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Design and Implementation of a Real Time Chat
Application System.

ABSTRACT

This project proposes the development of a

comprehensive social-networking and
communication  tool. The tool leverages
technological advancements  to facilitate

communication and media sharing among users,
integrating features such as messaging, voice and
video calls and file sharing. This application will
aim to bridge social barriers by providing a
platform accessible to all levels of society, from
rural communities to urban dwellers. By promoting
local socializing in local languages, it fosters a
sense of community and cultural unity. The
proposed system will be developed to run on
Android and iOS platforms, ensuring compatibility
with the majority of smartphones. It will include
functionalities such as user registration, login,
friend real-time

management, messaging,

multimedia sharing, and privacy controls.

Moreover, the system will incorporate security
features to protect user data and transactions,
essential for building trust among its users. The
project will follow an agile development
methodology, emphasizing iterative improvements
and user feedback to ensure a user-friendly
interface  and robust

performance. A pre-

development analysis and requirements
specification phase will precede the design and
implementation, followed by thorough testing to
validate the system's functionality and performance.

The expected deliverables of the project include a

fully functional application, technical
documentation, user manuals, and a report
detailing the development process, challenges

encountered, and future recommendations.

Keywords: Social networking, communication tool,
real-time messaging, multimedia sharing, Android,
10S, agile development, user privacy, community
engagement, local languages.
Tools Used: JavaScript/TypeScript: For cross-
platform frameworks like React Native. Node.js:
For backend development. React Native: For
apps
cross-platform

building cross-platform
JavaScript/TypeScript: For

frameworks like React Native.



I. INTRODUCTION AND BACKGROUND

Social networking platforms are designed to
facilitate the creation and sharing of information,
ideas, and interests within virtual communities.
Social networking sites are characterized by the
creation of a public or semi-public profile, the
articulation of a list of other users with whom one
shares a connection, and the ability to view and
traverse their list of connections and those made by
others within the system (Ellison & Boyd, 2013).
These

communication by allowing real-time interaction

platforms have revolutionized
and instant sharing of multimedia content, thereby

enhancing social connectivity and engagement.

The impact of social networking is evident across

various sectors. In education, platforms like
Edmodo and Facebook Groups provide spaces for
students and teachers to interact beyond the
classroom (Greenhow & Lewin, 2016). In business,
LinkedIn serves as a critical tool for professional
networking and job searching (Kietzmann et al.,
2011). Social networks also play a crucial role in
activism and social movements, providing tools for
organization and mobilization (Tufekci, 2017).
embedded in social

Communication tools

networking platforms encompass a range of
functionalities including messaging, voice and
video calls, and file sharing. These tools are
essential for

both personal and professional

interactions. Instant messaging and real-time

communication have become indispensable in

business environments, where they facilitate quick

decision-making and collaboration (McKinsey,
2014). The integration of voice and video call
features further enriches the communication
experience by enabling face-to-face interactions
regardless of geographical barriers.

The proliferation of smartphones has significantly
contributed to the popularity and accessibility of
social networking and communication tools.
Android and iOS are the two dominant mobile
operating systems that power the majority of
smartphones globally. Android, developed by
Google, is known for its open-source nature, which
allows extensive customization and flexibility. In
contrast, i0S, developed by Apple, is renowned for
its seamless user experience and robust security
2023; Google, 2023). Both

platforms offer extensive support for third-party

features (Apple,

applications, providing a fertile ground for the
development of sophisticated social networking and
communication tools.

The competitive landscape between Android and
iI0OS has driven
continuous
performance. According to IDC (2023), Android
holds approximately 72% of the global market

innovation, leading to the

enhancement of features and

share, while iOS accounts for around 27%. This
widespread adoption underscores the importance of
developing applications that are compatible with
both platforms to maximize reach and accessibility.
Real-time messaging is a crucial feature of modern
communication tools. It allows users to send and
receive  messages

instantaneously, facilitating



feedback. This
in both

immediate interaction and

functionality is particularly valuable
personal and professional contexts, where timely
communication is critical. Real-time messaging
systems utilize various protocols and technologies
to ensure swift and reliable message delivery. For
instance, the Extensible Messaging and Presence
(XMPP) and the Message Queuing

Telemetry Transport (MQTT) are commonly used

Protocol

to support real-time messaging applications (Banks
& Gupta, 2014).

Multimedia sharing capabilities enable users to
exchange photos, videos, audio files, and other
types of content through social networking and
communication platforms. This feature enhances
user engagement by allowing the sharing of rich
media content, which is often more impactful than
text-based messages alone. Multimedia sharing is
supported by advancements in mobile device
hardware and network infrastructure, which have
improved the quality and speed of media capture,
transmission, and playback (Pereira et al., 2016).

Technical documentation can take various forms,
including user manuals, APl documentation, and
system design documents. For instance, Javadoc is
widely used for documenting Java applications,
providing a standard format for developers to
describe code functionality and
2015).

commonly used for documenting RESTful APIs,

usage (Sun

Microsystems, Similarly, Swagger is

offering interactive documentation that enhances

developer experience and collaboration (Smart
Bear, 2023).

User-friendly interfaces are particularly important
in diverse regions where users may have varying
levels of technological
highlights the

elements that cater to cultural and

proficiency. Research
importance of localized design
linguistic
preferences, ensuring that the interface is not only
functional but also culturally relevant (Park et al.,
2019). Tools like Adobe XD and Figma are widely
used in the design process, enabling rapid
prototyping and user testing to refine interface

design (Adobe, 2023; Figma, 2023).

Motivation and Significance of the Study

By developing a comprehensive platform that
integrates advanced features and addresses existing
gaps in user interface design, real-time
communication, multimedia sharing, cross platform
compatibility, and cultural localization, this study
seeks to enhance user experience and engagement.
By bridging technological gaps and addressing
platform fragmentation, the study aims to provide a
unified experience across Android and i0S
platforms. Furthermore, by advancing agile
development practices and improving technical
documentation and user support, the study
contributes to the sustainability and scalability of
the tool. Overall, this study contributes to academic
knowledge by validating theoretical frameworks
and providing practical insights into the

development of social networking tools, with the



potential to foster social interactions, support
community building, and enhance communication

in culturally diverse regions.

Scope of the Study
This study focuses on the design, development, and
evaluation of a comprehensive social networking
and communication tool. It encompasses the design
of an intuitive and user-friendly interface,
implementation of robust real-time messaging,
voice, and video call functionalities, and integration
of efficient multimedia sharing capabilities. The
study will ensure cross-platform compatibility
across Android and iOS platforms, and adapt the
tool to diverse cultural and linguistic preferences.
Agile development methodologies will be employed
to facilitate iterative

improvements and rapid

adaptation to wuser feedback. Comprehensive

technical documentation and user support
mechanisms will be developed to assist users and
maintain the tool. The study will not cover
hardware development or extensive backend
infrastructure beyond what is necessary to support
the tool's functionalities. Evaluation will focus on
functionality, performance, user satisfaction, and

adoption rates through pilot testing and user trials,

contributing to the advancement of social
networking technologies in diverse cultural
contexts.

Problem Statement

Despite the rapid advancements in social
networking and communication tools, significant
challenges persist in effectively connecting users,
particularly in culturally diverse regions. The
existing platforms often face issues related to user
interface  complexity, insufficient  real-time
communication capabilities, and limited support for
multimedia sharing. Moreover, the fragmentation
between Android and iOS applications hampers the
seamless user experience, as users on different
issues and

platforms encounter compatibility

inconsistent functionality.

Aim of the Study
The main aim of this project is to Design and

Implement a Real Time Chat Application System.

Obijectives of the Study

1. General Objectives
To develop a comprehensive social networking and
communication tool that addresses the existing
challenges in user interface complexity, real-time
communication capabilities, multimedia sharing,
platform fragmentation, lack of localization, agile
implementation, and technical documentation
deficiencies. The tool aims to provide a seamless
user experience across Android and iOS platforms,
social interaction and

enhancing community

building in culturally diverse regions.

2. Specific Objectives



The study was based on the following research

objectives;

1. To design a user-friendly interface for the
social networking and communication tool
that enhances usability and accessibility for
users with varying technological
proficiency.

2. To integrate efficient multimedia sharing
capabilities that support high-quality content
sharing without compromising performance.

3. To implement robust real-time messaging,
voice, and video call functionalities that
ensure reliable communication and seamless
user interaction.

Research Questions
1. What design elements and navigation

features enhance usability and accessibility

for users with varying levels of
technological proficiency?

2. What are the optimal compression
technologies and methods for multimedia
files that balance file size and quality?

3. What are the most effective strategies for
optimizing media transmission to maintain
call quality network

across varying

conditions?

ILLITERATURE REVIEW TO THE
RESEARCH

2.0 Introduction
This chapter, literature review serves to show

projects and ideas of similar systems that have been

developed before.

2.1 Review of the Literature
The user interface (UI) design of social networking
tools significantly influences user experience and
engagement. Contemporary research underscores
the need for intuitive, accessible, and visually
appealing interfaces that cater to diverse user
groups. Recent studies by Jones et al. (2020)
emphasize the importance of simplicity and

consistency in Ul design, which can reduce

cognitive load and enhance user satisfaction.
Accessibility features, such as screen readers and
high-contrast modes, are essential for inclusivity,
enabling users with disabilities to effectively
interact with the platform (Smith & Brown, 2021).
Additionally, incorporating user feedback into the
design process is crucial for creating interfaces that
meet user needs and preferences (Lee et al., 2022).

Multimedia sharing is a pivotal feature in social
networking tools, enhancing user interaction
through the exchange of rich media content. Recent
advancements in compression technologies and
network infrastructure have facilitated efficient
multimedia sharing. The High Efficiency Video
Coding (HEVC) standard, for instance, enables
high-resolution video sharing with reduced file
sizes, which enhances the user experience without
2019).

Platforms such as Instagram and Snapchat have

compromising quality (Sullivan et al.,

leveraged these technologies to provide seamless
multimedia sharing experiences, using sophisticated
algorithms to optimize media compression and

transmission (Pereira et al., 2020).



The demand for high-quality multimedia content

has driven innovations in both hardware and

software. Modern smartphones, equipped with
advanced cameras and processing capabilities,
support high-quality media capture and playback
(Kim & Lee, 2021).

services and Content Delivery Networks (CDNSs)

Furthermore, cloudbased
play a crucial role in ensuring efficient and reliable
multimedia delivery, enhancing user satisfaction
(Johnson & Evans, 2021).

Real-time communication features, such as
messaging, voice, and video calls, are integral to
social networking tools. The development and
integration of these features rely heavily on
like WebRTC (Web Real-Time

Communication), which facilitates peer-to-peer

technologies

communication directly within web browsers
(Burnett & Seaman, 2019). This technology has
been instrumental in the success of platforms like
Google Meet and Zoom, which offer reliable, high-

quality real-time communication capabilities.

Protocols such as the Extensible Messaging and
(XMPP) and the Message
(MQTT) are

commonly used to support real-time messaging

Presence Protocol

Queuing Telemetry Transport

applications. These protocols ensure swift and
reliable message delivery, which is crucial for
maintaining the immediacy of communication
(Banks & Gupta, 2018). Additionally, the

integration of end-to-end encryption technologies,

such as the Signal Protocol, enhances the security

and privacy of real-time communications

(Marlinspike & Perrin, 2020).

1. METHODOLOGY

A. 3.0 Introduction
This chapter outline the Design and Implementation

of a Real Time Chat Application System.

It covers the following areas; implementation of the

system, system analysis, project design.

Rajasakr. (2013) defines research as being a logical

and systematic search for new and useful
information on a particular topic. Research is done
with the help of study, experiment, observation,
analysis, companion and reasoning. Rajasakr then
describes a methodology as being a systematic way
to solve a problem, and a science of studying how

research is to be carried out.

B. 3.1 Baseline Study

A baseline study will be conducted to establish the

current state of social networking and
communication tools, focusing on user interface
complexity, real-time communication capabilities,
multimedia sharing, and platform fragmentation.
This study will involve a comprehensive review of
existing literature, analysis of current market
offerings, and user surveys to identify the gaps and
areas for improvement. The baseline study will
provide a benchmark against which the new tool's

performance and user satisfaction can be measured.



C. 3.1.0 Data Collection
Data-collection  techniques allow us to

systematically collect information about the subject
of study (people, objects, phenomena) and about the
settings in which they occur. There are various data
collection techniques that can be used, for example,
Observing, Interviewing, administering written
questioners. (Chaleunvong, 2009).

The data collection techniques used in the project
are Interviews, and Questionnaires. Observation
means selecting, watching and recording behavior
of a living being or people, while Interviewing
means oral questioning of respondents either
individually or as a group. The reasons for choosing
the techniques are:

1. Interviews were appropriate for data
collection because | was able to get real time
answers from users regarding the system.

2. Observations were also an appropriate data
collection technique because it helped me observe
how the users are using the current systems and had
given me an idea of how | improved the System.

D. 3.1.1 Research Approach

The software development methodology which
was used to implement the real time chat
application System was the agile software
development methodology.

Why Agile

The Agile methodology was the most
appropriate in situations that we need to
respond to changing in requirements of a

project. This ensures that the efforts of the

development team are not wasted, which is

the case with other development.

(McCormick, 2012).

1.Agile works well with highly volatile

requirements of Systems: meaning agile is
ideal for projects with high levels of
uncertainty and are appropriate for developing
the Vehicle Management System. (Harlen
K.Fora, 2014)

. Agile increases reliability: Agile development

with its iterative testing and quality assurance
practices assists developers to build more
quality and reliability through repeated cycles
of testing. (Harlen K.Fora, 2014).

Waterfall Model

The waterfall model is the first published
model of software development process that
was derived from more general system
engineering process. It is an example of a plan
driven process in principle, the waterfall
model requires that you plan and schedule all
process activities before you start working on
them. The figure below shows the
diagrammatic illustration if the model.
(Sommerville, 2011).

Integration and

System Testing | l

Operation and
Maintenance




FIGURE 1: SOURCE: (SOMMERVILLE, 2011)

The waterfall model basically has five activities as

shown in the figure above.

1. Requirements analysis and Definition:
System  services, constraints and goals are
established by consulting  system  users.
(Sommerville, 2011)

2. System and Software Design: Allocates

requirements either to hardware or software,
software design involves identifying and describing
the fundamental software system abstractions and
their relationships. (Sommerville, 2011)

3. Implementation and Unit Testing: Software
design is realized as a set of programs or program
units, unit testing involves verifying that each unit
meets its specification. (Sommerville, 2011)

4. Integration and System testing: Individual
program units or programs are integrated and tested
as a complete system. After testing, the software is
taken to the customer. (Sommerville, 2011)

5. Operation and Maintenance: This is the
longest life cycle phase, where the system is
installed and put into practical use. Maintenance
involves which were not

correcting €rrors

discovered in the life cycle. (Sommerville, 2011)

The system will be developed using PHP, HTML,
Flutter, node, CSS and java script at the front and
MYSQL. Platform used as IDE is Visual studio
code.

Participants: 0

Unmute

Connecting...

Type comment

Figure 2: Real time chat application system

admin interface, source: Author 2019

E. 3.2 System Design

Based on the user requirements and the detailed
analysis of the existing system, the new system
must be designed. This is the phase of system
designing. It is the most crucial phase in the
developments of a system. The logical system

design arrived at as a result of systems analysis is



converted into physical system design. Normally,
the design proceeds in two stages:

Preliminary or General Design:

In the preliminary or general de-sign, the features of
the new system are specified. The costs of
implementing these features and the benefits to be
derived are estimated. If the project is still
considered to be feasible, we move to the detailed
design stage.

1) Structured or Detailed Design:

In the detailed design stage, computer-oriented
work begins in earnest. At this stage, the design of
the system becomes more structured. Structure
design is a blueprint of a computer system solution
to a given problem having the same components
and inter-relationships among the same components
as the original problem

3.2.1 Context diagram

System design focused on the system Architecture,
Entity relationship and the logic design and the
conceptual design of the system. The components of
the system are described as follows. The system
components are:

System Architecture:

The composition of the system, which describes the
modules and flow of data through the system that is
how the modules would be interacting.

Data design

Entity relationship in the system and data tables
Application design

Consists of the system modules

Security design

The security policies to be applied to the system
such as who is given access to the system and at
what time. Account details are also created depends
on individual access level, user or admin rights.
3.2.2 System Software Level architectural design
The relationship among the entities that make up the
OEM

relationship diagram presented in figure 10 below.

system is modelled using the entity
An Entity Relationship Diagram (ERD) is a
graphical tool used to model the logical structure of
databases, visually representing the entities, their
attributes, and the relationships among them.
Entities, depicted as rectangles, represent objects or
concepts within the system, such as Customers,
Products, or Orders, each containing relevant
attributes shown as ovals,
Order

represented by diamonds,

like Customer_ID,

Product_Name, or Date. Relationships,
define how entities
interact, illustrating cardinality constraints such as
one-to-one (1:1), one-to-many (1), or many-to-
many (M). Primary keys, underlined within entity
boxes, uniquely identify each entity instance, while
foreign keys establish links between related entities,
ensuring data integrity and relational coherence.
ERDs are pivotal in database design, serving as
blueprints for developers to implement databases
accurately, aiding in the documentation of database
architecture, and facilitating effective
communication among stakeholders, developers,
and database administrators. They are created using

tools such as MySQL Workbench.
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Figure 5: Database model design, source: Author
2019

3.2.3 Modular design of the system function

interface for

Below is the

The
Read, Update,

the admin.
administrator can Create User,

Delete and Edit.
@ \‘ [ Roles Of |
Access

EP ) |
Forget

W'

Send email ‘

Manage System
Adming

Manage Chat Details

Systems

Manage Chat Profile Details

Manage Chat History Details

[ Check

Manage Chat User Details

Manage Smiley Chat Details

Manage Chat Group Details

Manage Roles

Manage User
of User

Permission Manage Report

Figure 6: System admin dashboard, source:
Author, 2019

3.2.5 System Data Model Design

Figure- 7: System Data Model Design
IV. RESULTS

A. 4.0 Introduction
This chapter presents the results obtained from the
design, implementation, and evaluation of the real-
time chat application system. The results are
analysed based on the specific objectives outlined in
the study, focusing on the usability of the user
interface, the efficiency of real-time communication
features, the effectiveness of multimedia sharing
capabilities, cross-platform compatibility, and user
satisfaction. The evaluation involved both technical
feedback,

assessment of the

testing and  user providing a

comprehensive system's
performance and user experience.

B. 4.1 Baseline Study Results



User Interface Design and Usability

The design of the user interface was aimed at
creating an intuitive and accessible platform that
caters to users with varying levels of technological

proficiency. The following results were observed:

Ease of Navigation: User testing indicated that 95%

of participants found the navigation to be
straightforward and intuitive. The use of consistent
design elements and clear labelling contributed to
the ease of use.

Accessibility Features: The implementation of
accessibility features such as screen readers and
high-contrast modes was positively received. 90%
of users with visual impairments reported that the
high-contrast mode significantly improved their
experience.

User Satisfaction: Overall user satisfaction with the
interface design was rated at 4.7 out of 5,
highlighting the effectiveness of the user-centred
design approach.

Real-Time Messaging, Voice, and Video Call
Functionalities

The implementation of real-time communication
features was a critical aspect of the project. The

following results were obtained:

Message Delivery Speed: The system demonstrated
an average message delivery time of 0.8 seconds,
meeting the benchmark for real-time messaging.

Call Quality: Voice and video call quality were

assessed based on clarity, latency, and stability. The

results showed an average latency of 150 ms for
voice calls and 200 ms for video calls, with a 98%
call success rate under varying network conditions.
User Feedback: Users rated the call quality at 4.5
out of 5, indicating high satisfaction with the real-
time communication features.

Multimedia Sharing Capabilities

The effectiveness of the multimedia sharing features
was evaluated based on file transfer speed, quality
preservation, and user satisfaction:

File Transfer Speed: The system achieved an
average file transfer speed of 1.5 MB/s for images
and 3 MB/s for videos, ensuring swift media
sharing without significant delays.

Quality Preservation: Compression algorithms were
implemented to balance file size and quality. User
feedback indicated that 92% of participants were
satisfied with the quality of shared media, with
minimal noticeable degradation.

User Feedback: The overall user satisfaction with
multimedia sharing capabilities was rated at 4.6 out
of 5.

Cross-Platform Compatibility
both

Android and i0OS platforms was a key objective.

Ensuring seamless functionality across
The results in this area include:

Platform Consistency: The application maintained
consistent functionality and appearance across both
platforms. User feedback showed that 95% of
participants experienced no significant differences

in performance between Android and iOS versions.



Device Compatibility: The system was tested on a
range of devices, from low-end to high-end
smartphones. The application performed reliably
across different hardware configurations, with no
major issues reported.

User Satisfaction and Adoption

The overall user satisfaction and potential adoption
rates were assessed through user trials and surveys:
User Satisfaction: The comprehensive user
satisfaction rating for the application was 4.7 out of
5, indicating a high level of acceptance and
approval among users.

Adoption Rate: Based on user feedback and interest,
the projected adoption rate of the application within
the target demographic is estimated at 80%,

highlighting its potential for widespread use.

V. CONCLUSION

A. 5.0 Introduction

This chapter provides a detailed discussion of the
results presented in Chapter IV. The discussion
focuses on interpreting the findings in the context of
the study's objectives, comparing the system's
performance with existing solutions, and exploring
potential applications and future enhancements. The
implications of the results are considered, alongside
the limitations of the study and recommendations
for further research.

B. 5.1 Discussion

The discussion focuses on interpreting the findings
in the context of the study's objectives, comparing

the system's performance with existing solutions,

and exploring potential applications and future
enhancements. The implications of the results are
considered, alongside the limitations of the study
and recommendations for further research.

C. 5.1.0 The baseline study

The baseline study involved an initial assessment of
existing real-time chat applications to identify
common features, user requirements, and areas for

improvement. Key findings included:

Common Features: Most applications offered text
messaging, voice and video calls, and multimedia
sharing. However, the wuser experience and
performance varied significantly.

User Requirements: Users prioritized ease of use,
reliability, and fast message delivery. Accessibility
features and cross-platform compatibility were also
important.

Areas for Improvement: Identified areas included
enhancing call quality, reducing message delivery
latency, and improving the user interface for better
accessibility.

The baseline study informed the design and
development of our chat application, ensuring it
addressed the gaps and met user expectations.

D. 5.1.1 Use of technology

The chat application leveraged various technologies
to achieve its objectives:

Real-Time Communication: WebRTC was used for
implementing voice and video calls, providing low

latency and high-quality communication.



XMPP and WebSocket

protocols were employed for efficient real-time

Messaging Protocols:

messaging, ensuring fast and reliable message
delivery.

Cross-Platform Development: React Native was
used to develop the application for both Android
and i0OS platforms, maintaining a consistent user
experience across devices.

Multimedia  Sharing:  Efficient  compression
algorithms were implemented to balance file size
and quality, enhancing the multimedia sharing
experience.

Accessibility: Features like screen readers and high-
contrast modes were

integrated to improve

accessibility for users with disabilities.

E. 5.1.3 Comparison with other similar works
The chat application was compared with other

popular real-time communication systems to
evaluate its performance and features:
Performance: The application demonstrated

comparable or superior performance in terms of
message delivery speed and call quality compared
to established platforms like WhatsApp and
Telegram.

Usability: User feedback indicated a high level of
satisfaction with the interface design and ease of
use, aligning with the usability ratings of leading
chat applications.

Accessibility: The inclusion of accessibility features
was a distinguishing factor, with positive feedback

from users with visual impairments.

The

maintained consistent performance across Android

Cross-Platform  Consistency: application
and iOS, similar to industry standards.

F. 5.1.4 Possible application

The chat

applications beyond social networking:

application has several potential
Business Communication: The system can be
adapted for corporate use, providing a secure
platform for team collaboration and communication.
The

facilitate virtual classrooms, enabling real-time

Educational Platforms: application can
interaction between students and educators.
Healthcare: Real-time communication features can
support telemedicine services, allowing patients to
consult with healthcare providers remotely.
Customer Support: Businesses can use the
application to offer real-time customer support,
enhancing user experience and satisfaction.

5.2 Summary

This chapter discussed the results obtained from the
evaluation of the real-time chat application system,
interpreting the findings in the context of the study's
objectives. The use of advanced technologies,
comparison with existing solutions, and potential
applications  were  explored, providing a
comprehensive understanding of the system's
performance and implications.

5.3 Conclusion

The study successfully designed and implemented a
real-time chat application system that met the
defined objectives. The system demonstrated high

performance in message delivery, call quality,



multimedia sharing, and
feedback

satisfaction with the user interface and accessibility

cross-platform
compatibility.  User indicated high
features. The application has significant potential
for adoption in various sectors, offering a robust
platform for real-time communication.

5.4 Future works

Future research and development can focus on the
following areas to enhance the chat application:
Scalability: Improving the system's scalability to
handle larger user bases and higher traffic volumes.
Security: Enhancing security features to protect user
data and communication, including end-to-end
encryption.

Al Integration: Incorporating artificial intelligence
for features like automated responses, sentiment
analysis, and user behaviour prediction.
customization
their

Customization: Allowing greater

options for users to personalize
communication experience.

Advanced Accessibility: Expanding accessibility
features to cater to a wider range of disabilities and
user needs.
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