distance between the two nodes (centers of the circle), the intersection area of S4 and Sp

is given by [39]:

INTC(A,B) = 4/13 V1?2 — z2dz. (4.14)
z

We would like to know the average amount of the area INT'C(S4, Sp). Since the location of
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B is random inside A’s transmission range, the average value can be obtained by integrating

the above value over the circle of radius x centered at A for z in area S, N Sp,

~ 0.59772. (4.15)

E[INTC(A, B)] :/ 2nx INTC(A, B)dz

0 2
According to the above equation, the probability that the second hop has common neighbors
with the first node on average is 0.59p. The common neighbors broadcast the RREQ packet
when they hear the packet first from A, and according to the routing protocol they will not
re-broadcast. If we subtract the common neighbors from the average number of neighbors
(n — 1)p, we will find the effective number of neighbors for the second hop B, which will
participate in broadcasting and we denote that by ks. Therefore we can always write the

average number of effective neighbors for the arbitrary second hop B as:
Elko] = 0.41p(n — 2). (4.16)

In other words, the probability of finding new neighbors for node B is 0.41p.

In order to find the total number of broadcasts, we need to sum the number of neighbors
at each hop. We assume that every RREQ will be broadcasted on average to a depth; and
expected value of depth is E[l] or the average number of hops.

It is shown in [39] that the extra coverage area will be less than 0.057r% when the
number of neighbors is greater than 4. According to [39], for 3, 4 and 5 neighbors, the extra
coverage will be 0.19, 0.09 and 0.05 of the original coverage area, respectively. This means
that in order to find the number of propagating requests we count the number of neighbors
of the originator plus the number of neighbors of the neighbors of the originator up to
the depth of E[l]. Since increasing the number of neighbors, more than four on average,
does not affect the coverage area, we only consider four neighbors of the originator. These
four arbitrary nodes would provide more extra coverage for the originator and consequently
create connection to other nodes that are far from the transmission range of the originator.
For the second and higher tiers of the neighbors of neighbor we consider only 3 neighbors
that provide extra coverage with the area of 0.19, 0.09 and 0.05 of the original coverage area.

For simplification, the additional coverage index when there are ¢ nodes in the transmission
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range of the originator is denoted as C;. With the above explanations, C; = 0.41, Cy = 0.19,
Cs = 0.09, and Cy = 0.05. Nj is considered as the number of neighbors of the originator,

or first tier neighbors. We can write:
Ny =(n—-1)p. (4.17)

N; is defined as the number of effective neighbors of the jth tier. We can write Ny and N3

as follow:
4
Ny =Y (n— Ny —i)pC;, (4.18)
i=1
4
Ny=4x > (n—Ny—Np—i+1)p.Ci|. (4.19)
=2

In third tier and larger, it is considered that there are three neighbors on average that
provide the extra effective coverage.

Since on average the RREQ travels to the depth of E[l] in the network until it reaches
the destination, the number of neighbors for the E[I]** tier can be written as:

4 E[]-1

Ngg=4x3P=1 1Nt (n—1-0)— Y N; | pCi. (4.20)
i=2 j=1

From the above equations, the expected value of the total number broadcasts of the RREQ

in the network can be found.

B[]
E[Broadcasts] = Z N;, (4.21)
i=1

where N; is the number of neighbors in the ith tier that are in connection with the next tier.
Equation( 4.21) can be used as a lower bound of overhead due to the number of RREQs in
ad hoc networks when an on-demand routing protocol is adopted.

Another part of the routing overhead is the RREP packets. Once the destination receives
the RREQ, it will send a RREP packet back through which the RREQ has traveled. The

destination may receive a number of requests and it will reply to all of them. We would
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Figure 4.6: Two hop scenario for estimating the number of RREP packets

like to have an estimation of the number of RREP packets. The number of RREP packets
depend on the number of neighbors that are located at the intersection of the wireless
transmission range of the destination node and intermediate hops. Consider the two hop
scenario of Figure 4.6. The average number of RREP messages will be equal to the expected
value of the number of common neighbors among Source, Hopl and Destination. The
area that these common neighbors are located can be approximated by the area of the
transmission range of Hopl. From this figure, we can write the expected number of replies

from the destination to the source, as follows:

E[Rep| = (n—4)p+ 2. (4.22)

Generally, the expected number of RREP packets can be written as:
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ElNl+EZi(n-E-2)p ; EJl] is Even
E[Rep] =
Bl + INT (1) (n— Ell] - 9)p+041p(n— B[] - 2) ; E[})is Odd
(4.23)

Equation (4.21) and (4.23) quantize the average number of RREQ and RREP packets
for one communication link. The combination of these two equations will constitute the
routing overhead, which can be used in the study of reactive routing protocols for ad hoc
networks. When the link between the source and the destination breaks, the route discovery
part of the routing protocol will be called and models of Equation (4.21) and (4.23) can be
used for estimating the routing overhead of finding a new link. For the calculation of the
total overhead of the network in mobile scenarios we only need to add the frequency of the

link breakage to the above model.

4.4 Numerical and Simulation Results

In order to verify our analysis, we conducted a set of experiments with the NS-2 network
simulator. We considered an area of 1000 by 1000 meters and we changed the number of
nodes from 20 to 120 in that area. The location of the nodes in all scenarios are chosen
according to a uniform distribution. A single connection is established between two arbitrary
nodes. In that connection, only one data packet is transmitted from the source to the
destination. In order to have statistically accurate results, we repeated the simulations
five thousands times with different network topologies of all the nodes, and the reported
results are the average of those five thousands simulations. Figures 4.7 and 4.8 compare
the number of RREQ and RREP packets from NS-2 simulation results and those of our
analysis for the same network. Since our analysis does not take the collision and repeated
requests into account, it can be considered as a lower bound for the routing overhead. That

is also the reason that the NS-2 simulations results are slightly higher than our calculated
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Figure 4.7: Comparison of analytical estimation and simulation of RREQ packets for one

communication link

results. Figure 4.9 depicts the estimation of the total routing overhead of the network based
on Equations (4.21) and (4.23) and the results of the NS-2 simulations. As can be seen,
our estimation of the routing overhead is very close to the NS-2 simulation. We should
emphasize here that the proposed results are for one and every communication link with

the assumption that nodes do not have any routes in their cache.

4.5 Summary

In this chapter, we presented a method for quantifying the overhead packets in an ad hoc
network with reactive routing protocol where the locations of the nodes are random. The
results of this chapter can be helpful in validating the computer simulations. The proposed
model provides useful data for wireless ad hoc network protocol designers. The results of
the proposed model is compared with the results of NS-2 simulations, these results appear
to match quite well. In this chapter, it was shown that the routing overhead in reactive

protocols increases with the number of nodes as well as with increase in the size of the

48



4. ROUTING OVERHEAD ANALYSIS FOR REACTIVE ROUTING PROTOCOLS

‘Ug, 55 T L) T T T T 1 T

a Theory ——
§ 50 | NS-2 REPLY Packets -+~
< A

M 45 | 1
> i

o 40} 1
o A

Py .

5 s .

E 30 A 1
o] -

8 25 | /‘/’F' 4
zZ 20 P ,4‘"// b
o

& 155 .
g

< 10 1 1 L 1 1 A

30 40 50 60 70 80 90 100 110 120
Number of Nodes in the network

Figure 4.8: Comparison of analytical estimation and simulation of the number of RREP

packets for one communication link

network.
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Chapter 5

HDSR: Hierarchical Dynamic Source
Routing

5.1 Introduction

During the route discovery phase of an on-demand routing protocol, the source node floods
the networks with route request messages, and all the neighboring nodes of the source node
are obligated to rebroadcast the route request (RREQ) message to their neighbors and so
on, until the destination node replies back to the source with routing information. Such
flooding can consume significant amount of already scare bandwidth of the wireless channel.
One of the problems of reactive routing is the large end-to-end delay. That is because the
routes are discovered (if they are not in the source nodes cache) after packets are generated.
When that is coupled with flooding during route discovery phase, the end-to-end delays
are larger than what a proactive routing can usually provide. These two problems may
be acceptable for small networks, but when the networks get larger, they can significantly
reduce the performance of the network, and they do not allow the network to scale well.
That is why new solutions are needed to mitigate routing overhead and large end-to-end

delays.
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Our approach improving the performance of reactive routing, particularly in DSR, is
to introduce hierarchy. The new protocol derived from DSR, called Hierarchical Dynamic
Source Routing (HDSR), limits the number of nodes that participate in the route discovery
of the protocol, which in turn reduces overhead and delay compared to DSR. Nodes that
participate in route discovery, and eventually forward packets, are called Forwarding Nodes
(FNs). Nodes that are the source and the destination are called Mobile Nodes (MNs). That
architectural change provides HDSR to reduce the routing overhead significantly because
the number of nodes that are involved in the route discovery is smaller and they can find
and return routes faster to the source. That can reduce the end-to-end delay too. In
addition to, MNs do not need to acquire and maintain any statistical information about
the neighbors or do not need to send maintenance messages or location information about
the neighbors. Such reductions could significantly save bandwidth of the network, hence
improve the throughput of the network. Such changes were already implemented for AODV
in [28], and yielding promising results.

In this chapter, we provide insight in overhead of on-demand routing protocols for
random ad hoc networks, where nodes are randomly distributed in the network. That insight
is important because we need to know what are the limits of HDSR when compared to DSR
(in general, hierarchical compared to flat routing). Previously, estimating overhead in ad
hoc routing was investigated by [72] and [74]. In [72], a topology model called Manhattan
grid model was used to analyze the routing overhead. Although that study provides very
good insights, the topology model is deterministic and may not capture effects introduced
by random network. But in our work, we provide a framework for random networks, and
our analysis is based on the random locations of the nodes. In [74], a hierarchical routing
overhead has been analyzed but their results are not relevant to our case, because our
hierarchical model is different from the models that are mentioned in that paper. For
example, in [74] overhead due to cluster formation and cluster maintenance (e.g., “Hello

messages” etc.) have been analyzed, which are not present in our work.
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5.2 Description of HDSR

In the HDSR protocol, we classify the participating nodes of the network as Mobile Node
(MN) and Forwarding Node (FN). We assign different functionalities to those nodes de-
pending on what type of node they are. MNs initiate route discovery. FNs help them to
find source route to the destination MN. The destination MN replies back through the FNs
to source MN. Once a source discovers the routes, it starts sending packets to the destina-
tion. FNs agsist the MN to forward packets to destination MN. Route discovery and route
maintenance in HDSR are different from those in DSR.

When a source has data packet to send to a destination, if there no route in its route
cache, it initiates a route discovery by transmitting a ‘RREQ packet’ as a local broadcast
packet. Only FNs, which are within the range of the source can receive the broadcast packet.
MNs that are also within the range of source and are not the destination of this packet,
discard the broadcast message and do not broadcast further. Only the FNs re-broadcast the
request to other FNs unless the destination MN receives this RREQ packet. The destination
MN then replies back to the source MN through the FNs. After receiving the route reply
(RREP) packet, the source MN records the source route in its cache and starts sending
packets to the destination MN using the source route that it has just discovered.

Route maintenance is performed by FNs only. When the FN node detects that the next
link from itself to the next MN or FN is broken, it updates its own route caches by marking
all the paths that use the broken link as invalid and sends route error (RERR) message to
the source MN and all other FN that uses the broken link for packet transmission. We will
now explain how HDSR reduces overhead packet during the route discovery processes and
prevent RREQ and RREP flooding.

Figure 5.1 shows how a route is discovered in HDSR. In this scenario, nodes 1, 2, 3, 5 and
6 are MNs and nodes 4 and 7 are FNs. Route discovery is initiated by MN-1 to find a source
route to destination MN-8. MN-1 transmits the RREQ packet as a local broadcast message.
MN-2, MN-3 and FN-4 are within the range of MN-1. MN-2 and MN-3 are restricted not
to re-broadcast the RREQ further. They are not a forwarding node, and they are not the
destination as well. Only FN-4 will rebroadcast the request packet after adding itself in the
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Source Destination

Figure 5.1: Limiting RREQ storming in HDSR

request packet. Only FN-7 will accept the RREQ packet, because it is the only FN within
the range of FN-4. FN-7 rebroadcasts the request packet and the RREQ packet finally
reaches the destination MN-8. MN-8 replies back to source node. Upon receiving the reply
packet, source MN-1 records its route cache and starts sending packet through the source
route it has just learned from the reply packet. In this case only three broadcast messages
are generated. Redundant RREQ broadcasting by MNs except the source MN have been
eliminated in HDSR, which saves bandwidth by reducing packet collision.

Figure 5.2 illustrates how RREP flooding is prevented in the HDSR protocol. In this
case there is only one FN and all other nodes are MNs. Route discovery was initiated by
MN-1 to find a source route to the destination MN-7. MNs 2, 4, 5, 6 and FN-3 are within
the range of MN-1. Assuming that each MN and FN has a source route in its cache. For
instance node 6 has an entry in its cache that indicates a route to node 7 through node
5. In DSR, when a nodes receives a RREQ to a destination and it has a route to that
destination in its cache, it will reply to the originator of the RREQ and provides its cache
information. In the HDSR protocol, only FN-3 will reply back to MN-1 in contrary to
replying procedure used in DSR where all the MNs reply back to MN-1. All other MNs,
which receive the RREQ message, will discard that RREQ message. MN-1 starts sending
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packet to destination MN using the route 1-3-7. Thus RREP flooding is limited in HDSR

when each node replies from its route cache.

5.3 Results for Static Scenarios

In this section, we present our simulation results for Static Scenarios. We kept node densities
constant in the network when we increased the number of MNs in the network to measure
the scalability of the routing protocols. For example, the area is 1500 by 500 meters when
the number of MNs is 60, and it is 1500 by 750 meters when the number of MNs is 80.
Traflic sources are Constant Bit Rate (CBR) with 512 bytes per packet. We varied the
packet generation rate to measure the network performance under different traflic loads.
The source-destination pairs are spread randomly over the network but the number of pairs
are constant during each simulation scenario. Each CBR source starts randomly at the
beginning 0 to 10 seconds of the simulation and each simulation runs 300 seconds. In

order to increase the reliability of the simulations, each connection scenario is simulated

55



5. HDSR: HIERARCHICAL DYNAMIC SOURCE ROUTING

10 different times with new randomly selected node topologies, and reported results are
the average of these 10 simulation. Testing the same connection scenario under different
topologies also gives some indication about how HDSR will perform when the nodes are
mobile. In HDSR, there are FNs in additions to MNs and locations of the FNs are chosen
randomly as well. When we compare the performances of these two protocols, we reported
number of mobile nodes in both cases but the number of FNs were reported separately in
HDSR. We modified NS-2 source code to implement HDSR protocol. Our starting point
was DSR protocol that was provided by NS-2. During this phase, we investigated all the
functions that a mobile hosts need to do for implementation of DSR. then we modified route
discovery and route maintenance functions of DSR to create HDSR. In HDSR, all routing
and forwarding functions are performed by FNs. MNs only implement routing functions if
and only if they are either source or destination. For example, MNs initiate RREQ, reply
to RREQs and accept RERR messages if they are either source or destination.

As we stated in the previous sections, one of the problems with DSR was generation of
large number of overhead packets during the route discovery phase of the protocol. The
number of overhead packets increases with the number of nodes in the network. The high
number of overhead packets would cause higher end-to-end delay and lower throughput and
delivery ratios. The HDSR and DSR protocols were tested in scenarios with differing traffic
loads (i.e., packet generation rates). We wanted to test the metric performance such as
throughput, delay and packet delivery ratios of HDSR and compare these with those of the
DSR. We considered 40 MNs in the area of 1000 by 500 meters. All MNs are either source
or the destination. In other words, there are 20 communication pairs in this network. There
are additional 4 forwarding nodes (FN) in HDSR scenarios. Figures 5.3 to 5.7 are given to
show the performances of these two protocols under differing traffic loads in the network
with 40 MNs explained as above. Figure 5.3 shows the throughput of the network for packet
generation rates. Networks with DSR routing protocol tend to get congested and unstable
at lower traffics comparing with the same network while the HDSR has been chosen as the
routing protocol. Although the throughput of the network with DSR is slightly higher at

low rates, the DSR could only be operational and stable up to rates of 2 packet per second.

56



5. HDSR: HIERARCHICAL DYNAMIC SOURCE ROUTING

550 , ‘ , | | |
500 HDSR - /)
450 | ]
400 | o _
350 | d
300 | )

250 1
200 1
150 r
100 )
50 1 >( ]

O 1 1 1 1 i ]
0 1 2 3 4 5 6 7

Packet Rate (Packet/Sec)

Throughput (Kbits/Sec)

Figure 5.3: Throughput versus packet generation rate for 40 MNs scenarios

But HDSR performance increased constantly with increasing rates. The increased number
of FNs in the system improved throughput but even with small number of FNs (4 FNs
in these figures), HDSR easily outperformed DSR after 3 packet per second rates. The
throughput of the network with HDSR reached a plateau of 500 Kbps and stayed there
after any rate increase but for brevity these rates are not included in the plots.

Figure 5.5 shows delay performance of the same 40 MNs network. With HDSR, the
average delay per packet was around 30% lower at very low traffics (i.e. packet per second)
compared with DSR. DSR delay performance increases sharply when the packet generation
rate passes 1.5 packet per second. At moderate and high traffic loads network with DSR
routing protocol has delay per packet around 100 times more than that of the same net-
work with implemented HDSR. Figure 5.7 shows the delivery ratios of the scenarios whose
throughput and delay performances discussed above. As that figure reveals, the delivery
ratio of the DSR drops to very low (close to zero) at low traffic loads, but at even relatively
high traffic loads, the HDSR provides more than 40% delivery rates. The HDSR protocol
provides consistently higher packet delivery ratio in all different packet generation rates.

To show the effect of increasing in the number of forwarding nodes in the HDSR protocol
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Figure 5.4: Throughput versus packet generation rate for 80 MNs scenarios

we also include the 80 mobile node network simulation results. We simulated the 80 mobile
nodes in the area of 1000 by 2000 meter with differing the packet generation rate (offered
load) and 20 communication pairs. For the HDSR scenario 8, 12, 16 or 20 FNs have been
considered. The FNs and MNs are being uniformly distributed in the area of the network.
The reported results are the average of at least ten simulation runs with different topologies
of the MNs and FNs. Figures 5.4 to 5.8 are given to show the performances of HDSR and
DSR protocols for the above explained 80 mobile node scenario. Here due to the higher
size of the network and high number of sources, the throughput of the network with DSR
routing protocol would not pass 100 Kbps, and due to very high number of routing packets
the network will be congested at the very low packet generation rates (i.e less than one
packet per seconds) as depicted in Figure 5.4. The higher number of FNs would provide
more throughput and more routing overhead and higher delay. Figure 5.6 shows the average
delay per packet of the 80 MNs network. As it can be observed, the delay per packet of
the network with DSR protocol jumps very soon to the range of a couple of seconds. When
HDSR was chosen as the routing protocol for the same 80 MNs network, the average delay

per packet not only experienced an increase with the packet rate but also stayed in the range
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Figure 5.5: Average delay versus packet generation rate for 40 MNs scenarios

of milliseconds even with heavy traffic loads (i.e. packet generation rate more than 8 packet
per seconds). Delay performance of HDSR with 8 FNs is half of the delay performance of
HDSR with 20 FNs. The average delay with the small number of FNs in HDSR was lower
compared to delay with large number of FNs. That result demonstrates correctness of our
hypothesis that “limiting number of nodes that are involved in routing discovery reduces
the delay” because with low number of FNs, route discovery phase takes less amount of time
to return the routes. But we need to emphasize that large number of FNs has improved the
throughput. We can say that there is a trade off between number of FNs and throughput
and delay performances of the HDSR.

Figure 5.8 depicts the delivery ratios of the scenarios whose throughput and delay per-
formances discussed above. As it can be seen, the delivery ratio of the network with DSR
protocol drops at very low packet generation rate to less than 5%, while the delivery ratio
of the network with HDSR routing protocol is above 50% at moderate loads and above 30%
at heavy loads. Here it can be easily noticed that all three performance metrics are getting
worse for DSR with packet generation rates more than 0.5 packet per second. Surprisingly,

the delivery ratio of the lowest number of FNs scenario with HDSR, was better than all the
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Figure 5.6: Average delay versus packet generation rate for 80 MNs scenarios

others. That suggests that HDSR even with small number of FNs can provide significant
performance improvements.

After observation of the above improvements in performance metrics of the HDSR rout-
ing protocol, we would like to investigate the reasons of these improvements. Therefore we
designed an experiment to monitor the routing overhead packets such as RREQ, RREP and
RERR packets. Figures 5.10, 5.11 and 5.12 show the number of RREQ, RREP and RERR
packets respectively when the packet generation rate increases for the same above scenarios.
The addition of these three kind of packets makes the routing overhead shown in Figure 5.9.
As it is depicted in Figures 5.10 and 5.11, the number of RREQ packets and RREP packets
sharply increase when the packet generation rate is more than 2 packet per seconds. Since
in DSR protocol all nodes who hear a request will send a reply back to the originator, the
number of RREP packets is five times more than that of HDSR for heavier traffics. Due
congestion problem in DSR, the number of RERR packets is much higher compared with
that of HDSR for all different packet generation rates. For instance, the number of RERR
packets in HDSR protocol is around five times at low rates and around hundred times at

higher rates lower than that of DSR. Figure 5.13 shows the number of MAC layer frames
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Figure 5.7: Packet delivery ratio versus data packet generation rate

(CTS, RTS, and ACK) in the 40 mobile node network for the whole simulation time. We
should consider that although the size of these frames are small but they are consuming
bandwidth and can be the source of higher delay in the routing protocols. The MAC load
is much larger in DSR than that of HDSR.

In order to compare the scalability of the HDSR with DSR, experiments are designed by
varying the number of nodes. Figure 5.14 and Figure 5.15 show results of those simulations
related to the routing overhead and the average end-to-end delay versus different number of
MNs in the network. In every scenario, all of the MNs are in communication and the node
densities are the same. For instance for the 40 node network there are 20 communication
pairs and so on. Since the DSR end-to-end delay is very high at even average packet rates,
we chose the packet generation rate as one packet per second to have a better scalability
comparison. The two figures clearly demonstrates that the HDSR significantly reduces the
routing overhead and the average end-to-end delay compared to DSR if the number of nodes
increases in the network. The overhead is relatively constant in HDSR but increases steeply
in DSR with increase in the number of nodes. Overhead of DSR is 6 to 8 times more at 60

nodes, and 24 times more at 80 nodes compare to HDSR. We have seen similar patterns in
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Figure 5.8: Packet delivery ratio versus data packet generation rate for 80 MNs scenarios

other simulation scenarios. The average delay per packet seemed to be higher in DSR in all
cases. It is observed that the average delay with DSR protocol will critically increase when
the number of mobile nodes increases to 80 while the HDSR protocol seems not to be very

sensitive to the increase in the number of nodes.

5.4 Results for Mobile Scenarios

In this section, HDSR simulation results of scenarios with mobile nodes will be presented.
Traffic sources are Constant Bit Rate (CBR) with 512 bytes per packet. The mobility
model uses the Random Waypoint Model (RWM) in a rectangular field. In this model each
node starts its journey from a random location to a random destination with a randomly
chosen speed, which is uniformly distributed between 0-20 meter per second (m/s). When
the mobile node reaches its destination it stays at that location for the period of a pause
time, p seconds, and then it chooses another random destination and moves toward this new
destination with a new randomly chosen speed. We vary the pause time p, which affects

the mobility scenarios. Fach CBR source starts randomly in the first ten seconds of the
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Figure 5.9: Routing overhead versus packet generation rate

beginning of the simulation and simulation runs for 600 seconds. In order to increase the
reliability of the simulations, each connection scenario is simulated 10 different times with
new topologies and different mobility scenarios. The reported results are the average of
these 10 simulations. In order to obtain these new simulation environment, we modified
the NS-2 source code to suit our needs, and at the same time implemented HDSR protocol
and hierarchical architecture.

Figures 5.16, 5.17, and 5.18 show performances of simulations of 80 MNs scenarios
versus the pause time of mobile nodes. The size of the rectangular area that mobile nodes
are located is 1000 by 1000 meter. There are 20 CBR sources with data packet rate of 2
packets per seconds. In HDSR, there are 12 FNs in additions to MNs and locations of the
FNs are chosen randomly as well. Figure 5.16 shows the routing overhead in HDSR and
DSR. The overhead in HDSR is consistently lower than DSR in all scenarios, and for this
scenario it is approximately 50 times lower. We repeated these experiments with differing
number of nodes, and we found that overhead improvement in HDSR is higher when the
number of nodes in the network grows. The difference between HDSR and DSR overhead

increases when the mobility is higher (i.e., shorter pause times). Due to the higher number
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Figure 5.10: Number of RREQ Packets versus packet generation rate

of routing overhead packets, the network with DSR. routing protocol has lower bandwidth
for data packets, which we think adversely affects performance metrics in DSR compared
with HDSR. For example, throughput of the network with HDSR is improved 3 times in high
mobility and 20-30 percent in low mobility cases compared with that of DSR (Figure 5.17).
In different scenarios, the throughput is always better with HDSR. The average end-to-
end delay is also improved with HDSR. Figure 5.18 shows the average end-to-end delay of
scenarios with 80 mobile nodes. In that case, the delay in DSR is 3 times higher than that of
HDSR for very high mobility (i.e., pause time less than 50 seconds) and few tens of times in
low mobility cases. Delivery ratios of HDSR was better than DSR too. We also repeated our
simulations choosing scenarios similar to [21] and [22]. Figure 5.19 shows how HDSR saves
overhead in a 50-node scenario, which results better throughput (Figure 5.20). The number
of FNs in the network naturally affects the performance of HDSR. We varied the number
of FNs in a 50 node network where the mobile nodes are moving with zero pause time. We
observed that increasing the number of FNs in the network improves the throughput up to
a certain point. After that point (9-11 FNs), increasing the number of FNs will increase the

routing overhead and deteriorate the performance, which is depicted in Figure 5.21. That
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Figure 5.11: Number of RREP packets versus packet generation rate

is why we think that distribution of FNs in the network is important for optimization of

the performance figures, but this study does not focus on the optimization problem.

5.5 Summary

In this chapter, a new routing protocol based on Dynamic Source Routing (DSR) for het-
erogeneous ad hoc networks was presented. HDSR, limits the role of nodes during the
routing discovery phase of the protocol, consequently increases the routing efficiency. We
have shown via computer simulations that the HDSR improves network performance fig-
ures, namely throughput, delay and packet delivery ratio significantly. In HDSR protocol,
introduced in this chapter, FNs are randomly distributed and pre-selected; which is the case
for heterogeneous networks. But in Chapter 6 and Chapter 7, game theory will be used to

select FNs dynamically based on desired network performance.
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Chapter 6

Forwarding Dilemma Game in Waireless

Ad Hoc Networks

6.1 Introduction

In this chapter, we propose a mechanism to reduce flooding in the reactive routing protocols
by applying game theory. Game theory is not new to the area of telecommunications and
wireless networks. It has been used to model the interaction between users, to eliminate the
selfish nodes and to coordinate nodes in ad hoc networks. The topology control problems
in ad hoc networks were studied and modeled as non-cooperative games in [85]. In that
model, network nodes get to choose their power level to ensure the desired connectivity.
The model was divided into connectivity and reachability games. In the connectivity game,
nodes choose power levels that sustain connection to other nodes while minimizing their
costs. In the reachability game, each node tries to reach as many other nodes as possible,
while minimizing its transmission range. A cooperation enforcement mechanism based on
game theory was proposed in [86] and [87]. Those mechanism provide the study and anal-
ysis strategies for cooperation and packet forwarding enforcement among nodes. Basically,

a node analyzes the past behavior of its neighbors as well as the availability of its resources
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prior to choosing its next action. Additionally, the cooperation game was described and
investigated in [86] as a repeated game for ad hoc networks with a tit-for-tat (TFT) strategy
applying cooperation enforcement. It was shown that by implementing such a strategy in
the ad hoc network, a node will not forward more packets than it sends on average. In [87],
nodes of the network were classified based on their energy level. Normalized acceptance
rate (NAR), the ratio of the number of forwarded packets by the node to the number of
forward requests, was considered as an evaluation metric for every node. Generous tit-for-
tat (GTFT) strategy was investigated in cooperating repeated game in [87] as well. It was
proved that GTFT is a Nash equilibrium and converges to the rational and Pareto opti-
mal NARs. In [95], a game theoretic framework based on the Nash bargaining game was
introduced that solved the selfishness problem while reserving bandwidth in the forward-
ing node’s neighborhood. The authors showed that Nash Equilibrium could be considered
as a pricing scheme that provides optimality in bandwidth reservation and, that apply-
ing the game theoretic model efficiently eliminated selfish nodes. Saraydar, Mandayam,
and Goodman considered the uplink power control problem in a single-cell code-division
multiple-access (CDMA) wireless data system with N users [88]. They showed that the
Nash equilibrium of the noncooperative power control game with pricing was a stable so-
lution. In [89], they extended their work to a multi-cell environment. A game theoretic
approach for the analysis of slotted Aloha with selfish users was proposed in [96]. It was
shown that the performance of the selfish slotted Aloha system is near optimum, and the
system performance is close to the best non-game theoretic systems. In [90], slotted Aloha
with multi-packet reception was studied and it was proved that the stability of a slotted
Aloha system with multipacket reception and selfish users is dependent on the transmission
cost of a packet. It was also shown that the throughput of a MAC protocol with selfish
users could be lower than that of other slotted Aloha implementations. A one-shot random
access game was introduced [97] that analyzed the behavior of the nodes using the tools
of game theory. It was shown that mixed strategy Nash equilibrium provided the focal
equilibrium among 2" — 1 equilibrium points of the game, and that it had fairness property

as well.
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In this chapter, a game theoretic framework called Forwarding Dilemma Game (FDG)
will be introduced where wireless nodes of the network are the players of the game. The
game is played when a node receives a flooding packet from other nodes in the network.
The player has two strategies to play: (1) forward the packet or (2) drop (not forward) the
packet. The FDG has three components: (1) Number of players, N, the number of nodes
that are receiving the flooding packet, (2) forwarding cost, and (3) network gain factor, G.
Mixed strategy Nash equilibrium will be employed to provide the probability of forwarding
the flooding messages. In order to enable nodes to discover the number of the players of the
FDG game, a Neighbor Discovery Protocol (NDP) will also be introduced. In NDP, wireless
nodes use either medium access messages or HELLO messages that are inherent in some of
the routing protocols such as AODV and WRP [91]. In this chapter, FDG is implemented
in AODV with existing HELLO messages where these messages are used for NDP with
slight modification. FDG limits the number of nodes that participate in the route discovery
of the protocol without disturbing the connectivity. By conducting connectivity tests, we
verified that FDG not only improved connectivity in dense networks but also improved the
network performance. This architectural change reduces the routing overhead significantly,
helps nodes to find routes faster and reduces contention in the MAC layer. All of these
would reduce the end-to-end delay of the data packets.

The rest of the chapter is organized as follows: Section 6.2 discusses the proposed
Forwarding Dilemma Game. Section 6.3 presents the implementation of the FDG in AODV
protocol. Section 6.4 investigates an optimum value for the network gain factor, G, through
analysis and simulations. Section 6.5 presents the connectivity analysis results of FDG.
Section 6.7 presents NS-2 simulation results for the proposed protocol and compares the

results with those of AODV.

6.2 Forwarding Dilemma Game

In MANETS, the connection between the nodes is established by the flooding of data packets
or control packets (route discovery part of the reactive routing protocol). In either case,

flooding or re-broadcasting is the most reliable technique to transfer data packets to the
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destination or find a route between source and destination. Figure 6.1 depicts a portion
of a wireless ad hoc network where a source node, S, has a data packet to be sent to
a destination node that is located outside of its wireless transmission range. Nodes that
are located in the wireless transmission range of source node S are neighbors of S. If the
routing protocol is simple flooding, S will broadcast the data packets and then these data
packets are re-broadcasted by every neighbor of S, and every other node that receives them
from the neighbors of S until they reach the destination. When reactive routing protocols
such as DSR or AODV are utilized, instead of broadcasting data packets, S initiates a
route discovery protocol that involves broadcasting smaller route request (RREQ) packets.
The RREQ packets are rebroadcasted (i.e., flooded) by neighbors of S and any other node
that receives the RREQ from neighbors of S. When the RREQ arrives at the destination
node, the path is discovered from the route that RREQ traveled through to get to the
destination. Then the destination node sends the discovered route to the source node using
the route reply packet (RREP). When the source node receives the RREP, it starts sending
data packets through the route that was returned by RREQ. If the network is dense, there
will be a lot of redundant broadcasts of RREQ and RREP packets. That redundancy
not only makes the route selection complicated but also degrades the overall performance
of the network because of the shared wireless channel. In a shared medium, overhead
packets increase delay per packet and the number of collisions which degrades the packet
delivery ratio and throughput. Here, we investigate if a game theoretic packet forwarding
model in a multi-hop network can be used to minimize the degrading effect of flooding in
dense MANETSs. Game theory has been widely applied in economics, social science, and
biology [76, 77], and [78].

Here, a forwarding game is defined as:
G = {N, (Si)ien, (Us)ien}, (6.1)

where N is the number of participating wireless nodes (players of the game), S; is the
strategy set, and U; is the utility function for the node (player) i. Strategy S; is the action
set of the node 7 and S; = {0,1}, where S; = 1 denotes that node 7 is forwarding while

S; = 0 denotes that node 7 is not forwarding the flooding packet. If the node chooses to
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Figure 6.1: Forwarding game played among neighboring nodes of the source node S

forward, it is called a Forwarding Node (FN) or a Mobile Node (MN). Node ¢ will receive
utility U; upon choosing a strategy. The game defined in Equation (6.1) is played whenever
arbitrary node 4 receives a packet p; that is destined for node k from node j. Here node i
needs to make a decision whether to forward p;; or not. The number of players of the game
is the number of nodes that receive p;; in the same time slot as node i.

It is desirable that only a limited number of neighbors of the source node participate
in forwarding. This strategy will improve resource utilization by reducing the number of
overhead packets, which in turn improves the performance of the network. The problem is
the selection of the necessary number of neighbors. This problem is similar to a situation in
public economics where players would like to save their resources. Only some contributors
are needed to bear the cost while the benefit is enjoyed by all players. In a voluntary con-
tribution game, each person in a group must decide whether to make a costly contribution
that is benefited by all the group members, or whether to rely on others’ contributions.
Diekman [98] and [99] introduced a game in which a collective good can be provided by

a volunteer from a group of players. Here, Diekman’s game is adopted to the game of

75



6. FORWARDING DILEMMA GAME IN WIRELESS AD HOC NETWORKS

forwarding or not forwarding a flooding packet and is called Forwarding Dilemma Game
(FDG). In this game, every node in the network has a cost for re-broadcasting packets for
other nodes. Because of the forwarding cost in the model, neighbors will not forward the
“flooding packet” right away, but expects other neighboring nodes to forward. Let N > 1
be the number of players. Arbitrary player ¢ chooses between forwarding (S; = 1) and not
forwarding (S; = 0). A node that forwards bears a cost of f(c), where c is the forwarding
cost and f(.) is a decreasing function. Utility G; denotes the gain or benefit that node ¢
receives if at least one of the players of the game spends forwarding cost and forwards the
packet. A virtual currency, called nuglets, introduced by Buttyan and Hubaux [92] can be
used to define gain G. Utility of node 7 in FDG is defined as

Gi - f(Cz) ifSi =1
Ui(S)=¢ G; if S; = 0, and3 S; = 1for somej # i , (6.2)
0 if §; = 0 for all j

where N players are neighbors of the originator of the flooding packet that are receiving
the flooding packet in the same time slot. G; and f(c;) are the utility and cost function for
arbitrary node i, related to the flooding packet under process. The game has N equilibria,
with exactly one forwarding node and N — 1 mobile nodes. There exists also a mixed strat-
egy equilibrium. If arbitrary node ¢ forwards the flooding packet with probability p;, the

expected utility of node ¢ can be written as

E[U:] = pi (Gi— f(e)) + Gi | A —p)A =T A -py)) | - (6.3)
J#i

The best response function for the players can be written as

OEU] _

. = fle) + G [] (- pp) (6.4)

J#

Setting the derivative equal to zero, we get the following system of equations

fle) =G [ (1 -py). (6.5)
o
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If we denote \; = £ g:) and ¢; = (1 — p;), the system of Equation (6.5) can be written as

.
G5Oy Oy = A

65 Ay dy = A,

G Ayoaldn = Ay

[ ©% - Ay alOn_y = A

If we multiply the above N equations, we can write:

N-1
(q1q2q3...qN_1qN) =X A A (6.7)

The forwarding probability of arbitrary node %, p;, can be written by substituting Equation

(6.6) in Equation (6.7):
N—1/H§V:1 /\j

=1
b Y

(6.8)

The cost function f(c) is considered a decreasing function to encourage nodes with lower
cost to increase their forwarding probability. In the case where the gain and forwarding
cost of the nodes are equal (A = Ay = -+ = Ay), Forwarding Dilemma Game (FDG) will
be symmetric and can be depicted in a matrix form in Figure 6.2. Please note that source
node S is not necessarily the originator of the packet and it could be any intermediate node
that is forwarding a flooding packet, such as RREQ packets. Player one (row player) in
the FDG game of Figure 6.2 is any node that has received a “flooding packet” and needs
to make a decision to forward or not forward that packet based on the forwarding game.
The column player of the forwarding game of Figure 6.2 are other (N — 1) neighbors of S.
If player 1 forwards, its utility will be G — C regardless of the action of other neighbors. If
none of the neighbors forwards, then all of them lose and receive a payoff of 0. It is assumed
that C < G, so each node would prefer to forward if no other node does. But if one node
is expected to forward, then each of the others would prefer to “free ride” and would not

spend their energy and occupy unnecessary bandwidth.
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“N-1” Other Players

Player 1
“All” Not Forward At least “one” Forwards
Not 0 G
Forward
Forward G-C G-C

Figure 6.2: Symetric Forwarding Dilemma Game (FDG) matrix.

Forwarding game depicted in Figure 6.2 has N equilibria, where only one node forwards
and the other nodes do not forward. Since the players (nodes) make independent decisions,
the strategy chosen by the players is unknown by others. On the other hand, since G—C > 0
and G > G — C, there exists no dominant strategy. In a symmetric mixed strategy Nash
equilibrium for the forwarding game of Figure 6.2, let us denote the forwarding probability
(probability that a player plays the “Forward” strategy) as p, consequently probability that
a players plays the “Not Forward” strategy is (1 — p). All of (N — 1) other players will not
forward with probability of (1 — p)N—!. Therefore, we can write the probability of having
at least one forwarding node out of the (N — 1) neighbors as 1 — (1 — p)¥—!. With that,

the mixed strategy Nash equilibrium can be constructed as follows

G—C=G(1~(1—p)N_1). (6.9)

From the above equation, the probability of forwarding can be calculated as
C\ 71
=1—-1|= . 6.10
r=1-(g) (6.10)

78




6. FORWARDING DILEMMA GAME IN WIRELESS AD HOC NETWORKS

Increasing G

o o o
= S ©

Forwarding Probability

o
(V)
T
1

00 5 10 15 20

Number of neighbors

Figure 6.3: Forwarding probability changes with node density of the network and the defined
gain G for the nodes, C=1

In Equation (6.10), since C < G, then % < 1. Therefore, the probability of forwarding
for an arbitrary node decreases when the number of neighbors, N, increases. For example,
in the limiting cases, while N is changing from 1 to infinity, the probability of forwarding
will be changing from 1 to 0. Figure 6.3 depicts the forwarding probability that is given in
Equation (6.10) with increasing number of neighbors of the source from 1 to 20 for different
values of network gain, G. When the number of neighbors of the source is lower, the
forwarding probability is higher. For example, for N = 1, regardless of the value of G and
forwarding cost C, the forwarding probability will be 1. In a denser network, the number
of neighbors of the source will be higher than 1, and every node will reduce its forwarding
probability. For example, for N = 20, the forwarding probability can be between 0.3 to
0.8, as shown Figure 6.3, based on the parameter G that was defined for the network.
This defines G as an important parameter that controls the decision process in the node,
consequently routing overhead in the network. The critical selection of the value for G and

its effect on network performance will be investigated in the following sections.

79



6. FORWARDING DILEMMA GAME IN WIRELESS AD HOC NETWORKS

6.3 Implementation of Forwarding Dilemmas Game in AODV

In this section, the implementation of the Forwarding Dilemmas Game (FDG) into AODV
routing protocol is explained. In the structure of AODV protocol, HELLO messages are
periodically broadcasted by nodes and are used for link monitoring. When node A receives
a HELLO message from node B, it discovers that node B is in its wireless transmission
range and therefore its neighbor. On the other hand, not receiving a HELLO message
from a node is interpreted as a broken link. In order to utilize AODV HELLO messages to
obtain neighbor information for FDG, a neighbor discovery protocol (NDP) is introduced
in Figure 6.4. In NDP, it is assumed that the links are symmetric. The source ID of the
sender is deciphered from the header of the HELLO messages. Every node generates a
time-stamped list of its neighbors (i.e, the source ID of the HELLO message that it has
received). The neighbor list is updated periodically and outdated entries are removed. The
number of neighbors of a node is the number of entries in the updated neighbor list.

In order to implement the FDG, the route discovery process and the structure of RREQ
packets in AODV protocol is modified. An extra field is added to the RREQ to carry the
number of neighbors of the source node. Figure 7.8 shows the modification in the route
discovery process of AODV. When a source node generates a RREQ packet, in addition to
its ID, it also inserts the number of its neighbors NV into the RREQ packet. That is also
done at the intermediate nodes. When the RREQ packet is forwarded by an intermediate
node, the number of neighbors of the intermediate node as well as its ID is inserted into the
related fields of the RREQ packet. When the RREQ is received by other nodes, the number
of neighbors, N, of the originator (forwarder) of the RREQ can be discovered. Using N in
Equation (6.10), the receiver of the RREQ can calculate the probability of forwarding for
that RREQ. Then the forwarding probability is compared to a generated uniform random
number to make the forwarding decision.

In AODYV protocol, if the source node does not receive a RREP from the destination for
any reason (e.g link quality), it initiates another RREQ. Nodes that did not forward the

RREQ in the previous round increase their forwarding probability by 20 percent each time
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1 ReceiveHelloMessage(*Packet Hello)}{

2 // Extracting the source of the packet

3 Sourcel D=Hello — src;

4 Call CreateNeighbor List(Sourcel d);

5}

¢ CreateNeighborList(T'hisNeighborId) {

7 - //search the list and add it if it is not in the list.

8 if (SearchNeighborList(ThisNeighborId)=0) {

g . for i = 1 to ListSize

10 . {

1 - . . //Find the end of the list and add it there
12 - . . if (NeighborList[i] — NeighborId = emty)
13 . . {

14 - . . . MyNeighborList[i] — Neighborld=Sourceld
5+ - - - MyNeighborList[i] —» Time=CurrenTime
16 . . . break;

17 . . }

18 M }

19 - }

20 }

21

22 Bool ScarchNeighborList(ThisNeighborId) {

23 for i = 1 to ListSize

{
25 - . if (NeighborList[i] — NeighborId# ThisNeighborId)

27 . . //This was already in the list

28 ¢ . . MyNeighbor List[i] — Time=CurrenTime
20 - . . return 1;

ao - . . brca.k;

31

32 - . else {

33 - . . return O;

34 . }

35 - }

36 }

a7 UpdateNeighborList(Nodeld) {

ag - //Entries older than EzpPeriod seconds are expired
39 Ezxpired =CurrenT'ime -EzpPeriod

10 - for i = 1 to ListSize

41

4z - . if (Nodeld — MyNeighborList[i} — Time < ExpiredTime)
43 .

e . . //remove this neighbor from the list

45 . }

16 - }

48 //This function is called when a node needs neighbors count
19 CountMyNeighbors(MyNodeld){
50 - Call UpdateNeighbor List(MyNodeld)

51 - for i = 1 to ListSize {
52+ . if (MyNodeld — MyNeighborList[i] — NeighborId # Empty)
53 - - NeighborCount ++;
54
55 - return NeighborCount;
56
}

Figure 6.4: Integerating NDP with AODV
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n=8 | AODV RREQ
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Figure 6.6: Simple topology, S and D are source and destination nodes

that they hear that RREQ is re-broadcasted by the source!.

In order to explore the idea of the FDG@G, let’s consider a scenario that is illustrated in
Figure 6.6. Here, source node S has a data packet to be sent to a destination node D.
Since S does not have a route for node D, it broadcasts a RREQ packet that contains the
number of its neighbors in the neighbor field of the RREQ.

In this example node S has only one neighbor. Node S broadcasts the RREQ packet
and this packet is received by node 1. Node 1 extracts the number of neighbors of node
S from the neighbor field of the RREQ packet. Since N = 1, and the only recipient is
node 1, the probability of forwarding is equal to one and the RREQ is forwarded by node
1. While node 1 is rebroadcasting the RREQ), it changes the neighbor field of the RREQ
to 7. The broadcasted RREQ from node 1 is received by nodes 2, 3, 4, 5, 6 and 7. These
nodes can find the number of the recipients of this RREQ packet (number of players of the
game) by looking at the neighbor field of the RREQ packet. Each of these nodes calculates
the forwarding probability similarly and will forward the RREQ packet with a probability
of 0.6838. If the RREQ is forwarded, the neighbor field is also changed. In order to reach

node D, only one node among nodes 2, 3, 4, 5, 6, and 7 is needed to forward the RREQ
packet.

!We performed extensive NS-2 simulation and concluded that the 20 percent increase in the forwarding

probability in each round provides an efficient trade off between flooding and disconnectivity.
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6.4 Disconnectivity versus Greedy Flooding: Optimum value

for G

In the previous section, the forwarding dilemma game (FDG) and a mixed strategy Nash
equilibrium as the solution of this game were explained. The probability of forwarding for
every node, derived in Equation (6.10), depends strictly on the network gain parameter
G. Without the loss of generality in this investigation, it is assumed that forwarding cost,
C = 1. The investigation shifts to determining the range of values for parameter G, such
that network connectivity is established with minimum routing overhead. When G is low,
the forwarding probability is low, which might cause isolated nodes and disconnectivity in
the network. In this case, the cost-gain ratio % is not large enough to encourage selfish
nodes to forward a packet for others. On the other hand, for high values of G, nodes increase
their forwarding probability to obtain high utility value. When G — oo, the performance of
the protocol would not improve by FDG. This case is called the greedy flooding. There is
extensive research on the connectivity conditions of the network in literature. The critical
power and the number of neighbors needed to obtain overall network connectivity by using
stochastic modeling is analyzed in [93], which showed that the critical neighbor number
(CNN) for connectivity is klog N, with 0.074 < k < 5.1774. Determining the minimum
number of nodes that is required for full connectivity in a stationary network with uniform
node spatial distribution is formulated in [94]. That formulation showed that in an ideal
case, without inter-node interference, the minimum number of neighbors required for full
connectivity is 7. Under the guidance of the results presented in {93] and [94], it is considered
that, on average, 4 neighbors for each node would be sufficient to establish connectivity
among the nodes with high probability. If a node is processing a packet whose source has
fewer than 4 neighbors, it should have the probability of forwarding, p, in the range of
0.9 < p <0.99. In other words, if ¢ is the probability of not forwarding, then ¢ is required

to be in the range 0.01 < ¢ < 0.1. Hence, Equation (6.10) can be rewritten for g as

¢ =[5]7T. (6.11)
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Figure 6.7: Average end-to-end delay versus network gain factor G

By taking the logarithm of both sides of Equation (6.11), the following will be obtained
(1 - N)loggq = log(G). (6.12)

Since it is required to have 0.01 < ¢ < 0.1 for N < 4, the network gain G should be in
the range of 3 < log(G) < 6 to provide optimum operation. This range provides equitable
trade offs between connectivity and network performance.

In order to verify the feasible values of G and to test the effect of G on network per-
formance, a series of experiments are performed utilizing Network Simulator (NS-2) [71].
In the simulation, nodes are uniformly distributed in an area of 1000 by 1000 meters. The
network gain factor G is varied in the simulations, forwarding cost C is set to 1 for all
nodes. There are 60 sources with CBR (constant bit rate), where each is sending one 512
byte packet per second. The source nodes and their start time are randomly chosen. Simu-
lations run for 200 seconds with modified AODV routing protocol with the FDG. In order
to explore the effect of different node densities on the results, experiments with 100 and
160 nodes were performed as well. Figures 6.7 and 6.8 depict average end-to-end delay and

packet delivery ratio of the network, respectively, for different values of network gain factor
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Figure 6.8: Packet delivery ratio versus network gain factor G

G. For smaller values of GG, the incentive to forward packets is minimal compared to the
cost (e.g log(G) < 3). Since the forwarding probability calculated by the nodes is small,
the chance that RREQ packets do not reach the destination in the first round is high. In
that case, the RREQ packet is re-sent by the source, and the receiving nodes increase their
forwarding probability by 10 percent. This explains higher than average end-to-end delay
for smaller values of G (Figure 6.7). For log(G) > 6, the average end-to-end delay starts to
increase. This shows that due to high utility, nodes increase their forwarding probability
up to a point where every node decides to forward RREQs. The simulation results confirm

that the near optimum value for log(G) is in between 4 and 6.

6.5 Connectivity

Connectivity is a major concern in any routing protocol for ad hoc networks. Because FDG
functionality is based on probability, one concern is that flooding messages may not be
forwarded by some of the nodes. In FDG, if the source node does not receive a reply from

the destination, the flooding packet will be rebroadcasted by the source. Neighbors that
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have not forwarded the flooding packet in the previous rounds, increase their forwarding

probability by 20 percent in each round.
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Figure 6.9: Connectivity versus number of nodes

A test was conducted to verify connectivity in FDG and compared with AODV results.
In this test, source and destination nodes are positioned at two diagonal corners in a 1000
by 1000 meters field, while other nodes are uniformly distributed in the area and do not
generate data packets. All of the nodes are static and there is no mobility. At the beginning
of the simulation the source node generates only one data packet for the destination node.
To discover the route, a RREQ packet is broadcasted by the source. If source does not
receive a RREP from the destination within a certain time (30 msec in this setup), it
broadcasts another RREQ up to a predefined number of times (4 times in our setup) [7]. If
the data packet is not received by the destination within 4 seconds, this event is declared
as disconnectivity, otherwise it is counted as connectivity. The number of nodes in the
network were varied from 40 to 180 nodes, and simulations were repeated 1000 times for
every scenario with different random seeds. The average of those simulations is shown
in Figure 6.9. Disconnectivity is expected in low node density regardless of the routing

protocol (e.g. 40 nodes). Connectivity in network with FDG was close to the one with
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AODV in moderate node densities (60 to 100 nodes). Surprisingly, connectivity in the
network with AODV dropped when the number of nodes in the network increased more
than 80 nodes. This is related to the broadcast storm problem discussed previously. Our
investigation showed that AODV with FDG not only matches the connectivity achieved by

AODYV alone but also improves connectivity in moderate to high node densities.

6.6 Performance Evaluation

Previously we claimed that implementing FDG in AODV improves the performance of the
routing protocol. We conducted NS-2 simulations to verify our claim. In the simulations,
the traffic sources were generated by Constant Bit Rate (CBR) sources with 512 bytes per
packet and started randomly during the simulations and continued until the data packets
were transferred. Source and sink nodes were chosen based on a uniform distribution at the
beginning of each simulation. All the sources had a certain amount of data that needed to
be transferred to the sinks. Nodes were randomly distributed in the area in each simulation
and, therefore, their locations were different in every simulation. Five NS-2 simulations
were run for every scenario, and the reported results for each scenario were the average of
these simulation runs.

In order to show if FDG enhances the performance of the network at different node
densities compared to AODV alone, the number of nodes in a 1000 by 1000 meter area were
varied. The nodes were uniformly distributed in that area. The 60 communication pairs
were remained the same for all scenarios. Therefore the results only reflect the change in
node densities. The simulation time was 200 seconds and the data packet rate of the CBR
was 1 packet per second for all scenarios. The number of wireless nodes varied between 130
and 250. Figures 6.10, 6.11 and 6.12 show normalized overhead, packet delivery ratio and
average end-to-end delay per packet versus the number of nodes in the network, respectively.
The routing overhead was lower in networks that employed AODV with FDG than AODV
alone, because AODV with FDG selectively eliminated RREQ packets. The result reported
in Figure 6.10 confirms that the normalized routing overhead was 2 to 3 times lower in

AODV with FDG than AODV alone. Figure 6.11 shows the packet delivery ratios of the
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Figure 6.10: Normalized overhead versus number of nodes

network with two competing protocols. As shown in the figure, delivery ratio of modified
routing protocol outperforms the AODV alone. The difference was significant (3 to 5 times
higher) especially at higher node densities, the modified protocol performed and delivered
close to 95% packets, whereas the non-modified protocol did not work at all. Reduction
in routing overhead also helped reduce delays in transferring data packets. Figure 6.12
compares the average end-to-end delay in using AODV with FDG, versus using AODV
alone in the same network. The network with FDG was not sensitive to the increasing node
densities, whereas the network with AODV showed a sharp increase in packet delay with

increasing node densities.

6.7 Summary

This chapter introduced a game theoretic approach, called forwarding dilemma game (FDG),
for forwarding the flooding packets in wireless ad hoc networks. The FDG nodes the use
of a strategy set S = {Forward, Not Forward}. Then the probability to select the strat-

egy is calculated based on the mixed strategy Nash equilibrium of the game. This limits
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Figure 6.11: Packet delivery ratio versus number of nodes

the number of redundant broadcasts in dense networks, while still allowing connectivity.
This approach has two advantages over other previously proposed methods used to control
flooding. Firstly, nodes employ FDG to calculate the probability of forwarding adaptively.
Secondly, unlike hierarchical or clustering methods, the proposed modification does not
cause extra routing overhead. Simulation results show that AODV with FDG outperforms
the AODYV routing protocol especially in dense network scenarios where routing overhead is
a dominant factor degrading the network performance. This game can be applied to a large
class of routing protocols that have flooding as a preliminary method of route discovery.
In addition to the FDG, a neighbor discovery algorithm that enables nodes to discover the
number of their neighbors was integrated in AODYV to allow FDG to work properly.
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Chapter 7

Game Theoretic Dynamic Probabilistic

Forwarding in Wireless Ad Hoc Networks

This chapter introduces a game theoretic approach to induce dynamic probabilistic for-
warding in ad hoc wireless networks. Forwarding Game Routing Protocol (FGRP) can be
applied to any routing protocol in wireless ad hoc network that utilizes flooding. A node
enters the forwarding game upon receiving a flooding packet that is required to be forwarded
to other nodes. The strategy of the players of the game is the forwarding probability of
the flooding packet. Every player has a utility that is a function of its availability, selected
strategy and forwarding probability of other nodes. Nodes select a strategy that maximizes
the utility function. Parameters such as residual energy level, congestion, number of packets
in the queue and the distance from the source of the flooding packet can be included in the
availability parameter that makes FGRP a flexible protocol using cross layer information.
Since the forwarding decision is made locally by every node, unlike other clustering or hier-
archical algorithms, there is no extra overhead involved. FGRP was integrated with AODV
in network simulator NS-2. Simulation results showed that FGRP consumed less energy
compared to AODV, while average end-to-end delay per packet, network throughput and

packet delivery ratio improved tremendously.
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7.1 Introduction

This chapter provides a dynamic probabilistic flooding method for reactive routing protocols
in wireless ad hoc network. The simplest probabilistic flooding is when nodes that receive
a broadcast packet retransmit that packet with some probability p or discard (drop) this
packet with probability (1 — p) [39] and [36]. Through extensive simulations, it was shown
in [36] that a simple probabilistic forwarding used up to 35% fewer overhead packets than
flooding and could improve performance of AODV even in small networks of 150 nodes. A
critical value for forwarding probability exists that depends on the number of neighbors of
a node. As the number of neighbors of each node increases the critical value of p should
decrease [37]. The major problem of probabilistic schemes is that the probability at which
a node should rebroadcast is not universal, but specific to network topology and there is
no analytical formula to obtain that probability, p. In some studies, node density or the
number has been used in a function to calculate forwarding probability [41, 42, 43] and
[44]. Zhang and Dharma [45] introduced dynamic probabilistic scheme where every node
calculates p based on the node density and the number of broadcasts of the same flooding
packet. Forwarding is performed after a random delay which increases latency. Local
topology information is used to avoid unnecessary rebroadcasts in location-based schemes.

In the proposed Forwarding Game Routing Protocol (FGRP), a node enters the for-
warding game to make a forwarding decision when it receives a flooding packet that needs
to be forwarded for other nodes. The players of the game are the wireless nodes that are
receiving the same flooding packet in the same time slot. In other words, neighbors of the
source of the flooding packet are the players of the forwarding game. The strategy of the
players is the forwarding probability that each node forwards the flooding packet. Every
player has a utility that is the function of its forwarding probability and availability and also
forwarding probability of other nodes. Availability of a node is a normalized factor based on
parameters like distance from the source of the flooding packet, residual battery, congestion
or any other cross layer information that are valuable in routing. Utilizing this model in
any routing protocol that uses (control message or data) flooding improves the performance

of the routing protocol. We integrated FGRP with AODV and simulated different scenarios
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in NS-2 [71]. Simulation results confirmed network performance improvement with FGRP.
FGRP limits the number of nodes that participate in the route discovery of the protocol,
which in turn reduces overhead and delay. In dense networks, because number of nodes
that involve in the route discovery is smaller, routes are found faster with FGRP. In our
proposal, unlike clustering or hierarchical protocols, wireless nodes do not exchange extra
control messages and forwarding decisions are made locally at each node. Such reductions
could significantly save bandwidth of the network, hence improve total throughput of the
network. If residual battery level of nodes is used in availability parameter o;, FGRP also
distributes energy consumption among the nodes of the network. Wireless nodes with low

energy resources last longer in the network.

7.2 Forwarding Game

In wireless ad hoc networks, when a source node S wishes to send some data packets to
a destination node D, located outside of wireless transmission range of S, it relies on its
neighbors (nodes that are in its range) and other intermediate to relay packet to D. Data is
either broadcasted directly by the source (data flooding) or a routing protocol is used to seek
a route to the destination which also implements flooding of control packets. In a reactive
routing protocol such as AODV, node S broadcasts a route request (RREQ) packet that is
re-broadcasted by all of its neighbors. Either way, nodes that are in the wireless transmission
range of S (neighbors of S) have to be involved and broadcast messages (data or control
packets) to establish the communication session for S. When a flooding packet is received
by a node that is not the destination of that packet, the flooding packet is re-broadcasted
by that node. In a dense network, many redundant broadcasts of a single message are
generated. Destination node may be multiple hops away, therefore, broadcasts may reach
entire network. In the shared wireless medium, where only one node can broadcast in
a time slot, unnecessary broadcasts degrade the performance of the network enormously.
This phenomenon is referred as broadcast storm [39]. In our approach, neighbors of S will
enter a forwarding game upon receiving the flooding packet, where they choose forwarding

probability as their strategy. The outcome of the game is the probability that each node
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forwards the flooding packet for S. Please note that here node S is not necessarily the
originator of the data packet and could be an intermediate node itself. Forwarding Game
G is defined as

G = {N, (Si)ien, (wi)ien }, (7.1)
where N is the number of players of the game, and S; and u; are strategy and utility function
of an arbitrary node ¢ respectively [77] and [78]. A node enters the forwarding game when it
receives a flooding packet that needs to be forwarded to establish a communication link for
other nodes of the network. Strategy S; is defined as the probability that node i forwards
the received flooding packet and S; € (0,1]. If S; = 1 is selected, node ¢ will forward the
flooding packet. For S; < 1 the forwarding is based on probability.

7.3 Utility Function of the Forwarding Game

In this section, the utility function of the forwarding game will be defined. A player of the
forwarding game always selects a strategy that maximizes its utility function. The strategy
of other players (neighbors of the source of the flooding packet other than node i is denoted
as S_;. A node can have an estimate of its neighbors participation simply by listening to

the channel. @; € (0, 1] is defined as the neighbor action reflection and is written as
Qi=1-5_ (7.2)

We would like to include availability of nodes into the forwarding game as well. Availability
of an arbitrary node ¢, denoted as «;, reflects the amount of resources that it has available
to forward packet for others. Parameters like residual battery level, congestion, number of
packets in the MAC layer queue and distance from the source of the flooding packet can be
included in node availability, which is between 0 and 1. The availability parameter could
be a normalized average of one or all of the parameters that are important to the network
designer. A node with zero availability is not a player of the forwarding game. Our goal
is to reduce the routing overhead and improve the overall performance of the network by
eliminating redundant broadcasts. To achieve this goal, the utility function of the players

should have the following characteristics:
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. Increasing function of S;, when a; — 1.
3. Decreasing function of S;, when o; — 0.
4. Increasing function of S;, when S_; — 0.
5. Decreasing function of S;, when S_; — 1.

The second and third properties include availability in the utility function. Nodes with
lower a; would gain lower utility when the forwarding probability is increased more than a
certain value. On the other hand, a node with higher availability will receive a lower utility
if it decreases its forwarding probability more than a certain value. For example, a node that
has higher energy resources is encouraged to increase its forwarding probability. The fourth
property ensures that when a node finds out that other neighbors may not forward the
flooding packet with high probability, it should increase its forwarding probability to help

the network in establishing communication. The last property implies that when node 4 has
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Figure 7.2: Utility of node 7 versus S_;, K=4, m=2 and n=3

the knowledge that some of its neighboring nodes are forwarding the same flooding packet
that it has under process with high probability, it selects a lower forwarding probability to
save its resources. The utility function of the forwarding game for an arbitrary node i that

meets all of the above properties is defined as

a;S; —S?
u;(Siy 04, S—i) = 0, P (W)’ (7.3)

where K, m and n are constants values.

Figure 7.1 depicts a plot of the utility function when different strategies are selected
by an arbitrary player ¢. Every player tries to maximize its utility and improve the overall
performance of the network. Figure 7.2 depicts the utility of an arbitrary node %, u;, versus
its forwarding probability (strategy) with different o; and S_;. In that figure, high and
moderate values of node availability (o; = 0.95 and o; = 0.5) are plotted. Utility has only
one maximum point that is dependent on i’s selected forwarding probability. When ¢ has
lower availability, the maximum of utility function occurs in lower S;. This encourages the

node to select a lower forwarding probability. If other neighbors have shown high partic-
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ipation level in forwarding packets for others, node ¢ decreases its forwarding probability
and relies on its neighbors and the maximum of u; occurs at lower values of S;. In other
words, node 7 would not gain higher utility if it increases its forwarding probability more
than a certain value. On the contrary, if other neighbors, due to any reason, have shown
low participation level, node % gains higher utility if it increases its forwarding probability.
In this case, the maximum utility is reached at higher values of S;. Neighbor action reflec-
tion factor @); generates a balance between ¢ and other neighbors for forwarding flooding
packets. This controls overhead and reduces total energy consumption by eliminating re-
dundant broadcasts. In order to estimate constants K, m and n in the utility function of
Equation (7.3) we look into the best response function of players that can be achieved by

setting the partial derivative of the utility function to zero as

ou;  (ao? S2 —52 _
o5, = (@ - K‘arlQmH) P (2Kam;”) =0 (r4)
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Solving for S;, the best response for node ¢ can be written in terms of «o; and @Q;:

Sf = +/Ka*Q", i=1,2,---,N. (7.5)

Selecting S} yields maximum utility for node ¢ based on its availability as well as other
neighbors’ strategy. In order to find values for parameters m and n, we consider the best
response function of Equation (7.5) with different m and n values. Figure 7.3 depicts the
best response function of a node when the participation of other neighbors is S_; = 0.5.
When m = 1, node availability does not have the appropriate effect on the node’s forwarding
probability. For instance, with a; = 1, the forwarding probability (S;) selected by the node
as the best response is very low (around 20 percent). That is not a desired outcome
when S_; = 0.5. Therefore, m = 1 is not an appropriate parameter for the forwarding
game. With m = 3 a very high forwarding probability is selected by the nodes regardless
of their availability. For instance, a node with low availability (o; = 0.3) may have a
forwarding probability equal to 1. When m = 2, the best response function of nodes would
be reasonably related to the availability. Therefore, m = 2 is selected in the utility function
given in Equation (7.3). Parameter n can be any value from 2 to 5, while our simulation
results showed that n = 3 or n = 2 would provide optimum results. Best response function
for a node is depicted versus its availability with n = 3 and n = 2 in Figure 7.4. This figure
shows that the best response of node 4 can be located in a wide range based on «; and S_;.
For example, if o; = 0.8, the best response that provides the highest utility will be in the

range of 20 to 100 percent depending on the response of other nodes.

7.4 Equilibrium Point

In the forwarding game with N players, if every player looks at the average forwarding
probability of other nodes, i.e. S_; = Z;-V:l,#i ﬁsj—l, with m = 2, Equation (7.5) can be

written as
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N S
= 03 J | —
Si=6{1- >, w=7]  i=12-.N, (76)

i=1, j#i

where 3; = \/Ka]'. The above equation set consists of N equations that can be written in

a matrix form, and after rearranging as:

N-1 /61 /31 T /61 S: /31
/62 N-1 /62 e ﬁz S: /62
S |=w-n| o, (1.7)
/61\7—1 ﬂN—l o N-—1 /61\7—1 S:;_l /61\1—1
\ By By - B N-1)\ s By
where (S7,53,--+,S%) is the equilibrium point of the forwarding game. By solving the set

of Equations (7.7), every node can find its best strategy to play the game. The number of
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Figure 7.5: Strategies of the players in a two-player game

players and the availability of each player is known. For example, node 1 can calculate its

forwarding probability using Cramer’s

(N - l)ﬁl ﬁl ﬁl e ﬁl
(N_l)ﬁ2 N-1 ﬁz ﬁz
det : : . . :
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In a two-player game, the best response functions for the two players can be written as
S = G:Qi, 1=1,2. (7.9)

Since S_; = Sy and S_9 = 5, we can write Q; = 1 — Ss and Q2 = 1 — 5. Solving the

above equations for S} and S5, the equilibrium point of the two-player game is:

Sf — ﬁl (1 — ﬁZ) (710)

1-0162°
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and

T =

1-5p2

Figure 7.5 shows the forwarding probability selection of a player in a two-player game
in terms of players availability. In order to decide on the forwarding probability, a node
only needs to know the availability of the other player. Equilibrium point of the two-player
game is shown in Figure 7.6 with two different values of availability for the second player.
Equilibrium point of the game moves to a new point when the availability of the players
is changed. For instance, when availability of the second player changes from as = 0.5 to
ag = 0.8, the second player increases its forwarding probability. This forces the other player

to drop its forwarding probability that shifts the equilibrium point of the game.

7.5 Integration of FGRP with AODV

In this section, the implementation of the Forwarding Game Routing Protocol (FGRP)
into AODV routing protocol is explained. In the structure of AODV protocol, HELLO
messages are periodically broadcasted by nodes and are used for link monitoring. When
node A receives a HELLO message from node B, it discovers that node B is in its wireless
transmission range and therefore its neighbor. On the other hand, not receiving a HELLO
message from a node is interpreted as a broken link. We added a field to the AODV
HELLO messages to contain nodes availability. Then HELLO messages are utilized to
obtain neighbor information for FGRP. A neighbor discovery protocol (NDP) is introduced
in Figure 7.7. In NDP, it is assumed that the links are symmetric. The source ID of the
sender is deciphered from the header of the HELLO messages. Every node generates a
time-stamped list of its neighbors (i.e., the source ID of the HELLO message that it has
received) and their availability. The neighbor list is updated periodically and outdated
entries are removed. The number of neighbors of a node is the number of entries in the
updated neighbor list.

In order to implement the FGRP, the route discovery process and the structure of RREQ
packet in AODV protocol are modified. Extra fields are added to the RREQ to carry the
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1 ReceiveHelloMessage(*Packet Hello){
2 // Extracting the source of the packet and its Availability
3. SourceI D=Hello — src;
4 Sourcel D — alpha=Hello — alpha;
5 Call CreateN eighbor List(Sourceld);
L]
}
7 CreateNeighborList(ThisNeighborId) {
8 //search the list and add if it is not in the list.
9 if (SearchNeighborList(ThisNeighborId)=0) {
10 - . for i = 1 to ListSize
1n: . {
12 . . //Find the end of the list and add it there
13 . . if (NeighborList[i] — NeighborId = emty)
T
15 . . . MyNeighbor List[i] — Ncighborld=Sourccld
16 - . - - MyNeighbor List[i] — SourcelDalpha=SourcelDalpha
17 . . . MyNeighbor List[i] — Time=CurrenTime
18 - . . . break;
19 . }
20 . )
21 - }
22}
23
24 Bool SearchNeighborList(ThisNeighborId) {
25 for i = 1 to ListSize
26
27 . if (Neighbor List{i] — NeighborIds ThisNeighborId)
28 N
29+ - - //This was already in the list
o« « - MyNeighborList[i] — Time=CurrenTime
31 . . return 1;
a2 - . . break;
a3
a4 - . else {
35 - . . return 0;
we o}
a7 - }
38 }
39 UpdateNeighborList(Nodeld) {
0 //Entries older than ExpPeriod seconds are expired
a1 - Eazpired =CurrenTime -ExpPeriod
4z - fori = 1 to ListSize

{
“- - if (Nodeld — MyNeighbor List[i] — Time < EzpiredT'ime)

a8 - - . //remove this neighbor from the list
48

)
49}
so //This function is called when a node needs neighbors count
51 CountMyNeighbors(MyNodelId){
52 Call UpdateNeighbor List(MyNodeld)

53 - for i = 1 to ListSize {

54 - . if (MyNodeld — MyNeighborList[i]) — NeighborId # Empty)
55 - . NeighborCount ++;

58 *

57 - return NeighborCount;

58 }

&9

60

Figure 7.7: Integerating NDP with AODV
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Figure 7.8: Forwarding Game Routing Protocol flowchart
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neighbor information of the originator of the RREQ) packet. Number of neighbors and their
availability values are added to these fields. Figure 7.8 shows the modification in the route
discovery process of AODV. When a source node generates a RREQ packet, in addition to
its ID, it also inserts the number of its neighbors, N, and availability values of its neighbors
into the RREQ packet. This is also done at intermediate nodes. When the RREQ packet
is forwarded by an intermediate node, the number of neighbors of the intermediate node
and its neighbors availability are inserted into the related fields of the RREQ packet. When
the RREQ packet is received by other nodes, neighbor information of the originator can be
discovered. If the receiver node detects that the originator had less than four neighbors,
it does not enter the forwarding game and forwards the RREQ packet immediately. We
required a minimum of four neighbors, based on the results of [93] and [94]. When N > 4,
the receiver node enters the forwarding game and the forwarding probability of the RREQ
packet is calculated according to Equation (7.8). To make the forwarding decision, the
calculated forwarding probability is compared to a generated uniform random number. In
AQDYV protocol, if the source node does not receive a RREP from the destination for any
reason (e.g. link quality), it initiates another RREQ. In FGRP, nodes that did not forward
the RREQ in the previous round increase their forwarding probabilities by 20 percent each
time they hear that the RREQ is re-broadcasted by the source. This is similar to the ring
search technique in AODV and guarantees arrival of the RREQ at the destination.

7.6 Simulation Results

Simulation results are reported in two sections. First, we investigate the connectivity and
show that connectivity is not compromised in FGRP by utilizing probability in forwarding
of flooding packets. Then the performance evaluation results of AODV and AODV with
FGRP is presented in three parts: traflic test, scalability test, and mobility test. In our
simulations, the average of normalized distance from the originator of the RREQ) packet and
the residual battery power was considered as the availability parameter «; by each node.
It was assumed that the transmitted signal power was the same for all nodes. Distance

from the originator was calculated from the received power of the RREQ message based
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Figure 7.9: Connectivity versus number of nodes

on the free space propagation model. Then, the distance was normalized with the wireless
transmission range of the nodes. This way, a further away node enters the game with higher

availability value since it provides extra coverage [39].

7.6.1 Connectivity

Connectivity is a major concern in any routing protocol for ad hoc networks. Because
FGRP functionality is based on probability, one concern is that flooding messages may not
be forwarded by some of the nodes. In FGRP, if the source node does not receive a reply
from the destination, the flooding packet is rebroadcasted by the source. Neighbors that
have not forwarded the flooding packet in the previous rounds, increase their forwarding
probability by 20 percent in each subsequent round. This is similar to the previous chapter
and to the ring search technique in AODV. This increase in forwarding probability in the
subsequent rounds guarantees arrival of the RREQ) at the destination. A test was conducted
to verify connectivity in FGRP and compared it with AODV results. In this test, source
and destination nodes are positioned at two diagonal corners in a 1000 by 1000 meters field,

while other nodes are uniformly distributed in the area and do not generate data packets.
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Nodes are static and there is no mobility. At the beginning of the simulation the source
node generates only one data packet for the destination node. To discover the route, a
RREQ packet is broadcasted by the source. If source does not receive a RREP from the
destination within a certain time (30 msec in this setup), it broadcasts another RREQ up
to a predefined number of times (4 times in our setup) [7]. If the data packet is not received
by the destination within 4 seconds, this event is declared as disconnectivity, otherwise it
is counted as connectivity. The number of nodes in the network were varied from 40 to 180
nodes, and simulations were repeated 1000 times for every scenario with different random
seeds. The average of those simulations is shown in Figure 7.9. Disconnectivity is expected
in low node density regardless of the routing protocol (e.g. 40 nodes). When the number of
neighbors N < 4 nodes does not enter the forwarding game and forward the flooding packet
directly. Therefore, FGRP will be like AODV for these cases. That is why connectivity in
network with FGRP was close to the one with AODV in moderate node densities (40 to 100
nodes). Surprisingly, connectivity in the network with AODV dropped when the number
of nodes in the network increased to more than 80 nodes. This is related to the broadcast
storm problem discussed previously. Our investigation showed that AODV with FGRP
not only matches the connectivity achieved by AODV but also improved connectivity in

moderate to high node densities.

7.6.2 Performance Evaluation

Our hypothesis was that implementing FGRP in a routing protocol would improve the
performance of the routing protocol. To verify that, we designed different scenarios to
perform traffic, scalability and mobility test on FGRP and results were compared with
those of AODV. In our simulations, nodes were randomly distributed in an area of 1000
by 1000 meter with no mobility except for the mobility test. The initial battery power of
nodes were considered different. In each scenario, battery power of 100%, 80%, 60% and
40% were assigned equally to the nodes. For instance, 25 percent of the wireless nodes had
full battery power. Traffic sources were CBR. with packet size of 512 Bytes. Source nodes

were selected randomly at the beginning of the every simulation and started to send data

108



7. GAME THEORETIC DYNAMIC PROBABILISTIC FORWARDING IN WIRELESS AD HOC NETWORKS

packets at a random time to a random destination. Simulations were repeated 5 times and

the reported results are the average of those 5 simulation runs.

Traffic Test

This was performed to test the protocol sensitivity to increasing traffic in the network. A
network with 50 wireless nodes (moderate node density) with 40 randomly selected com-
munication links was considered. Packet generation rate of the source nodes were varied
from 1 to 5 packets per second to simulate the effect of increasing traffic.

Figure 7.10, 7.11, 7.12, and 7.13 show respectively normalized routing overhead, packet
delivery ratio, average end-to-end delay and throughput of the network for FGRP and
AODV. When the data packet rate is increased, there are more route discovery initiations
in a certain time and higher chances of collisions of data or control packets. That is why
packet delivery ratio have a sharper drop in AODV. Routing overhead in AODV was around
two times higher than FGRP. Increasing the data packet rate from 2 to 4 packet per second
generated around 35% extra routing overhead in AODV, whereas FGRP did not show such a
jump in routing overhead packets. The packet delivery ratio (PDR) of AODV protocol and
FGRP protocol are compared in Figure 7.11. PDR is defined as the ratio between number of
packet delivered to the destination and the number of packet sent by the sources. In AODV
protocol, the delivery ratio dropped from 80% to 46% when data packet rate increases from
2 to 5 packet per second. In FGRP protocol, the delivery ratios dropped from 85% to 67%
only. Hence it can be concluded that FGRP protocol showed better performance in terms
of delivery ratio compared to AODV protocol. That means FGRP protocol has less number
of packet loss compared to AODV protocol. Average end-to-end delay per data packet was
two times lower in the network with FGRP (Figure 7.13). The simulation results presented
in this section show that FGRP reduces overhead, improves delay and delivery ratio. Our
simulations also confirmed that FGRP was not as sensitive as AODV to increasing network

trafic load.

109



7. GAME THEORETIC DYNAMIC PROBABILISTIC FORWARDING IN WIRELESS AD HOC NETWORKS

5.5

45

3.5

Normalized overhead

25 r

1-5 1 1 1 1 1
2 2.5 3 3.5 4 4.5 5

Data packet rate (Packet/Sec)

Figure 7.10: Normalized overhead versus CBR packet generation rate

Scalability Test

The number of participating nodes (node density) in the network affects the performance
metrics of flooding-based routing protocols. In order to verify that FGRP improves the
sensitivity of the routing protocol to node density, the size of the network was kept constant
(1000 by 1000 meters) while the number of nodes were varied from 50 to 150 nodes. At higher
node densities, the number of redundant re-broadcasts for every flooding packet increases.
That is why routing overhead grows with node density in flooding-based protocols such
as AODV and DSR. Because of the shared nature of the wireless medium, nodes can not
transmit at the same time and packet delay is expected to increase with node density.
In FGRP, neighbor nodes that are in close proximity to the source would have a smaller
forwarding probability and therefore there is a smaller chace to be selected as a forwarding
node. Figures 7.15, 7.14, 7.17 and 7.16 compare packet delivery ratio, normalized overhead,
average end-to-end delay and throughput of a network utilizing AODV and FGRP. The
overhead generated by AODV and FGRP protocol are shown in Figure 7.14. The overhead
packets shown in that figure consist of routing and MAC packets per data packet. AODV
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Figure 7.13: Average end-to-end delay versus CBR packet generation rate

showed a exponential increase in the routing overhead packets with increasing the node
density. Increasing the node density by three times (50 to 150) increased the routing
overhead of AODV by six times, whereas FGRP had significantly lower overhead at high
node density compared to AODV. Routing overhead in FGRP was four times lower in high
node densities than AODV. That significant overhead reduction helps improving the other
performance metrics of FGRP. AODV showed a sharp drop in packet delivery ratio in high
node densities. Packet delivery ratio in AODV dropped to 36% (half of it maximum) in
the network of 150 nodes, where FGRP delivered more than 55%. Average end-to-end
delay in FGRP was two times shorter than AODV. Our simulation results, verified that the
severe performance degradation that existed in a network with AODV with increasing node

density can not be observed in a network with FGRP.
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Mobility Test

Our goal in conducting the mobility test was to verify that FGRP performs at least as well
as the unmodified protocol. In order to evaluate the performance of FGRP in mobility
situations, we considered scenarios with wireless mobile nodes. The Random Waypoint
Model (RWM) was utilized to model the mobility of wireless nodes. In RWM model a
mobile node chooses a random point in the network and moves toward that point with
a speed randomly chosen up to a maximum speed. Once the mobile node reaches that
destination, it stays at that destination for a certain pause time. Once the pause time
expires, the node chooses another random destination and speed, and moves toward this
destination. In our simulations, we considered the pause time of all nodes to be zero.
We set up NS-2 simulation with 100 mobile nodes uniformly distributed in an area of 400
by 1600 meters. In each simulation, there were 100 CBR sources transmitting 50 data
packets. Simulations were repeated for different maximum speed of mobile nodes in the
RWM. The results are reported in Figures 7.18, 7.19, 7.20 and 7.21. Similar to static
node scenarios, FGRP protocol had 80 to 100 percent lower routing overhead compared
with the AODV protocol (Figure 7.18). Packet delivery ratio of the network with FGRP
was slightly improved (around 5%) compared to the network with AODV protocol (Figure
7.19). Results of our mobile node simulations confirmed that increasing mobility does not
have a negative impact on the performance of FGRP. In fact, average end-to-end delay
showed slight improvement with increasing the speed of mobile nodes in FGRP (Figure
7.21). FGRP outperformed AODV at different speeds of the mobile nodes.

FGRP increases the life time of the network. Since nodes broadcast less number of
overhead packet, network with FGRP can function longer compared to the same network
with AODV. On the other hand, if residual battery power is used in the availability pa-
rameter of the FGRP, nodes with lower battery power would have lower availability and
therefore smaller forwarding probability. FGRP synchronizes the power usage among nodes
of the network. Figure 7.22 depicts the percentage of the initial energy of nodes that were
categorized as low battery (i.e, average of battery level of nodes with 40 percent initial

battery level) in the above mobile scenario. The average of energy level of these nodes has
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a sharp drop at the beginning in the AODV network. These nodes are utilized equally
for packet forwarding for other nodes. In FGRP, that residual energy is included in node
availability parameter, it is less likely that a node with lower battery level compared to its
neighbors would be selected as a forwarding node. Therefore, higher energy level nodes act
as intermediate nodes at the beginning, to a point that the battery level of the nodes are
close to each other. Thus in many instances the length of time that the first node runs out

of battery (dies) increases extensively.
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7.7 Summary

A dynamic probabilistic forwarding protocol for wireless ad hoc network was introduced
based on game theory. In Forwarding Game Routing Protocol (FGRP), wireless nodes of
the ad hoc network are the players of the game and the forwarding probability of the nodes
is the strategy of the players. Each node has a utility that is a function of its strategy and
its availability to forward packet for other nodes. Parameters such as energy, congestion
and the distance from the source of the received packet can be included in node availability
parameter. A node enters the forwarding game upon receiving a flooding packet. Every
node tries to maximize its utility and the selected forwarding probability (strategy) by each
node is the equilibrium point of the game. The utility function is designed to improve
the network performance. Therefore, every node of the network is contributing to enhance
the performance by maximizing their utility function. The proposed algorithm can be
applied to a large class of flooding-based routing protocols. Since the forwarding decision
is made locally at every node, unlike hierarchical or clustering methods FGRP does not
generate overhead or delay. In order to evaluate the performance of FGRP, extensive NS-2
simulations were performed. It was verified that FGRP does not create disconnectivity in
the network by forwarding the flooding packets based on probability. Our simulation results
included traffic, scalability and mobility tests and showed that FGRP outperformed AODV
in all the test scenarios in throughput, average end-to-end delay and packet delivery ratio.
FPGR also helps to save energy and increases the network life by regulating the energy

consumption of the nodes.
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Chapter 8

Concluding Remarks

8.1 Summary of Contributions

The main objective of this dissertation was to resolve the ’flooding’ problem in existing
routing protocols in ad hoc networks. In Chapter 4, it was shown through mathematical
model [102] and simulations that reactive routing protocols like DSR and AODV are not
scalable. In Chapter 5 we focused on DSR and showed that it utilizes blind ’flooding’ mech-
anism to discover paths to destination. Each node in the network is obliged to forward
route discovery control messages upon receiving from other nodes. It has also been shown
that blind ’flooding’ affects the performance of the network specially when network size is
large. The main problems of blind ’flooding’ are (1) redundant control message generation,
(2) high contention level, and (3) packet collisions. Redundant control messages consume
network resources like bandwidth and energy. High contention increases packet end-to-end
delay. Packet collision increases packet loss. To reduce ’flooding’ problem, many routing
protocols have been proposed. Those protocols need special arrangements such as GPS sys-
tem or additional control messaging. GPS adds to the cost and size of the wireless nodes,
which is not desirable in most applications. Additional control messaging that is introduced

by clustering methods can cause extra overhead and has its own problems. A new routing
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protocol called "Hierarchical Dynamic Source Routing (HDSR) protocol [75] and [104], was
introduced in Chapter 5. The HDSR protocol does not need any special arrangement like
GPS system or “Hello” messaging. A hierarchy among network nodes is created in HDSR
and network nodes are classified into Mobile Node (MN) and Forwarding Node(FN). MNs
host the application and FNs forward the route discovery control messages. Since only
FNs participate in the route discovery process, overhead control messages generated in the
network are reduced significantly. Two game theoretic methods were proposed to make for-
warding decisions by wireless nodes. Both methods limit the flooding phenomena, in reactive
routing protocols and improve the performance of the protocol. A Neighbor Discovery Pro-
tocol was developed and implemented in AODV. NS-2 C++ code was modified to contain
this protocol. FDG [100] offers a node to use a strategy set S = {Forward, Not Forward}.
Then the probability of selected strategy is calculated based on mixed strategy Nash equi-
librium of the game. This limits the number of redundant broadcasts in dense networks,
while still allowing connectivity. NS-2 simulations verified that FDG addition to AODV
improves the AODV scalability and performance tremendously.

FGRP [101] is a dynamic probabilistic forwarding protocol that was designed based on
game theory. Wireless nodes of the ad hoc network are the players of the forwarding game,
and the forwarding probability is their strategy. Each node has a utility that is a function
of its strategy and its availability to forward packets for other nodes. Parameters such as
energy, congestion and the distance from the source of the received packet can be included in
node availability parameter. A node enters the forwarding game upon receiving a flooding
packet. Every node tries to maximize its utility and the selected forwarding probability
(strategy) by each node is the equilibrium point of the game. The utility function is designed
to improve the network performance. Therefore, every node of the network is contributing
to enhance the performance by maximizing their utility function. The proposed algorithm

can be applied to a large class of flooding-based routing protocols.
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8.2 Future Works

In two proposed game theoretic methods, the outcome of the forwarding game was the for-
warding probability that a wireless node utilize to forward the flooding packet. For instance,
in FGRP, forwarding probability is the strategy selected by the wireless nodes participating
in the forwarding game. We feel that there is more room for performance improvement.
As a future work, we suggest recognizing different strategies for the forwarding game other
than forwarding probability. At this point, we think that waiting time to forward a flooding
packet can be selected as a continuous strategy set of the players of the forwarding game.
Nodes will select a time from their strategy set, based on the utility function and wait for
that time before forwarding the flooding packet. For this purpose, a new utility function
should be designed.

While designing a routing protocol, we assumed that the underlying MAC protocol was
IEEE 802.11. Tt has been suggested that IEEE 802.11 is not an appropriate medium access
control mechanism for ad hoc network [105, 106, 107, 108] and [109]. These MAC protocols
proposed in [105, 106, 107, 108] and [109] could be used as the underlying MAC protocol,

along with the routing protocols proposed in this dissertation.

122



References

[1] D. Esrin et al. “Next century challenges: scalable coordination in sensor networks”, In
the Proceeding of MOBICOM 1999, pp. 263-270, Seattle, Washington, August 1999.

[2] G.J.Pottie and W. J. Kaiser “Wireless integrated network sensors”, Communications
of ACM, Volume 43, No.5, pp. 51-58, May 2000.

[3] C. Hedrick, “Routing information protocol”, Request For Comments (RFC) 1058,
June 1988.

[4] G. Malkin, “RIP Version 2”, Request For Comments (RFC) 2453, November 1998.
[5] J. Moy, “OSPF Version 27, Request For Comments (RFC) 2328, April 1998.

[6] The Official IETF working group MANET webpage,
http://www.ietf.org/html.charters/manet-charter.html.

[7] C. E. Perkins, E. M. Royer, “Ad Hoc On Demand Distance Vector (AODV) routing”,
IETF Internet-Draft, http://moment.cs.ucsb.edu/AODV /ID/draft-ietf-manet-aodv-
13.txt, February 2003.

[8] D. Johnson, Y. Hu and D. A. Maltz, “The Dynamic Source Routing (DSR) protocol for
mobile ad hoc Networks”, IETF Internet-Draft, http://www.ietf.org/rfc/rfc4728.txt,
February 2007.

[9] Z. J. Hass, M. R. Pearlman and P. Samar, “The Zone Routing Protocol (ZRP) for
ad hoc networks”, Internet Draft, http://www.ietf.org/proceedings/02nov/I-D /draft-
ietf-manet-zone-zrp-04.txt, work in progress, July 2002.

[10] T. Clausen, P. Jacquet, A. Laouiti, P. Minet, P. Muhlethaler, A. Qayyum
and L. Viennot, “Optimized link state routing protocol”, Internet Dralft,
http://hipercom.inria.fr/olsr /draft-ietf-manet-olsr-11.txt, work in progress, July
2003.

[11] M. Gerla, X. Hong, L. Ma and G. Pei, “Landmark Routing Protocol (LANMAR)
for large scale ad hoc networks”, Internet Draft, http://tools.ietf.org/html/draft-ietf-
manet-lanmar-05, work in progress, November 2002.

123


http://www.ietf.org/html.charters/manet-charter.html
http://moment.cs.ucsb.edu/AODV/ID/draft-ietf-manet-aodv-
http://www.ietf.org/rfc/rfc4728.txt
http://www.ietf.org/proceedings/02nov/I-D/draft-
http://hipercom.inria.fr/olsr/draft-ietf-manet-olsr-ll.txt
http://tools.ietf.org/html/draft-ietf-

REFERENCES

[12)

[13]

[14]

[15]

[16]

[17]

[18]

[19]

(20]

21

[22]

[23]

M. Gerla, X. Hong and G. Pei, “Fisheye State Routing Protocol (FSR) for ad hoc
networks, Internet Draft, http://tools.ietf.org/html/draft-ietf-manet-fsr-03, work in
progress, June 2002.

Z. J. Haas, M. R. Pearlman and P. Samar, “The Interzone Routing Protocol (IERP)
for ad hoc networks”, Internet Draft, http://tools.ietf.org/html/draft-ietf-manet-
zone-ierp-02, work in progress, July 2002.

Z. J. Haas, M. R. Pearlman and P. Samar, “The Intrazone Routing Protocol (IARP)
for ad hoc networks”, Internet Draft, http://tools.ietf.org/html/draft-ietf-manet-
zone-iarp-02, work in progress, July 2002.

R. G. Ogier, F. L. Templin, B. Bellur and M. G. LEWIS, “Topol-
ogy broadcast based on reverse-path forwarding (TBRPF)”, Internet Draft,
http://www.ietf.org/rfc/rfc3684.txt, work in progress, February 2004.

C. E. Perkins and P. Bhagwat, “Highly dynamic destination-sequence distance-vector
routing (DSDV) for mobile computers”, In the Proceedings of the SIGCOMM 94, pp.
234-244, London, UK, August-September 94,

D. Bertsekas and R. Gallager, “Data network”, Prentice Hall, 1992, Second Edition,
pp. 396-399.

J. Broch, D. A. Maltz, D. B. Johnson, Y. Hu, and J. Jetcheva, “A performance com-
parison of multi-hop wireless ad hoc network routing protocols”, In the Proceedings of
the Fourth Annual ACM/IEEE International Conference on Mobile Computing and
Networking (MobiCom 98), Dallas, Texas, USA, October 1998.

H. D. Trung, W. Benjapolakul and P. M. Duc, “Performance evaluation and compar-
ison of different ad hoc routing protocols”, Computer Communications, Volume 30,
Issue 11-12, pp. 2478-2496, September 2007.

Y. Peiyan and L. Layuan, “Performance evaluation and simulations of routing pro-
tocols in ad hoc networks”, In the Proceedings of the ACM International Conference
on Broadband wireless access for ubiquitous networking, BWAN ’06, Alghero, pp.
1890-1898,Italy, September 2006.

S. R. Das, C. E. Perkins, and E. M. Royer, “Performance comparison of two on-
demand routing protocols for ad hoc networks”, In the Proceeding of the INFOCOM
2000, pp. 3-12, Tel Aviv, Israel, March 2000.

C. E. Perkins, E. M. Royer, S. R. Das, and M. K. Marina, “Performance comparison
of two on-demand routing protocols for ad hoc networks”, IEEE Personal Communi-
cations, Volume 8, Issue 1, pp. 16-28, February 2001.

E. Nordstrm, “Ad hoc On-demand Distance Vector Routing (AODV), from Uppsala
University (AODV-UU)”, http://core.it.uu.se/core/index.php/AODV-UU.

124


http://tools.ietf.org/html/draft-ietf-manet-fsr-03
http://tools.ietf.org/html/draft-ietf-manet-
http://tools.ietf.org/html/draft-ietf-manet-
http://www.ietf.org/rfc/rfc3684.txt
http://core.it.uu.se/core/index.php/AODV-UU

REFERENCES

[24]

[25]

[26]

[27]

[28]

[29]

[30]

[31]

[32]

[33]

[34]

[35]

“IEEE 802 LAN/MAN STANDARDS COMMITTEE”, IEEE 802.11, 1999 Edition,
Wireless LAN Medium Access Control (MAC) and Physical Layer (PHY) Specifica-
tions, 1999.

V. Bharghavan, A. Demers, S. Shenker, and L. Zhang, “MACAW: A media access
protocol for wireless LANs”, In the Proceeding of the SIGCOMM 94, pp. 212-225,
London, U.K., September 1994.

H. Lim and C. Kim, “Multicast tree construction and flooding in wireless ad hoc net-
works”, In the Proceedings of 3rd ACM International Workshop on Modeling, Analysis
and Simulation of Wireless and Mobile Systems, pp. 61-68, Boston, Massachusetts,
August 2000.

D. J. Baker and A. Ephremides, “The architectural organization of a mobile radio
network via a distributed algorithm”, IEEE Transaction on Communication, Volume
29, No. 11, pp. 1694-1701, November 1981.

E. M. Royer, “Hierarchical routing in ad hoc mobile networks”, Wireless Communi-
cation and Mobile Computing, Volume 2 , No. 5, pp. 515-532, 2002.

S. Basagni, “Distributed clustering for ad hoc networks”, In the Proceeding of the
International Symposium on Parallel Architecture, Algorithm and Networks, pp. 310-
315, June 1999.

C. Chiang, H. Wu, W. Liu, and M. Gerla, “Routing in clustered multihop, mobile
wireless networks with fading channel”, In the Proceedings of IEEE Singapore Inter-
national Conference on Networks (SICON), pp. 197-211, Singapore, April 1997.

T. Kwon, T. J. and M. Gerla, “Efficient flooding with passive clustering (PC) in ad
hoc network”, The ACM SIGCOMM Computer Communication Review, Volume 32,
No. 1, pp. 44-56, Pittsburgh, USA, January 2002.

Y. Yi, T. Kwon and M. Gerla, “Passive Clustering (PC) in ad hoc networks”, Internet
Draft, draft-ietf-yi-manet-pac-00.txt, November 2001.

C. R. Lin and M. Gerla, “Adaptive clustering for mobile wireless network”, IEEE Jour-
nal on Selected Area in Communication, Volume 15, No. 7, pp. 1265-1275, September
1997.

Y. Tseng, S. Y. Ni, and E. Y. Shih, “Adaptive approaches to relieving redundant
storms in a wireless multihop mobile ad hoc networks”, In the Proceedings of 21st
IEEE International Conference on Distributed Computing Systems (ICDCS’01), pp.
481-488, Anchorage, Alaska, April 2001.

W. Peng and X. Lu, “On the reduction of broadcast redundancy in mobile ad hoc
networks”, In the Proceedings of the First Annual Workshop on Mobile Ad Hoc
Networking and Computing, pp. 129-130, Boston, Massachusetts, August 2000.

125



REFERENCES

[36] Z.J.Haas, J. Y. Halpern, and L. Li, “Gossip based ad hoc routing”, In the Proceedings
of INFOCOM 2002, Volume 3, pp. 1707-1716, New York, June 2002.

[37] B. Krishnamachari, S. B. Wicker, and R. Bejar, “Phase transition phenomenon in
wireless ad hoc networks”, In the Proceedings of GLOBECOM 2001, Volume 5, pp.
2921-2925, San Antonio, Texas, November 2001.

[38] Y. Sasson, D. Cavin and A. Schiper , “Probabilistic broadcast for flooding in wireless
mobile ad hoc networks”, Swiss Federal Institute of Technology, Switzerland, Techni-
cal Report 1C/2002/54.

[39] S. Ni, Y. Tseng, Y. Chen, and J. Sheu, “The broadcast storm problem in a mo-
bile ad hoc networks”, In the Proceedings of MOBICOM 1999, pp. 151-162, Seattle,
Washington, August 1999.

[40] Y. C. Tseng, S. Y. Ni, Y. Chen, and J. P. Sheu, “The broadcast storm problem in a
mobile ad hoc network”, Wireless Networks, Volume 8, No. 2-3, pp.153-167, March
2002.

[41] J. Cartigny, D. Simplot, “Border node retransmission based probabilistic broadcast
protocols in ad hoc networks”, Telecommunication Systems, Volume 22, Numbers 1-4,
pp. 189-204, Springer, January 2003.

[42] B. Yassein, M. O. Khaoua, S. Papanastasiou, L. M. Mackenzie, A. Jamal, “Improving
route discovery in on-demand routing protocols using local topology information in
MANETSs”, In the Proceedings of the ACM International workshop on Performance
monitoring, measurement, and evaluation of heterogeneous wireless and wired net-
works, pp. 9599, Terromolinos, Spain, 2006.

[43] B. Yassein, M. O. Khaoua, L. M. Mackenzie and S. Papanastasiou, “Performance
analysis of adjusted probabilistic broadcasting in mobile ad hoc networks”, Interna-
tional Journal of Wireless Information Networks, Volume 13, No. 2, pp. 127-140, April
2006.

[44] D. Scott and A. Yasinsac “Dynamic probabilistic retransmission in ad hoc networks”,
In the Proceedings of the International Conference on Wireless Networks (ICWN’04),
pp- 158-164, Las Vegas, Nevada, June 2004.

[45] Q. Zhang, D. Agrawal, “Dynamic probabilistic broadcasting in MANETS”, Journal
of Parallel Distributed Computing, Volume 65, Issue 2, pp. 220-233, February 2005.

[46] P. Pham, and S. Perrau, “Performance analysis of reactive shortest path and multi-
path routing mechanism with load balance”, In the Proceedings of IEEE INFOCOM,
pp. 251-259, San Francisco, California, USA, April 2003.

[47] Y. Hu, and D. B. Johnson, “Exploiting congestion information in network and higher
layer protocol in Multihop wireless Ad Hoc Networks”, In the Proceeding of ICDCS,
pp. 301-310, Tokyo, Japan, March 2004.

126



REFERENCES

[48]

[49]

[50]

[51]

[52]

53

[54]

[55]

[56]

[57]

D. A. Tran, and H. Raghavendra, “Routing with congestion awareness and adaptiv-
ity in mobile ad hoc networks”, In the Proceedings of WCNC, pp. 1988-1994, New
Orleans, Los Angeles, March 2005.

S. Doshi, and T. X. Brown, “An on-demand minimum energy routing protocol for a
Wireless Ad Hoc Network”, In the Proceedings of ACM SIGMOBILE Mobile Comput-
ing and Communication Review, Volume 6, No.3, pp. 50-56, Lausanne, Switzerland,
July 2002.

S. Benerjee, and A. Misra, “Minimum energy path for reliable communication in
multi-hop wireless network”, In the Proceeding of the third ACM Annual workshop
on Mobile Ad Hoc Networking and Computing (MobiHoc), pp. 146-156, Lausanne,
Switzerland, June 2002.

Q. Li, J. Aslam, and D. Rus, “Online power aware routing in Wireless Ad Hoc Net-
works”, In the Proceeding of the seventh International Conference on Mobile Com-
puting and Networking (MobiCom), pp. 97-107, Rome, Italy, June 2001.

S. Narayanaswamy, V. Kawdia, R. S. Srinivas, and P. R. Kumar, “Power control in ad
hoc network: theory, architecture, algorithm and implementation”, In the Proceedings
of European Wireless Conference - Next generation wireless Networks, Technologies,
Protocols, Services and Applications, pp. 156-162, February 2002.

J. H. Chang, L. and Tassiulus, “Energy conserving routing in wireless ad hoc net-
works”, In the Proceeding of IEEE INFOCOM, pp. 22-31, Tel Aviv, Israel, March
2000.

L. Stojmenovic, and X. Lin, “Power aware localized routing in wireless networks”,
IEEE Transaction on Parallel and Distributed Systems, Volume 12, No. 11, pp. 1122-
1133, November, 2001.

K. Woo, C. Yu, H. Y. Youn and B. Lee, “Non-blocking localized routing algorithm
for balanced energy consumption in mobile ad hoc networks”, In the Proceedings of
International Symposium on Modeling, Analysis and Simulation of Computer and
Telecommunication Systems (MASCOTS), pp. 117-124, Cincinnati, Ohio, USA, Au-
gust 2001.

C. K. Toh, “Maximum battery life routing to support ubiquitous mobile computing
in wireless ad hoc networks”, IEEE Communication Magazine, Volume 39, No. 6, pp.
138-147, June 2001.

B. Chen, K. Jameison, R. Morris, and H. Balakrishnan, “SPAN: An energy efficient
coordination algorithm for topology maintenance in ad hoc wireless networks”, In the
Proceeding of the sixth Annual Conference on on Mobile Computing and Networking
(Mobicom), pp. 85-96, Rome, Italy, July 2001.

127



REFERENCES

[58]

[59]

[60]

[61]

[62]

[63]

[64]

[65]

[66]

[67]

68

[69]

Y. Xu, J. Hiedemann and D. Astrin, “Geography-informed energy conservation for
ad hoc routing”, In the Proceeding of the seventh Annual International Conference
on Mobile Computing and Networking (Mobicom), pp. 70-84, Rome, Italy, July 2001.

M. Chiang, “To layer or not to layer: balancing transport and physical layers in
wireless multihop networks”, In the Proceedings of the twenty-third Annual Joint
Conference of the IEEE Computer and Communications Societies, Volume 4, pp.
2525-2536, March 2004.

A. J. Goldsmith, and S. B. Wicker, “Design challenges for energy-constrained ad hoc
wireless networks”, IEEE Wireless Communication, Volume 9, No. 4, pp. 8-27, August
2002.

A. Safwat, H. Hassanein, and H. Muftah, “Optimal cross layer design for energy effi-
cient wireless ad hoc and sensor networks”, In the Proceedings of the IEEE Conference
on Computing and Communications, pp. 123-128, Phoenix, Arizona, April 2003.

L. Alonso, and R. Agusti, “Automatic rate adaptation and energy-saving mechanisms
based on cross-layer information for packet-switched data network”, IEEE Radio Com-
munications, Volume 42, No. 3, pp. S15-520, March 2004.

W. H. Yuen, H. N. Lee, and T. D. Anderson, “A simple and effective cross layer
networking system for mobile ad hoc networks”, In the Proceedings of IEEE Interna-
tional Symposium on Personal, Indoor and Mobile Radio Communications, Volume
4, pp. 1952-1956, September 2002.

G. Yang, M. Xiao, H. Chen, and Y. Yao, “A novel cross-layer routing scheme of
ad hoc networks with multi-rate mechanism”, International Conference on Wireless
Communications, Networking and Mobile Computing, 2005, Volume 2, pp. 701-704,
September 2005.

J. Zhao, Z. Guo, and W. Zhu, “Power efficiency in IEEE 802.11a WLAN with cross-
layer adaptation”, In the Proceedings of IEEE International Conference on Commu-
nication, Volume 3, pp. 2030-2034, Seattle, May 2003.

P. Gupta and P. R. Kumar, “Critical power for asymptotic connectivity in wireless
networks”, Stochastic Analysis, Control, Optimization and Applications, pp. 547-566,
1998.

P. Santi, “The critical transmitting range for connectivity in mobile ad hoc networks”,
IEEE Transaction on Mobile Computing, Volume 4, No. 2, March/April 2004.

C. Bettstetter, “On the minimum node degree and connectivity of a wireless multi-hop
network”, MOBIHOC 2002, pp. 81-90, Lausanne, Switzerland, June 2002.

C. Bettstetter, “On the connectivity of ad hoc networks”, The Computer Journal,
Special Issue on Mobile and Pervasive Computing, Volume 47, pp.432-447, Oxford
University Press, July 2004.

128



REFERENCES

[70] http://minnie.tuhs.org/REAL/

[71] K. Fall and K. Varadhan, “NS notes and documentation technical report”, University
of California Berkeley, LBL, USC/ISI, and Xeron PARC, 2003.

[72] N. Zhou, H. Wu, and A. A. Abouzeid, “Reactive routing overhead in networks with
unreliable nodes”, In the Proceeding of the MobiCom 2003, pp. 134-146, SanDiego,
California, June 2003.

[73] H. Lim, and C. Kim, “Flooding in wireless ad hoc networks”, IEEE Computer Com-
munication 2000, Volume 24, No. 3-4, February 2001

[74] J. Sucec, and I. Marsic, “Hierarchical routing overhead in mobile ad hoc networks”,
IEEE Transactions on Mobile Computing, Volume 3, No.1, Januray-March 2004.

[75] K. Tepe, M. Naserian, and M. Tarique, “A new hierarchical routing protocol, hierar-
chical dynamic source routing, for ad hoc wireless networks”, Proceedings of Wireless
2004, The 16th International Conference on Wireless Communications, pp. 248-254,
Calgary, July 2004.

[76] R.J. Aumann, “Handbook of game theory with economic applications”, Elsevier 1994.

[77] M. J. Osborne, and A. Rubinstein, “A course in game theory”, MIT Press, Cambridge,
1994,

[78] R. Gibbons, “Game theory for applied economists”, Princeton University Press,
Princeton, 1992.

[79] D. Fundenberg, and J. Tirole, “Game Theory”, MIT Press, 1992.

[80] A. Kelly, “Decision making using game theory: an introduction for managers”, Cam-
bridge University Press, May 2003.

[81] W. C. Stirling, “Satisficing games and decision making; with applications to engineer-
ing and computer science”, Cambridge University Press, 2003.

[82] A. B. MacKenzie and L. A. DaSilva, “Game theory for wireless engineers”, Morgan
and Claypool Publishers, 2006.

[83] P. Michiardi, and R. Molva, “Core: A collaborative reputation mechanism to en-
force node cooperation in mobile ad hoc networks”, In the Proceedings of the sixth
IFIP conference on security communications, and multimedia (CMS 2002), Portoroz,
Slovenia, 2002.

[84] P. Michiardi, and R. Molva, “A game theoretical approach to evaluate cooperation
enforcement mechanisms in mobile ad hoc networks”, In the Proceedings of WiOpt’03,
Sophia Antipolis, France, March 2003.

129


http://minnie.tuhs.org/REAL/

REFERENCES

(85]

86]

[87]

[88]

[89]

(90]

[91]

[92]

[93]

[94]

[95]

[96]

S. Eidenbenz, A. Kumar, and S. Zust, “Equilibria in topology control games for ad
hoc networks”, In the Proceedings of POMC’03, Volume 11 , Issue 2, pp. 143-159,
San Diego, California, USA, September 2003.

A. Urpi, M. Bonuccelli, and S. Giordano, “Modeling cooperation in mobile ad hoc net-
works: a formal description of selfishness”, In the Proceedings of WiOpt’03, Sophia-
Antipolis, France, March 2003.

V. Srinivasan, P. Nuggehalli, C. Chiasserini, and R. Rao,“Cooperation in wireless ad
hoc networks”, In the Proceedings of INFOCOM 2003, Volume 2, pp. 808-817, San
Francisco, California, USA, April 2003.

C. U. Saraydar, N. B. Mandayam , D. J. Goodman, “Efficient power control via
pricing in wireless data networks”, IEEE Transactions on Communication, Volume
50, No. 2, pp. 291-303, February 2002.

C. U. Saraydar, N. B. Mandayam , D. J. Goodman, “Pricing and power control in a
multicell wireless data network”, IEEE Journal on Selected Areas in Communications,
Volume 19, No. 10, pp. 1883-1892, October 2001.

A. B. MacKenzie , S. B. Wicker, “Stability of multi-packet slotted Aloha with selfish
users and perfect information”, In the Proceedings of INFOCOM 2003, Volume 3, pp.
1583-1590, San Francisco, CA, USA, April 2003.

S. Murthy, and J. J. Garcia-Luna-Aceves, “An efficient routing protocol for wireless
networks”, ACM Mobile Networks and Application Journal, Special Issue on Routing
in Mobile Communication Networks, Volume 1, Issue 2, pp. 183-197, October 1996.

L. Buttyan, and J. P. Hubaux, “Enforcing service availability in mobile ad hoc WANs”,
IEEE/ACM Workshop on Mobile Ad Hoc Networking and Computing (MobiHOC)
2003, Boston, MA, August 2000.

F. Xue, and P. R. Kumar, “The number of neighbors needed for connectivity of
wireless networks”, Wireless Networks, Volume 10, pp. 169-181, March 2004.

G. Ferrari, O. K. Tonguz, “Minimum number of neighbors for fully connected uniform
ad hoc wireless networks”, In the Proceedings of IEEE International Conference on
Communications (ICC’04), Volume 7, pp. 4331-4335, Paris, France, June 2004.

B. Lu, and W. Pooch, “A game theoretic framework for bandwidth reservation in
mobile ad hoc networks”, In the Proceedings of the First International Conference
on Quality of Service in Heterogeneous Wired/Wireless Networks (QSHINE’04), pp.
234-241, Dallas, Texas, October 2004.

A. B. MacKenzie , S. B. Wicker, “Selfish users in Aloha: A game-theoretic approach”,
In the Proceedings of Vehicular Technology Conference, 2001, Volume 3, pp. 1354-
1357, Atlantic City, New Jersey, USA, October 2001.

130



REFERENCES

[97]

[98]

[99]

(100]

[101]

[102]

[103]

[104]

[105]

[106]

[107)

B. Krishnamachari , S. B. Wicker, “A one-shot random access game for wireless
networks”, In the Proceedings of International Conference on Wireless Networks,
Communications and Mobile Computing (WCNC’05), Volume 2, pp. 940-945, New
Orleans, Lousiana, USA, June 2005.

A. Diekmann, “Volunteer’s dilemma”, Journal of Conflict Resolution, Volume 29,
No.4, pp. 605-610, December 1985.

A. Diekmann, “Cooperation in an asymmetric volunteer’s dilemma game theory and
experimental evidence”, International Journal of Game Theory, Physica Verlag, An
Imprint of Springer-Verlag GmbH Issue Volume 22, Number 1, March, 1993, pp. 75-85.

M. Naserian, and K. E. Tepe, “Game theoretic approach in routing protocol for
wireless ad hoc networks”, Accepted for publication in Elsevier Journal of Ad Hoc
Networks.

M. Naserian, and K. E. Tepe, “Game theoretic dynamic probabilistic forwarding in
wireless ad hoc networks”, Submitted to Elsevier Journal of Ad Hoc Networks.

M. Naserian, K. E. Tepe, and M. Tarique, “Routing overhead analysis for wireless ad
hoc network”, In the Proceedings of IEEE International Conference on Wireless and
Mobile Computing, Networking and Communication (WIMOB), pp. 87-92, Montreal,
Quebec, Canada, August 2005.

M. Naserian, K. E. Tepe, and M. Tarique, “On the connectivity of nodes in wireless
ad hoc and sensor networks”, In the Proceedings of IEEE Canadian Conference on
Electrical and Computer Engineering, pp. 2073-2075, Saskatoon, Canada, May 2005.

M. Naserian, K. E. Tepe, and M. Tarique, “HDSR: hierarchical dynamic source rout-
ing for heterogeneous wireless mobile ad hoc networks”, In the Proceedings of the
10th IFIP International Conference on Personal Wireless Communications (PWC),
pp. 125-132, Colmar, France, August 2005.

M. Realp, and A. I. Perez-Neira, “Decentralized multi access MAC protocol for ad
hoc networks”, In the Proceedings of the IEEE Personal, Indoor and Mobile Radio
Communications, Volume 2, pp. 1634-1638, September 2003.

S. V. Heuvel-Romaszko, and C. Blondia, “Enhancements of the IEEE 802.11, a MAC
protocol for ad hoc network with history of power adjustment”, In the Proceedings of
International Conference on Wireless Networks, Communications and Mobile Com-
puting, Volume 1, pp. 48-54, June 2005.

F. H. P. Fitzek, D. Angelini, G. Mazzini, and M. Zorzi, “Design and performance of
an enhanced IEEE802.11 MAC protocol for ad hoc networks”, In the Proceedings of
the 58th IEEE Vehicular Technology Conference, Volume 4, pp. 2257-2261, October
2003.

131


http://IEEE802.il

REFERENCES

[108] F. Alizadeh-Shabdiz, and S. Subramaniam, “On the performance of a new 802.11-
based low latency power control MAC protocol for ad hoc networks”, In the Pro-
ceedings of IEEE Wireless Communications and Networking (WCNC), Volume 2, pp.
959-964, New Orleans, Louisiana, March 2003.

[109] E. S. Jung, and H. V. Nitin, “A power control MAC protocol for ad hoc networks”,
Wireless Networks, Volume 11 , No. 1-2, pp. 55-66, January 2005.

132



Appendix A

List of Publications

1. Mohammad Naserian and Kemal E. Tepe, “ Game Theoretic Approach in Routing
Protocol for Wireless Ad Hoc Networks”, Accepted for publication in Elsevier Journal

of Ad Hoc Networks.

2. Mohammad Naserian and Kemal E. Tepe, “Game Theoretic Dynamic Probabilistic
Forwarding in Wireless Ad Hoc Networks”, Submitted to Elsevier Journal of Ad Hoc

Networks.

3. Mohammed Tarique, Kemal E. Tepe and Mohammad Naserian, “A Cross layer Design
for Forwarding Node Selection in Wireless Ad Hoc Network”, In the Proceedings of
International Conference on Wireless Networks, Communications and Mobile Com-

puting (IEEE WirelessCom), Hawaii, USA, pp. 802-807, June 2005.

133



A. LIST OF PUBLICATIONS

4. Mohammad Naserian, Kemal E. Tepe and Mohammed Tarique, “Routing Overhead
Analysis for Reactive Routing Protocols in Wireless Ad Hoc Network”, In the Proceed-
ings of IEEE International Conference on Wireless and Mobile Computing, Network-
ing and Communication (WIMOB), Montreal, Quebec, Canada, pp. 87-92, August
2005.

5. Mohammad Naserian, Kemal E. Tepe and Mohammed Tarique, “On the connectiv-
ity of nodes in wireless ad hoc and sensor networks”, In the Proceedings of IEEE
Canadian Conference on Electrical and Computer Engineering, Saskatoon, Canada,

pp. 2073-2075, May 2005.

6. Mohammed Tarique, Kemal E. Tepe and Mohammad Naserian, “Hierarchical dynamic
source routing : passive forwarding node selection for Wireless Ad Hoc Network”, In
the Proceedings of IEEE International Conference on Wireless and Mobile Computing,
Networking and Communication (WIMOB ), Montreal, Quebec, Canada, pp. 73-78,
August 2005.

7. Mohammed Tarique, Kemal E. Tepe and Mohammad Naserian, “Energy Saving Dy-
namic Source Routing for Wireless Ad Hoc Network”, In the Proceedings of the third
International Symposium on Modeling and Optimization in Mobile, Ad Hoc and Wire-

less Networks, Trenito, Italy, pp. 305-310, April 2005.

8. Kemal E. Tepe, Mohammad Naserian and Mohammed Tarique, “A New Hierarchical
Architecture for Wireless Ad Hoc Network”, In the Proceedings of Wireless 2004,
Calgary, Alberta, pp. 246-254, July 2004.

134



A. LIST OF PUBLICATIONS

9.

10.

11.

Mohammad Naserian, Kemal E. Tepe and Mohammed Tarique, “HDSR: Hierarchi-
cal Dynamic Source routing for Heterogeneous Wireless Mobile Ad Hoc Networks”,
In the Proceedings of the 10th IFIP International Conference on Personal Wireless

Communications (PWC), Colmar, France, pp. 125-132, August 2005.

Sasan Adibi, Mohammad Naserian and Shervin Erfani, “A fast handover M-MANET
with QoS support”, Canadian Conference on Electrical and Computer Engineering,

pp- 1090-1092, May 2005.

Sasan Adibi, Mohammad Naserian and Shervin Erfani, “Mobile-IP MPLS-based net-
works”, Canadian Conference on Electrical and Computer Engineering, pp. 168-171,

May 2005.

135



Appendix B

IEEE Reprint Permaission

From: j.hansson@ieee.org

Sent: Monday, May 12, 2008 1:34 PM To: Naserian, Mo

Subject: Re: Fw: my publications with IEEE

Dear Mohammad Naserian:

This is in response to your letter below, in which you have requested permission to reprint, in
your upcoming thesis/dissertation, your described |EEE copyrighted material, We are happy to
grant this permission. Our requirements in regards to distributing the paper copies of your thesis
or using the IEEE copyrighted papers in your thesis on the university’s website is that a note is
placed at the beginning of the thesis or in the credits that reads " parts of this thesis have been
previously published” and to properly cite those IEEE publications in the text at the appropriate
places. An example of how the credits should read is:

(c) [Year] IEEE. Reprinted from IEEE publication title, IEEE paper title, author or author names.
Also, at the beginning of the credits or in an appropriate and prominent place on the website
the following message should be displayed:

This material is posted here with permission of the IEEE. Such permission of the IEEE does
not in any way imply IEEE endorsement of any of the [university 's name] products or services.

Internal or personal use of this material is permitted. However, permission to reprint/republish

136


mailto:j.hansson@ieee.org

B. IEEE REPRINT PERMISSION

this material for advertising or promotional purposes or for creating new collective works for re-
sale or redistribution must be obtained from the IEEE by writing to pubs-permissions@ieee.org.
By choosing to view this material, you agree to all provisions of the copyright laws protecting
it.

Please be advised that wherever a copyright notice from another organization is displayed be-
neath a figure, a photo, a videotape or a Powerpoint presentation, you must get permission
from that organization, as IEEE would not be the copyright holder.

Use either one if applicable:

Sincerely,

Jacqueline Hansson

IEEE Intellectual Property Rights Coordinator

IEEE Intellectual Property Rights Office

445 Hoes Lane

Piscataway, NJ 08855-1331 USA

+1 732 562 3828 (phone)

+1 732 562 1746(fax)

e-mail: j.hansson@ieee.org

Fw: my publications with |IEEE

— Forwarded by William Hagen/PUBS/STAFF/US/IEEE on 05/09/2008 02:03 PM —
“Naserian, Mo” Mo.Naserian@vector-cantech.com TO w.hagen@ieee.org

cc 05/09/2008 naseria@uwindsor.ca 10:07 AM

Subject my publications with IEEE

Good morning Mr. Hagen,
I have published the following 2 paper in IEEE and I would like to use

the material as part of my dissertation. I appreciate if you could reply

to me by May 26, 2008.

137


mailto:pubs-permissions@ieee.org
mailto:j.hansson@ieee.org
mailto:Mo.Naserian@vector-cantech.com
mailto:w.hagen@ieee.org
mailto:naseria@uwindsor.ca

B. IEEE REPRINT PERMISSION

Mohammad Naserian, Kemal Tepe, Tarique Mohammed, “On the connectivity of nodes
in wireless ad hoc and sensor networks”, In the Proceedings of IEEE Canadian Conference

on Electrical and Computer Engineering, Saskatoon, Canada, pp. 2073-2075.

Mohammad Naserian, Kemal Tepe, Tarigue Mohammed, “Routing Querhead Analysis for
Reactive Routing Protocols in Wireless Ad Hoc Network”, In the Proceedings of IEEFE Inter-
national Conference on Wireless and Mobile Computing, Networking and Communication
(WIMOB), Montreal, Quebec, Canada, pp. 87-92, August 2005.

Regards,

Mohammad Naserian

138



VITA AUCTORIS

Mohammad Naserian, P.Eng. received B.A.Sc. from University of Tehran and
M.A.Sc. degree from Iran University of Science and Technology (IUST) both in Electrical
Engineering in 1996 and 1999 respectively. He joined the Department of Electrical and
Computer Engineering at University of Windsor, where he started his Ph.D. research in
January 2003. During his studies at university of Windsor, he won many scholarships such
as Ontario Graduate Scholarship (OGS) and Ontario Graduate Scholarship in Science and
Technology (OGSST). He joined university of Detroit Mercy as an adjunct professor in May
2007. His research interest is in wireless communication systems, wireless mobile ad hoc net-
works (MANETS), wireless sensor networks, game theory applications in communications,

network security and distributed networking.

139



	Game theoretic approach in routing protocols for wireless mobile ad hoc networks
	Recommended Citation

	ProQuest Dissertations

