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Abstract - With the fast pace of tech advancement, we should keep learning new skills. However, most existing
online learning platforms are too costly, leave you feeling like a passive observer, and don't offer enough chances
to learn together. They're mostly static, don't promote active learning, and don't allow us to share what we know
with others.. This paper proposes the "Collaborative Skill Sharing Hub," an innovative peer-to-peer e-learning
system aimed at overcoming these constraints. The Hub enables users to be teachers and learners, creating a live,
dynamic learning space. One innovation is "Skill Bucks," an online currency that rewards teaching and learning,
building a closed-loop knowledge economy. The platform also features gamification (badges, leaderboards),
individualized course recommendations, skills checks (quizzes), and a community blog. The Collaborative Skill
Sharing Hub is an initiative that aims to increase access, affordability, interest, and reward in learning, offering
a new model for learning skills in the digital age.
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1. Introduction

The fast-paced world of today's digital age
makes it so that we all must continue learning new
things in order to succeed on the job and in our
personal lives. There are numerous online learning
sites that have appeared, offering us masses of
information. The sites, though, usually fall short of
fully addressing the needs of learners today. Many
of the older online learning platforms can be good,
but they tend to have major issues. They can be
costly, won't let you learn at your own rate, and
primarily just feed you information one way. This
results in learners simply sitting back and listening,
rather than engaging. This makes it difficult to get
learning that suits you as an individual, to work with
people, or to develop key skills such as speaking and
working in a team.

Most of them charge per course or require
you to pay a monthly subscription, which is difficult
for those who have little money to afford good
education. Moreover, most of them restrict official
teachers from sharing their knowledge with others.
This excludes many able people who do not hold
teaching certificates but can still teach others. The
absence of opportunities to collaborate and
communicate with other learners can leave

individuals isolated and deprived of learning from
one another. Enjoyable elements, true rewards, and
decent means of acknowledging what individuals
have learned too often are absent. This can cause
learners to lose motivation, discontinue learning,
and withdraw. Also, once you complete a course,
there is normally no simple method to share what
you've learned or assist in teaching others on the
same site.

To solve these issues, this paper discusses
the "Collaborative Skill Sharing Hub." It's a new
type of online learning space where individuals
assist one another in learning. The focus is to open
learning for anyone by transforming how we learn
and teach. On this Hub, individuals can be learners
and teachers simultaneously. This develops an
active, participatory, and more free mode of learning
than traditional education. The centre piece of the
Hub is something referred to as "Skill Bucks." This
is akin to an electronic currency that individuals
spend exchanging learning. You can earn Skill
Bucks by teaching classes, facilitating group
sessions, or assisting others. You can later trade
them for classes from other individuals. This makes
a system where everyone benefits from sharing
knowledge, and everyone who helps out gets
rewarded.
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The Collaborative Skill Sharing Hub is not only a
website to access courses, but it's an active
community. It has enjoyable game-like elements,
such as badges you can gain and leader boards, to
encourage learners to keep going and feel great
about what they accomplish. The Hub assists you in
locating courses appropriate for you and employs
quizzes and feedback to assist you in checking your
skills and improving. There is also a blog that
individuals may use to share concepts, tutorials, and
news in their areas of expertise in order to get
recognized as experts. The entire system is designed
in a way that it may develop, be easily updated, and
function suitably for all. The central new concept in
this project is a full learning system that combines
individuals teaching others, an actual reward system
(Skill Bucks), plenty of game-like elements, and
strong means for the community to be engaged. The
Collaborative Skill Sharing Hub desires to make
learning available to all, accessible, and enjoyable.
It's a space where teaching and learning are mutually
beneficial, completing the gaps we recognize in
learning today online and providing an alternative
method of learning and exchanging skills in our
contemporary world.

2. Literature Survey

The quest for effective and interactive online
learning has driven vast amounts of innovation, not
least in peer-to-peer (P2P) models, gamified
environments, and incentive-based knowledge
exchange. This review discusses recent advances in
these areas to situate the contributions of the
Collaborative Skill Sharing Hub.

2.1 Peer-to-Peer Learning and Dual-Role
Dynamics: The move away from instructor-centered
approaches to P2P learning has been a dominant
theme. Models such as that put forward by Jackson
and Martin (2017) [1] showed the potential of dual-
role user models in which users have the dual
function of being content producers and learners,
supporting bidirectional knowledge exchange and
recursive content enhancement based on feedback
from communities. Likewise, platforms supporting
student-teacher pairing and review tracking, such as
those investigated by Priya and M. Selvi (2020) [6],
highlight the benefits of community-driven
ecosystems. Although these methods justify the P2P
principle and double function - central to our Hub -
they may not have strong, cohesive economic

stimuli to ensure active contribution in the long term
over a wide range of skill areas.

2.2 Incentive Mechanisms and Online Economies
in E-Learning: To keep learners active and
involved, many reward systems have been
introduced. For example, Patel and Shah (2018) [4]
suggested using a credit-based system that lets
people exchange help without using money. Later,
Kumar and Prakash (2019) [2] came up with a more
advanced idea using blockchain to manage tokens.
In 2023, S. Varma and R. Srinivas created a coin-
based system that rewards both learning and
teaching, helping encourage people to take part and
be more open. The tokenized economies are
evidence of a shift towards user-input valuation. The
Collaborative Skill Sharing Hub contributes to this
with  "SkillBucks," a platform-native digital
currency, but simplifies its management and
application by circumventing the complication of
blockchain, towards a democratized and easily
adoptable circular economy within the platform
itself.

2.3 Gamification to Enhance Engagement and
Certification of Skills: Using game-like features is
a popular way to make learning more fun and
engaging. For example, Zhao and Henderson (2020)
[3] added things like leaderboards and quizzes to
improve motivation. Later, Anand and D. Raj (2022)
[7] focused on giving badges as rewards for doing
well in quizzes, helping to recognize and encourage
skill development. These studies validate badges,
points, and leaderboards as being effective in
sustaining user engagement and awarding public
recognition - principles that are well established in
our Hub's design. Also, the article by Ritika Jain and
Shubham Agarwal (2021) [10] on Al-driven
feedback and automated badges rewards after
completing quizzes points toward the path of more
sophisticated verification and personalization, a
niche that the Hub can explore further. Our site
integrates these game-style elements into the
SkillBucks economy, a more engaging and
integrated reward system in which accomplishments
are directly convertible to learning experiences.

2.4 Community and Integrated Platform Features:
Certain newer platforms have sought more
comprehensive integration. Sharma and Mehta's
(2021) [5] mobile application merged skill matching
with communications and scheduling features, but S.
Varma and R. Srinivas (2023) [8] incorporated live
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collaborative coding tools. These point to a direction
toward greater interaction richness. Yet, most
platforms continue to regard community elements,
such as blogs or forums, as add-ons to the learning
and incentive loop, rather than integral features.
Collaborative Skill Sharing Hub stands apart by
adding a community blog as a primary site for
sharing knowledge and thought leadership,
immediately contributing to the platform value and
user engagement.

2.5 Identifying the Gap: Demand for a Holistically
Incentivized, Community-Based Hub, While the
reviewed literature reveals significant growth in
separate domains - P2P systems, token economies,
or gamification - there remains a glaring lack of
platforms that encompass all these features in an
integrated, one single, self-contained system. Such
systems often do not offer a truly circular economy
where learning is directly enabled by opportunities
to teach through a broad-based platform currency.
On top of that, coordination among gamified
achievements, skills verification, and material
incentives is often not utilized.

The Collaborative Skill Sharing Hub is meant to do
so. It proposes a new paradigm which not only
facilitates P2P skill sharing but also powers it with
an intrinsic digital currency (SkillBucks), facilitates
it with all-encompassing gamification, and backs it
with in-grained community-building mechanisms.
This holistic approach is designed to build a more
democratic, participative, and sustainable model of
ongoing learning and upskilling than is currently
trendy.

3. Problem Statement

Despite the prevalence of online learning
tools, there are actual and persisting issues that
continuously limit the achievement of truly
accessible, engaging, and fair digital education. The
current e-learning platform, even as it offers
undeniable benefits, is afflicted with some critical
concerns that are common to the Collaborative Skill
Sharing Hub in dealing with:

Economic  Barriers to  Accessibility and
Affordability: Affordability of the majority of

premium online courses and subscription sites is one
of the key barriers. This economic barrier
disproportionately affects students, economically
disadvantaged learners, and people from developing
nations, thereby limiting their access to quality skill
development opportunities. The prevalent pay-to-
learn model does not consider or leverage a person's
existing skills as an element for learning cost
reduction.

Passive Student Involvement and Low Rates of
Retention: Most traditional e-learning platforms are
founded on a top-down, didactic model of content
delivery. This has the consequence of making
students passive recipients of information instead of
fellow learners in the process. Lack of interactive
elements, real-time peer-to-peer interaction,
individual mentoring, and immediate application of
knowledge is to blame for low motivation, low
course completion rates, and general disengagement
from the learning process.

Strict Separation between Learner and Teacher
Roles: The traditional e-learning model generally
enforces a strict separation between learners and
traditionally trained teachers. Through this process,
the paradigm disrespects the vast reservoir of
experiential knowledge and know-how available
among students, hobbyists, practicing professionals,
and non-professional experts who could provide
substance to a learning community if provided with
the opportunity and forum to do so. This stiffness
suppresses the natural diversity of peer-to-peer
sharing and restricts the types of instruction that can
be offered.

Tangible Incentivization and Skill Validation
Deficit: Current platforms often lack complete and
combined systems to truly incentivize people for
contributing knowledge or authenticating skills one
has gained through informal or peer-to-peer
learning. Certificates of completion, as the standard,
are not generally quantifiable within the platform
space or conducive to continuous contribution and
learning as a reward over time. The absence of an in-
platform, real-time economy for knowledge
exchange leads to lost expertise and unpaid
contributions.

Lack of proper Community Development and
Collaborative Growth: Most sites provide the
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capability for discussion forums, but they do not
work well to create real, substantive community
development, collaborative problem-solving, or
sustaining mentorship relationships. Students do not
have much opportunity to be mentored, challenged,
or paired with peers. Absence of an entire economic
or incentive system that perpetuates and sustains
knowledge sharing in a community-like fashion
limits the platform from being a standalone
ecosystem.

Lack of a Harmonious, Paying, Two-Way
Knowledge Feedback: The biggest issue is the
absence of mechanisms for readily linking learning
and teaching into a limitless, payback feedback loop
for all parties involved. The users are typically
forced to navigate standalone systems or roles, and
the act of teaching less often gets directly translated
into learning opportunities for themselves within the
same system. Such segmentation results in wasted
potential for a skills and knowledge creation circular
economy.

Consequently, there exists a pressing and supreme
requirement for an innovative e-learning solution to
prevail over these limitations. Such a solution must
be interactive, gamified, and peer-based so as to
construct a community whereby users can
effortlessly teach what they know, learn what they
want, and develop together as a community,
supported through open confirmation and a
thoroughly maintained stimulus system.

4. Proposed System

In response to the complex issues outlined in the
current e-learning environment, we suggest the
"Collaborative Skill Sharing Hub"—a systematic,
web-based, peer-to-peer (P2P) e-learning system
that aims to popularize education, encourage active
participation, and develop a self-reinforcing
community of knowledge sharing. The Hub is
designed to be more than a collection of courses; it
is seen as an evolving community in which each user
can be both learner and teacher, with their learning
and teaching recognized and rewarded in a
measurable form.

4.1 Core Philosophy and Vision The core
philosophy of the Collaborative Skill Sharing Hub is
that all individuals have something worthwhile to

share and all individuals are capable of learning. The
vision is to establish an accessible, inclusive, and
affordable setting where technical expertise and
skills can be shared freely and rewarding. By
decentralizing the teacher and learner roles and by
adding a new incentive mechanism, the Hub hopes
to empower individuals, foster a love of lifelong
learning, and create an active, supportive global
community.

4.2 System Architecture and Technology Stack
The Collaborative Skill Sharing Hub is developed
with a secure and scalable 3-tiered architecture,
providing a clean separation of concerns and
enabling future extension and maintainability.

Presentation Layer: This user interface layer is
implemented with React.js, a robust JavaScript
library for creating dynamic and interactive user
interfaces. Styling is done by Tailwind CSS, a
utility-first CSS framework that makes it easy to
create quick, responsive, and visually consistent
designs. The combination offers a seamless and
interactive user experience across a variety of
devices, from desktops to mobile phones

Application Logic Layer (Backend): Backend is
implemented in Node.js and Express.js framework
to handle the main business logic, API services, and
the server-side processing. The choice provides
high-performance, non-blocking I/O support
suitable for real-time communication and processing
multiple user requests at once. RESTful APIs are
employed as the interface for communication
between frontend and backend.
Data Storage Layer: Persistent data, including user
profiles, course content, SkillBucks transactions,
quiz scores, and community activity, is managed by
a MySQL relational database. MySQL is chosen
because of its reliability, ACID compliance, and
robust support for the structured data and the
complex queries, offering data integrity and rapid
retrieval.
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Fig. 4.1 Architecture Diagram

4.3 Key  Features and  Differentiating
Functionalities

The Collaborative Skill Sharing Hub combines a set
of features that are intended to produce an original
and efficient learning experience:

Dual  Learner-Mentor  Roles:  Unlike other
platforms, the Hub enables users to change roles
easily between that of a learner in pursuit of
knowledge and a mentor (instructor) providing
expertise. The flexibility adds variety to the platform
in terms of content and viewpoints.

The "SkillBucks" Digital Currency and Economy:
Central to the Hub is "SkillBucks," a platform-based
digital currency. SkillBucks are earned through
successful course creation and delivery, peer
tutoring, or participation in the community (e.g.,
through well-received blog posts or moderation of
forums). SkillBucks earned by the user can be used
to take courses from other users, making the
economy circular and sustainable.

Buyable Currency: In consideration of being
instantly available to students who have not yet
accumulated  SkillBucks, the system also
accommodates direct purchase of SkillBucks at a

fair cost, establishing a source of revenue for
sustainability ~while not compromising on
accessibility.

All-in-One Gamification Engine

Achievement Badges: Badges such as Beginner,
Learner, Intermediate, Expert, Prodigy are awarded
electronically to the users upon reaching diverse
objectives. These objectives may involve attaining a
skill through quizzes and materials, completing
certain courses, attaining positive feedback from
instructors, or giving positive contributions to the
community. The badges are visible on the user's
page and serve to encourage the user to remain
engaged.

Interactive Quizzes to Confirm Skills: Teachers can
design and incorporate quizzes in their classes.
Apart from being tools used to assess, quizzes are
also requirements for certain skill badges, hence
offering a means of confirming learned knowledge.

Live Leaderboards: Live leaderboards show leading
users performing on the basis of metrics like
SkillBucks earned, badges earned, courses taught,
and overall platform engagement. This provides a
sense of healthy competition and encourages active
participation.

Personalized Learning and Course Management:
Course Building Tools: Intuitive tools enable
instructors to quickly create, structure, and publish
courses with varied multimedia types (videos,
documents, code snippets, external links).

Personalized ~ Recommendations: The site
judiciously recommends courses and potential
mentors to students based on their stated interests,
skill gaps, course background, and profile
information.

Learning Progress Tracking: Students can see the
dashboards tracking their learning progress, courses
which are they taken, badges achieved, and balance
of the SkillBucks.
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Community Engagement and Knowledge Exchange
Interactive Blog Area: An independent blog allows
users (mentors and learners both) to post articles,
tutorials, case studies, project concepts, or industry
views. It extends the learning beyond the specified
courses and allows the mentors to establish
themselves as opinion leaders.

Rating and Feedback Mechanisms: Users' ratings
and feedback on courses and teachers facilitate
quality control of the content and helpful for other
learners.

Mentorship and Discussion Forums: In the future,
there could be a separate forums for each of the
subject or course, along with the features for one-on-
one or group mentoring. This would allow the
learners to get personal guidance and take part in the
focused discussions more easily.

Robust User Management and Administration:
The platform provides a varying tools and
dashboards for the students, teachers, and the
admins. Admins are able to manage all the users,
view content, resolve the issues, and inspect

platform stats. These aspects assist in keeping the
platform secure, equitable, and high-quality for all.

4.4  Expected Contributions and Impact
Collaborative Skill Sharing Hub is ready to make a
valuable contribution by:

Democratizing Education: Reducing the economic
barrier and enabling everyone with a skill set to
share it.
Boosting  Learner Engagement: Transferring
passive learning into an active, engaging, and
gamified process.
Establishing a Thriving Learning Community:
Creating an inspiring P2P community for knowledge
sharing, collaboration, and mentoring.
Providing a Sustainable Model: The SkillBucks
economy enables the platform to grow organically,
stimulating continuous contribution by its users.
Synergistically combining these elements.

The Collaborative Skill Sharing Hub aims to provide
a new solution to the existing issues with online
learning, a more inclusive, participatory, and
effective model for lifelong learning and skill
development in the era of the digital economy.

5. Evaluation and Discussion

The Collaborative Skill Sharing Hub architecture, as
indicated, depicts a new idea in solving century-old
challenges in the practice of online learning. This
discussion section evaluates the proposed model by
describing how its principal characteristics and
architecture directly resolve presented problem
statements, highlighting its intrinsic strengths, from
its performance characteristics, and acknowledging
possible weaknesses.

Solving the Problem Statement Economic Barriers
Broken and Costliness Reduced: The widespread
problem of expensive courses is removed
immediately by the "SkillBucks" economy.
Individuals can earn SkillBucks by teaching or
contributing, basically allowing them to access
learning facilities without spending actual money.
The provision of being able to purchase SkillBucks
at an affordable cost also ensures availability for
those wanting to learn immediately but are not yet
contributors, maintaining the middle ground
between a site of P2P exchange for free and

© 2025, ISJEM (All Rights Reserved)

| www.isjem.com |

Page 6



£ =D
bL oY J\".
YIsiEMY
oy 1}( Volume: 04 Issue: 06 | June - 2025

International Scientific Journal of Engineering and Management (ISJEM)

ISSN: 2583-6129
DOI: 10.55041/ISJEM03965

‘1 An International Scholarly || Multidisciplinary || Open Access || Indexing in all major Database & Metadata

viability.The model naturally appreciates a user's
current skills as an aid to additional learning.

Counteracting Passive Learning and Increasing
Engagement: The Hub itself actively discourages
passive student participation in several manners.
The coexistent learner-mentor role has the effect of
engaging students more actively. The built-in
gamification engine in the form of achievement
badges, interactive skill verification quizzes, and
live leaderboards makes learning fun and rewarding.
The community blog and feedback mechanisms
enhance interaction and active participation, moving
beyond content consumption in a unidirectional
path.

Simplifying Inflexible Student-Instructor Roles:
The platform essentially democratizes instruction by
giving any user with proven experience the ability to
construct and provide courses. This method exploits
the enormous untapped resource of amateur experts,
students, and working professionals, adding
multiple viewpoints and real-world experience to the
learning environment, rather than the conventional
models often limiting instruction to formally trained
individuals.

Providing Concrete Incentivization and Skill
Reward: The SkillBucks system provides a
concrete, quantifiable reward for sharing
knowledge. Not only are achievements signaled by
certificates but also by badges that may be gained
and shown on user pages and the ability to translate
efforts at teaching into opportunities at learning.
Such in-platform, real-time economy results in
contributions being valued and rewarded and
ensuring long-term participation.

Synergistic and Community Growth: The Hub is
designed as a greater-than-transnational forum.
Feedback mechanisms, user ratings, interactive
blog, and the planned inclusion of discussion forums
and mentorship features are all important for
creating a thriving P2P community. It facilitates
knowledge exchange, cooperation, and peer-to-peer
assistance, creating a self-supporting ecosystem
rather than a content repository.

Building a Harmonious, Two-Way Exchange of
Knowledge: The intrinsic design seamlessly fills the
voids among learning and teaching. By earning
SkillBucks as instructors, the wusers become
empowered themselves as learners within the same
system. This establishes a self-reinforcing pattern so
that knowledge sharing becomes a direct influencer
of the development of skills, addressing the
segmentation found in most existing systems.

Strengths of the Proposed Model
The design of the Collaborative Skill Sharing Hub
has some inherent advantages that make it a
paradigm-shifting solution in e-learning:

Holistic Incentive Ecosystem: The "SkillBucks"
virtual currency is not overlaid but the very lifeblood
of the platform, creating a robust, self-sustaining
circular economy that inductively stimulates
teaching and learning in return.

Thoroughly Integrated Gamification: As opposed
to shallow gamification, the badges, quizzes, and
leaderboards of the Hub are deeply integrated with
skill confirmation, user progress, and the SkillBucks
economy, significantly enhancing value and
providing tangible recognition.

Authentic Democratization of Education: By
turning every user into a possible teacher and
student, the platform dispels traditional hierarchies
and makes more comprehensive sets of skills and
pedagogical methods accessible.

Solid Community Orientation: The design
prioritizes community-building through
mechanisms like the interactive blog and feedback
systems to foster a community-oriented, supportive,
and collaborative learning environment that extends
beyond course structures.

Scalable and Sustainable Design: The chosen 3-tier
design (React.js, Node.js/Express.js, MySQL)
provides a solid, modular, and scalable foundation.
It enables the platform to change along with future
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feature extension, accommodate increasing user
loads, and remain sustained in the long term.

Greater Affordability and Access: The design
greatly reduces cost barriers to learning because
active participation in the guise of teaching or social
contribution can, in effect, pay for or mitigate
learning costs.

Performance Considerations (Design-Based):
The technology and architectural choices were
driven by  performance, scalability, and
responsiveness as inherent considerations:

Scalability: The 3-tier architecture enables the
independent  scaling of its components.
Horizontally, scaling by means of load balancing is
made possible by the statelessness of the Node.js
backend. Even with good management at very high
scales (e.g., via read replicas or sharding), the
MySQL database provides the good basis for the
increasing user base.

Responsiveness: Virtual DOM by React.js offers a
fast Ul update, resulting to responsive UIL. Node.js's
I/0 model with non-blocking enabling simultaneous
API calls with the minimal latency, ideal for real-
time features such as leaderboard updates and
SkillBucks transactions processing. Data retrieval
through optimized database queries and indexing is
made to render instant data to facilitate personal
commendation and course catalogues.

Reliability: MySQL's ACID properties promise the
integrity of critical transactions like SkillBucks
transfers. Fault isolation in the modular structure
also ensures problems in a less critical module are
less likely to detract from core platform
functionality. Predictable operational practices like
regular backups also help make the data reliable.

Whereas quantitative load and stress testing would
be paramount in a post-development environment,
these design factors provide a strong basis for a very
high-performing and fault-tolerant system.

6. Results

The following images represents the features
implemented in SkillHub platform like Connect

Page (connecting people), Blogs Page, Leaderboard
Page (rank based on their activity in skillhub
platform).
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7. Conclusion

In this paper, we presented the
Collaborative Skill Sharing Hub, a new model of
online learning with community at its center. In
contrast to conventional platforms where learning is
predominantly one-way, our platform involves users
as both learners and instructors. One of the central
concepts here is "SkillBucks" - a native virtual
currency that incentivizes users for imparting
knowledge and acquiring new skills. This keeps the
platform cost-effective and encourages individuals
to remain active.

We also added a lot of interactive features to keep -
users engaged things like badges, fun quizzes,

leaderboards, and even blog posts for sharing
experiences.The platform gives personal learning
suggestions, making it feel more tailored to each
user. On the technical side, we’ve designed it with a
strong 3-layer structure using modern tools like
React.js, Node.js, Express, and MySQL, which
makes it scalable and reliable. Overall, the Skill
Sharing Hub seeks to dismantle barriers in
education. It challenges typical issues such as dull
content, exorbitant fees, and inflexible roles by
inspiring a more rewarding, exciting, and flexible
learning experience that brings people together to
develop.

8. FUTURE ENHANCEMENTS:

Smarter Suggestions: We're thinking of adding Al to
help suggest courses and mentors that actually
match what someone’s interested in, how they prefer
to learn, and what they still need to work on. It might
even help mentors give more tailored advice to each
person.

Mobile App in Development: These days, a lot of
people prefer learning on the move, so building
mobile apps for Android and iOS is definitely on our
radar. It’ll also make things like offline access and
quick reminders way easier to handle.

More Useful Stats and Tracking: Right now,
tracking progress is quite limited. We’re looking
into add the better dashboards that show the learners
how they’re growing over time - not just in one
course, but across everything they are learning. It
will also helps mentors and admins to spot what’s
going well and where they need to improved.

Integration with Other Websites: Eventually, we
may make it possible for the users to integrate their
profiles with the websites like LinkedIn, so that they
can brag about what they have accomplished. We
are also arguing about whether or not we can
integrate with certifying bodies in order to provide
official certification of ability.

Real-time Group Tools: Learning is the more
enjoyable when interactive. We're considering the
inclusion of the likes of collaborative whiteboards,
live code editors, or co-editable documents to the
sessions for the enhanced collaboration.

Enhanced Community Capabilities: We want to
create dedicated forums for each skill, enable users
to set up study groups, and create tools to easily
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arrange mentor meetups - both individually and in
small groups.

Safety and Quality First: Not all that's present on the
site is useful, so we're exploring how we can
leverage Al in order to find the bad or low-quality
content. We might also have a peer review system
so that the community can help flag and edit the
materials.
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