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Abstract

An analysis of existing solutions in the field of film distribution was conducted and an algorithm for real-time user
interaction was developed to implement the possibility of discussing content. Existing methods for implementing real-
time interaction were analyzed and the feasibility of using a particular solution was justified. A diagram of the opera-
tion of the selected method is presented.
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Anomauisn

Ilposedeno ananiz icuyrouux piwensv y cepi KiHonpoxkamy ma po3pobieHo ancopumm 83aemMoodii Kopucmyeaua
pedxcumi peanbHo2o yacy 08 peanizayii Moxcaugocmi 062o8openns konmenmy. Ilpoananizosano icuyroui memoou pe-
anizayii 83aemodii 8 pexcumi peaibHo20 Yyacy ma 00IPYHMOBaHo 0OYiNbHICMb GUKOPUCTIAHHS MO20 YU IHUO20 PilleHHs.
Ilpedcmaeneno cxemy pobomu 0b6pano2o memooy.

Knruosi cnosa: xino, 6ed-cucmema, asmomamusayis, OUCKYCist, KOHmMeHm, Qitbmu, 634EM00isl 8 pedbHOMY YACI.

Introduction

Today, the film industry is not only about creating films, but also about distributing them. Everyone
comes to the film business with different intentions, some to implement their own ideas, and some to develop
their own business.

Due to the growing popularity of films and cinemas among the general population, the level of
competition has increased, which requires the implementation of new solutions that could interest
consumers.

The goal of the work is to increase the level of involvement of a new audience by implementing the
development of a web system with the ability to discuss content in real time, which will increase the
profitability of the business and increase the number of visitors.

The main task is to develop an algorithm for user interaction in real time for discussing the content of the
web system, by analyzing existing solutions.

Comparative analysis of existing real-time interaction solutions and justification of protocol choice

There are many solutions for implementing real-time user interaction, but some of them have significant
drawbacks to be useful.

The first of the available algorithms is "Server Sent Events" [1]. The main idea is to maintain
communication with the server and allow receiving events from it on the client side. The main drawback that
does not allow using this solution is its limitations, namely the lack of the ability to send messages to the
server from the client side.

The second proposed algorithm is “Long Pooling” [2]. Long polling is the simplest way of having persis-
tent connection with server, that does not use any specific protocol like previously described “Server Sent
Events”. The main idea is that user sends request to the server and it does not close this connection until
there is no at least one message to send back to the client. Each time when connection is closed client should
reopen it. Fast server installation, because to receive up-to-date information, thousands of users need to send
a request to the backend every second, which can slow down the system.

For sending requests, the HTTP protocol is well suited, which allows sending requests to the server from
the client side. This does not require any third-party tools. But one of the main disadvantages is that users
will need to send requests to the server themselves in order to receive current information. Thus, a delay of at
least 1 second, or even more, is possible. There will also be an extremely high level of load on the server side



and at any moment the server may refuse the connection, which will affect the user experience of using the
system.

The best option for implementing the possibility of discussing content in real time will be the “WebSock-
ets” [3] network protocol. Compared to previous options, it has almost no drawbacks. The main idea is that
the client initiates a connection of a certain type and the server will always notify the user on its own without
the need to make additional requests. Therefore, “WebSockets” protocol provides a way to exchange data
between browser and server via a persistent connection. The data can be passed in both directions as “pack-
ets”, without breaking the connection and the need of additional HTTP-requests.

Below there is the figure 1 where is shown the main difference between “HTTP” and “WebSockets” net-
work protocols.
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Figure 1. The main difference between “HTTP” and “WebSockets” protocols

From Fig. 1 it follows that when using the “HTTP” data exchange protocol, the user will be required to
make constant requests, unlike “WebSockets”.
Figure 2 shows a state diagram of a module with real-time content discussion.
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Figure 1. The main difference between “HTTP” and “WebSockets” protocols

Therefore, every time a message is sent, other discussion users will receive a signal and will be able to see
the current information.



Conclusion

In the conclusion, the existing algorithms for implementing the possibility of exchanging messages
between users who are participants in the discussion of a particular film were analyzed, and the feasibility of
using “WebSockets” protocol was proven. The implementation of this functionality will allow to interest
new users and increase the time they spend using the system, as a result of which the profitability of the film
club will increase. An algorithm for using “WebSockets™ protocol on the client was developed, and based on
this, a state diagram of the module with content discussion was created.
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