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ABSTRACT

Social Computing has gained multidisplinary key research
areas from academicians to professionals and to researchers. In
couple of past decades several implementations, framework
and research theories had been proposed and justified in such
regards. Moreover Knowledge Extraction (KE) is a trending
and emerging domain that addresses various proven techniques
for extracting knowledge out of heavy and resilient social data.
In this paper we have presented our literature review for novel
approach of data intensive social computing for the purpose of
knowledge extraction in social ties. Social Computing is a
trending fuzzy term that act as a super set of Social Network
Analysis, crowd management, crowd sourcing and many more.

And as bigger population in involved in social computing
therefore it becomes very crucial to cater overall monitoring
functionality on such huge user generated data.
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1. INTRODUCTION

Social Computing platforms are quickly emerging as new
technology that add new dimension to Internet. Social
Computing is a process of user collaboration and internet based
communities. There are number of social applications and
services that facilitate collective actions, social interactions
with rich interchange of multimedia and aggregate knowledge
that have come up with domination on the web. This
phenomenal advancement has shown diversified research areas
for theoretical connections that maps social engagements with
technical aspects. It is due to the wide availability of broadband
connectivity and more powerful personal computers that social
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computing has started growing phenomenally. Collectively,
social computing represents the next step in the evolution of
the Web, with great potential for social and business impacts. It
has later being observed that there exists an eco system for
social computing which broadly classified at complete process
into manageable phases for conducting computing
functionality on user generated content. We expect that social
computing scope will definitely continue to grow and its
applications to expand rigorously. From both theoretical and
technological perspectives, social computing technologies are
moving beyond social information processing toward
emphasizing social intelligence. As we will discuss, the move
from social informatics to social intelligence can be achieved
by modeling and analyzing social behavior, by capturing
human social dynamics, and by creating artificial social agents
and generating and managing actionable social knowledgel.

In Social Computing era, the Internet has increasingly centered
towards contributions by its own users. Social Computing is an
emerging cross-displinary field primarily focused on online
interactive tools in order to facilitate collaborative exchange of
thought process among the live wares. In the next phase it is
also a very crucial challenge to extract, manage, summarized
and generate knowledge due to the huge scaly, noisy,
heterogeneous nature of Big Data. To counter this significant
efforts have been reported and published. Undoubtedly, social
computing represents a new computing paradigm, and an
interdisciplinary research and application field, it will strongly
influence system and software developments in the coming
years. An eco system for Social Computing can be viewed as a
layered framework Architecture as mentioned in Figure 1. The
Framework is divided into four layers viz. (1) Theoretical
Foundations (2) Hardware and infrastructure (3) Software and
Server Infrastructure (4) Social Computing Applications.
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Figure 1: Layered Architecture of Social Computing

We expect that social computing scope will definitely continue
to grow and its applications to expand rigorously. From both
theoretical and technological perspectives, social computing
technologies are moving beyond social information processing
toward emphasizing social intelligence. As we will discuss, the
move from social informatics to social intelligence can be
achieved by modeling and analyzing social behavior, by
capturing human social dynamics, and by creating artificial
social agents and generating and managing actionable social
knowledgel.

2. SOCIAL MEDIA

In the late 1999, world-wide social Interactions that coined the
term Web 2.0 [1], leads numerous many unfolded
multidimensional research areas un-attempted and need to be
dealt carefully yet. Kaplan and Haenlein (2010) define social
media applications as “a group of Internet-based applications
that build on the ideological and technological foundations of
Web 2.0*, and that allow the creation and exchange of user-
generated content” which still is untapped and needs severe
attention from social physiological grounds too. We can easily
describe social media starting with a definition itself being
produced by social media source Wkipedia5. It defines social
media as “media designed to be disseminated through social
interaction, created using highly accessible and scalable
publishing techniques. Social media uses Internet and web-
based technologies to transform broadcast media monologues
(one to many) into social media dialogues (many to many). It
supports the democratization of knowledge and information,
transforming people from content consumers into content
producers.” ”Social media offers companies and Organizations
a variety of attractive business opportunities and benefits. As a
result, the use of social media has expanded rapidly over the
past several years. Social media combines use of interactive
web site like blogs, flickr, Yelp, YouTube, wikis etc. It is
basically the use of internet based tools for purpose of sharing
user generated contents. Social media

Different sources of Social Media- There are variety of social
media available through Blogs, Wikis, Podcasts, Forums,
Micro-blogging, Social Information Processing tools, Social
Networking Sites, and Social Network Analysis etc. Basically
User contribution is in the form of data which is either in three

of the given form, (i) Structured Data:- Data that can be easily
represented in row column format such as Traditional
Databases (ii) Semi-Structured:- Data that may not have fixed
column ids such as JSONS, CVS files, POJOs etc (iii)
Unstructured Data:- Data that is highly scattered such as Users
Dashboard, Users Storyline, where data is combination of
Audio, Video, Animation etc. Most of the platforms allowed
varied form data submission and these platforms have gained
many attentions to not only researchers from academy but from
different Policy makers and stake holders too.
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Figure 2 Sources of Social Media

Social Media data have basically three attributes that have
potential challenging issues for researchers: The data are large,
noisy, and dynamic. Moreover in order to mitigate these
challenges, complex data mining techniques will be needed to
deploy for getting insight. Therefore Social media refers to a
variety of information as input and services that is used
collaboratively by many professionals and researchers placed
into further categories as mentioned in the Table-1 given
below:
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Table-1 Brief Category of Social Media

Sr. Category Web Applications

No
1 Wikis Wikipedia, Wikihow,
EventMaps,Infoplease,
Scholarpedia.
2 Social Networking | Orkut, Facebook.
sites
3 Social News Digg, Slashshot
4 Photo and video | Flickr, Google
sharing photos,YouTube.
5 Blogs Bloggers, LiveJournal,
Wordpress

6 Microblogs Twitter, GoogleBuzz

7 Opinion Mining Yelp, Yahoo Answers

8 Social
Benchmarking

Delicious, StumbleUpon

If we compare it with conventional media like radio, TV ad
newspaper where communication was one way This many-to-
many media environment is significantly changing the way
individual or business communicate within their social ties.

3. SOCIAL COMPUTING
TOOLS/PLATFORMS

Blogs are the first and foremost noticeable evidence of social
computing ingenuity. They have started in ‘90s, and now are
matured enough to be qualified as online journals, which may
be published either at individual level or in small group. Blog
server such as blogger.com being offered by Google and
Typepad an open source blogging tool allow such services and
lot more functionality of enhancing the other noticeable feature
of the published document.

Wikipedia is yet another online open source Encarta created
and aggregated by well known wiki, which are easily
manageable tools of collaborative authoring of hypertext based
contents.

File sharing network such as Napster, eDonkey and Gnutella
led the growth of peer to peer networks. It should be noted that
these given networks demonstrated technical attributes like the
robustness, scalability and ability to use any bandwidth links to
move high amounts of information, as well as social
characteristics like altruistic behavior, formation of
communities, and rapid growth of networks.

Skype which too is a peer to peer and is best known for voice
over internet protocol and video communication service which
represents social cooperation. A massive amount user gets
benefited with that.

Flickr and YouTube are also one of the best known for
internet based social software platforms. It has noticed that
there are above 110 million user in flickr who share their
photos on daily basis. Around one and half billion user uses the
video content at YouTube server. YouTube is growing
massively day by day one can navigate in a total of 77 different
languages almost covering 95 percent of Internet population.

MySpace, another social computing site, overtook Google as
the site with most hits in July of 2006. Targeted primarily at

International Journal of Computer Applications (0975 — 8887)
Volume 182 — No. 22, October 2018

the teen market, MySpace allows users to easily build, launch
and share their multimedia Web presence, and invite friends
who may be tagged at various levels — “hero” for example- to
form social networks. Social networking sites similar to
MySpace and targeting the same markets include FaceBook
and Bebo. MySpace was preceded by FriendSter, a network
whose limited scalability and lack of multimedia capabilities
meant it was unable to sustain the early success. Open-source
computing tools. Examples would be tools such as Ajax,
Python, Perl, Ruby on Rails, and MySQL. Tagging System
such as del.icio.us, CiteLike and flickr Tagging has already
attracted the professionals and researchers of the Artificial
Intelligence and Information System researchers community,
while the primary focus was to facilitates users organize and
manage their documents under document classification system
with the hope that it will eventually fulfill the promse of the
semantic web2.

All these different platforms gives glimpse of what today’s
user are immensely contributing to the web. Some of the
potential characteristics of social computing data can be
summarized as in Table-2, given below:-

Table-2 Various Design Issues in Social Computing

Characterist | Conventional | Social Design

ic/ / Computi Issues

Attributes Organization | ng

al

Scalability Moderate Very High | Scalable
Functional
Infrastructure

User Identity | Limited Mobile Must be Highly

Mobile Mobile

Scope of | Rigid Versatile Must be

Content Boundary overlapped with
other stake
holders

Portability/ Limited Very High | Platform

Interoperabil independent

ity Architectures.

Trust/ Based on | Cooperati | Understanding

Motivation Organizationa | on and | contributor’s

& | Goodwill altruism motivations  or

Participation based rewards like
attention
Reputation,
Virtual points.

Quality/ Limited  to | Limited to | Incentivizing

Quantity or | organization highly users to increase

participation | Level involved participation.

users

4. BENEFITS AND OPPORTUNITIES OF
APPLYING SOCIAL COMPUTING

In our view social computing offers various benefits to its
intended researchers with numerous research areas to cover. So
there could be a value of Social Computing there are a number
of ways in which social computing systems can provide value
over and above that offered by purely digital systems. It could
be visualize as a well defined system which make use of social
interaction to produce various forms of knowledge rather
values. Social computing systems are to carry out various
forms of work to produce value, often by applying complex
algorithms to the results of user-generated content; other
advantages could be Motivating and Recruitments this means
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system must the proper measure of user generate content to
ensure that it has sufficient motivational value that can e
offered to participants for active and quality input for system.

Identity and Sociability could be a potential factor for Social
Computing, Directing, Monitoring and Controlling Quality is
yet another factor for applying social computing, Crowd
Sourcing also helps in getting solution from varied professional
such as Amazon Mechanical Turk which is a crowd sourcing
internet market place that enables individual and business to
coordinate the use social machines.

There is no doubt that the new digital technologies with
massive user’s collaboration have given detail insight in the
learning styles and strategies. On the other side, the Social
Computing tools facilitated a paradigm shift in the use of
technologies, especially with new mobile devices that are now
become available for all people everywhere. Along with this
change of lifestyle, cognitive processes and knowledge
acquisition patterns have appeared. Integrating the Social
Computing applications has one of these patterns because this
integration has many benefits for professionals and researchers.
Rudd et al. (2006) mentioned that the Social Computing
technologies offer opportunities for flexible learning, which
provides the learners with extra opportunities to engage in
learning in diverse conditions and environments outside of the
institutional sites. These tools lower the barrier to entry for
individual users into application development and
participation, as well as for small businesses into markets
dominated by large software vendors. Social Computing
simulates rather face to face interactions without space, time
and location constraints moreover helps user to exchange and
share knowledge effectively hence it supports human creativity
(Coenen 2006).

The educational and social research increases understanding of
the learning Processes and how they depend on networking,
collaboration and connected properties (Rudd et al., 2006). As
per the summery offered by Rudd et al. (2006), the following
are some of the research results:

1. The construction of knowledge occurs between
learners and experts.

2. The progress in learning increases greatly when
problem-solving  occurs between learners in
collaborative work.

3. When individuals become active participants in
collaborative communities, they learn easily, and
learning occurs best when they share mutual interests
and exchange resources to resolve problems or to
understand issues.

Rudd et al. (2006) emphasize that the voice of the learner
should be heard, and his/her role should be changed by putting
him/her in the centre of the education process.

There are two possible types of user generated contents
implicit and explicit. In implicit user generated content user
itself is unaware that he is contributing data as in case of web
browsing history and the statistics uses are sending to the web,
whereas in case of explicit user generated content user
willingly participate in Q&A forums and on several platforms
due to number tangible and intangible rewards.

Therefore we can conclude that there exist many benefits and
opportunities in allying social computing.
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5. DESIGN ISSUES/CHALLENGES IN
SOCIAL COMPUTING

The world of business is waking up to the opportunities and
challenges offered by social computing. There are some
potential challenges associated with Social Computing;
therefore proper attentions are needed in such regards. Digital
traces of user’s social interactions can now be seen and found
in a wide veracity of on-line settings, and this has really made
them richest sources of input/data for large-scale studies of
social networks and therefore becomes the favorite area for
masquerading with it and hence we can say that whole total
social capital will be at greater risk. We are basically focusing
on three considerations regarding challenging issues with
respect to social computing: Privacy breaches, data
anonymization and user anonymization. It has been seen due to
high user collaboration several publicly available social
network providers are interested in private information of an
individual which possibly may leak in anonymized user and
data. Moreover bad effect may ranging from misaligned
methodological incentives, evaluation expectations, double
standards, and relevance compared to industry.

Various aspects of social computing can have negative
consequences as well2, as social environments are developed
for internet, many of social phenomena from physical world
also marked their presence in online world. Several social
computing risks include i Fraud ii. Intellectual Property Loss
iii. Privacy violations. iv. Brand Damage vi. Non-Compliance
As the scale and ubiquity of unstructured, content-based data
continue to grow so will the need for analytical tools and
technologies to process and mitigate such events. There could
many more challenges like collection biases one more
challenge associated with social computing is encouraging user
for quality content and their continuous engagements to
contribute. Encourage the involvement of social commuting
provider. Social computing research may struggle to succeed in
SIGCHI. Some challenges relate to our research questions:
interesting social innovations may not be interesting
technically, and may be meaningless to social scientists
without proof. In response, we laid out the Social/Technical
yardstick for valuing research claims. Social computing
systems research now needs to forge its identity between
traditional academic approaches and industry. Systems
research is used to being ahead of the curve, using new
technology to push the limits of what is possible. But in the age
of the social computing, academic research often depends on
access to industry platforms. Further, more emphasis should be
given to forward looking research, which seeks to outline
potential new business models and trends or to find solutions
for existing problems.

6. EXPERIMENTAL SETUP

After a thorough analysis its had been found from various
literatures that user generated contents has potential advantages
that can help to build a better social ties and can be a proven
method for expert problem solving sessions such crowd
Sourcing, crowd Management, distributed problem solving
through online social platforms one such example is
MechanicalTurk. Moreover these platforms have serious
disadvantages too that can’t be easily leveraged such as
Spreading fake news, Brand Damaging and Spreading Hate
Speeches. In this paper, we have also tried to propose a
triggered based approach to corner and monitor such online
unsocial radicalization. The proposed Approach is known as
ANTISOCIOSPYBOT; In which there will be a creation of a
bot (Bot is Specialized software with some said objectives)
which follows a triggered approach i.e. as soon as message is
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pushed in the platforms Bot get automatically fired and tries to
detect the hate speeches after being equipped with the Deep
machine learning algorithms to detect the hate speeches.
AntiSocioSpyBot is an open source tool that will help social
platform policy maker and stake holder in managing such
online radicalizations. These messages are always pushed in
the market through some virtual identities therefore it is a
potential attribute to corner fake users or future banned users
who have high tendencies of uploading such messages.

7. CONCLUSIONS

In conclusion we can state that there is a high potential for
research in social computing domain. Social computing
platforms also have opened an exhilarating that add new
dimension to the web5. A variety of collections of social
network, theories, evolution of communities, collaborative
efforts of engineers and scientist, reciprocity and altruism may
be brought up in case of research on social computing. An
experimental research gap can be found with this. Social
instincts in alternative realities where rewards are virtual and
can improve understanding of behavior and sustainability of
reputation-based  governance structures that can be
investigated. Research issues in social computing are
immensely across wide variety of disciplines such as
organization science, cognitive science, computer science,
sociology. It’s a very high time when information system
research grows to its maximum domains so as to take lead in
social computing. We should be motivated for creating such
tool that will allow individual or group of users to create, share
and evolve a new generation of open moreover interacting
social machines. Therefore we seek a revolutionary and more
powerful platform that realize us that every contributor is also a
member of overlapping communities or collaborations. The
architecture of the future Web must be designed to allow the
virtually unlimited interaction of the Web of peoplel5. The
disruptive potential of social computing holds opportunities for
both research and business related to information technology.
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