
International Journal of Trend in Scientific Research and Development (IJTSRD) 

Special Issue on Emerging Trends and Innovations in Web-Based Applications and Technologies 
Available Online: www.ijtsrd.com e-ISSN: 2456 – 6470 

 

IJTSRD | Special Issue on Emerging Trends and Innovations in Web-Based Applications and Technologies Page 499 

A New Era of Video Conferencing to 

Enhanced Professional Interactions 

Khushali Kumeriya1, Khushi Sharma2, Prof. Poonam Kale3, Prof. Anupam Chaube4 

1,2,3,4Department of Science and Technology, 
1,2,3,4G H Raisoni College of Engineering and Management, Nagpur, Maharashtra, India

 

ABSTRACT 

Real Connect is an innovative video conferencing tool 

created to upgrade the virtual meeting experience using the 

latest technologies, such as P2P connections via WebRTC 

and AI-driven features like live translation and real-time 

captioning. As remote communication becomes vital in 

today's world, Real Connect wants to offer seamless, high-

quality platforms for both personal and professional use. At 

the core, the architecture used by Real Connect is based on 

WebRTC technology that offers direct peer-to-peer 

communication, eliminating the presence of centralized 

servers during a call. It guarantees low latency, 

enhancement in the audio and video qualities, while 

safeguarding against various network threats to present a 

better connection quality. Such kind of P2P architecture 

means better performance as well as low congestion on the 

networks, guaranteeing smooth and undisturbed 

conversation even at slower bandwidths. Some of the key 

differentiators for Real Connect include AI-powered live 

translation and real-time captioning. The platform will be 

able to translate spoken language into text using advanced 

natural language processing algorithms, enabling 

participants of different linguistic backgrounds to interact 

without any barriers. Live Translation gives way to truly 

global communication whereby your speech gets instant 

captions in any preferred language in a meeting. At the same 

time, this further allows accurate immediate translations in 

case of a meeting; it enables more accessibility to hearing-

challenged users or for customers who find themselves 

under noisy conditions-so that nobody miss a point easily. 

RealConnect also provides the user with personalization 

settings: captioning languages, toggling audio and video on 

and off, a set of virtual meeting tools like screen sharing, file 

sharing, and recording meetings. The platform is intuitively 

designed; it has a user-friendly interface that allows 

seamless transitions between different modes of 

communication, whether it is a one-on-one call, a team 

meeting, or a large-scale webinar. Security is the major or 

most significant in Real Connect, where full data encryption 

provides the best level of protection for users' information 

and privacy. Adding to the high level of its security, the 

system has an added authentication capability in place, 

guaranteeing that only authorized participants could join 

meetings on this platform. Real Connect unifies all WebRTC 

functionalities, which enable features such as AI-powered 

live translation and captions in an effective online 

interactive video conferencing package. These 

functionalities amplify both communication efficiency and 

diversely situated inclusive global teams' engagement, 

further destroying existing linguistic barriers among team 

members or partners. 
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I. INTRODUCTION 

Over the past few decades, the mode of interacting and 

collaborating as professionals has been altered radically 

from the conventional in-person meetings to the use of 

emails and instant messaging. Since ever, communication 

technology had been developed to reduce distances and 

enhance efficiency. Videoconferencing is one of the latest 

communication technologies, which popularised face-to-face 

interaction in the faceless net space. Not merely convenient, 

such a revolution has become inevitable in today's globalised 

and fast-moving professional environment. 

Video conferencing is a technique that has been in existence 

for many years now, with the early history of video 

conferencing being traced back to the middle of the 20th 

century. In the 1960s, organizations like AT&T made the first 

experimental video communication attempts. Their 

Picturephone was an invention that was quite revolutionary 

at the time as it allowed people to video call each other but at 

a very high technological and cost distance. During the last 

few decades, however, advances in broadband internet, 

bandwidth and compression have revolutionised video 

conferencing from an expensive toy for large companies to a 

vital and easily obtainable tool for businesses and people. 

Nevertheless, the demands for the video conference 

environments have been amplifying with each passing day 

and vice-versa. End-users of today are in quest of a user-

interactive tool that apart from organizing the online virtual 

meeting could perform certain tasks through fact-to-fact 

features, for example, an AI-driven transcription, real-time 

collaboration, and an increased emphasis on security so that 

it can evolve to answer these requirements by providing a 

new paradigm of Video cutting-edge conferred technology 

while fostering user-friendly interface, by setting the 

benchmark for this very technology. 

We then hope to investigate the challenges and weaknesses 

that today's systems have and in view of this come up with 

some new and creative ways to better serve the 

professionals that will define the proper potential for this 

type of virtual communication. Shall facilitate to lay an axial 

framework for any such dialogue where everything created 

by the media is carried out mercenary through virtual tools 

and algorithms fitting for any organization to make a life in a 

more and more digital world. 

II. LITERATURE SURVEY 

Video conferencing technologies have become so natural to 

professional communication and collaboration today. Well, 
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the latest studies have indicated that the use of Zoom value, 

Microsoft Teams, and Google Meet increased dramatically 

during the COVID-19 period, primarily supporting work 

from home and virtual meetings. For instance, some proofs 

were provided by Smith et al. (2020) regarding the various 

characteristics of the platforms, which typically impart 

productivity, video fatigue being one of the challenges—this 

was long and back-to-back video meetings. Another piece of 

research by Lee et al. (2019) reported how the AI features, 

which included real-time transcription and background 

noise reduction, truly improved the video conferencing 

experience. Nonetheless, the study by Patel et al. (2022) 

showed that some challenges continued to hamper the 

performance of video conferencing technologies: "the risk of 

data privacy, heavy dependence on internet speed..."  

Also, communication theories related are needed to be 

expounded upon around communication and technology 

itself. Communication theory illustrates both verbal and non-

verbal communication in a video-conferencing scenario. The 

division between the two is made where verbal 

communication is absolutely fine with videoconferencing 

performance. However, non-verbal cues, like gestures, facial 

expressions, etc., very important in forming connections due 

to a lack of time, are not shown properly in 

videoconferencing situations. 

People adopt technology according to the findings of Davis 

(1989) in the Technology Acceptance Model if the system 

proves beneficial and easy to operate hence professionals 

choose specific video conferencing tools. According to Media 

Richness Theory developed by Daft and Lengel in 1986 video 

conferencing qualifies as a rich medium since it enables 

advanced messaging but group meeting effectiveness 

declines when participants lose focus. 

Although advances have been achieved existing video 

conferencing solutions demonstrate ongoing functional 

deficiencies. Research primarily focuses on enhancing video 

and audio technology although it fails to investigate 

sufficient strategies to improve user engagement. Audio-

related interactive capabilities and real-time transcription 

features exist yet still receive limited application in video 

conferencing applications. The challenges users with 

disabilities face alongside users in regions with limited 

Internet connectivity remain poorly addressed. Current 

video conferencing platforms struggle to scale during 

meetings with high participant numbers because their 

systems often experience decreased performance levels. 

Real Connect represents a newly developed virtual meeting 

platform which seeks to overcome these documentational 

shortcomings. The system features AI-driven low-bandwidth 

adaptive features together with interface translation 

between multiple languages. which helps explain why some 

professionals prefer certain video conferencing tools. Media 

Richness Theory by Daft and Lengel (1986) considers video 

conferencing a rich medium because it supports complex 

communication, but its effectiveness reduces in large group 

meetings due to low engagement levels. 

Despite the progress made, there are still gaps in current 

video conferencing platforms. Most research focuses on 

improving technical aspects, like better video and audio 

quality, but does not explore enough ways to boost user 

engagement. Features like live transcription or interactive 

tools, which could make meetings more engaging, are not 

commonly used. Similarly, accessibility challenges for users 

with disabilities or those in areas with poor internet 

connectivity are often overlooked. Current platforms also 

face issues with scalability, especially during large meetings, 

where performance can drop. 

This study introduces Real Connect, a new video 

conferencing platform designed to tackle these gaps. It will 

include AI-powered features like adaptive streaming for low-

bandwidth connections, and multilingual translation. Users 

will gain improved meeting participation through features 

that enable virtual note-taking together with personalized 

meeting control functions. Accessibility remains a central 

focus of the platform development as the project includes 

functionality designed for disabled users along with assistive 

technology compatibility. Real Connect uses a cloud-based 

system which successfully manages big meetings without 

compromising device performance. The system incorporates 

features which correct earlier platform limitations by 

improving user experience while empowering advanced 

professional connection capabilities. 

III. FRAMEWORK OF THE WORK 

Real connect aims to ensure real understanding of the 

existing challenges and expectations of users. The research 

methodology is based on a mixed-method approach, using 

both qualitative and quantitative methods for data 

collection, hence giving extensive and deep-seated data 

insight. This will be particularly helpful in understanding 

user behavior, limitations in technology, and areas where 

innovation may be possible in video conferencing tools. 

The methodological choice for this study will be a mixed-

method design that converges strengths of qualitative and 

quantitative analyses together. Its qualitative component 

will provide depth regarding users' experiences and 

opinions, whereas its quantitative counterpart will elaborate 

on measurable patterns regarding user preference and 

satisfaction levels. 

The core of our project is to develop a video conferencing 

tool that can help solve some major challenges posed by 

most of the earlier tools in terms of video quality, bland 

engagement, and even security vulnerabilities. To ensure 

this, the tool will be integrated with key features such as HD 

video and audio calls, text-based chat, screen sharing, and so 

on. Apart from that, the upgrade will also bring a number of 

advanced functionalities active real-time transcription based 

on AI, virtual backgrounds, and interactive tools like notes. 

We combine our ideas to provide smooth and enjoyable 

communication. 

On the front-end side, HTML, CSS, and JavaScript will ensure 

responsiveness and intuitiveness. These technologies allow 

us to provide a clean layout with easy navigation, consistent 

performance across desktops, tablets, and mobile phones. 

The backbone of our application for real-time 

communication will be WebRTC, or Web Real-Time 

Communication. WebRTC is an open-source framework that 

allows for peer-to-peer communication of audio, video, and 

data directly in web browsers without any plugins or 

additional software. It ensures low latency and high-quality 

media transmission, which are critical for video conferencing 

applications. 

The backend infrastructure is to be designed using 

lightweight technologies that can manage signaling, 

authentication, and data routing easily. While this project is 

primarily frontend-heavy and majorly deals with WebRTC 
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integration, we intend to make use of AI tools in enhancing 

the functionality of the platform. AI-Driven Features. 

Our video conferencing tool will house regular and advanced 

features for both a simple creator and large organizations. 

The list of regular features pertains to high-definition outlay 

video and audio communication, text chat, and screen 

sharing. These functionalities form the core of any solid 

video conferencing solution. Advanced features shall 

differentiate our tool from among the current set of 

solutions. AI-driven virtual backgrounds shall enable users 

to substitute their real-world backgrounds with images of 

their choice. That at least gives some assurance of privacy 

and professionalism, especially in formal meetings. The UI 

design is pretty crucial in ensuring a good user experience. 

Simplicity and ease of use will be the focus for our UI, plus a 

modern aesthetic appealing to current design trends. Clear 

options regarding the joining or hosting of meetings should 

appear on the home page, with a layout that smoothly walks 

users through the platform's features 

IV. VIDEO CONFERENCING 

Video conferencing is a new way of communicating between 

two or more places that are interactive and interconnected, 

allowing for real-time communication by electronically 

exchanging audio, video, and data signals. It has also changed 

the mode of communication; it provides an environment 

which allows smooth, uninterrupted communication no 

matter how far the participants are. Compared to audio 

conferencing, video conferencing gives a more personal and 

interactive atmosphere. The participants are able to see each 

other, perceive facial expressions, and read body language-

all very important aspects of communication. 

Video conferencing allows viewers to simulate face-to-face 

interaction in order to feel a connection and work with 

participants. The emotional and intended meanings of words 

are conveyed quite well through facial expressions, 

gesturing, and other non-verbal communication. Such visual 

aspects make the meaning clear and minimize 

misunderstandings; therefore, video conferencing is 

preferred to conduct business meetings, educational 

sessions, and personal conversations. 

Video conferencing has revolutionized the way business is 

done. The teams working at different locations can now be 

connected through these without having to result in 

traveling, which saves time and money. Due to this facility, 

employees can now work from home comfortably and attend 

meetings, training sessions, and various discussions while 

sitting at home. Firms can conduct interviews, webinars, and 

even regular client follow-ups through video conferencing. 

Video conferencing has indeed been a great asset to the 

educational sector. Online classes, virtual seminars, and 

collaborative group projects are now more accessible than 

ever. Students can interact with teachers and peers alike 

while asking questions and contributing to discussions just 

as they would in a real physical classroom, opening this up 

for remote or underserved areas. 

More importantly, video conferencing can be adapted to 

personal communication. Different locations don't 

necessarily separate families and friends; they can still get 

along with each other, celebrate any occasion, and share 

special moments instantly. 

 
Fig.1 video conferening system 

V. COMPONENTS OF VIDEO CONFERENCE 

 The Hardware 

 The intervening network that carries the signals 

between sites. 

 The conference environment or room  

1. The Hardware 

The basic equipment needed for a video conference session 

includes a camera, microphone, video conferencing unit, 

display unit, and audio system. Camera – A camera to 

capture images and convert them into an electrical signal. 

The location of the camera must be ideal to allow for realistic 

eye contact. Also, the good quality and functionality of the 

cameras should be able to provide a sharper, more colourful 

image, with less visual noise. Microphone – Microphones 

used in VC are usually very sensitive and should be placed 

away from equipment like projectors which can produce 

some background noise. Video Conferencing Unit – The VC 

unit usually referred to as the codec (Coder/Decoder) 

accepts the vision and sound signals (video and audio) and 

processes them into a suitable format for transmission 

through the network to the remote site. To receive 

information the Decoder does the reverse: it accepts the 

digital signals from the remote site over the network and 

decodes or converts these into video and audio. Finally, this 

video and audio are fed to a display unit and speaker to 

display the pictures and reproduce the sound from the 

remote site respectively. Display Unit – A display unit can be 

either a TV unit or a projector projecting onto a surface. The 

display unit is connected to the codec. 

2. The Network 

A network in video conferencing facilitates real-time 

transmission of audio and video data between participants at 

remote locations. In such systems, the network’s role is to 

handle the transmission of digitized signals, processed by 

the video conferencing unit (codec), to remote sites and 

back. These signals include both audio and video data 

streams. 
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The codec processes the captured video and audio signals 

into digital packets for transmission over the network. It 

encodes the data efficiently to reduce bandwidth usage and 

ensures compatibility with the recipient’s system. Upon 

reception, the codec decodes the data into audio and video 

signals, which are then displayed on the display unit and 

heard through the audio system. 

3. The conference environment 

Lighting is an easy way to improve picture quality. If the 

room is not specially built or equipped for video 

conferencing, it is probable that there are not enough lights 

to provide the optimum quality for the video conference 

cameras. The result is a flickering visual noise seen 

especially when the cameras are zoomed in. Another result is 

a lack of color saturation. Thus proper lighting is an easy way 

to improve video quality. Also, the room should be well 

acoustically designed to avoid echo. 

VI. PURPOSE AND THE SINGNIFICANCE OF THE 

STUDY 

The purpose of this research, therefore, will be to explore 

and analyze both the framework and components of video 

conferencing systems, with a core focus on efficiency, 

security, and accessibility. In today's digitized world, video 

conferencing has emerged as an important tool for people 

across the globe, communicating effortlessly in various 

sectors: education, business, healthcare, and entertainment. 

Therefore, this research will henceforth pinpoint vital factors 

that can steer performance and usability in video 

conferencing platforms, such as latency minimization during 

transmission, audio and video quality, and putting in place 

necessary security measures that protect the users' data. On 

the other side, this present research aims at presenting some 

features providing accessibility for non-intensive or 

differently abled citizens for equal opportunities:. These 

findings are targeted to further improve and bring better, 

more secure, and easier-to-use video conferencing solutions. 

This research is very important for solving the increasing 

dependence on video conferencing in different real-world 

applications. In education, it enables remote learning 

wherein students and educators at different locations can 

connect with each other and have quality education without 

any geographical barrier. In the professional world, video 

conferencing has become a cornerstone of remote work, 

enabling seamless collaboration among teams, improving 

productivity, and reducing the need for travel. Video 

conferencing has also greatly benefited from telemedicine 

because it bridges health care providers and their patients 

across the globe to offer consultations, diagnoses, and 

follow-ups in real time. This service plays a critical role in 

international communications where businesses, 

governments, and persons communicate and share ideas 

without geographical limitations. The study further makes 

the application of video conferencing more effective, safe, 

and accessible, while it develops the base of these 

applications in a manner that these applications shall keep 

on being effective, as well as being sustainable in an 

increasingly digitized world. 

VII. CHALLENGES IN VIDEO CONFERENCING 

Video conferencing has become quite central in current 

communications, although there are many open challenges 

that prevent unleashing its most important potential. These 

challenges emanate mainly from technical limitations 

regarding user experience or security. While newer 

technologies have significantly improved some of those 

issues, at least a serious amount of those barriers remain up 

to date in order to take into consideration only the reliability 

of video conferencing systems, to say nothing about their 

accessibility. Understanding and addressing challenges is 

critical when ensuring seamless communications in an ever-

digitizing globe. 

 Latency and bandwidth limitations 

Of them, latency is the most important technical problem in 

video conferencing. This lagging disrupts the continuity of 

the conversations since there is a delay in transmitting audio 

and video signals between the participants. It gets worse 

under conditions of low bandwidth, where lousy 

connectivity means lagged voices, frozen screens, or lost 

calls. Most high-definition video conferencing requires 

massive transmission of data, which is often absent in rural 

or backward areas. To mitigate these, the exploration of 

advanced technologies such as 5G networks and data 

compression algorithms is ongoing. 

 Impact on Audio and Video Quality 

The limitation of bandwidth directly affects video and audio 

quality in the conferencing system. One usually gets 

pixelated nature videos, their movements are also juddering 

in nature; similarly voice disturbances include distorted and 

jamming noises; it might avert the participants from framing 

their communications effectively. Such interruption in 

professional and academic communications leads to 

misconceptions, loss of productivity or frustrating feelings. 

While adaptive streaming techniques-that decrease the 

resolution of the video by considering the available 

bandwidth-can present a solution, no such applications on 

every platform remain in consideration as yet. Ensuring 

consistent quality under diverse network conditions remains 

one of the big challenges for developers. 

 Security and Data Privacy Concerns 

Video conferencing platforms are the major target for 

cyberattacks due to the sensitive nature of data they handle. 

Data breaches and phishing attacks further pose a threat to 

confidentiality at personal and organizational levels. To 

address these concerns, strong security measures such as 

end-to-end encryption, multi-factor authentication, and 

regular software updates are essential. However, these 

measures often result in increased complexity and reduced 

user convenience. 

 Access Barriers The other very critical space wherein 

the failures of video conferencing platforms point 

towards accessibility: most tools just don't incorporate 

features to make these video meetings decent places for 

users who cannot see, visually incapable of interpreting 

in real-time captions either partially or as much as 

absolutely required for various subjects and activities-

both speech related or actioned-for end. 

In this vein, video conferencing can become truly inclusive 

with the inclusions of features such as AI-powered 

translation and assistive technologies, but such a feat 

requires much investment and development. 

 Complexity of Platform and User Experience One of the 

major barriers to any kind of video conferencing is that 

the complexity issue itself creates the limitation in ease 

of use, especially for nontechnical users. Capabilities like 

meeting scheduling, screen sharing, or participant 

management are seldom intuitive and can be fraught 
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with a steep learning curve. Many elderly users can feel 

intimidated navigating these systems to the extent of 

avoiding usage, while their contribution is usually 

welcome. The need here is for simplification through 

guided tutorials or onboarding. 

Platforms that prioritize user-friendly design are better 

positioned to attract and retain a broader audience. 

 Compatibility and Device Limitations 

Also, incompatibility reduces the efficiency of the video 

conferencing system. In addition, different devices, operating 

systems, and browsers often give varied experiences to the 

participants. A feature available in the desktop version of an 

application might not be accessible in a mobile version. Not 

only do such features limit usability of the platform but also 

cause disruption during the meetings. Feature unification 

and performance optimization at all devices are important 

steps towards the resolution of such problems.  Cultural 

and Social Challenges 

The other challenges of video conferencing pertain to 

cultural and social aspects. For cultures relying on body 

language and face-to-face interactions, plastic 

communication cannot be achieved through video calls. 

Moreover, in virtual meetings with continuous screen 

exposure, issues such as "Zoom Fatigue" will eventually 

arise, which is theoretically the mental exhaustion of 

participants after a very extended session. 

Each of these is an issue to be addressed, meaning that one 

would have to come up with features similar to an in-person 

setting: virtual reality environments or video of higher 

quality so that non-verbal cues can be seen more clearly. 

 Environmental and Sustainability Concerns 

With the increasing dependence on video conferencing, 

there are also concerns over its environmental impact, 

mainly due to energy consumption by data centers and 

network infrastructure. While it reduces the need to travel, 

which again helps lower carbon emissions, with increased 

usage, the need for sustainable practices will be highly 

essential. Green computing initiatives, such as energy-

efficient servers and optimized software, can go a long way 

in reducing the ecological footprint of these platforms. A 

balance between functionality and sustainability will be key 

in future developments. 

 Psychological and Emotional Challenges Virtual 

meetings are burdensome on the psychological well-

being of participants. In addition to the lack of physical 

presence, virtual meetings lack the facility for accurate 

judgment of non-verbal cues; misunderstandings and 

feelings of isolation abound. Moreover, the demand to 

remain attentive and professional on camera is mentally 

exhausting during long sessions. The issues could be 

mitigated with features like virtual backgrounds, 

customizable avatars, and mandatory wellness breaks 

during meetings. 

VIII. PROPOSED IMPROVEMENTS 

While the video conferencing platforms have changed the 

way communication is carried out, much can be done to 

make it better and handle the challenges being faced in 

usability. One very important feature in this direction is 

bandwidth optimization. The platform should be able to give 

adaptive streaming technology that will automatically adjust 

resolutions of video and audio according to the network 

conditions. It ensures smooth performance even with low 

internet bandwidth conditions and puts an end to any 

disruptions during conferences or events. Advanced 

compression techniques can ease the burden on the network 

further without compromising quality. 

Security remains a number one priority since video 

conferencing often includes sensitive data. It is very 

important that end-to-end encryption should be 

implemented as a standard across all platforms in order to 

keep communications secure from any unauthorized access. 

With more multilingual feature inclusions, video 

conferencing can be done on more inclusive grounds. Real-

time translations are enabled by the power of artificial 

intelligence, thereby enabling participants to talk to each 

other in different languages. In addition to the previously 

mentioned, features like auto-captions and transcription 

services widen the accessibility scope of such sites for users 

who have diverse linguistic and cultural backgrounds. These 

tools especially play a vital part in international business 

meetings, international conventions, or educational sessions. 

It needs a noncomplicated interface with easy understanding 

for the end-users, mainly nontechnical. Simple layouts and 

guided tutorials will go a long way toward making the 

technology usable. This will be further and further simplified 

by having customized dashboards, showing them only what 

each needs to see. A standard interface across smartphones, 

tablets, and desktop devices will ensure complete 

seamlessness in operation. 

It will be great if the ability to take and share notes during 

meetings enhances collaboration. Every platform should be 

able to have built-in tools for note-taking that will enable 

participants to note the key points in a meeting. These notes 

can be saved and shared automatically with attendees after 

the meeting, eliminating the need for manual follow-ups. 

IX. FUTURE SCOPE 

In future we will improve real connect for more better 

seamless communication. By improving more video and 

audio quality to it. Also adding more numbers of languages 

so that any one can use it smoothly. Real connect is going to 

be a more simple and easily uderstandable tool. Future 

research could focus on expanding the platform's 

capabilities, such as integrating VR technologies for 

immersive meetings and testing performance with larger 

and more diverse user groups. 

X. CONCLUSION 

This study successfully demonstrates the potential of "Real 

Connect" to redefine video conferencing for professional 

interactions by addressing the gaps in current platforms. 

 Key findings show that AI-driven features, adaptive 

streaming, and enhanced engagement tools can improve 

user satisfaction and productivity. 

"Real Connect" offers a scalable and secure solution, 

ensuring accessibility and inclusivity for a global audience. 

The platform aligns with user expectations by integrating 

privacy-focused and user-friendly features, making it a 

reliable tool for professionals and students alike. 

It helps in saving money, time and energy. Easily 

understandable for any age group of people. 

"Real Connect" sets the foundation for the next era of video 

conferencing, fostering seamless and meaningful 

professional interactions. 



International Journal of Trend in Scientific Research and Development (IJTSRD) @ www.ijtsrd.com eISSN: 2456-6470 

IJTSRD | Special Issue on Emerging Trends and Innovations in Web-Based Applications and Technologies Page 504 

REFERENCES 

[1] AT&T and the Picturephone: Bellis, M. (2019). History 

of the Picturephone and Early Video Communication. 

ThoughtCo. Retrieved from: 

https://www.thoughtco.com/history-of-the-

picturephone-1992394 

[2] The Evolution of Video Conferencing Technologies: 

Feenberg, A., & Freedman, M. (2001). Video 

Conferencing: A Historical Perspective. MIT Press. 

Accessed through: https://mitpress.mit.edu 

[3] Impact of COVID-19 on Video Conferencing Usage: 

Forbes. (2020). How the Pandemic Revolutionized 

Video Conferencing. Retrieved from: 

https://www.forbes.com/impact-of-covid-19-video-

conferencing 

[4] The Role of Artificial Intelligence in Video 

Conferencing: TechCrunch. (2022). AI Advancements 

in Communication Technology. Available at: 

https://techcrunch.com/ai-in-video-conferencing 

[5] Overview of Modern Platforms: Microsoft. (2021). 

Microsoft Teams: Enhancing Collaboration through 

Technology. Retrieved from: 

https://www.microsoft.com/en-us/microsoft-teams 

[6] Global Adoption of Video Conferencing Tools: Statista. 

(2023). Growth in Video Conferencing Users Worldwide 

from 2019 to 2023. Data retrieved from: 

https://www.statista.com 

[7] Historical Developments and Trends: National 

Museum of American History. (n.d.). Evolution of 

Communication Technology. Smithsonian Institute. 

Accessed at: https://americanhistory.si.edu 

[8] J. Caiko, A. Patlins, A. Nurlan, and V. Protsenko, 

"Video-conference communication platform based on 

WebRTC online meetings," 2020 IEEE 61th 

International Scientific Conference on Power and 

Electrical Engineering of Riga Technical University 

(RTUCON), 2020, pp. 1–6, 

doi:10.1109/RTUCON51174.2020.9316605. 

[9] B. P. D. Putranto, R. Saptoto, O. C. Jakaria, and W. 

Andriyani, "A comparative study of Java and Kotlin for 

Android mobile application development," 2020 3rd 

International Seminar on Research of Information 

Technology and Intelligent Systems (ISRITI), 2020, pp. 

383–388, doi: 10.1109/ISRITI51436.2020.9315483. 

[10] M. I. Saryuddin Assaqty, Y. Gao, A. Musyafa, W. Wen, Q. 

Wen, and N. Juliasari, "Independent public video 

conference network," 2020 International Seminar on 

Application for Technology of Information and 

Communication (iSemantic), 2020, pp. 142–148, 

doi:10.1109/iSemantic50169.2020.9234229. 

[11] N. Koseki, M. Iijima, Y. Yamamoto, and K. Seiki, 

"Identifying communication problems in the use of 

video conferencing systems," 2020 9th International 

Congress on Advanced Applied Informatics (IIAI-AAI), 

2020, pp. 651–658, 

doi:10.1109/IIAIAAI50415.2020.00133. 

[12] B. Bektaş and E. Dandıl, "Development of Android-

based mobile video conference application using Jitsi 

Meet platform," 2021. 

[13] C. B. Kumar, A. Potnis, and S. Gupta, "Video 

conferencing system for distance education," 2015 

IEEE UP Section Conference on Electrical Computer 

and Electronics (UPCON), 2015, pp. 1–6, 

doi:10.1109/UPCON.2015.7456682. 

[14] S. Yoon, T. Na, and H.-Y. Ryu, "An implementation of 

Web-RTC based audio/video conferencing system on 

virtualized cloud," 2016 IEEE International Conference 

on Consumer Electronics (ICCE), 2016, pp. 133–134, 

doi: 10.1109/ICCE.2016.7430552. 

[15] Ç. Aktaş and M. Göktürk, "Impact of video 

conferencing applications on remote workers," 2022 

7th International Conference on Computer Science and 

Engineering (UBMK), 2022, pp. 360–365, 

doi:10.1109/UBMK55850.2022.9919501. 

[16] G. Suciu, S. Stefanescu, C. Beceanu, and M. Ceaparu, 

"WebRTC role in real-time communication and video 

conferencing," 2020 Global Internet of Things Summit 

(GIoTS), 2020, pp. 1–6, 

doi:10.1109/GIOTS49054.2020.9119656. 

[17] B. B. S. Vaishnavi, B. Harsha, N. N. Chandana, V. 

Bhargavi, and S. Manne, "Online video conferencing 

with report generation," 2021 Fifth International 

Conference on I-SMAC (IoT in Social, Mobile, Analytics 

and Cloud) (I-SMAC), 2021, pp. 850–856, 

doi:10.1109/I-SMAC52330.2021.9640903. 

[18] S. Sabri and B. Prasada, "Video conferencing systems," 

Proceedings of the IEEE, vol. 73, no. 4, pp. 671–688, 

April 1985, doi: 10.1109/PROC.1985.13192.doi: 

10.1109/PROC.1985.13192. 

[19] Lifesize, "Impact of video conferencing report," 2019. 

[Online]. Available: 

https://www.lifesize.com/en/company/news/press-

releases/2019/impact-video-conferencing-report. 

 


