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BE-IN-ONE (A VIRTUAL ROOM)

ABSTRACT

The main objective of project is to development of a virtual room to the Real-Time 

Interaction Platform for significant human relations. The report explores many 

different techniques that we used for the development of virtual room. This project 

provides SDKs and building blocks to support a variety of real-time communication 

possibilities, including video calls, voice calls, sharing pictures, chatting gives 

feedback and reactions.
Existing Web-based social networking sites (for example, Facebook, Rave and 

Twitter,) give significant levels of popularity, reach, and sustained involvement, and 

thus may enable a new technique for increasing app engagement and, ultimately, app 

effectiveness. Lack of physical activity is a global pandemic and the actual impact of 

Covid on our education is significant. Level of the involvement with a mobile app or 

a web app increases its effectiveness. A dose-response relationship has been 

discovered, indicating that higher levels of engagement, and therefore more exposure 

to intervention content, are linked to better behavioral results. Web-based social 

networking, which allows individuals to create a personal profile and communicate 

with other users, is widely integrated into apps. Web-based social networks integrated 

into physical activity mobile apps provide a variety ot functionalities, including the 

ability to share physical activity data and receive likes and comments on their actions.
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